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Toys, Games, Entertainment you want your children to avoid
By Susan Brinkmann, Women of Grace Ministries 
Ouija Boards and Tarot Cards 

http://www.coloradocatholicherald.com/display.php?xrc=646
By Susan Brinkmann, Special to the Herald, October 8, 2007 

Fortune-telling has real staying power. It’s been attracting crowds since prehistoric time. And in the recorded history of Greece for the period spanning 700-800 B.C., the ancients believed the home of the oracle of Delphi was the center of the universe. In modern times, divining the future can be cheap and convenient. 

For the do-it-yourself crowd, toy stores stock plenty of ouija boards and tarot cards, and any New Age bookstore will sell a variety of crystals and how-to manuals on palm-reading. But don’t let the price tags mislead you. Those items might not seem to cost very much, but the spiritual price we pay for using them is often much steeper than we realize.

Some people are not aware that fortune telling and other forms of divination are linked to the occult. Consider the background of two of the most popular forms of modern fortune-telling: ouija boards and Tarot cards, both of which are currently being sold as children’s games.

Ouija Boards

The ouija board set consists of an alphabet board and heart-shaped pointer, known as a planchette, which are used for divination through spirit contact.

The use of alphabet boards for divination dates back to 1200 B.C. in China, when similar instruments were used to communicate with the dead, according to information from the Museum of Talking Boards. Ancient Greeks used a table that moved on wheels to point to signs that were then interpreted as revelations from the "unseen world."

Modern use of the ouija board entered the United States as part of the Spiritualism movement of the mid-19th century. In some forms, followers use a pendulum that swings over a plate or a table with letters painted around the edge to spell out messages.

In 1890, two businessmen named Elijah Bond and Charles Kennard patented the idea of using a planchette and alphabet board as a "talking board." An employee of theirs name William Fuld took over production of the product in 1901 and started selling the board under the name "ouija," which was derived from the French, German and Dutch words meaning "yes" — oui and ja.

In 1966, Fuld sold the patent to the Parker Brothers (now Hasbro) game corporation, which began marketing the board as a game. Although the company does not release sales figures on its ouija board, anywhere from 20-25 million boards have been sold, according to an estimate by Mitch Horowitz, the editor-in-chief of Tarcher-Penguin books and author of "Ouija: How This American Anomaly Became More Than Just Fun and Games."

The world saw how well a ouija board could work in the blockbuster Hollywood horror film, "The Exorcist," a fictional account based on the true story of an exorcism performed in 1949 for a 13-year-old boy from Mount Ranier, Wash. Introduced to the board by an aunt, the boy used it to contact her spirit after she died. However, instead of contacting his aunt, he unwittingly contacted demons who disguised themselves as friendly spirits and eventually possessed him.

The board is one dangerous toy, writes Joel S. Peters, an apologist for Catholic Answers in San Diego, Calif.

"The ouija board is far from harmless, as it is a form of divination (seeking information from supernatural sources)," Peters writes. "The fact of the matter is, the ouija board really does work, and the only ‘spirits’ that will be contacted through it are evil ones . . ."

"Just because someone regards the board as harmless doesn’t mean it is," Peters said. "A disbelief in something does not necessarily mean that something isn’t real. The ouija board has an objective reality that exists apart from a person’s perception of it. In other words, it’s real even if you don’t believe it is."

Tarot Cards

Although there are many different theories about the origin of tarot cards (pronounced "tar-o"), there is some evidence that they originated in Italy in the 14th century, with the earliest recorded mention of their use dating to 1391, according to Father William Saunders, dean of the Notre Dame Graduate School of Christendom College, who wrote an article titled, "The History of Tarot Cards" for the Arlington (Va.) Catholic Herald.

Based in the occult, tarot cards are used predominantly for cartomancy, divination or fortune telling.
The modern history of the tarot, according to the New Age Almanac, can be traced to a French Huguenot pastor named Antoine Court de Gebelin (1719-1784). De Gebelin became active in Parisian freemasonry circles, and joined the Philalethes, a French Masonic occult order. He became an accomplished occult scholar and, through his various social connections, discovered the tarot. De Gebelin believed the occult symbolism of the cards tied them to ancient Egypt, although that has never been substantiated.

In 1783, a fortune teller known only as Etteilla published a book detailing a methodology for tarot cartomancy, and the use of the cards for fortune telling continues to this day.

Father Saunders describes the composition of the 78 cards in the tarot deck this way: "The pack of cards — known as the "Tarocco" — is made up of 22 major "enigmas," whose figures represent a synthesis of the mysteries of life, and 56 minor images incorporating 14 figures in four series (gold, clubs, swords and goblets)."

The gold series symbolizes intellectual activity; the club series symbolizes government; the sword series symbolizes the military; and the goblet series symbolizes the priesthood.

"Practitioners of Tarot believe that these enigmas, images and series represent the sum of the knowledge of all sciences, particularly astrology, and that the permutations in "dealing with the cards" is capable of revealing the future and solving all problems," Father Saunders writes.

The occult links of ouija boards and tarot cards may not be immediately obvious to some individuals, especially when they are sold as children’s games. Some people fall unwittingly into the habit of using the divining devices without realizing they have exposed themselves to the influence of demonic spirits.

Because of such hidden dangers, strong warnings against all forms of divination are found throughout Scripture and in the Catechism of the Catholic Church.

One such admonition is found in the book of Deuteronomy: "Let no one be found among you who sacrifices his son or daughter in the fire, who practices divination or sorcery, interprets omens, engages in witchcraft, or casts spells, or who is a medium or spiritist [spiritualist] or who consults the dead. Anyone who does these things is detestable to the Lord." (18:10-12)

The Catechism also notes that, along with breaking the first commandment, the use of divination devices is wrong because they "conceal a desire for power over time, history, and, in the last analysis, other human beings, as well as a wish to conciliate hidden powers." (No. 2116)

"To invoke Satan or any other power, to enter the darkness [the occult] for any assistance, or to attempt to usurp powers which belong to God alone is a defiance of the authority of almighty God," warns Father Saunders. "To commit such acts is to turn away from God and place our own souls in jeopardy."
The Trouble with “Twilight”
http://www.womenofgrace.com/blog/?p=2641 
By Susan Brinkmann, January 20, 2009
Move over Harry Potter. There’s a new occult thriller in town and teens and ‘tweens can’t get enough of it.

It’s called Twilight, a series of four books written by Stephanie Meyer based on a romance between a vampire named Edward Cullen and a mortal teen named Bella Swan.

The story begins when Bella moves to Washington state where she enrolls in a small town high school and finds herself drawn to her rather mysterious lab partner, Edward. As their attraction grows, she learns more about Edward and his family, all of whom are vampires.

The four novels in the Twilight series mainly focus on this bizarre romance where the “undead” Edward struggles with himself not to feed on Bella’s blood. He avoids having sex with her because he doesn’t want her to become a vampire like him. But as Bella falls ever deeper in love, she repeatedly voices her willingness to forfeit her soul just to be with him forever.

As trite a plot as it might sound, Twilight is a phenomenal success. The four novels in the series, Twilight, Eclipse, New Moon and Breaking Dawn, have sold 17 million copies principally to pre-teen and teen aged girls.

The movie, released by Summit Entertainment last November, made $70.6 million at the box office in its opening weekend, making it the fourth highest opening weekend for a movie in 2008. According to Box Office Mojo, exit polling found that 75 percent of the audience was female and 55 percent was under 25 years old.

Naturally, two sequels are already in the works.

The Appeal of the “Undeparted”
So what exactly is wrong with these books?

First, they feature the same literary duplicity found in the Harry Potter series. By peppering the story with moral issues that resonate with Christians, and convincing readers that vampires (or witchcraft, as in the case of Potter) can actually serve a good and noble purpose, the authors manage to disguise the occult beneath a veneer of righteousness that can easily trap the unwary.

For instance, the main character in Twilight is a vampire. According to Webster’s, a vampire is “a corpse, animated by an undeparted soul or a demon that periodically leaves the grave and disturbs the living.” In traditional folklore, the vampire is “typically a being that sucks the blood of sleeping persons at night.”
Christians believe that only God holds the power of life and death, not “undeparted souls” or demons. Nor do they believe in the existence of “undeparted” souls. The Catechism makes it clear that man dies “only once” at which time he is judged by God and deemed worthy of either heaven, hell or purgatory.

Only in Hollywood are departed souls left to wander around the universe or re-inhabit their bodies in order to become blood-sucking vampires.

Although people are tempted to ignore criticism of Twilight, saying it’s just another vampire movie, this film is markedly different from Dracula, the famous 1931 movie starring Bela Lugosi. In Dracula, the plight of the vampire is presented as hideous and unattractive, definitely not something you would want to be. In Twilight, it’s just the opposite.

Edward is attractive and presented as a “good guy” even though he openly admits that he has killed people. The Cullen family, or “coven” as they refer to themselves, are vegetarian vampires who only feed on animal blood. Edward’s father, Carlisle Cullen, is a vampire who used to be a pastor whose faith makes him strive to rise above his vampirism by becoming a doctor and helping people, all values he tries to instill in his family.

The character of Bella has problems of her own. She repeatedly speaks about her strong desire to be with Edward forever, even if that means becoming a vampire, a creature who is “eternally damned.” We are taught that the soul is “that which is of greatest value” in ourselves and what makes us in the image and likeness of God. What a dangerous message this sends to young girls, that the priceless treasure of their soul can be tossed aside to win the man of their dreams.

Another troubling character in the story is Alice, one of Edward’s sisters who can see into the future. Alice and her occult practices repeatedly play key roles in the plot, making the use of divination seem appropriate and even important.

Many have also praised the fact that Edward and Bella’s relationship is chaste, but they are not abstaining for any moral reasons. Rather, it’s because Edward is too tempted to “eat” her, thus making her a vampire.

According to cult expert Caryn Matrisciana, in the end, Bella will indeed succumb to Edward’s charm and become a vampire. In a future movie, the two will have sex and an “unwanted” baby.

Of course teens, and their parents, don’t know this when they first become hooked on the series.

Troubling Origins
Perhaps the most troubling aspect of all about the Twilight series is the origin of the story. 

Stephanie Meyer, a Mormon, is a housewife and mother of three who claims she “received” Twilight in a dream on June 2, 2003.

“In my dream, two people were having an intense conversation in a meadow in the woods,” Meyers writes on her website. “One of these people was just your average girl. The other person was fantastically beautiful, sparkly, and a vampire. They were discussing the difficulties inherent in the facts that A) they were falling in love with each other while B) the vampire was particularly attracted to the scent of her blood, and was having a difficult time restraining himself from killing her immediately.”

From that point on, she was driven to write the story, often climbing out of bed in the middle of the night to write because “Bella and Edward were, quite literally, voices in my head. They simply wouldn’t shut up,” she writes.

Even more disturbing, Meyer claims she had another dream after the book was finished. In this dream, Edward appeared and told her the book was wrong and that he did drink human blood because he could not live on only animal blood. “We had this conversation,” Meyer said, “and he was terrifying.”

Visitations by spirits are an integral part of occult communication, but Matrisciana believes Meyer may also be influenced by her Mormon faith which believes in communication with the dead.

“Indeed, dead members of former generations can be baptized into Mormonism in a Mormon temple ritual,” Matrisciana writes. “Mormon founder Joseph Smith was ‘visited’ by a communicating ‘angel’ called Moroni, whose statue stands atop all Mormon Temples.”

The Twilight series is spawning a cult-like following with young girls calling themselves “Twilighters” who celebrate “Stephanie Meyer Day” on Sept. 13 in honor of Bella’s fictional birthday. They wear t-shirts sporting sayings such as “Forbidden Fruit Tastes the Best.”
Even the secular reviewers admit the story is “a dark romance that seeps into the soul.”
The discerning parent may want to reconsider allowing their teen to become involved with the Twilight series.

STUDY QUESTIONS
1. Vampirism represents an assault on both the body and the soul.

a) What does the Catechism have to say about the value of the soul? (See Catechism of the Catholic Church Nos. 365-368 available here: http://www.vatican.va/archive/catechism/p1s2c1p6.htm#II)

b) What does the Church teach about proper reverence for the body after death? (See Nos. 2300-2301 in the Catechism, available here: http://www.vatican.va/archive/catechism/p3s2c2a5.htm#II)

2. Christians believe the body will one day rise again. How, and who, will rise again, and when will this take place? (See Nos. 997 to 1001 in the Catechism, available here: http://www.vatican.va/archive/catechism/p123a11.htm#I)

3. The Old Testament teaches that blood is sacred. Read Deuteronomy 12:23

4. Scripture clearly condemns occult practices such as those performed by Edward’s sister, Alice. Read Deuteronomy 18:10, 11

5. While God has frequently used dreams to communicate with his prophets (see Genesis 20:3, 28:12, and 31:10; 3Kings 3:5-15; Daniel 2:19, 7:1; Matthew 1:30, 3:13; Acts 23:11, 27:23) these dreams were never sought and God always made known that the contents of the dreams were a revelation from Him.  
What warning does Scripture give us about the improper use of dreams? (See Leviticus 19:26, Deuteronomy 18:10 and Jeremiah 23: 25-29).

a) Why did the Baltimore Catechism forbid people to believe in dreams? (See No. 1155 in the Baltimore Catechism available here: http://www.catholicinformationcenteroninternet.org/Catechism/Part3/l30.html#RTFToC17
Vatican Paper Reviews Twilight Movie
http://www.womenofgrace.com/blog/?p=2942 

By Susan Brinkmann, August 24, 2009
L’Osservatore Romano reviewed the first of the Twilight movies and says the characters in this story about a lonely teen and a vampire are so radical it makes the movie seem disconnected from reality.

In a synopsis of the article by the Catholic News Agency, reporter Silvia Guida begins by questioning the reason for success of the movie, which “fascinates millions of people (not only teens, as there is also a Twilight fan club of moms).”

She says the female character, Bella Swan, who falls in love with a teen vampire named Edward, “together with the fans of the series—has been conquered by the fascination with difficult love, which is worth the risk.”

On the other hand, Edward Cullen, (played by Robert Pattin) “has the reactions and feelings of a teenager but the maturity of someone who has lived 108 years,” Guida writes. “He doesn’t choose to be good, but he changes because of the example he sees in his adoptive father, the ‘vegetarian’ vampire Carlyle…” Meanwhile, in the background, the audience meets Bella’s separated parents.  “Her father, Charlie, loves her but literally does not know what to say to her,” Guida writes. “Living with him means routine beer drinking, entire nights in front of the television watching sit-coms neither one of them like, eating in the car once a week, affection that is solid but unable to be transformed into real accompaniment in her life.”
Both Bella and Edward are isolated, “him because of his hidden ‘monster’ nature, her because she fakes interest in things she doesn’t care about: the cult of shopping, expectations for the prom, desperation over wanting to be in latest edition of the school magazine, chatting with her friends.”
Both of them, when they are together, “are condemned to receiving special attention: Bella knows she is risking her life; Edward, in order to accept loving her, must consent to hiding his bad side. This is the exact opposite of the ‘Just Do It’ mentality of young people.” Rather, the characters exhibit an attitude that says if they can try, “the world is there, they only need to take it.”
Reality “does not follow this law, as every fable teaches us,” Guida writes.  “Cinderella knows she must leave the dance at midnight, unless she wants to see everything disappear and the carriage become a pumpkin, even seeing the enchantment of love end.” “The question is not so much why is Twilight so successful, but rather, how can a kid watch it with indifference?” Guida wonders.

The Trouble with Twilight
http://www.womenofgrace.com/blog/?p=3426 

By Susan Brinkmann, November 18, 2009
Excerpted from Canticle Magazine 

New Moon, the second movie in the phenomenally successful Twilight series which debuts this Friday, is the latest installment in a new occult thriller featuring vampires and werewolves that is taking over where Harry Potter left off with teens and tweens. 

The Twilight series is composed of four books written by Stephanie Meyer and is based on a romance between a vampire named Edward Cullen and a mortal teen named Bella Swan.

The story begins when Bella moves to Washington state where she enrolls in a small town high school and finds herself drawn to her rather mysterious lab partner, Edward. As their attraction grows, she learns more about Edward and his family, all of whom are vampires.

The four novels in the Twilight series focus mainly on this bizarre romance where the undead Edward struggles with himself not to feed on Bella’s blood. He avoids having sex with her because he doesn’t want her to become a vampire like him. But as Bella falls ever deeper in love, she repeatedly voices her willingness to forfeit her soul just to be with him forever.

As trite a plot as it might sound, Twilight is a phenomenal success. The four novels in the series, Twilight, Eclipse, New Moon and Breaking Dawn, have sold more than 17 million copies, and the first movie was equally successful. A third movie is already planned for release in June, 2010.

The success of the series is being driven principally by pre-teen and teen aged girls. According to Box Office Mojo, exit polling for the first movie found that 75 percent of the audience was female and 55 percent was under 25 years old.

So what exactly is wrong with Twilight?

First, the series features the same literary duplicity found in the Harry Potter series. By peppering the story with moral issues that resonate with Christians, and convincing readers that vampires (or witchcraft, as in the case of Potter) can actually serve a good and noble purpose, the author manages to disguise the occult beneath a veneer of righteousness that can easily trap the unwary.

For instance, the main character in Twilight is a vampire. According to Webster’s, a vampire is a corpse, animated by an undeparted soul or a demon that periodically leaves the grave and disturbs the living. 
In traditional folklore, the vampire is typically a being that sucks the blood of sleeping persons at night. Christians believe that only God holds the power of life and death, not undeparted souls or demons. Nor do they believe in the existence of undeparted souls. The Catechism makes it clear that man dies only once at which time he is judged by God and deemed worthy of heaven, hell or purgatory. Only in Hollywood are departed souls left to wander around the universe looking for something to do or, in the case of Twilight, re-inhabit their bodies in order to become blood-sucking vampires.

Although people are tempted to ignore criticism of the Twilight movies, saying they’re just another in a long line of vampire flicks, this film is markedly different from other Dracula-era, movies such as the famous 1931 production starring Bela Lugosi. In Lugosi’s film, the plight of the vampire is presented as hideous and unattractive; definitely not something you would want to be.

In Twilight, it’s just the opposite.

Edward is attractive and presented as a good guy even though he openly admits that he has killed people. His family, the Cullens, are vegetarian vampires who only feed on animal blood. Carlisle Cullen, Edward’s father, is also a vampire but because he used to be a pastor, his faith makes him strive to rise above his vampirism by becoming a doctor and helping people, all values he tries to instill in his family.

These are all literary devices used to make evil characters appear to be good.

The character of Bella has problems of her own. She repeatedly speaks about her strong desire to be with Edward forever, even if that means becoming a vampire, a creature who is eternally damned.

We are taught that the soul is that which is of greatest value in ourselves and what makes us in the image and likeness of God. What a dangerous message this sends to young girls that the priceless treasure of their soul can be tossed aside to win the man of their dreams.

Another troubling character in the story is Alice, one of Edward’s sisters who can see into the future. Alice and her occult practices repeatedly play key roles in the plot, making the use of divination seem appropriate and even important.

Many have also praised the fact that Edward and Bella’s relationship is chaste, but they are not abstaining for any moral reasons. Rather, it’s because Edward is too tempted to eat her, which would turn her into a vampire.

According to cult expert Caryl Matrisciana, in the end, Bella will indeed succumb to Edward’s charm and become a vampire. In a future movie, the two will have sex and a baby who turns out to be a kind of hybrid vampire-human that is sucking Bella’s blood from the inside. Bella dies during childbirth and it is at this time that Edward finally bites her, bringing her back to life as a vampire.

Of course teens, and their parents, don’t know this when they first become hooked on the series.

Perhaps the most troubling aspect of all about the Twilight series is the origin of the story.

Author Stephanie Meyer, a Mormon, is a housewife and mother of three who claims she received Twilight in a dream on June 2, 2003.

“In my dream, two people were having an intense conversation in a meadow in the woods,” Meyer writes on her website. “One of these people was just your average girl. The other person was fantastically beautiful, sparkly, and a vampire. They were discussing the difficulties inherent in the facts that A) they were falling in love with each other while B) the vampire was particularly attracted to the scent of her blood, and was having a difficult time restraining himself from killing her immediately.”

From that point on, Meyers says she was driven to write the story, often climbing out of bed in the middle of the night to write because Bella and Edward were, quite literally, voices in my head. “They simply wouldn’t shut up,” she writes.

Even more disturbing, Meyer claims she had another dream after the book was finished in which Edward appeared and told her the book was wrong. He wanted her to know that he did indeed drink human blood because he could not live on only animal blood.

“We had this conversation, Meyer said, “and he was terrifying.”

Unfortunately, the Twilight series is spawning a cult-like following among young girls who call themselves Twilighters and who celebrate Stephanie Meyer Day on Sept. 13 in honor of Bella’s fictional birthday. They wear t-shirts sporting sayings such as Forbidden Fruit Tastes the Best.

Even secular reviewers admit the story is “a dark romance that seeps into the soul.”

But the worst part about Twilight is the way it ends – in the happily-never-after of a young woman’s eternal death.

Vatican Calls Twilight Saga a Deviant “Moral Vacuum”
http://www.womenofgrace.com/blog/?p=3455 

By Susan Brinkmann, November 22, 2009
A Vatican official is calling the latest movie in the popular vampire saga, Twilight, a “moral vacuum with a deviant message.” According to London’s Daily Mail, Monsignor Franco Perazzolo of the Pontifical Council of Culture was responding to the movie, New Moon, the latest installment in the multi-part occult thriller, Twilight. The series tells the story of a vampire named Edward (Robert Pattinson) and a high school student named Bella (Kristen Stewart) who fall in love. Throughout the series, Edward tries to avoid biting Bella in order to spare her from losing her soul and becoming a vampire. In the end Edward relents and Bella joins him in the realm of the “undead.” “Men and women are transformed with horrible masks and it is once again that age-old trick or ideal formula of using extremes to make an impact at the box office,” Monsignor Perazzolo said. “This film is nothing more than a moral vacuum with a deviant message and as such should be of concern.” The movie is based on the books by Stephanie Meyer, which have sold 85 million copies worldwide. The third film in the four part series is scheduled to be released in June, 2010. 
What’s wrong with the Twilight series?

http://womenofgrace.com/newage/?p=21#more-21
By Susan Brinkmann, January 7, 2010

LH writes: “Could you please give us some insight on the book Twilight? I have not read the book myself but my understanding of the book is that it is about vampires. The book is very popular with the teens and younger ages. My granddaughter is 10 years old and has read the book and is showing interest in astrology and ghosts. Her mother is also into the new age and purchased the book for her and also took her to the movie “New Moon”. My son doesn’t seem to think that there is anything wrong with my granddaughter’s interest in this. I told my son that I didn’t think that kind of book was appropriate for his children. What can I do to get her and my son off of the path of the new age?”

To follow is a very detailed article about the many problems with the Twilight series. It appeared on our Breaking News site and in the January/February issue of Canticle Magazine. 

I will address the subject of ghosts (a favorite of mine!) and how to get people off the New Age path in separate posts.

For those who don’t know, Twilight is a series of four books (and 2 movies so far) written by Stephenie Meyer based on a romance between a vampire named Edward Cullen and a mortal teen named Bella Swan.

The story begins when Bella moves to Washington state where she enrolls in a small town high school and finds herself drawn to her mysterious lab partner, Edward. As their attraction grows, she learns more about Edward and his family, all of whom are vampires.

The four novels in the Twilight series are centered around this bizarre romance where the "undead" Edward struggles with himself not to feed on Bella’s blood. He avoids having sex with her because he doesn’t want her to become a vampire like him. But as Bella falls ever deeper in love, she repeatedly voices her willingness to forfeit her soul just to be with him forever.

The principal audience for the books and movies are pre-teen and teenaged girls. According to Box Office Mojo, exit polling for the first movie found that 75 percent of the audience was female and 55 percent was under 25 years old.

Of the many bizarre aspects of this latest series of occult fiction is its troubling origin. Author Meyer, a Mormon housewife and mother of three, describes it as having come to her in a dream on June 2, 2003.

"In my dream, two people were having an intense conversation in a meadow in the woods," she writes on her website. "One of these people was just your average girl. The other person was fantastically beautiful, sparkly, and a vampire. They were discussing the difficulties inherent in the facts that A) they were falling in love with each other while B) the vampire was particularly attracted to the scent of her blood, and was having a difficult time restraining himself from killing her immediately."

From that point on, she was driven to write the story, often climbing out of bed in the middle of the night to write "because Bella and Edward were, quite literally, voices in my head. They simply wouldn’t shut up," she writes.

Even more disturbing, Meyer claims she had another dream after the book was finished. In this dream, Edward appeared and told her things about the book that were wrong. "We had this conversation," Meyer said, "and he was terrifying."

This could explain why there is so much wrong with Twilight, and why Monsignor Franco Perazzolo of the Pontifical Council of Culture warned that the saga is "nothing more than a moral vacuum with a deviant message and as such should be of concern."
First, the series features the same literary duplicity found in the Harry Potter series. By peppering the story with moral issues that resonate with Christians, and convincing readers that vampires (or witchcraft, as in the case of Potter) can actually serve a good and noble purpose, the authors manage to disguise the occult beneath a veneer of righteousness that can easily trap the unwary.

For instance, the main character in Twilight is a vampire. According to Webster’s, a vampire is a corpse animated by an "undeparted" soul or a demon that periodically leaves the grave and disturbs the living. In traditional folklore, the vampire is typically a being that sucks the blood of sleeping persons at night.

Christians believe that only God holds the power of life and death, not "undeparted" souls or demons. Nor do they believe in the existence of "undeparted" souls. The Catechism makes it clear that man dies only once at which time he is judged by God and deemed worthy of either heaven, hell or purgatory. Only in Hollywood are departed souls left to wander around the universe looking for something to do, such as re-inhabiting their bodies and becoming blood-sucking vampires.

Although people are tempted to ignore criticism of Twilight, saying it’s just another vampire movie, this film is markedly different from Dracula, the famous 1931 movie starring Bela Lugosi. In Dracula, the plight of the vampire is presented as hideous and unattractive, definitely not something you would want to be. In Twilight, it’s just the opposite.

Edward Cullen is attractive and presented as a good guy even though he openly admits that he has killed people. The Cullen family, or coven as they refer to themselves, are vegetarian vampires who supposedly only feed on animal blood (as if this makes them any less evil). Carlisle Cullen, Edward’s father, is also a vampire but because he used to be a pastor, his faith makes him strive to rise above his vampirism by becoming a doctor and helping people, all good Christian values he tries to instill in his family.

The character of Bella has problems of her own. She repeatedly speaks about her strong desire to be with Edward forever, even if that means becoming a vampire, a creature who is eternally damned.

We are taught that the soul is that which is of greatest value in ourselves and what makes us in the image and likeness of God. What a dangerous message this sends to young girls that the priceless treasure of their soul can be tossed aside to win the man of their dreams!
Another troubling character in the story is Alice, one of Edward’s sisters who can see into the future. Alice and her occult practices repeatedly play key roles in the plot, making the use of divination seem appropriate and even important.

According to cult expert Caryl Matrisciana, in the end, Bella will indeed succumb to Edward’s charm and become a vampire. In a future movie, the two will have sex and a baby who turns out to be a kind of hybrid vampire-human that is sucking Bella’s blood from the inside. Bella dies during childbirth and it is at this time that Edward finally bites her, bringing her back to "life" as a vampire.

This plot-line is so evil, even secular reviewers admit the story is a "dark romance that seeps into the soul."

But the worst part about Twilight is the way it ends. Instead of happily-ever-after, this story ends in eternal death.

What’s up with “Avatar”?

http://womenofgrace.com/newage/?p=23#more-23
By Susan Brinkmann, January 12, 2010
AS says: “I would appreciate your comments on the new movie Avatar.”
Although I have not yet seen the movie myself, various Vatican sources have and because their opinions are more important than mine, I thought I’d pass along what they – and a few others – have to say about it:

While calling the plotline bland and accusing it of "giving a wink toward" environmental fanaticism, Vatican news sources have given James Cameron’s 3-D techno-thriller less than favorable reviews.

Vatican Radio accused the film of "being a wink towards the pseudo-doctrines which have made ecology the religion of the millennium" and said its many faults would prevent the film from making cinema history.

The story takes place in 2154 on the planet Pandora where a paraplegic ex-marine is sent to establish a human settlement. He is met with resistance from the planet’s native population, known as the Na’vi race, which sets the stage for the many epic special-effects confrontations between the two forces.

"It has a great deal of enchanting, stunning technology, but few genuine or human emotions," wrote the Holy See’s newspaper, L’Osservatore Romano.

"Its significance is in its visual impact rather than in the story, and in its messages, despite the fact that they are hardly new. Cameron, concentrating on the creation of the fantasy world of Pandora, chooses a bland approach. He tells the story without any profound exploration" and allows the plot to descend into sentimentality, the paper said.

In the Hindu religion, an avatar is believed to be a god who is incarnated on earth; however, in Cameron’s world, an Avatar is a human-Na’vi hybrid created through genetic engineering.

He describes Avatars as "living, breathing bodies in the real world, controlled by a human driver who projects their consciousness via technology which links their mind to the Avatar body and lives through the body in a remote-control kind of way while the body is in a coma-like state."

The film is also receiving criticism from Christian leaders such as Dr. Alex McFarland, President of Southern Evangelical Seminary who says the move’s pantheistic worldview makes it "new-age friendly."

"Avatar’s storyline presents us with a world of pantheistic monism," Dr. McFarland said. "Pantheism sees no distinction between creation and Creator, the temporal or eternal, or between the natural world and the supernatural. In a pantheistic world all is God, and God is all. . . . Pantheism is incompatible with Christian theism. The theist distinguishes between the universe and God. For the pantheist, the universe and all of its contents is God (including you and me)."

In addition, CNN is reporting that people are beginning to suffer from what is being called the "Avatar blues". The movie’s Fan Forum site has set up a special thread called "Naviblues" to accommodate all the people who are writing about experiencing depression and suicidal thoughts since seeing Avatar.

One fan named Mike wrote: "Ever since I went to see 'Avatar' I have been depressed. Watching the wonderful world of Pandora and all the Na’vi made me want to be one of them. I can’t stop thinking about all the things that happened in the film and all of the tears and shivers I got from it. I even contemplate suicide thinking that if I do it I will be re-birthed in a world similar to Pandora where everything is the same as in Avatar."

The forum administrator, Philippe Baghdassarian, said he can understand why people are feeling depressed. "The movie was so beautiful and it showed something we don’t have here on Earth. I think people saw we could be living in a completely different world and that caused them to be depressed."

If we all lived the Gospel of Jesus Christ, we’d all be living in a completely different world, and one that would make Pandora look like the fairy tale it is.

Boycott Hasbro’s pink Ouija board for girls!

http://womenofgrace.com/newage/?p=38#more-38 

By Susan Brinkmann, February 3, 2010
A Canadian man once heavily involved in the occult is launching a boycott of both Hasbro and Toys-R-Us for marketing a new pink Ouija board for girls ages eight and up.

"This is the mainstreaming of the occult," said John Cain, 50, of Ottawa, Canada. He first spotted something about the pink Ouija board on a January 28 post appearing on the Catholic Answers Forum and decided to look into it.
He found an ad for the toy on the Toys R Us website which proudly proclaimed: "Now the OUIJA Board is just for you, girl." The new flashy pink board comes with 72 questions to ask the board, a carrying case with storage pockets and instructions for how to use it to contact the dead. "Make up your own questions, and let the OUIJA Board satisfy your curiosity in virtually endless ways," the site says. "OUIJA Board will answer. It’s just a game – or is it?"

One girl commented about the board on the site: "This is fun and entertaining and might scare little kids but they love it. I love the cards it comes with and the pink. (Love the color) Cute!"

Referring to it as a "real portal to the other world," another young fan wrote: "This product is amazing; I’ve personally summoned three ghosts who were really cute and died the best."

Mr. Cain, who was deeply involved in the occult earlier in his life, was so outraged by the marketing of such a dangerous "toy" to children that he launched a boycott the very next day.

"I’m a Catholic and I know it’s stated in the Catechism and the Bible that divination and necromancy are off-limits," he said. "But the middle-of-the-road group, people who have either fallen away from the Church or don’t have any religious affiliation, they think that when a big corporation like Hasbro and Toys R Us makes it appear so innocuous, it makes them wonder 'how bad can this be?' So they buy it and introduce it to their children. Kids wouldn’t even know about Ouija boards unless it was marketed directly toward them."

This is not the first time Hasbro and Toys-R-Us have come under fire for marketing the board to kids. According to Stephen Phelan, Communications Manager for Human Life International (HLI), he contacted people at Toys R Us about the Ouija board several years ago but the retailer denied carrying it. "There was talk of a boycott, but in the face of denials from Toys R Us and a lack of proof, the boycott went away," Mr. Phelan said by e-mail.

It was not until he was contacted by John Cain last week that he became aware of the new boycott and was only too happy to back the project. "Let’s boycott both Hasbro for making these, and Toys R Us for marketing them to children and parents – and for Toys R Us previously denying that they sold them," Mr. Phelan said.

He went on to issue the strongest warning against the use of these boards. "No one should be messing with Ouija boards, especially Christians who should know better. They are not toys. They are not safe; they are what they say they are, a portal to talk to 'spirits' that you really don’t want to deal with."

Milton Bradley does nothing to hide these dark realities while advertising its "glow in the dark" version of the board. "Evil spirits! Wake the dead! Consult the board of omens!" the ad encourages. "The classic Ouija board has the answers to all questions, except the mysterious powers that determine its answers!"

Those mysterious powers became horrifyingly real for millions of movie-goers in the 1970’s with the movie, The Exorcist. The film was based on the true story of a 12 year old boy named Robbie who was using a Ouija board to contact who he thought was a recently deceased aunt when he became possessed by a demon.

Unfortunately, stories of demonic possession, oppression, and even insanity and suicide associated with the board have been reported by a range of professionals such as policemen, psychologists, medical doctors, even mediums and spiritualists.

For instance, a New York City policeman named Ralph Sarchie is an expert in demonology who has investigated witches and Satanists and assisted at more than a dozen exorcisms while working at the 46th precinct in the South Bronx. He claims that "innocent" board games like the Ouija board are one of the biggest dangers of the occult.

"There ought to be a law against these evil, occult 'toys'," he writes in his book, Beware the Night. "I can hear some of you out there saying, 'Hey, I used an Ouija board and nothing happened.' Consider yourself lucky, then. It’s like playing Russian roulette. When you put the gun to your head, if you don’t hear a loud noise, you made it. Same thing with the board: The more times you pull the trigger, the more likely that on the next shot, your entire world will go black."

This is why the Lord so vehemently forbids any contact with the occult or its many devices.

In Deuteronomy 18: 10-12 we are told: "Let no one be found among you who sacrifices his son or daughter in the fire, who practices divination or sorcery, interprets omens, engages in witchcraft, or casts spells, or who is a medium or spiritist or who consults the dead. Anyone who does these things is detestable to the Lord."

Sadly, most children "wouldn’t even know about Ouija boards unless it was marketed directly toward them," Mr. Cain said, which is why he’s hoping the boycott will exert enough pressure to convince Hasbro and Toys R Us to withdraw these dangerous toys from the market.

To join the boycott, visit http://www.boycottowl.com/Hasbro/84
Gaming for Satan: New Video Games mock the Church and glorify Satan

http://womenofgrace.com/newage/?p=41#more-41  

By Susan Brinkmann, February 5, 2010
(This story is so important it also appears in our Breaking News section today!)

A long-time video gamer and devout Catholic is sounding the alarm about a new breed of satanically-themed video games that target God and the Catholic Church, invite players to make pacts with the devil, and elevate Satan to hero status.

"This has been going on for the last 10 years, but especially in the most recent games," said Lance Christian, 32, of Alton, Illinois. "It wasn’t until last month when I said, 'enough is enough!' I’m a gamer, but I’m deep into my faith and I think God is showing me this so I can make other people aware of it."

He has seen games gradually become more occult-based, promoting Satan and even the persecution of Christians. 
For instance, in one game, players kill the Archangels Michael, Gabriel and Raphael before going on to destroy God. Another game requires players to sell their soul to the devil and rewards them for "killing unbaptized infants." One game has Muslims killing Christians in a holy war.

All these games seem to have one central theme – God is the enemy and the devil is the hero. One game guide blatantly states: "The Judeo-Christian God is portrayed as the prominent villain in the series . . ."

"This is just the tip of the iceberg in what I have discovered," Mr. Christian said. "I feel that the devil has a new tool to work with in this age of technology, and the majority of adults in a position of responsibility are left in the dark."

He provided us with the following list of the most egregious games:

1) Tecmo’s Deception: Invitation To Darkness (Playstation) – Players "make an unholy pact and sell their soul to Satan in exchange for power" with the object of the game being to ensure the resurrection of Satan and obtain his power. (This game is rated "T" for teen.)

2) Nocturne (Playstation 2) – A game in which the hero (a demon) destroys the three archangels St. Michael, Gabriel and Raphael, then goes on to destroy God.
3) Devil Summoner (Playstation 2) – Involves communicating with and recruiting demons. One demon tells the player "That Catholic Church is such an eyesore" and in the end of the game, blows up the Church.

4) Shadow Hearts (Playstation 2) – The hero uses his power to intercept and destroy God and "save the world". Some games in this series are rated "T".

5) Assassin’s Creed (Playstation 3/Xbox 360) – Main character is a Muslim assassin assigned to kill Christians.

6) Dragon’s Age Origins (Playstation 3/Xbox 360) – Game revolves around the story of God going mad and cursing the world. A witch attacks believers and players can "have sex" with her in a pagan act called "blood magic" so she can "give birth to a god." Another scenario allows player to have sex with a demon in exchange for a boy’s soul.

7) Dante’s Inferno (Playstation 3/Xbox 360) – Loosely based on the Divine Comedy, player travels through nine circles of Hell, fighting demons, unbaptized babies and other tormented souls. (This game is being considered for a movie by Universal Pictures.)

8) Guitar Hero (Playstation) – Players use guitars with pentagrams on them, God is repeatedly mocked by the devil and in the end, the devil is the hero of the game. Women dressed as Catholic school girls are degraded. (Rated "T" for teen)

Other games with Satanic themes are Koudelka, Trapt, Bayonetta, and Darksiders.

Game publishers are cashing in on the satanic and anti-Catholic content themes and using them as a draw for buyers. For instance, Electronic Arts launched a catchy ad campaign to sell its satanic-themed game Dante’s Inferno. Buyers interested in the game are greeted at the site by an alleged new game called, "Mass: We Pray." When they click on the link, they’re declared a heretic and re-routed to Dante’s Inferno. After ordering, they’re offered a "Number of the Beast" discount of $6.66.

Even though most of these videos are rated by the Entertainment Software Rating Board (ESRB) as "M" for mature audiences, many are rated "T" for teens. But irregardless of the ratings, they can easily fall into the hands of children from older siblings or parents, Mr. Christian says, and points to a recent YouTube video of an eight year-old playing a Satanic theme game.

Paul Bury, editor of Family Friendly Gaming said the envelope is definitely being pushed with these games. "Role playing games (RPGs) have progressively gotten worse over the years,” he said. "It is difficult to find a role playing game that is not "T". . . . There have been some "M" rated ones where all kinds of decadence is allowed."

Another problem is that the ESRB has been "shifting" its standards much like movie rating bureaus have been doing. "Compared to movies in the past, they are now allowing more for a PG rating. I have noticed the same thing from the ESRB. Games that in the opinion of Family Friendly Gaming that should receive an "M" rating are getting a "T" rating. They are letting more through."

Eliot Mizrachi, spokesman for the ESRB, says their rating system focuses on violence, language and sexuality and is based on what the average consumer’s expectations would be about content.  

"The ratings are only intended to be a guide," he said, "but if someone has sensitivities about particular content, the first step would be to check the rating summaries on our website which provide a very detailed description of the content that factored into the rating."

We checked these summaries and although they proved helpful, few mentioned the overt satanic content of the games.

Mr. Mizrachi says concerned parents should use the rating system on the package only as a guide and advises them to do their homework. In addition to checking the summaries available on their website, they should also consult game reviews on parent-focused websites such as Focus on the Family’s Plugged In (http://www.pluggedin.com/ )

People can also voice their concerns about video game content to the ESRB by visiting www.esrb.org. Mobile service is also available at www.esrb.org/mobile
Toys R Us to “phase out” pink Ouija Board
http://www.womenofgrace.com/blog/?p=3983
By Susan Brinkmann, February 8, 2010
During the same week that a nationwide boycott of Hasbro and Toys R Us was launched over the marketing of a pink ouija board for girls, Toys R Us has removed the product from their website and claims they are “phasing out” the product.
Kathleen Waugh, spokesperson for Toys R Us, claims to have known nothing about the boycott when the board was removed from the site.

“This item has been on clearance for awhile,” she said. “It was introduced in 2008 and it’s been on clearance because we’re phasing it out and new products are being introduced for 2010. It sold out on the web site and we have very few pieces left in our stores.”

According to Ms. Waugh, they have no intention of ordering more pink Ouija boards from Hasbro. However, Hasbro, which manufacturers the board, claims Toys R Us is the only place where the board is sold in the USA and Canada.

Their spokesperson, Donetta Allen, claimed to know nothing about the Toys R Us plans to phase out the board.

“Ouija continues to be a popular game in the family game category,” Ms. Allen said, noting that Hasbro has been making the board since 1967.

“Ouija is simply a game — and it is intended purely for fun and entertainment,” she said.

This occult-based “game,” which is used to communicate with the dead, has a long and dark history. Its use by a young boy to contact a favorite aunt who had died was the cause of the famous demonic possession portrayed in the blockbuster film, The Exorcist. Stories of possession, oppression, mental and emotional breakdowns, even insanity and suicide have been associated with the board according to professionals such as psychologists, medical doctors and law enforcement officials.

The man who launched the boycott two weeks ago, John Cain of Ottawa, Ontario, isn’t buying it. “Personally I do not believe Toys R Us about their plans to phase out this item,” he said. “Their track record speaks for itself concerning this issue; when contacted in 2008 by Stephan Phelan of Human Life International, they not only denied selling the pink version but also claimed they sold no Ouija boards what so ever.”

He believes Hasbro will wait this and go back to business as usual after the dust settles. “To cave in (to the boycott) would set a bad precedent for them,” Cain said. “Their pockets are deep enough to withstand a brief media storm.”

He also discovered that publicity from the boycott caused the price of the game to more than double. For example, Amazon’s price rose from $19.95 to $44.95.

“Hopefully, the cost of this device will drive it from sight,” Cain said.

While Toys R Us may be “phasing out” the pink board, it continues to market a “Glow in the Dark” version to children ages 8+.

Magic kits for children

http://womenofgrace.com/newage/?p=55#more-55    

By Susan Brinkmann, February 25, 2010

A asks: “I was reviewing a list of about five new age selling items geared for kids. Or maybe they were considered occult. I was surprised to see a beginner’s magic kit for kids, on the list. What are the thoughts behind this belief?”

Believe it or not, there is a difference between stage magic – known as conjuring – and magick (yes, it’s actually spelled differently) as in sorcery. Examples of famous conjurers are illusionists such as Harry Houdini and David Copperfield.  Examples of famous sorcerers would be Rasputin and Aleister Crowley with the most famous modern sorcerer being the fiction character known as Harry Potter. 

The kind of games I saw advertised under "Children’s Magic Kits" all involve conjuring games, such as making coins disappear or playing cards float in the air.

Even though conjuring is more like trick-playing or illusion, it still encourages children to become fascinated in secret powers, which is definitely not a good thing when occult fiction and movies are  considered hip these days. This is why middle school is the age when most children become involved in the occult. Let’s face it. How difficult is it for a child to go from conjuring to spell weaving when they can access Harry Potter books (which contain authentic spells, by the way) right in their school library?

The problem is that most parents don’t have a clue about magick. When I tell them spells and potions actually work, they look at me like I’m nuts. But the fact is, magick does work. The problem is how it works.
Whether a person wants to believe it or not, magick is always a matter of harnessing the power of demons. But this is only logical when you consider the fact that there are four beings known to exist in the spiritual realm – God, angels, demons and disembodied souls – and only one of them has both the power and the motive to participate in the weaving of magic spells or concocting of potions.

Let’s examine them one by one.

God certainly has the power, but not the motive to allow His power to be used in sorcery. He explicitly condemns the use of magic and sorcery in Scripture and wouldn’t contradict Himself.

Angels, who are God’s messengers, also have the power but not the motive to cooperate in magick because they only do what God bids them to do.

Disembodied human souls have no natural ability to communicate with the material world apart from their senses – which they no longer have once they depart the body. They may have a motive, but no power to engage in sorcery.

Guess who’s left?

Demons, whose hatred of God and man gives them the perfect motive for becoming involved in sorcery, have the same supernatural abilities as the good angels, which means they definitely have the power to make magic spells work.  
(New Agers like to concoct other beings that supposedly exist in the spiritual realm such as Ascended Masters, avatars, spirit guides, etc. but the only proof they offer for their existence comes from psychics and channelers. Our knowledge of the afterlife is gleaned from large collections of data gleaned from history, Scripture, and other documentation.)

This also explains why so many people who get involved in magick – thinking it’s just some innocent game – end up becoming the victims of demonic foul play.

When one recites a magic spell (spells must always be recited perfectly, with every word spoken in a very precise manner), they are calling forth a demon whose power they are asking to use for their own benefit or for another depending on the purpose of the spell. There’s no such thing as a free lunch with Satan. He’ll give you anything you want – for a price. But most people who dabble in magick don’t have a clue about any of this, which is why most don’t find out until it’s too late that they are never controlling these powers – these powers are controlling them.

I personally spoke with a priest proficient in this area who has personally delivered many people, including children, whose lives became infested with demonic activity after they started fooling around with magick.

These are just some of the reasons why I would never encourage a child to take an interest in magic, even if it’s just pulling a rabbit out of a hat.
Magic kits and books aren’t the only occult-themed toys being marketed to kids these days. Amazon sells children’s tarot cards (known as the Whimsical Tarot), Hasbro sells pink ouija boards for girls ages 8+, and video games are becoming increasingly satanic in their themes.
Harry Potter

http://womenofgrace.com/newage/?p=77#more-77    

By Susan Brinkmann, March 26, 2010
AS writes: “I would appreciate an article from you on your blog about Harry Potter, to share with people.” 

I have been writing about the New Age for almost a decade now, and no topic generates as much hate mail as that of Harry Potter. I have received the most ungodly letters from teachers and parents who can’t stand the idea of anyone saying Potter is bad. "But at least my kid is reading!" is a common defense, to which I ask, "When they start reading porn, will that be good too?"

At any rate, I have many solid reasons for being against the proliferation of Harry Potter and Potter-like books that promote sorcery to children. Here are the top three:

#1 – The Books Teach Authentic Sorcery to Children
The spells and rituals in the Harry Potter books aren’t the figment of author J.K. Rowling’s imagination. They’re real. For instance, in the first book alone, former occult practitioner and expert Toni Collins lists the "Sorting Ceremony" described on pages 117-122, the Body-Bind spell on page 273 and brews listed in Professor Snape’s potions class on pages 136-139, as being authentic. She said only someone who has engaged in these practices would know they weren’t fantasy, and only someone who had done meticulous research into Wiccan practices could have written them. (See http://www.envoymagazine.com/harrypotter.htm)

Collins is far from alone. Other former occult practitioner, such as Steve Wood, host of St. Joseph’s Covenant Keepers radio show, also confirmed that he used many of the rituals that are casually described in Potter books.

Perhaps the most telling confirmation that the books teach true sorcery comes from exorcists themselves, all of whom unequivocally condemn the books. Rome’s famous exorcist, Fr. Gabriele Amorth, told the Italian ANSA news agency in December, 2001 that "behind Harry Potter hides the signature of the King of darkness, the devil."

He and other exorcists condemned Rowling’s misguided portrayal of magic as being either "white or black" – a distinction that does not exist in real life. Magic is "always a turn to the devil," he says, no matter what color you call it.

#2 – The Books Distort Good and Evil in the Minds of Children
This is another major reason why Potter books should be avoided. 

In his book, A Landscape with Dragons: The Battle for Your Child’s Mind, best-selling author Michael D. Brown protests the distorted way in which Rowling’s book portray the occult as "liberating, noble, exciting, and not what your parents and Christians in general say about it. Coupled with this message is the gross characterization of traditional families and anyone else who objects to the occult as abusive hypocrites . . .The whiff of morality makes them that much more deceptive. In this way, the moral order of the universe is deformed in a child’s mind far more effectively than by blatantly evil books."

For instance, the books teach children that they can resort to an evil means if it brings about a good end. One can use magic to get a girl to like them, or to punish a foe. But what the books don’t tell the child is that the forces that are harnessed with magic spells are very real, very demonic, and use of them always ends badly for the practitioner. (My booklet on Magick gets into these grisly details) The only people who would promote the teaching of sorcery to children are those who are either occultists themselves or who have no practical knowledge of the occult.
Michael O’Brien is particularly disturbed by the fact that otherwise sensible people promote these books full of dangerous distortions and occult practices specifically forbidden by God to innocent children. The fact that this is happening even in Catholic households and schools is a sign of "a grave loss of discernment," he says.
#3 – The Books Inspire Children with A Fascination for the Occult
Anyone who thinks Potter books don’t inspire an unhealthy fascination in the occult in children needs a reality check. The advent of the Harry Potter series unleashed an avalanche of occult fiction that are now the top selling categories in the children and teen market. 

For example, Hollywood’s occult themed movies aimed at young adults, such as Buffy the Vampire Slayer, Sabrina the Teenage Witch, and Charmed, are all churning out paper-back series that have become the rage with young teens. Instead of reading Nancy Drew mysteries and the Babysitter’s Club, young girls are reading about Buffy’s near rape by her love-interest, Spike, or watching her die and then "resurrecting" herself by climbing out of a grave.

Then there’s the controversial Goosebumps series for grade school kids and the Fear Street books for adolescents that intertwine the teen world of cheerleading and sports with supernatural evil. T-Witches contain the escapades of twin daughters of two powerful witches and Midnight Magic touts the use of tarot cards.

All this – and I have yet to even mention the latest vampire-inspired occult thriller – Twilight!
Those people who boo-hooed talk of a Potter-inspired rush to sorcery among youth (they called us hysterical back in 2001) are in dire need of a "come to Jesus" moment (pun intended).

I might also add that Pope Benedict XVI is no fan of Potter or its ilk. His personal condemnation of the books was uncovered in a letter from then-Cardinal Joseph Ratzinger to Gabriele Kuby, author of Harry Potter – Good or Evil?  Apparently, Kuby sent the Cardinal a copy of her book and he responded in a letter dated March 7, 2003, in which he thanked her for the "instructive" book. "It is good that you enlighten people about Harry Potter because those are subtle seductions, which act unnoticed and by this deeply distort Christianity in the soul, before it can grow properly," he wrote.

Ironically, the Cardinal also suggested in the letter that she send a copy of the book to the same Vatican prelate, Msgr. Peter Fleetwood, who said during a Vatican Radio program that Harry Potter books were okay. Msgr. Fleetwood’s comments were broadcast around the world as "Vatican Approves of Potter" even though the Vatican has never made an official statement on the books.

I could go on and on about Harry Potter, but this should suffice for now.

For a better understanding of the occult and how it manifests in our culture, our Learn to Discern: Is it Christian or New Age series contains several books on this subject, including Magick, Witchcraft/Wicca and Psychics/Channeling.

Mary Poppins … and the occult?

http://womenofgrace.com/newage/?p=80#more-80    

By Susan Brinkmann, March 31, 2010

No, I’m not going crazy! There really is a connection between Mary Poppins and the occult.

I learned about it when a friend called to say she had taken her children to see the new Mary Poppins Broadway play and found some of the stage imagery to be unsettling. It looked strange and ungodly. 

When she got home, she began to root around the internet for information and found out that the author of the Mary Poppins series, a woman named Pamela L. Travers, was very much into the occult, theosophy, Hinduism, Zen, etc. Although the Disney film (which Travers apparently hated) was clean, her books are quite dark and mixed with many occultic elements from magick to reincarnation, all of which came from her association with theosophy.

Born Helen Lyndon Goff in Queensland, Australia in 1899, the author claims to have been able to read by the age of three. She grew up, changed her name to Pamela L. Travers and tried her hand at acting but was not successful. In 1924, she moved to London where she made a living reporting on theater events.




         


It was here that she met the Irish intellectual, George William Russell, known as A. E. Russell, who was a follower of Madam Blavatsky and theosophy. (Theosophy, which has been condemned by the Church, is a modern version of Gnosticism that blends pantheistic and occult beliefs.)

Apparently, Russell believed he and Travers had met in a former life, and formed a friendship with her, helping her to expand her circle of friends to include occultists such as G. I. Gurdjieff and P.D. Ouspensky. He also introduced her to esoteric eastern religions and folklore, encouraging her to use her powers of fantasy to create stories.
Not surprisingly, her first Mary Poppins book, published in 1934, contained many of the occultic ideas that had by now permeated her life. Far different from the clean and happy "Julie Andrews-type" Poppins that appeared in the Disney movie, Travers’ Poppins was a strict, acerbic character who hated to be touched and was downright terrifying at times in the book.

Helene Vachet of the Theosophical Society’s Quest Magazine clearly describes the theosophical meaning behind much of the symbolism and story of Mary Poppins.

"Mary Poppins, one could say, resembles a guardian angel, demon, or cosmic being who comes from time to time to visit Earth," Vachet writes.

The sky and wind bringing Mary Poppins to Cherry Tree Lane refers to a "walker of the sky" described in theosophic writings as a siddhi, or spiritual power to which a yogi joins himself to "behold the things beyond the seas and stars" and to "hear the language of the devas".
Travers’ Mary Poppins is referred to in the books as the "Great Exception," which Vachet says means that "she has gone beyond the evolution of humanity and her life now stands in contrast to those who have not yet reached this stage."

One can also find clear references to reincarnation in a scene involving a starling and the newborn Annabelle. When the bird asks where she came from, Annabelle says:

"I am earth and air and fire and water . . .  I come from the Dark where all things have their beginnings. I come from the sea and its tides, I come from the sky and its stars . . . I remembered all I had been and I thought of all I shall be."
The zoo scene in the book is also filled with occultic imagery. In this episode, the animals run the zoo and all the people are in cages. The king of the animals is a huge hooded snake that Poppins calls "cousin".

The Disney version of the story was far different, much to Travers dismay. She was said to have been downright irascible throughout the filming and hated the final product. Among her many gripes was the fact that Bert the chimney-sweep had such a big role in the film, that the Cherry Tree Lane home was so opulent and that Mary Poppins "had a figure." The 65 year-old Travers was said to have wept in despair when she first saw the film.

As the New York Times described in a recent article, Travers was "plainly a little bonkers, self-consciously oblique, and had much of Poppins’ own astringency." She was described as controlling, self-absorbed, sharp and intensely lonely.

Travers also had a strange private life. She had a penchant for older men and conducted several long-term relationships with women which are referred to as being "ambiguous".

At the age of 39, she tried to adopt her teenage maid, offering to build the girl a room off of her study, ostensibly because she felt the girl’s parents had enough children. Both the family and the teen refused her offer. In 1939, she was successful in adopting one of the twin grandsons of A.E. Russell’s publisher and, according to her biographer, was allowed to pick the twin she liked best. This son, whom she named Camillus, grew up believing that his father had been killed in an accident and didn’t discover the truth until, at the age of 17, he ran into his twin brother in a pub.
All the while, she continued to dabble in the occult, Sufism, Tao and Zen, and was a devoted disciple of Gurdjieff (co-inventor of the Enneagram) and even spent two summers in the U.S. living with the Navajo Indians. She passed away in 1996, having lived to the ripe old age of 96.

Bakugan, Star wars and the occult

http://womenofgrace.com/newage/?p=111#more-111           

By Susan Brinkmann, May 13, 2010

JS writes: “I was wondering if you could explain to me what ties if any the game Bakugan has to the occult. My son, who is in kindergarten, came home begging for Bakugan items that he had seen other kids had at school. I thought that I had heard it had ties to the occult but not familiar enough with the game/video and could not find any occult information on it from the internet. We would not allow the game, figures or cards into our house but I have had a hard time explaining exactly why he could not have the items. Do you have an easy way to explain occult to children? I am also wondering if Star Wars and “The Clone Wars” have occult ties.”

Bakugan is another one of those wildly popular games that give our children a new set of skills that don’t belong in a Christian toolbox – such as learning how to summon creatures from another dimension and playing with cards that feature occult symbols and pagan references.

For those who don’t know, Bakugan is a game that consists of small plastic balls that pop open and transform into fighting figures when they roll onto special metal playing cards known as Gate cards. (A magnetic clasp inside the ball is responsible for this action.) Players lay out their cards and take turns shooting their Bakugan onto the cards. When a Bakugan opens on someone’s card, the two players do battle. Each Bakugan has an attack strength called a "G-Power" which can be modified by the Gate card it landed on. Whichever Bakugan ends up with the highest total G-Power wins the battle and captures the Gate card, with the object of the game being to capture three of these special cards.

It all sounds as harmless as rolling dice, but the story line behind the game is troubling. 

As the Bakugan website explains, "One day, cards began to fall from the sky and were picked up by kids all over the world. The cards featured different characters, different environments, and different powers. Kids created a popular battle game not knowing that these cards actually corresponded to an alternate world called Vestroia. Kids from all over the world played with the cards, yet 6 kids stood out: Dan, Marucho, Runo, Shun, Julie and Alice. They named the monsters Bakugans and their elite team the Bakugan Battle Brawlers.

"Vestroia is a vast dimension comprised of 6 attribute worlds: Fire, Earth, Light, Darkness, Water and Wind. At the very centre of this universe there are two opposing energy cores; THE INFINITY CORE, the source of all positive energy and¦ THE SILENT CORE, the source of all negative energy. Throughout history, these two opposing forces had maintained the balance of equilibrium in Vestroia."

An evil Bakugan named Naga succeeds in penetrating the silent core and absorbing all of its negative energy, which causes him to explode and create such an imbalance that Vestroia begins to disintegrate. It is the Battle Brawlers job to find the Infinity Core and reunite it with the silent core and restore balance to the universe.

This is a perfect description of the Taoist principle of yin and yang – two opposing energy forces that must be kept in balance. For those who might not be aware, this is a pantheistic belief that is not compatible with Christianity.

But it gets worse. Listen to this explanation of the black Bakugan from the Bakugandojo.com website.

The black Bakugan (Darkus) thrives "on battles hidden in the shadows, for this is where they draw their strength… Once a Bakugan is sucked into the Doom Dimension, there is no coming back… The bottom line is, Darkus is evil but fun."

Berit Kjos, author, speaker and New Age expert explains what’s wrong with all this:

"The Bible tells us that 'the weapons of our warfare are… mighty in God for pulling down strongholds, casting down arguments and every high thing that exalts itself against the knowledge of God.' (2 Corinthians 10:4-5) Our main weapon, of course, is the 'Sword of the Spirit, the Word of God.' Our children need to know His Word, then exercise faith in His timeless guidelines. . .

"The weapons used by Bakugan warriors are totally contrary to God’s ways. Based on the ancient Chinese force called Ch’i, they flow from the same source as every other occult weapon. Ch’i (or Ki, Prana, etc.) is merely the Eastern label for the spiritual forces once commanded by Canaanite sorcerers, Babylonian magicians, mediaeval alchemists, and secret societies throughout history."

(Visit http://www.crossroad.to/Books/YourChildNewAge/YCNA-12.html for an excerpt from Kjos’ book on Your Child and the New Age for some tips on how to instruct children about the occult/New Age and how to choose good toys.)

As for the question of whether or not Star Wars and The Clone Wars have occult/New Age ties, the answer is yes.

According to his biographer, Dale Pollock, Star Wars’ creator George Lucas was heavily influenced by New Age books such as Tales of Power by Carlos Castaneda and The Hero with a Thousand Faces by Joseph Campbell.

This could explain why there are so many pantheistic elements in the movies, such as how Luke Skywalker prays to a "force" rather than to a person. You’ll also notice that many of the episodes contain the occult practice of communicating with the dead, such as in the 1977 film when Luke is told by the deceased Obi-Wan-Kenobi "Use the Force, Luke."

The Christian MovieGuide lists the Star Wars films as having a "strong pagan worldview where mystical soldiers have special occult powers to move objects, leap and jump great distances, and sense the presence of other mystical soldiers . . ."

In summary, many parents see nothing wrong with these games and think we’re making too much of them. However, that doesn’t give nearly enough credit to the intelligence of our children who easily pick up on the concept of gaining power by calling on forces other than God. Allowing them to see occult symbols on games is also a bad idea because it teaches them not to be on their guard should they encounter these symbols elsewhere, say on the cover of books and videos they ought not to view.

JS, I hope this information inspires you to continue keeping Bakugan out of your home!

Wicked Magick

http://womenofgrace.com/newage/?p=119#more-119
By Susan Brinkmann, May 24, 2010

L writes: “I was wondering what your thoughts are regarding the play Wicked. It has recently come to my town and is creating quite the buzz. I have an idea that it is probably not the best play to see (given the name Wicked and the Witch theme). However, I have never heard a Catholic perspective of this play.”
Wicked is a musical that premiered at San Francisco’s Curran Theater in May, 2003 and is based on the story of the Wicked Witch of the West and the Good Witch of the North from the Wizard of Oz movie. The play takes place just before Dorothy’s arrival from Kansas and details the rivalry between the two witches.

Not surprisingly, Wicked is breaking all box office records because it continues the Potteresque fascination with magic and the occult that has gripped the West for years now.

Both of the female protagonists in this story – Elphaba (Wicked Witch) and Galinda (Good Witch) – possess supernatural powers. The story is about them becoming college roommates at Shiz University where they vie to be invited into the headmistress’ coveted "Sorcery Seminar". Elphaba dreams of "all the glamour and glory" of working her magic alongside the revered Wizard of Oz (who turns out to be her long lost father). 

Of course we all know how the movie ends – with Elphaba lying crushed beneath a house. The play posits that her death was faked and that she secretly escapes with her lover, leaving Galinda to rule Oz. 

Just like any other occult-based fiction, this story goes to great lengths to hide any semblance of truth about magick and the occult arts by making it appear to be something everyone would want to become involved in. For instance, notice how the whole play is based upon the erroneous concept of a "good" witch and a "bad" witch even though there’s no such thing as a good witch. Seemingly harmless distortions like these are enough to convince many people (especially children) – who are not well read on the subject – that it’s okay to dabble in sorcery.
It’s definitely not okay, which is why the Church teaches that "all practices of magic or sorcery, by which one attempts to tame occult powers, so as to place them at one’s service and have a supernatural power over others . . . are gravely contrary to the virtue of religion." (Catechism No. 2117)

I vehemently refuse to patronize anything that either trivializes or glorifies the occult – first, because it offends my God and, second, because I have read too many stories about the enormously terrifying consequences of dabbling in the dark arts. This is not something any responsible person should ever trivialize.

For an even more chilling expose of the dangers of magick, see the booklet on Magick in our Learn to Discern: Is it Christian or New Age series.
Parents give strong warning about “Wicked” book

http://womenofgrace.com/newage/?p=122#more-122 

By Susan Brinkmann, May 26, 2010

In response to our blog outlining the dangers of the musical, Wicked, SP, a concerned parent, has sent this strong warning about the book upon which the play is based:

In regards to your response to the question regarding the musical “Wicked”, there is much more to this than initially meets the eye.  
My daughter and I are both musicians and enjoyed the soundtrack to “Wicked” without having seen the play or having read the book. Since the cost of attending the play was out of reach, I decided to read the book and then give it to my daughter if I found it appropriate.   
I personally could not even get through the first chapter of the book - I found it disgusting, evil, and even pornographic. I felt physically ill and sullied by even the small amount I read. I immediately threw the book in the trash so it would not fall into anyone else’s hands.  
I have since read the synopsis of the musical and the dangers of it pale in comparison to the book. The musical completely reworked the plot of the book, perhaps to make it more appealing to families. 
There is a terrible danger to this which was borne out by a friend of mine. She and I and our daughters were talking about musicals and her 8th grade daughter mentioned that she loved the book Wicked! I told her how repelled I was by the book and that it was a very adult book.  

Her mother was taken aback and asked her daughter where she got it. She said that her dad bought it for her because she liked the music. They are not a divorced couple but the mom had no knowledge the daughter was reading this and the father had no clue what he had put into his daughter’s hands. 
Please inform your readers that the book goes far and beyond the dangers of the musical!
New Twilight Movie Breaks Box Office Records

http://womenofgrace.com/newage/?p=147#more-147 

By Susan Brinkmann, July 1, 2010

The third movie based on the occult fiction thriller, Twilight, opened this week to record breaking sales at the box office.

The Los Angeles Times is reporting that the latest movie in the series, Eclipse, sold more than $30 million in ticket sales in the U.S. and Canada during its midnight debut on Tuesday night. The previous record for midnight screening ticket sales of $26.3 million was set by the last Twilight movie, New Moon, in November 2009.

The movie also broke the previous record set by Harry Potter and the Half-Blood Prince which grossed $22.2 million in midnight ticket sales last summer.

The Twilight series is based on four novels written by Stephenie Meyer who claimed she was given the story line in a dream. It is based on a romance between a vampire named Edward Cullen and a mortal teen named Bella Swan. In the series, the "undead" Edward struggles with himself not to feed on Bella’s blood and avoids having sex with her because he doesn’t want her to become a vampire like him.

However, as Bella falls ever deeper in love, she repeatedly voices her willingness to forfeit her soul just to be with him forever, which is why Monsignor Franco Perazzolo of the Pontifical Council of Culture warned that the saga is "nothing more than a moral vacuum with a deviant message and as such should be of concern."

What is most concerning about this phenomenon is that, like Harry Potter, it is once again aimed at youth. The principal audience for the books and movies are pre-teen and teenaged girls. According to Box Office Mojo, exit polling for the first movie found that 75 percent of the audience was female and 55 percent was under 25 years old.

Much like the Harry Potter novels did when they exploded onto the scene in the late 90’s, Twilight is breeding its own culture among its young fans. Since the saga’s debut several years ago, vampire clubs have sprung up throughout the world where people gather to participate in rituals and even drink blood.

One group member, a man named Marc from Sydney, Australia, told The Sunday Telegraph that he drinks a tall glass of blood on a regular basis. Where he gets the blood he doesn’t say.

"We’re real, we’re alive, we live and work in cities, we hold jobs, we’re your next-door neighbour," he said. "We have families, but we just have a different understanding."
Marc said there were two types of vampires in society – the sanguinarian [blood-drinking] vampire and the Psi or psychic vampire, who feed off others emotions. "I’m seeing a lot of people who are into Psi vampirism in Sydney without necessarily calling themselves vampires," Marc said.

"The more unusual phenomenon is the fact that sanguinarian vampires are actually using blood as a food substitute."

To illustrate how easy it is to go from being a Twilight movie fan to a participant in the occult, Vampire Covens are also springing up around the world. One Sydney-based coven advertises itself as being for "Real Vampires, Donors, Otherkin, Pagans, Witches, friends-family or such, and those who are curious."

The Internet is the unofficial hub of the vampire movement. One site, hosted by the international Temple of the Vampire, promises members they can "enable you to acquire authentic power over others, build real wealth, achieve vibrant health, and even live beyond the usual human lifespan."

Another site, hosted by VAU (Vampires Among us) calls itself "an on-line haven to help and unite like-minded souls of the vampire/vampyre/gothic/pagan/alternative/etc. communities."

Young people are joining these clubs, or forming their own, by the thousands, and many of them are convinced that they really are vampires.

"My personal belief: Vampirism is an inexplicable part of science that we don’t understand yet," said 28 year old Anshar Seraphim to ABC News in 2008. "I don’t know if the things that cause it to exist are chemical. When we associate ourselves with the word 'vampire', we’re describing the relationship that we have with the people around us."

During the interview, Seraphim claimed to belong to House Lost Haven, a close-knit, semiformal group of vampires and "otherkins" who believe that their souls are connected to nonhuman creatures.

Katherine Ramsland, a forensic psychologist and author of Science of Vampires says the new sexy vampire image that is attracting people to these new cults might be just for fun for some; but for others, it can create a genuine belief that the person really does need the blood or energy of another person or animal to subsist.

While not all young people who read the Twilight novels or watch the movies are going to become this involved, many obviously are; which begs the question - will your child be one of them?

Parents Beware! McDonald’s “Happy Meal” Game Based on Sorcery http://womenofgrace.com/newage/?p=152#more-152  

By Susan Brinkmann, July 13, 2010

This blog is from a concerned parent who received a game based on sorcery that came with a McDonald’s Happy Meal. Notice the little girl’s response when she saw the game – evidence of how sensitive children are to spiritual matters!


JM writes: “Yesterday, 6th July, my 6 year old had a swim class. She needs a lot of encouragement, so I promised her a Happy Meal from McDonalds.” We visit McDonalds 2 times a year on average.  
“Concentrating on driving, I didn’t notice right away anything wrong with the box, until my daughter mentioned the toy was evil. Later, I discovered an advertisement for a new movie release called The Last Airbender. 

The toy is described as an Air Nomad: ‘Appa is the only known living Sky Bison, a mystical creature from the Air Nation. Appa helps Aang and his friends on their quest by flying them on his back.’ This is what the inlay card for the toy reads.
“On another side of the Happy Meal box, there is a game called ‘Master the Elements,’ and it goes like this:
“Water: Clasp your hands under water. Raise them and squeeze tight to make water squirt from between your thumbs!
“Fire: Grab two or more players and catch some fun! Players toss a ball and a game leader says “water” to slow tossing down or “fire” to speed it up. Whoever holds the ball when the leader says “air” is out.
“Earth: Challenge a friend! Count 1-2-3 then flash an element. Earth beats Air, Air beats Water, and Water beats Earth!
“Air: Loosely hold a straw then bounce it up and down to make it “bend”!
“I do not feel comfortable with this and forward this to you, to get it out there to other parents. As I understand it, the movie is themed on a sorcerer, mastering all 4 elements.”

JM is correct. The Last Airbender is a movie (Paramount and Nickelodeon Pictures) based on a character who journeys to the North Pole to find a "Waterbending master" who teaches them the "secrets of the craft." As we can see, this "craft" is none other than Wicca/witchcraft by another name and teaches children to be comfortable with the occult. Making a game out of the movie takes it a step further and makes fooling around in the occult into a fun game. 

Kids don’t know any better, but we do. They should never be exposed to this stuff at any level.

Look at it this way – Satan is too clever to create a game/movie that teaches kids how to turn to him for help. Parents would never stand for that, right?

This is why he "inspires" movies like Airbender, Twilight, Harry Potter because it fools people into thinking it’s something other than what it is – pure evil.

The Magic Tree House

http://womenofgrace.com/newage/?p=191#more-191
By Susan Brinkmann, August 31, 2010 
JM writes: “I am writing about books widely available at school and ‘Scholastic’ called “The Magic Tree House” series by Mary Pope Osborne. Could this series be considered (occult)? My daughter read them a few years ago and she advises me now not to let her sister read them.” 

This is a very astute young lady because the Magic Tree House series is indeed riddled with magic. Although the books also contain wonderful background lessons in history for children, the magic theme is very problematic, especially when the main characters, Jack and Annie, begin practicing their own magic in books that appear later in the series.

But to tell you the truth, I could have written the same description of dozens of other books that are out there right now – sitting on the shelf in your child’s school library – that capitalize on the kind of occult themes made popular by Harry Potter.

All of them involve the use of magic (not the stage magic kind, but the occult version – there’s a big difference!) for a variety of purposes, everything from winning a beloved’s devotion to cursing the bus driver.

And far too many of these books perpetuate the myth of 'white' and 'black' magic, with the former being okay because it’s used for good purposes while the latter is bad because it hurts people. Unless these children have an informed parent who will sit them down and teach them that, "all magic is bad because it calls upon secret powers that are sourced in demons" these kids are headed into the occult. 

Why? Because the powers they’re calling upon are real – and they are far more powerful than any defense a child can muster (other than if he or she calls upon the name of Jesus Christ). Otherwise, when they call upon one of these occult powers in a seemingly innocent spell casting game or book, THEY WILL RECEIVE AN ANSWER. 

Unfortunately, most kids know this better than their parents do these days. 

Too many parents make the mistake of trusting their schools to protect their children from these dangers. Guess what? They don’t. In fact, the school library is where most kids are introduced to these books – thanks to Scholastic, one of the biggest distributors of occult fiction in the U.S.

What you might find even more shocking is that many of these schools are perfectly aware of what the kids are reading.

Consider the case of the Pound Ridge Elementary School in Pound Ridge, New York. In 1995, a new game called Magic: The Gathering became very popular among the students. Designed as an exciting new way to teach mathematics, the basic theme of this collectible card game is similar to Dungeons and Dragons with wizards, "magical energy" and spell casting.  Some of the cards in this game specifically called for "demonic consultation" and even had pentagrams on the back of the cards! The game promoted a variety of occultic themes such as Satanism, witchcraft and demonic possession.

Here’s what Steve Kosser, a school psychologist, told CBN News about the game: "This is not a game like chess where you are attacking pieces on a board. This is a game where you’re attacking your living, breathing opponent by using devils to conjure demons and cast spells."

Teachers actually made this game part of the curriculum for gifted children. Parents might not have known about it at all except that some of the kids began having nightmares. Two of their parents, Cecile Dinozzi and Mary Ann Dibari, began probing into what was actually going on at the school and found the curriculum contained other New Age and occult teachings as well. 

According to CBN, the parents eventually filed suit in federal court against the school district, alleging that they were promoting New Age occultism. Their filing was full of examples that I found so shocking I actually read the story twice to be sure I read it correctly. 

For instance, according to Dinozzi and Dibari, school officials actually invited a New Age crystal healer and a psychic to speak at the school. Third graders were taught how to tell fortunes and read tarot cards. Fourth graders were taken on a field trip to a graveyard where, according to an eyewitness, they were told to walk into the tombs of children and lie down on the grave "to see if you could fit in the little child’s coffin." Fourth graders were also given an assignment to write a poem entitled, "How God Messed Up." Fifth graders were taught to perform Aztec rituals, including one that conjured up the dead, while sixth graders spent three months learning about all of the pagan gods who are central to New Age occultism.

"We’ve got a case where well-meaning teachers are literally dabbling in occult activities to try to keep their kids interested in what they’re studying," Kosser told CBN. "At the same time, they’re leading the children toward a greater appreciation of occult stuff."

He adds: "Any parent that is shocked to discover that this stuff is happening in the schools is basically being naive. The schools exist in the popular culture."

Books such as Goosebumps, The Magic Tree House, The Zack Files, and The Black Cat Club are all part and parcel of the same occult fiction. Then there’s The Junior Astrologer that encourages children to take up astrology, and games like The Angel Talk that helps players make contact with New Age spirits (three guesses who they are).

But surely children know that what they’re reading is fantasy, right? Unfortunately, no. Harry Potter author J.K. Rowling openly admits that she gets hundreds of letters from fans who want to attend Hogwart’s, Potter’s fictional wizardry school. In a documentary by New Age expert Caryl Matrisciana entitled Harry Potter: Witchcraft Repacked, children openly admit to wanting Potter’s power to cast spells and hexes on their parents and teachers, or to manipulate the affections of someone they love. Matrisciana said that during a recent trip to London, the stationmaster at King’s Cross Station told her hundreds of children come to see the supposed platform where Harry’s fictional school train leaves the station – which has been the cause of several accidents when children mimicking Harry try to run through the brick barricade to catch the Hogwart’s Express.
Matrisciana also reports that the Pagan Federation of England affirms they receive thousands of letters from children every time they air shows such as Buffy the Vampire Slayer or Sabrina the Teenage Witch.

"Children ask the location of local Wicca covens to attend and learn the occult techniques promoted in Harry’s books and by other young witches in a plethora of movies and programs that glorify witchcraft and pagan ideology," she says.

That these dark fascinations can be harmful to children is exemplified in the case of Cassie Bernall, the young Columbine student who was killed for professing her faith in Jesus Christ. As her mother, Misty Bernall, tells in a book about Cassie’s life, her daughter might not have been at Columbine that day if not for the fact that she transferred there from another school where she had gotten involved in witchcraft,  Satanism, self-mutilation. It wasn’t until her parents sent her on a Christian retreat where Cassie "found" Jesus Christ that the young girl finally began to turn her life around.

Who knows what seemingly innocent book, game or movie first enticed Cassie Bernall into the occult? But dark powers did indeed get a hold of her just like they’re getting a hold of many other children during this occult-fiction craze that we’re currently living through.

Parents, don’t let you children go down this road. The fact that they’re "finally reading" is no excuse. One day, they may want to read porn too, but that doesn’t mean we should let them.

If we don’t protect them, who will?

Our Learn to Discern series includes a book on Magick that takes an in-depth look at the dangers of these practices.  

The Karate Kid

http://womenofgrace.com/newage/?p=201#more-201
By Susan Brinkmann, September 14, 2010

MJP writes: “I have found from Dads.org there are some references to eastern mysticism in the film ‘Karate Kid’. If there is no danger I would like to take my children to the movie. What is your opinion? Thank you.”

I’m assuming that MJP is talking about the remake of the original Karate Kid, which was made in 1984, and starred Ralph Macchio and Pat Morita. The 2010 remake stars Jackie Chan and Jaden Smith.

Dads.org is correct. The remake of Karate Kid has the same central theme – a young boy tormented by bullies who finds a friend and mentor in a troubled martial arts champion. It’s a great story about overcoming adversity, but the new movie does have some problems.

First, it received a PG rating because of its realistic depiction of martial arts violence.

But some reviewers are even more concerned about the film’s spiritual content – which is definitely not Christian. According to Sheri McMurray of ChristianAnswers.net, it is "based around the Chi [universal life force energy] and the belief that we all have a power from within." The elder character teaches his young protégé that "Kung Fu is everything in life, and in how we do everything."

McMurray concludes: "The values embraced within the film’s theme are not bad ones, they for the most part are in line with the principles we as Christians strive to teach our children, values and morals even Jesus teaches us, like love they neighbor, respect those in authority, honor your parents, truth in friendships, personal integrity, but it must be said that the spiritual aspect of this film is definitely Eastern in nature."

She goes on to recommend: "If that is a concern to parents taking their families to see The Karate Kid, please be sure to sit down with them before you attend this movie, and make sure they know and can discern the difference between Eastern mysticism and Christianity."

I would encourage a parent to use common sense when deciding whether or not to take a child to see the Karate Kid. Naturally, a movie that depicts a young boy triumphing over his enemies with Kung Fu fighting rather than with the teachings of Christ is going to make oriental mysticism seem much more appealing to a child. This is especially true in a film that only presents the good aspects of eastern mysticism without mentioning the bad, such as the psychic dangers one is exposed to when practicing oriental meditation techniques and how those practices are often designed to unite one with the "universal life force" – which is a false god.
For obvious reasons, a movie like this could cause confusion and inner conflict in a child who is being raised in a home where Jesus Christ is Lord.

Pokémon
http://womenofgrace.com/newage/?p=254#more-254
By Susan Brinkmann, November 24, 2010

NH asks: "Does Pokémon hold the same occult problems as Bakugan and similar games?”

It certainly does!

Pokemon, which means "pocket monster" was created in 1996 by Nintendo in Japan. It is essentially a role-playing card game involving cards containing at least 150 different "monsters". Each "monster" has special powers and children aim to collect as many Pokemon as possible in order to use their special powers against other people’s Pokemon. In addition to the Pokemon cards, there are also "evolution" cards which depict Pokemon that can evolve into more powerful creatures, and "energy" cards which can be united with other cards to give a Pokemon more power.
There are different categories of Pokemon such as psychic Pokemon who can read minds, hypnotize, and "consume" people’s dreams. Poison Pokemon rely on poison, stealth, silence, and the breaking of opponents’ bones to get their way. Electric Pokemon resort to lightning bolts and explosions to overcome their opponents.

Some of the cards contain occult symbols such as Kadabra who sports a pentagram on his forehead, SSS on his chest and is depicted giving the satanic salute with his left hand.

Many say this is all just a game, but not according to the website. It takes this game much further by encouraging children to "carry your Pokemon with you, and you’re ready for anything! You’ve got the power in your hands, so use it!" Of course, children believe this and are frequently seen mimicking the game in real life by summoning their Pokemon to attack people who they don’t like. And why shouldn’t they? The game sets no boundaries as to when and where children can use the "powers" behind these little monsters.

As a result, some children will certainly become involved to the occult. Remember, the occult pertains to any system that claims to use or have knowledge of secret or supernatural powers or agencies. These powers can come in all shapes and sizes – even in children’s games. But this is nothing new. Satan has long been hiding himself in innocent parlor "games" such as the Ouija board and tarot cards.

Speaking of which, another problem with Pokemon is that the website links to a variety of other occult games such as Magic: the Gathering which caused horrendous problems in a New York elementary school 10 years ago. You can read about it here.

Poor catechesis coupled with the infiltration of the occult into children’s literature, videos and games has created a "perfect storm" that is allowing our children to have direct contact with evil right under the noses of their utterly clueless parents and educators. We can only thank God for people like NH who are not afraid to buck the tide and ask the right questions.  

The Good, the Bad, and the Ugly in Japanese Anime

http://womenofgrace.com/newage/?p=1089#more-1089 

By Susan Brinkmann, June 20, 2011
CK asks: “My friends and I like to watch certain anime series. If my friends talk about a new series, I always ask if it’s bloody or has anything like signs that refer to stuff of the occult. I refuse to watch bloody anime; my friends aren’t into ‘heavy’ anime series that are loaded with fan service or yaoi/yuri or hentai, but after reading some of your articles, I don’t think they know what they’re getting into when they watch some of the series they watch. . . .
“I know there is a broad spectrum of anime series, ranging from gakuen (school-related) to shojo (for girls) to maho shojo (magical girl) to shonen (for guys) to some that are downright dark and absolutely loaded with unhealthy satanic/occultish/ sexually-oriented stuff. Point is, is anime really okay to watch? Keep in mind you can’t really lump all of anime series together because there are some that are different from the rest, but other than that a lot do share some underlying themes and things like magic, perversity, and stuff.”

For those of you who aren’t familiar with anime, it means "animation" in Japanese and blossomed around the same time as Walt Disney’s animated films were making their debut in America. It combined motion pictures with the kind of newspaper comic strips that eventually became the Japanese version of our comic books (known as manga in Japan). The so-called "God of Manga", Osamu Tezuka was only 20 years old when he produced his first significant full-length manga, "New Treasure Island", in 1947. He relied upon the pre-war Disney characters he loved so well, Mickey Mouse and Donald Duck, and was the first to design anime characters with their characteristic round heads and very large, expressive eyes. 

At this point in the history of anime, most of the plots were based on the typical "good guy vs. bad buy" plot.  

But things began to change in the 1970′s when anime moved from just for children to adult versions with story lines ranging from comedy to science fiction. More risqué anime, based on the kind of "naughty" manga created by artist Go Nogain, began appearing in 1972 with the Devilman TV series and the Kekko Kamen series which featured a naked super-heroine.

The 80′s saw the occult creep into the craft with the influx of story lines based on the type of dark futuristic dystopias that were becoming popular in other forms of literature. A vast collection of occult-themed anime exist, many of which reflect the native Shinto beliefs of the Japanese with its belief in Spirits, Oni, and the multiple gods of Shinto, which non-Japanese fans may mistake for "fantasy" without realizing that they are actually viewing religious beliefs.

However, there is also very serious anime, such as that of Keiji Nakazawa who wrote about his experiences as a Hiroshima survivor in the heartrending manga saga Barefoot Gen, which was eventually adapted into a film. Exploring similar territory, Hotaru No Haka (Grave of the Fireflies) is based on the struggle of two orphans who survived the fire-bombing of Tokyo. As one writer said, "Few live action films have ever come as close to capturing the true horrors of war as this animated film did."

I think one should take the same care with selecting anime that they do at the bookstore when choosing a novel to read. There is just as much occult-oriented fiction on the shelf as there are anime. The only way to protect yourself is to learn to discern the occult and understand why it is incompatible with Christianity.

In tomorrow’s blog, I will give a short lesson in the occult. In the meantime, there are numerous blogs available that describe the occult and occult practices that give valuable tips on what to look for when discerning everything from children’s games to ghosts to psychologists. If you’re looking for Christian anime, check out http://www.mangahero.com/manga/paul_tarsus_to_redemption/?manga/paul_tarsus. 

Expert Discusses Pros and Cons of Video Gaming
http://www.womenofgrace.com/blog/?p=9662
By Susan Brinkmann, September 19, 2011

Video games have come a long way from those early days of “Pong” and “Pacman” and while some of today’s sophisticated games can be good skill-builders for kids, others are dangerously violent. 

Writing for the Catholic News Agency, Thomas L. McDonald, a catechist from the Diocese of Trenton who has been writing about video gaming for 20 years, says the video game industry has grown into a multi-billion dollar industry and is having the same effect on the culture as movies and television. “The numbers speak for themselves,” he writes.

According to the Entertainment Software Association, 72 percent of American households have a video game machine. Consumers spent $25.1 billion on games in 2010, with those numbers projected to hit $48 billion for 2011 and $70 billion by 2012. By comparison, worldwide motion picture ticket sales for 2010 were approximately $31 billion.

In studies of children ages 12-17, 99 percent of boys – and 94 percent of girls – play video or computer games, with no variables for race or ethnicity. And it’s not just the kids who are playing: The average gamer is 37 years old, with 29 percent of them over age 50. Though gaming numbers had skewed heavily male for most of the industry’s existence, by 2010, 48 percent of its audience was female.

But there’s more to this industry than numbers and people need to be aware that these games are not necessarily a harmless pastime for kids.

” . . . Modern interactive entertainment can be every bit as mature, and even sophisticated, as its cinematic counterpart,” McDonald writes. “The challenge lies in sorting out the diverse types of games and machines that characterize the industry’s output, so parents and consumers can make informed choices.”

The Nintendo Wii is the most family-friendly option available. However, the Microsoft Xbox 360 and the Sony PlayStation 3 are marketed for teens and adults and have a lineup that is dominated by violent games.

“The violent content of games has been increasing for years, driven by improved graphics and the perceived need to be more outrageous than the competition. Once a teen-friendly World War II action game, the ‘Call of Duty’ series radically ratcheted up the level of explicit gore on display with last year’s ‘Modern Warfare 2.’ This iteration even included a sequence in which the gamer participates in a bloody massacre of unarmed civilians.

Kids obviously have a taste for this kind of violence because “Modern Warfare 2″ was the most successful media launch in history, earning $310 million in 24 hours, with final sales in excess of $1 billion.

But gratuitous violence is certainly not the whole story, he says. Other games, such as “Bioshock” explores issues of bioethics, morality, responsibility, politics and the limits of personal freedom. ” . . . Its sometimes violent action thus unfolds within a morally consistent world,” McDonald writes.

He believes the decision to let a game machine enter the household is one that has to be carefully considered by parents with young children.

Father Shane Tharp, a pastor and high school teacher, who has been gaming for most of his life, told McDonald he doesn’t see any unique issues or problems for Catholics regarding the use of games, other than what is obvious. “A game’s value must be measured on its content and context. Just as a Catholic should steer clear of a film which includes sexual material or violence for the sake of being shocking or without consequences, the same would be said of a video game.”

For more information about a disturbing new trend in anti-Christian video games, see this article.

The Entertainment Software Ratings Bureau (ESRB) has published these helpful hints for parents about video gaming.

Focus on the Family also has a website full of resources for parents who want to know more about the games. 
Beware of New Anti-Catholic Christmas Movie! 

http://www.womenofgrace.com/blog/?p=10453 

By Susan Brinkmann, November 8, 2011
The Catholic League is warning the public about the movie, A Very Harold & Kumar 3D Christmas, which stars the Obama Administration’s former Associate Director in the Office of Public Liaison, because it makes a mockery of Catholicism. 
In an article appearing on Opposing Views, the Catholic League cites the following sordid highlights from the movie, which opened in theaters on November 4. – One of the lead actors punches a bishop – Naked nuns are shown caressing each other in a shower – Real life homosexual Neil Patrick Harris (playing himself) recounts going to heaven (portrayed as a nightclub) where he sits with two topless women who fondle him. Jesus sees this and calls his “daddy” to get Harris kicked out of the club. Harris then spews an obscenity at Jesus – Three priests have a pillow fight with a young boy in a dark place known as the altar boy room—they are shown racing after him – The Virgin Mary is trashed The film also portrays young children as being high on cocaine. “As usual, the movie has its apologists,” Catholic League president Bill Donohue writes. “For example, The Washington Post says the film ‘makes fun of everyone under the sun—Jews, blacks, gays, Koreans, Indians, Mexicans, nuns, Santa, children and Jesus Christ….’ Nice to know that mocking ethnic groups is identical to mocking Jesus. But if equality were really being practiced, why did Muhammad get a pass?” Donohue also points out that the actor who plays Kumar in the film is Kal Penn who recently served in the Obama administration as Associate Director in the Office of Public Liaison. “Is that where he perfected his Christian-bashing skills?” Donohue asks. “In any event, the only audience that really might be attracted to this film won’t be able to make it: the urban barbarians are camping out, protesting Wall Street (or something like that).” 

Latest Twilight Movie Contains Shocking Anti-Life Messages for Teens
http://www.womenofgrace.com/blog/?p=10614
By Susan Brinkmann, November 18, 2011
Parents need to be aware that the latest Twilight film, Breaking Dawn – Part 1, which opens in theaters tonight, makes violent sex seem romantic, abortion appear reasonable and childbirth look horrifying. 

LifeSiteNews.com is reporting that the latest episode in the popular vampire series barely managed to receive a PG-13 rating because of its adult themes and partial nudity, but the film’s director reassures that “nothing was left out” of the two most anticipated scenes – the honeymoon and the birth of Bella (Kristen Stewart) and Edward’s (Robert Pattinson) first child.
“More than anything, I wanted to make sure that the intensity of two specific things — the first time they make love during their honeymoon and the birth scene — wasn’t watered down,” said director Bill Condon to the Herald.

“Twilight has always had the potential to be a horror movie, but it hasn’t quite embraced it until we get to this story,” he added.  “I hope it doesn’t upset the girls too much. We’ll see.”

The first love scene between the two is quite violent with Edward seen breaking the headboard and tearing open pillows. Bella wakes up the next morning sporting bruises all over her body.

Even more disturbing is the film’s handling of Bella’s pregnancy. Because her child is half-vampire and half-human, it is supposedly “incompatible” with her body, but she refuses to have an abortion. Edward, on the other hand, wants her to have the abortion, an option that appears more and more reasonable as her difficult pregnancy continues.

Dr. Christine Schintgen, assistant professor of literature at Our Lady Seat of Wisdom Academy in Barry’s Bay, Ontario, says the portrayal of Bella’s pregnancy plays into all of the pro-abortion arguments that pit the child against the mother.

“It creates the image of a fetus as monster,” said Schintgen.  “In this case, it’s literally true.  The fetus is portrayed as this freakish, monstrous life form.”

She also finds the storyline lending credence to claims by abortion advocates that pregnancy is dangerous and carries a real risk of maternal death if abortion is not available.

This is especially true because Bella does indeed die during a childbirth that is depicted as downright horrifying. Her labor is so violent that it breaks her spine and Edward is forced to deliver the baby by tearing open her stomach with his fangs. Bella dies during the ordeal and is brought back to “life” by Edward who finally bites her and makes her a vampire.

Schintgen says the story’s terrible depiction of the child’s birth sends a “troubling” message to youth about childbirth by “twisting it into something unnatural.”

“For young women who are in a position of being pregnant, this scene would create negative associations in their mind surrounding birth,” she said.

And because Bella would have died had she not become a vampire, the story could make it seem that death would have been the normal result of her refusing the abortion.

“It kind of resonates with that sense of the annihilation of the woman,” said Schintgen, “the idea that if we give value to the baby, we are necessarily at the same time devaluing the woman.”

Twilight fans like to say that Bella and Edward are giving a positive message to teens because they wait until marriage to have sex, but Dr. Schintgen says this is not at all true. 

First, because Edward and Bella have an unhealthy obsession with sex throughout the movies and, second, because the sex they finally do have is completely divorced from the concept of having children.

“They both assume going into the marriage that they are not able to have children, nor would they want any if they could,” she explained.  Their union is “divorced from any sense of the purpose of marriage, which should be unitive but also open to bringing new life into the world.”

Schintgen is raising concerns about the Twilight saga because “people might be taken in by the partially good message in it, the half-truths that are presented by a superficial exposure to the film,” she told LifeSite.

“On the surface there is a pro-life message, but that’s often how we can be fooled,” she explained.  “If there’s an element of good, we kind of take the whole package.  And I think the whole package is very problematic to say the least.”

“If you confuse young people on these fundamental issues, which is what a morally muddled treatment of the issues will do, then you’re really setting them up for a fall,” she warned.

Concern Grows over Seizures at Twilight Movie 

http://www.womenofgrace.com/blog/?p=10883#more-10883
By Susan Brinkmann, December 5, 2011
The number of seizures and other physical reactions to a particular scene in the new Twilight movie is has prompted an epilepsy foundation to warn viewers away from the film. 

The Baltimore Sun is reporting that there have now been at least nine reported instances of people suffering seizures during the latest Twilight film. The episodes are occurring during a graphic birth scene that features a strobe effect with flashes of red, white and black light.

As a result, officials at the Maryland-based Epilepsy Foundation issued a warning to their nearly 11,000 followers on Facebook suggesting that people prone to certain types of seizures should skip the film.
According to Dr. Tricia Ting, an assistant professor of neurology at University of Maryland School of Medicine, people susceptible to this type of seizure suffer from what’s known as photosensitivity, which is a stimulus-induced seizure disorder.

“They may have gone their whole lives without having a seizure,” Dr. Ting told the Sun, “but in this circumstance, when presented with a flickering light, it can induce their first seizure.”

A seizure trigger can be anything from strobe flashes such as those in the Twilight movie, or even driving past a repetitive pattern like a picket fence or watching sunlight flicker through trees.

“The stimulus triggers … an abnormal electrical discharge in the brain,” Ting says. “That spark can lead to an electrical storm, which is a full seizure.”

The most widely reported episode occurred in California where Brandon Gephart began to convulse during the graphic birthing scene. Paramedics rushed him to a nearby hospital after he began to convulse and struggle to breathe. His girlfriend, Kelly Bauman, told CBS reporters, “He scared me big time.”

Another instance involved an Oregon woman named Tina Goss who took her daughters to see the movie and began to feel “strange” during the birth scene.

I “started feeling sick to my stomach, like I was going to be sick,” she told KATU in Portland. “Really hot, really sweaty, like on the verge of vomiting.”

She didn’t snap out of it until arriving at a nearby hospital. “My hands were completely blue for like two to three hours,” she said. “The next day, I was so lethargic I felt like I’d, you know, like ran eight marathons.”

Other instances have been reported in Maine, Utah, Massachusetts and Canada.

Dozens of teens have already reported on Twitter that they got sick during the movie, either feeling queasy or vomiting and/or fainting during particularly grisly scenes.

According to the Sun, Zach Pine, a retired physician from California, began documenting cases on a website after his 18-year-old son, who had never had a seizure, suffered one during the movie. He lists nine reported instances on his Google page.

As strange as it sounds, this phenomenon is not unheard of. In 2009, James Cameron’s Avatar also reportedly caused some viewers to break into convulsions.

In 1997, nearly 700 children had to be hospitalized after watching a Pokémon cartoon on television.

A Kanye West video, entitled “All of the Light” comes with a warning that it could trigger seizures and advises “viewer discretion.”

The phenomenon has also been known to occur in people playing video games.

Jessica Solodar, a mother from Newton, Massachusetts began blogging about the phenomenon after her daughter, Alice, suffered a seizure while playing a video game. 

“It takes an event like this Twilight movie to get people to even consider the fact that we have a public health problem that is much more extensive than people realize,” she told the Sun.

Her daughter has wisely decided to forego the latest episode in the Twilight series. Although she initially wanted to see the movie, now that she’s heard about the seizures. “She’d rather not take any chances,” Solodar said.

Thus far, the film’s production company and American distributor, Summit Entertainment, has declined to comment on the reported seizures.

The Occult-Saturated World of YuGiOh 

http://www.womenofgrace.com/blog/?p=11611#more-11611 

By Susan Brinkmann, January 13, 2012

BG writes: “Could you give me any info you have on YuGiOh cards & the games played with them. They seem similar to Pokémon & Bakugan.”

YuGiOh! is an occult-themed card game that has morphed into a full-blown franchise that includes multiple anime TV shows and movies, video games, t-shirts, lunchboxes as well as the trading cards you refer to in your e-mail.

YuGiOh! was created as a manga (Japanese comic book) by Kazuki Takahashi in 1996 and was originally named “Magic and Wizards” which was a play on the popular (and very Satanic) card game known as “Magic: The Gathering” (you can read more about this game here). When the manga was picked up for animation, he decided to change the name to “Duel Monsters.”

According to VirtualJapan.com, the purpose of the card game is to avoid losing “life points” while dueling with opponents in a mock battle of fantasy “monsters.” Three types of cards are used:  monster cards, spell cards and trap cards. Monster cards are the different monsters that attack or defend a player. Spell cards are used to make a monster stronger or weaker. Trap cards are like “wild cards” that can be used at the discretion of the player.

The problem with YuGiOh! is its overtly occult story-line and symbolism. It centers on a Harry Potterish character named Yugi who was given broken pieces of an ancient Egyptian artifact known as the Millennium Puzzle by his grandfather. When he assembles the pieces, he becomes possessed by another personality who is later discovered to be the spirit of a 3,000 year-old Pharaoh named Atem who has no memory of his own time. Yugi and his friends try to find the secret of Atem’s lost memories as well as his real name. 

In an article on YuGiOh written by New Age expert Berit Kjos, the official YuGiOh website is quoted as saying:
“ . . . There’s more to this card game than meets the eye!
“Legend has it five thousand years ago, ancient Egyptian Pharaohs used to play a magical game very similar to Duel Monsters. This ancient game involved magical ceremonies, which were used to foresee the future and ultimately, decide one’s destiny. They called it the Shadow Game, and the main difference back then was that the monsters were all real! With so many magical spells and ferocious creatures on the earth, it wasn’t long before the game got out of hand and threatened to destroy the entire world! Fortunately, a brave Pharaoh stepped in and averted this cataclysm with the help of seven powerful magical totems.
“Now, in present times, the game has been revived in the form of playing cards.”
(Interestingly, I could not find this particular description on the website which tells me it may have been scrubbed for something more “sensitive” to the game’s Christian audience.)

The description also explains why there are so many occult symbols on the playing cards such as the unicursal hexagram (see graphic at left) which is considered to be sacred by members of the Ordo Templi Orientis, an occult Brotherhood popularized by Aleister Crowley and is also used in black magick rituals – hardly the kind of imagery that belongs in a children’s card game. 
In the YuGiOh movie, characters sport Millennium pendants which portray an Eye of Horus inside a triangle, which is a highly recognizable Illuminati/secret society symbol, as well as an illuminated third eye which denotes psychic powers (see graphic above).

Not surprisingly, the YuGiOh! movie and card game received cautionary reviews from Christian media watchdogs, such as this one that appeared in Christianity Today.

“Most kids will see Yu-Gi-Oh! as fantasy and have no trouble separating it from reality, but some may get lost in a world that, frankly, is more than a mere nod to the occult,” the reviewer warns. “The world of Yu-Gi-Oh! includes more than a fair share of spiritual darkness, and the trading cards—while not exactly a role-playing game along the lines of Dungeons and Dragons—sometimes can suck kids, unwittingly, into that world, sometimes to the point where they blur the lines between fact and fiction—and even between good and evil.”

As Ms. Kjos wisely states, there are much deeper things of the occult that can snare a child such as spiritism, witchcraft, fortune telling, demons and vampires, but “all of this begins from ‘little’ things such as Yu-Gi-Oh.”

I would avoid this game, regardless of how popular it is with children. Being popular doesn’t make it right; it just makes it that much harder to keep out of the hands of our kids. 

Video Games Can be as Addictive as Crack Cocaine
http://www.womenofgrace.com/blog/?p=15246#more-15246
By Susan Brinkmann, July 9, 2012

JN asks: “I was wondering if you have any links that can help me to help my sponsored child get away from the World of Warcraft game Do you know if there is anything that the Church has put out there on this subject?” 

Pope Benedict XVI has indeed decried the use of violent video games – and so have a lot of other people such as former gamers and addiction experts who say the World of Warcraft video game series is “the crack cocaine of the computer gaming world.”
As this Telegraph article explains, a 15 year-old boy in Sweden went into convulsions after playing the game for 24 hours straight. It is extremely addictive and experts at Sweden’s Youth Care Foundation say there is not a single case of game addiction they’ve seen in which World of Warcraft did not play some part. 

So what makes World of Warcraft so addicting? According to this review by Commonsense Media, the series was created by Blizzard Entertainment and contains spectacular graphics. It’s based on the story of the world of Azeroth which is divided into two factions – the Alliance which consists of humans, night-elves, dwarves and gnomes, and the Horde with its orcs, trolls and undead. Violent battles frequently break out between the two factions. Because the game is conducted online, it may involve chatting with unknown players. There is much violence, some of it bloody, references to alcohol and occasional subtle sexual innuendos.

“Parents need to know that this game is incredibly fun to play and spectacular in terms of its beauty and creativity, but it requires adult involvement to be a positive and safe experience for teens,” Commonsense Media recommends. “Also, parents should set time limits for gameplay: With endless exploration and no clearly defined levels, it is easy to get hooked.”

One former player, Ryan van Cleave, wrote a book about how his addiction to World of Warcraft cost him a job and nearly his family. He’s one of many whose testimonies are easily found on-line. 

Even more chilling is a book written by Lt. Col. David Grossman in which he describes how recruits are taught to “unlearn” their hesitation to kill by playing video games much like those kids play for kicks in order to desensitize themselves to killing others.

“Retired Lt. Col. David Grossman spent over twenty-five years in the military studying how to transform new recruits into men who could kill,” writes Barbara Nicolls in this article about the dangers of video gaming. In his book, On Killing, Grossman relates that killing is not a natural behavior for human beings. Grossman explains that the psychological conditioning techniques used to train soldiers out of their natural resistance to killing, are the very same techniques used in today’s violent video games. 
Soldiers are taught to ‘war game’ to desensitize them into thinking about killing more in terms of strategy and challenges and less in terms of the actual loss of an irreplaceable human life.”

Can children learn the same skills from the games they play? Absolutely. As Grossman writes in his book: “Children don’t naturally kill; they learn it from violence in the home, and most pervasively from violence as entertainment in television, movies, and interactive video games.”

Pope Benedict XVI has minced no words in condemning video games such as these.

“Any trend to produce programs and products – including animated films and video games – which in the name of entertainment exalt violence and portray anti-social behavior or the trivialization of human sexuality is a perversion, all the more repulsive when these programs are directed at children and adolescents,” the pope said in his 2007 World Communications Day Message. He decried such “entertainment” directed to adolescents as an affront “to the countless innocent young people who actually suffer violence, exploitation and abuse.”

My advice would be to introduce your sponsored child to actual testimonies from World of Warcraft gamers. He/she may be more inclined to hear it from them rather than from a parent figure.

We’ll keep your situation in our prayers!

Game Requires Children to Role-Play a Sorcerer
http://www.womenofgrace.com/blog/?p=15420#more-15420
By Susan Brinkmann, July 18, 2012
A woman wrote to our ministry recently to ask for advice about a family member who was very much into the game, Magic: The Gathering. 

I would shut down the playing of this game as soon as possible. As you’ll read later in this post, it has caused problems in children who just want to have fun and don’t realize how harmful it can be to play a game that requires you to play the role of a sorcerer who uses magic powers to slay your enemies. Let’s face it, children receive their first indoctrination into the occult through games such as this, Ouija boards, and their occult-based video and card games. So it can never be harmless to let kids play with these games.
Thanks to the excellent research of Marcia Montenegro and her blog, Christian Answers to the New Age (one of my favorite sources for information about the occult and New Age), I can report that this game was created in 1993 by a mathematician and Dungeons and Dragons enthusiast named Richard Garfield. Sold by Wizards of the Coast, it is a trading card game using cards that are linked to five different kinds of magic (as in sorcery, not tricks) which are labeled as “red, blue, green, white or black.” Players, who represent sorcerers, use the cards to destroy their opponent before their opponent destroys them, mostly through the use of spells, enchantments and fantasy creatures such as Chaos, Orb, Bad Moon and Animate Dead.

“Like Dungeons & Dragons, the famed role-playing game, Magic is a challenging game that calls for intricate strategy and shrewd plays,” Montenegro writes. “However, that strategy is worked out within the dark context of the occult.” 

She goes on to posit another type of game – called Pusher – in which players pretend to be dealers rather than sorcerers. “Each player is a drug dealer trying to win by selling the most drugs and getting rid of the competition. The game could be made complex by introducing challenges from the law, prison, gangs, impure products, etc. So, how comfortable would you be playing Pusher? Would the message against drugs and the role of pretending to sell drugs seem hypocritical to you? Sorcery is no less dangerous and no more moral than drugs; in fact, there is a long-time connection between the two.”

The fact that this game has caused problems in children is well documented. In this blog, I document the case of a suit against the Pound Ridge Elementary School in Pound Ridge, NY in 1995 in which teachers were using the game in their math class. Parents found out about it when their children began to have nightmares about the game. They ended up having to sue to put a stop to it (and other occult-based “learning tools” the teachers were using.)

Remember, both the Bible (Deuteronomy 18) and the Catechism (No. 2117) explicitly condemn sorcery, calling those who practice it “an abomination” to the Lord.

I can only wonder why on earth anyone would want to “pretend” to be someone that God has labeled an “abomination”?

Aurora Shooter Obsessed with World of Warcraft Video Game
http://www.womenofgrace.com/blog/?p=15524#more-15524
By Susan Brinkmann, July 25, 2012

Just two weeks after posting a blog on this site about the dangers of role-playing video games such as World of Warcraft, the man accused of killing 12 people in a murderous rampage at a movie theater in Aurora, Colorado is said to have been obsessed with similar games. 

According to the Daily Mail, a former classmate of accused Aurora shooter James Holmes, said that among other reasons why Holmes might have snapped before going on the July 20 shooting spree is that he lost touch with reality from too many hours spent in role-playing video games.
“James was obsessed with computer games and was always playing role-playing games,” the unidentified friend said. “I can’t remember which one but it was something like World of Warcraft, one of those where you compete against people on the internet.
“He did not have much of a life apart from that and doing his work. James seemed like he wanted to be in the game and be one of the characters. It seemed that being online was more important to him than real life. He must have lost his sense of reality, how else can you shoot dozens of people you don’t know?”

Billy Kromka, a research assistant at the University of Colorado neuroscience lab where Holmes was a student was also aware of the amount of gaming Holmes was doing in the months leading up to the shooting. 

“Sometimes during the lab when he was supposed to be reading a paper or something like that, I would see him playing online role-playing video games, like World of Warcraft, League of Legends,” Kromka said.

Police uncovered evidence of Holmes’ penchant for violent games when they found a poster for the Soldiers of Misfortune game in his apartment.

As we describe in this blog, experts claim the World of Warcraft video game is extremely addictive and describe it as being the “crack cocaine of the video computer gaming world.”

Sadly, Holmes will not be the first mass murderer with ties to World of Warcraft.  Anders Breivik, the Norwegian who went on a shooting rampage last year that left 77 people dead was also addicted to World of Warcraft. The 33 year-old was said to have spent untold hours immersed in the game’s fantasy world filled with knights performing violent “missions.”

Examining the Dark Side of the Skyrim Video Game
http://www.womenofgrace.com/blog/?p=17447#more-17447
By Susan Brinkmann, November 14, 2012

We recently had a caller on our radio program ask us to do some research on the video game known as Skyrim.

Just like most popular gaming videos of the day, Skyrim is a role-playing game where players cavort around a fantasy land filled with what is becoming the usual demonic spell-crafting and gratuitous violence. However, as this reviewer revealed, there are also concerns about the homosexual innuendo in this game. Another reviewer concurs and also notes that the spells used come directly from The Book of Wiccan.

Focus on the Family’s video review site, Plugged In, features a well-written review of this video game in which the scope and depth of its imagery and storyline are praised, but its “dark bits” are not.

“The land’s various (worshipped) gods, chanted spells, zombie-like undead, ghostly children and other dark creatures of the night weave together in a twisted spiritual tapestry that hangs behind just about everything,” the reviewer writes.

“You can join a drinking game and end up slur-speeched and blackout drunk. You can morph into a werewolf or vampire to sneak up on sleeping innocents and drain their blood. Up-close, front-row seats for beheadings or assassinations are an easy find. And in one memorable quest you can kill and cannibalize another human to gain a reward of power for your grisly actions. Those are just a scant few of the concerns.”

My advice to parents whose children may want this popular PlayStation/Xbox game for Christmas – just say no.

The Dangers of Massively MultiPlayer Online Role-Playing Games
http://www.womenofgrace.com/blog/?p=17726#more-17726
By Susan Brinkmann, November 21, 2012

JL writes: “My seventeen year old son plays the online game Runescape.  He plays it because I got rid of the PS3.  He has a good friend that plays Runescape and they chat a lot while playing.  I have a bad feeling about the game.  What do you think?”



I think your instincts are right on, JL.

RuneScape, which has been around for more than a decade, is just another form of what have come to be known as massively multiplayer online role-playing games (MMORPG) which involve online video games in which hundreds of thousands of players interact with one another within a virtual gaming world that has its own rules, culture, etc. Besides the sorcery-laden themes of most of these games, youngsters are also endangered by the people they interact with during play. It is highly advisable that children be told not to give out personal information to their gaming friends, no matter how well they think they know them.

As for RuneScape in particular, the game was created by Jagex Games Studio and released in 2001. Just this year, it reached 200 million accounts, making it the world’s largest free MMORPG in the world. The game itself is based on a medieval fantasy world known as Gielinor through which players travel either on foot, via magic spells or charter ships. Each type of travel is met with the usual collection of monsters and other challenges for players.

These games can lead to serious problems in individuals and are associated with some of the most notorious killers of our time, such as James Holmes who killed 12 people in Aurora, Colorado this year; and Anders Breivik, the Norwegian who went on a shooting rampage last year that left 77 people dead.

This is an extensive list of MMORPG games that can help parents learn more about individual games.

What Effects Do Violent Video Games Have on Players?
http://www.womenofgrace.com/blog/?p=18303#more-18303
By Susan Brinkmann, December 28, 2012

We receive many questions about video games on this blog, which is why this recent study about the impact of these games upon youth caught my attention. I believe it will be of interest to anyone who has a loved one who is addicted to video gaming.

According to the Daily Mail, a new study has found that playing a violent video game for just one hour over a three-day period is enough to increase aggressive behavior.

The study was conducted by researchers from the University Pierre Mendhs-France and the University of Hohenheim, Germany. It involved 70 French university students who were asked to play either a violent or a non-violent video game for 20 minutes every day for three consecutive days.

The games chosen were Condemned 2, Call of Duty 4 and The Club, while those in the non-violent group played S3K Superbike, Dirt2 and Pure.

After playing each game, students participated in additional tests which are used to test aggression, such as creating a list of 20 things a person might do after being rear-ended by another driver.

“Results showed that after each day, those who played the violent games had an increase in their hostile expectations – meaning they were more likely to think the characters would react with aggression or violence,” the Mail reports.

The results, which were published in the Journal of Experimental Social Psychology, confirm earlier studies which found that a single violent gaming session can increase short term aggression. But this one is the first to show longer-term effects.

“It’s important to know the long-term causal effects of violent video games, because so many young people regularly play these games,” said lead author Professor Brad Bushman of Ohio State University.

“Playing video games could be compared to smoking cigarettes. A single cigarette won’t cause lung cancer, but smoking over weeks or months or years greatly increases the risk. In the same way, repeated exposure to violent video games may have a cumulative effect on aggression.”

Researchers do not yet know what impact a steady diet of video games would have on a person, but it is not expected to be a good one. Admitting that it would be “impossible” to know how much aggression might increase for those who play video games for months or years, “these results suggest there could be a cumulative effect,” Bushman said.

“Hostile expectations are probably not the only reason that players of violent games are more aggressive, but our study suggests it is certainly one important factor.”

Researchers would know more if they could test players over a longer period of time, but that would be neither practical nor ethical, Bushman said.

“I would expect that the increase in aggression would accumulate for more than three days. It may eventually level off. However, there is no theoretical reason to think that aggression would decrease over time, as long as players are still playing the violent games.”

The bottom line is that “People who have a steady diet of playing these violent games may come to see the world as a hostile and violent place.”

This is hardly a healthy outlook on life.

Violent Video Games a Factor in New Mexico Killings
http://www.womenofgrace.com/blog/?p=18952#more-18952
By Susan Brinkmann, January 23, 2013

Police are saying that the 15 year-old teen accused of killing his parents and siblings in New Mexico was “involved heavily” in violent video games.

According to Fox News, police at the Bernalillo County Sheriff’s Office in New Mexico say that Nehemiah Griego, 15, the teen accused of killing his family on January 19, became excited when he spoke with authorities about his love for violent video games. One of the games he mentioned, was “Call of Duty: Modern Warfare”, the same game that Newtown, Connecticut shooter Adam Lanza played prior to the shooting at Sandy Hook Elementary School that left 20 children and 7 adults – including himself – dead.

Griego, who was known around town for his penchant for wearing military garb, is said to have had an argument with his mother, Sarah, 41, on Friday night. He confessed to getting a gun out of a closet in the home and going into her bedroom around 1:00 a.m. to shoot her while she slept. He then shot his nine year-old brother, Zephania, and two sisters, Jael, 5, and Angelina, 2. He waited for his father to return home from work five hours later, and killed him as well.

Griego said he also planned to go to a local Walmart to continue his shooting rampage where he hoped to die in a hail of gunfire. Fortunately, he never made it to the store. He texted a picture of his dead mother to his 12 year-old girlfriend, who spent most of Saturday with him before bringing him to the church where his father had been a pastor. While at the church, he confessed the killings to a security guard who phone 911.
A penchant for violent video games has been the common denominator in a number of mass shootings in recent years. Anders Behring Breivik, the Norwegian shooter who gunned down 77 people in 2011 was also a big fan of Call to Duty. James Holmes, who gunned down 12 people in an Aurora, Colorado movie theater last year, was an avid player of another violent video game known as World of Warcraft.

Even though a recent poll found that 62 percent of the public thinks violent video games are one of the reasons behind the upsurge in mass killings, authorities have thus far focused primarily on gun control as a way to stop the random slaughters that have taken dozens of innocent lives in the last five years alone.

Parents of gaming teens may want to check out this list of the 10 most violent video games of all time published by PC Magazine.

Cullenism Takes Movie Mania to Bizarre New Levels
http://www.womenofgrace.com/blog/?p=19985#more-19985
By Susan Brinkmann, March 20, 2013
DP writes: “Apparently, there are cults out there that practice vampirism, and recite a twisted version of the Lord’s Prayer. The groups were ‘inspired’ by Edward Cullen from the ‘Twilight’ series.”

DP is correct. The movement she is referencing to is known as Cullenism which is a quasi-religion based on the main characters in the Twilight series. Basically, believers are fans of the vampire-based trilogy but have carried it to new heights, actually elevating the characters to godlike status.

As the Twilight Academy states:

Just like any other religion, we have beliefs and values. Each belief may take on more importance for one person than it may for another, there is no wrong way to decide which beliefs are more important than others. So here are the main Cullenism beliefs, however, this list is not a limit to what you can believe in when it comes to the Cullenism religion, Cullenists are a welcoming and caring group of people, and we will accept any other Cullenism beliefs you may have!
These are our beliefs (in no certain order).
As a Cullenist we believe:
* Edward and the rest of the Twilight characters are real
* Stephenie Meyer is the (or one of the) best author(s)
* The twilight series should be worshiped
* If you are good in life, you will be bless with eternity with the Cullens, if you are bad in life, you will be sent to James’ cave
Cullenists are to treat the books as a kind of Bible, reading them every day. All members are also expected to visit the town of Fork in Washington state where the stories are based.

Cullenism has its own set of holidays – which are the characters’ birthdays. Their sacred places are the birthplaces of the main characters.

They even have their own prayers, such as this one:

“Ephenie-stay, y-may ady-lay, e-way ay-pay omage-hay oo-tay our-yay authoring-ay, and-ay all-ay ighty-may aracter-chays. Ilight-tway all-shay orever-fay e-bay y-may avorite-fay eries-say, and-ay, our-ay oly-hay ook-bay.” 

(Translation: “Stephenie, my lady, we pay homage to your authoring, and almighty characters. Twilight shall forever be my favorite series, and our holy book.”)

They also have a set of commandments such as Thou shalt dress in black; Thou shalt not read another book; Thou shalt drink a red liquid and say it’s blood, etc.

As this fan website further explains, “Cullenism is a mass group of people, referred to as Cullenites, who have come together to appreciate the values and ideals represented by the Twilight series. We are not a religion (or a cult, lol). But we will be comparing and discussing Twilight with religion. We are nondenominational and don’t intend to make anyone give up their own personal beliefs to be a part of the Cullenism group. We are simply fans who cherish the values of Twilight (not just how cute Edward is)!”

The site goes on to inform that TwiChurch will be held every Sunday at 8pm PST/ 9pm MST/ 11pm EST

The site’s moderator, a woman named Lora from Clearwater, Florida, appears to no longer be involved in the blog or hosting TwiChurch due to her own personal schedule, but encourages fans to keep up the good work.

“Though I have not been around, please continue to have regular discussions when wanted and also continue having fun with the ‘religion’,” she writes.

The fact that anyone could even think up something this bizarre is disturbing to be sure, but the good news is that I don’t think this movement is afoot any longer. I can’t find anything about it beyond the year of 2010.

Disney’s Magic Sorcerer Cards Make Some Guests Uneasy
http://www.womenofgrace.com/blog/?p=20579#more-20579
By Susan Brinkmann, April 8, 2013
“Concerned Grandma” writes: I recently returned from my first visit to Disneyworld in Orlando with my two young granddaughters. While standing near Cinderella’s Castle, we noticed a woman with an album filled with cards that looked like playing cards. She held a card up to a window and an image appeared. She did this with several cards. . . . Later we saw two other young women with these cards, and they held them up to something in a wall that resembled a key. They explained that they got the cards near the entrance of Magic Kingdom and it was a type of game. It all made me a bit uncomfortable, and I had a feeling that something from the occult was going on. Tonight I googled “Disney + occult” and found many sites that said Walt Disney had been a freemason and that the magic/occult imagery in Disney films was an intentional attempt to seduce our children into the occult. I don’t know if I’m reading too much into this, but as I said, I felt that there was a darkness there at the park. I would appreciate any light you can shed.

The cards you are describing are part of a new card game produced by Disney called the Sorcerer’s of the Magic Kingdom. It’s a role-playing game in which players become the “Sorcerers of the Magic Kingdom” who fight the villains of Hades, the Lord of the Underworld, who are trying to steal pieces of the crystal of the Magic Kingdom. The Sorcerers use spells associated with the characters on their cards to foil attempts by these imaginary Disney villains to take over the park.

The game is actually played in the park (there’s a home version now too). Guests are given a special park map that lists the various locations where the game can be played. They also receive a set of Spell Cards and a Sorcerer Key that activates game screens and tracks the progress of the game. This is what players were doing when you saw them lifting their key card up to the key symbol in the wall. This must be done in order to activate the game screens.

As Jennifer Fickley-Baker, Social Media Manager, explains: “Each day a guest plays the game, they receive five complimentary cards that help them foil the plans of Disney villains who are running amok throughout Magic Kingdom Park. The cards each feature a Disney character that offers a spell unique to him or her. And, multiple cards can be used at once to cast several spells on a villain, simultaneously.”

The cards feature popular Disney characters such as Pocahontas, the Good Fairies, Pongo and Genie. There are 70 cards in total and (of course) players are encouraged to try to collect them all.

As for Walt Disney being a Freemason who hid occult symbols in Disney movies, I really could not find a credible source for these statements. (This article appearing in U.S. News and World Report gives a lengthy list of famous Freemasons that you might find interesting.) In fact, his name appears on this list, which is compiled by the Grand Lodge of British Columbia and Yukon as being a “non-Mason” meaning that there is no documented evidence that he was one (scroll down to the near bottom of the list).

Marc Eliot published a heavily criticized book about Disney entitled Walt Disney: Hollywood’s Dark Prince that accuses him of being a lifelong anti-Semite and an FBI informant as well as having several phobias such as obsessive hand-washing, heavy drinking and smoking (he died of lung cancer). He also allegedly had a fear that he had been secretly adopted by his parents. Few if any of these claims has been substantiated.

Since Walt Disney’s death, this once family-oriented entertainment business has definitely gone off the rails with some of their productions. For instance, under the reign of Disney Chairman and CEO Michael Eisner, the company’s Miramax Film division produced Catholic-bashing films such as Priest (1994) and Dogma (1999). 

Disney-owned Hyperion Press also published a book called Growing Up Gay and the park’s annual Gay and Lesbian Days has drawn fire from a multitude of family and religious groups.

As this magic card game proves, people need to be very wary of Disney because what is coming out of this company these days is not the good clean fare that it used to be.

Refuting the Zeitgeist Films
http://www.womenofgrace.com/blog/?p=20730#more-20730
By Susan Brinkmann, April 17, 2013
AS writes: “There is a video being viewed by many, especially the young, which is “debunking” Christianity called Zeitgeist Religion. It is very upsetting and I don’t know where to begin to refute it. It can be found here. If you can suggest any material I would be very appreciative.”
Thanks be to God, I found plenty of resources to refute the movie, Zeitgeist, which is an online video released in June 2007. (Zeitgeist is a German phrase meaning “spirit of the age.”)

Produced by Peter Joseph, an independent filmmaker and social activist, it contains three parts:

Part I claims that Christianity originated in ancient sun-worshipping religions and that Jesus never really existed. Instead of persecuting and trying to destroy the Church as history proves, the film claims that the Roman empire actually instituted it for political purposes as a means of social control.

Much of Part I is based on the work of an atheist author named D.M. Murdock who uses the pen name Acharya S. She is a big proponent of the Christ-was-just-a-myth idea and her book, The Christ Conspiracy: The Greatest Story Ever Sold, is said to be one of the main sources for Part 1 of Zeitgeist. Unfortunately, this book has been heavily criticized for its lack of credible sourcing. In fact, Acharya, (and many other atheists who want to believe Jesus was just a myth) relies heavily upon the work of a man named Gerald Massey who they claim to be a great Egyptologist. He wasn’t. Massey was a poet who died in 1913 and had no credentials whatsoever to be writing on this subject matter. Massey repeatedly claimed to have gotten his ideas from an ancient text, but he never cites the text he supposedly used.
Part II of the film is just another conspiracy theory story which some authors claim to be copied from Loose Change – a 9/11 conspiracy video. You’ve heard them all before – elements within the U.S. government allowed the attacks to happen so they could justify the War on Terror, then use the attack as an excuse to curtail the civil liberties of Americans. The film claims the U.S. allowed the planes to reach the towers and that the World Trade Center towers underwent a controlled demolition.

Loose Change is also considered to be a non-credible source that was the subject of some very blistering critiques which site its out-of-date sources and its selective use of existing evidence to support its claims.

Part III makes all kinds of outlandish claims such as that the three wars the U.S. was involved in during the 20th century were waged for economic gain with “international bankers” orchestrating everything from behind the scenes. It also alleges that the U.S. was forced by the Federal Reserve Bank to not only get involved in the wars but to prolong them in order to force the U.S. to borrow more money, thereby increasing the profits of the “international bankers.”

Again, Joseph’s sources were not considered to be credible and he apparently revised portions of Part III in a later film known as Zeitgeist: Final Edition. The New York Times reported on March 17, 2009, that Joseph indicated he had “moved away from” his opinion on whether 9/11 was an “inside job”, then later clarified this statement on his Zeitgeist Movement website that the was merely shifting his focus, not retracting his views.

For a more detailed point-by-point refutation of Zeitgeist, this hour-long documentary is excellent.

For those who are dispirited by the film and the impact it may (or may not) be having on impressionable young people, I found this comment on an atheist blog to be very enlightening.

“Zeitgeist is perhaps one of the most damaging films I’ve ever seen, because people who don’t exercise proper skepticism buy into a flawed story and then repeat it. They may convince other folks, and what we’ll end up with are a bunch of people who reject Christianity, for example, for very bad reasons – and the minute they come face to face with someone who can defend Christianity from these easily dismissed claims, they’re likely to not simply be convinced they were wrong but also convinced that Christianity is therefore true (after all, we’re talking about folks who weren’t bothered to investigate the truth in the first place).”

Beware of New Teen Craze Known as Cinnamon Challenge
http://www.womenofgrace.com/blog/?p=20914#more-20914
By Susan Brinkmann, April 22, 2013
Doctors are speaking up about a dangerous teen YouTube craze known as the cinnamon challenge which has sent children to hospitals and caused a surge in calls to U.S. poison control centers.

The Associated Press is reporting that the prank involves daring someone to swallow a spoonful of cinnamon in 60 seconds without water. It might sound harmless, but cinnamon is a corrosive spice that can cause choking, breathing trouble and even collapsed lungs.

At present, there are over 40,000 Cinnamon Challenge videos circulating on YouTube depicting teens trying to swallow the spice.

An article published today in Pediatrics says that at least 30 teens nationwide have needed medical attention after taking the challenge last year.

The article’s co-author, Dr. Steven E. Lipshultz, a pediatrics professor at the University of Miami Miller School of Medicine, explained that cinnamon is made from tree bark and contains cellulose fibers that don’t break down easily. In some animal testing, cinnamon has been known to scar the lungs.

Sixteen year-old Dejah Reed from Ypsilanti, Michigan found out the hard way that the cinnamon challenge was anything but cool. She took the challenge with a friend and started laughing, which caused her to inhale the spice into her lungs. All of a sudden, she couldn’t breathe.

Her father, Fred Reed, arrived home a short time later to find Dejah “a pale bluish color. It was very terrifying. I threw her over my shoulder” and drove her to a nearby hospital.

Dejah spent four days in the hospital and still needs to use an inhaler when she gets short of breath even though the teen never had any asthma or breathing problems before.

Don’t take the cinnamon challenge, she now tells anyone who will listen.

“It’s not cool and it’s dangerous.”
Video Game Lets Players Hunt for Abortion Access
http://www.womenofgrace.com/blog/?p=23940#more-23940   

By Susan Brinkmann, August 30, 2013

Pro-abortion forces in Texas are being accused of desperation for introducing a video game that lets players hunt for abortion access in the state because of a recently passed law that bans abortions after 20 weeks and imposes new clinic safety regulations.

Instead of applauding lawmakers for standing up for the rights of women and children in the Lone Star State, a two-woman team of abortion advocates designed a new online video game called “Choice: Texas” that leads players in an adventurous hunt for abortion access.
As LifeNews explains, the game is played through one of several characters, each of whom reflects specific socioeconomic, geographic, and demographic factors impacting abortion access in Texas. For instance, 35 year-old Latrice has a long-time boyfriend but “has never planned to have children, and between her career and family obligations, she feels she has her hands full enough.”

The obstacles Latrice and other fictional characters face is supposed to be reflective of the real circumstances facing women in the state now that the new law was passed.

Game designers Carly Kocurek and Allyson Whipple claim the game is intended to teach “awareness and empathy” and to be used as “a sex education tool for older high schoolers.”

During an interview with Persephone Magazine, Whipple explained that the game should help people, “including privileged pro-choice people” to realize how difficult it can be for the less privileged to obtain an abortion.

She’s hoping it will also help to build empathy in people “who want to shame and demonize women” who have abortions. She claims that while working for the Lilith Fund for Reproductive Equity, which helps women who need financial assistance obtain an abortion, that she “never talked to a woman who was happy to be having an abortion.”

She adds: “I hope that this game make people see just how difficult and serious this decision is.”

Unfortunately, the game and the message behind it misrepresent the Texas law, which was designed to protect late-term infants from being butchered by abortionists such as Kermit Gosnell of Philadelphia, and to demand that abortion clinics adhere to the same regulatory standards as other health care clinics in the state.

When viewed within a factual rather than a political perspective, Kocurek and Whipple’s game becomes more like an attempt to trivialize infanticide and to send a message to all those woman who are so unhappy to be having an abortion that this is their lot in life – to be used as an object of pleasure, then impregnated and left to “clean up” the consequences. How empowering!

If they really wanted to educate the masses, they’d create a game that shows women why surgical instruments need to be sterilized and doors and elevators need to be made wide enough to accommodate emergency equipment.

It could also teach them how to navigate through a discussion with a boyfriend who is pressuring her into having an abortion.

Or perhaps it can teach them about the pain an infant feels when an abortionist severs its spinal cord with a scissor just minutes after it is born.

What a shame to waste this video game on “helping” women find their way to a place most of them don’t even want to go!

DC Shooter Obsessed with Violent Video Games
http://www.womenofgrace.com/blog/?p=24241#more-24241 

By Susan Brinkmann, September 17, 2013

Violent video games are being linked to yet another mass murderer as friends of Aaron Alexis, who murdered 12 people yesterday in the Washington Navy Yard say he would play these games for up to 16 hours at a time.

The Telegraph is reporting that friends of Alexis say the 34 year-old was obsessed with a violent video game known as Call of Duty and believe it may have pushed him toward becoming a mass murderer.

Other ardent devotees of the game include Anders Breivik who gunned down 77 people in Norway in 2011 and later admitted to police that he “trained” for the deadly rampage with video games. Adam Lanza, the gunman who murdered 20 children and six staff at the Sandy Hook Elementary School in Newtown, Connecticut in December 2012 was also addicted to the game.

Friends say Alexis’ addiction to violent video games was at odds with what appeared to be his devout commitment to Buddhism. They told the Telegraph that he would spend of half of every Sunday meditating at the Wat Busayadhammvanaram temple in Fort Worth, Texas over a period of several years.

Alexis’ best friend, Nutpisit Suthamtewakul, with whom Alexis lived for some time, said he would sometimes play violent video games in his room until after 4:00 a.m. “He could be in the game all day and all night,” Mr. Suthamtewakul said. “I think games might be what pushed him that way.”

Authorities are still investigating yesterday’s tragedy and say they believe Alexis, a 34 year-old discharged Navy engineer, entered the Navy Yard at around 8:20 a.m. armed with a shotgun and began shooting at employees in the cafeteria from an atrium overhead. He killed 12 people between the ages of 46 and 73 before being killed by police.

A motive for the killings is not yet known although additional information about the shooter describes him as being a mentally troubled man who had “anger issues.” Some believe he was suffering from post-traumatic stress disorder after witnessing the terrorist attack of 9/11. He also had other serious mental issues such as paranoia, a sleep disorder, and hearing voices in his head.

Most Reverend Timothy P. Broglio, J.C.D., Archbishop for the Military Services, expressed his shock over the shootings and blamed the tragedy on a lack of respect for human life. “With all people of good will, I am shocked and deeply saddened by the terrible loss of life this morning at the Navy Yard,” he said in a statement issued after the attacks. “I have often visited and celebrated the Eucharist there. It is a familiar place. I also prayed for the victims, the wounded, and their families at the noon Mass at the Archdiocesan Pastoral Center.” He added: “Somehow we must restore the notion of respect for life into the fabric of the Nation.   When the uniqueness of the human person created in the image and likeness of God is universally recognized, the possibility of a mass shooting is more remote.”
What do Anagrams, Tea Leaves and Pebbles Have in Common?
http://www.womenofgrace.com/blog/?p=25355#more-25355
By Susan Brinkmann, November 4, 2013

MP asks: “Okay, this may be nothing. A friend sent me an email that showed anagrams. I looked it up on the internet since I’ve never seen anything like them, maybe wordsmiths have. The page I found showed uses for anagrams. One of them was divination. Most of the other uses were informal encryption, wordplay, generating passwords, etc. Do you see any harm in using them for innocent games [like word jumbles]?”
This is a great question!

Yes, anagrams can be, and have been, used for divination since antiquity, although they are also popular word games.

For those who are not familiar with anagrams, they consist of rearranging the letters in either a word or phrase to create a new word or phrase that will often relate to the original. For instance, the words “debit card” can be rearranged to mean “bad credit” and “schoolmaster” can be rearranged to spell “the classroom.” These are known as cognate anagrams, but there are many different kinds.

For instance, an ambigram is an anagram that is directly opposed to the original word. This website lists an example as “The Nuclear Regulatory Commission” which can be rearranged to read “Your rules clone nuclear nightmares.”

The anagram is actually very ancient, dating back to the 4th Century BC according to some historians. In the time of the early Christians, anagrams were believed to have mystical or prophetic meaning. They largely fell out of practice until around the 13th century AD when Jewish Cabalists began to use them again, usually attributing some mystical significance to them.

As this site explains, Cabalists liked to apply anagrams to people’s names.  Called Themuru, which means change, “the rearranging of letters in a name was believed to unveil hidden meanings and the spiritual natures correlating to that person,” the site states, adding that “Pythagoras (6th century BC) is also thought to have used anagrams to discover a person’s destiny.”

A famous story that reveals how the anagram was used to divine the future involves Alexander the Great who supposedly divined the outcome of the siege of Tyre after a disturbing dream about a Satyr attacking him. His sages divined that he would triumph over Tyre by anagramming the Greek word for Satyr – which spelled out “Tyre is thine”.

Anagrams have also been used to hide secret information – as a kind of code, if you will – such as during the Middle Ages when scientists would use them to hide the findings of experiments that they didn’t want widely known.

They have also been used throughout the centuries as popular word games.

As I see it, anagrams are like tea leaves and pebbles. Both have long been used for divination, but that doesn’t mean you can’t use them to make tea or pave your driveway.

Using an anagram as a word game for amusement is perfectly acceptable – just don’t start reading anything into the new words or phrases you create!

Video Game Hailed as Murder Simulator 

http://www.womenofgrace.com/blog/?p=27379#more-27379
By Susan Brinkmann, January 23, 2014

DayZ is a new PC game that is so real it makes players experience violence and murder on a never-before seen scale and is being hailed as a “murder simulator like no other.” 

“The game play leads to a degree of psychological tension and emotional response that players report never before experiencing in a computer game,” writes Evie Nagy for Fast Company, about the incredibly successful new game developed by Dean Hall of Bohemia Interactive. 

Described as a zombie apocalypse multiplayer PC game that sold one million copies just a month after its Dec. 16 debut, Hall admits that he “wanted to see a videogame explore areas like loss and fear and anger” when he created DayZ. His accomplished his goal. 

As Nagy describes, the success of the game “comes largely from DayZ’s use of permadeath–meaning that players have only one life in the game and lose everything if they are killed–as well as a scarcity of survival resources, and a kill-or-be-killed relationship with other players, who often need your supplies to stay alive themselves. There are also zombies.” 

The game is based on Halls’ experience in the New Zealand army during a survival exercise in Brunei that nearly killed him in 2010. He developed a modification of a military simulation game known as Arma 2 and included psychological elements that add real tension and fear to game play. It all adds up to a game that “feels” startling real to players. For example, he describes a letter he got from a father and son who were playing the game together. Their characters were getting ready to go into a barn in which they feared another player might be hiding. With their characters approaching the barn from different angles, the father shot at someone in the distance. “Then he walked over and realized it was his son,” Hall explained. “His son is like, ‘Just kill me. Just kill me.’ Because his legs were hurt and they didn’t have any morphine and stuff. I felt really bad about it, but the father said it was awesome … they had this amazing experience together. And he wasn’t normally into computer games.” 

As Negy describes, another commenter on the game called DayZ “a murder simulator like no other” as he went on to describe the various stages of emotion he experienced after making his first kill. 
The player admits that he started off “feeling a wave of guilt and grief for the stranger sitting across the Internet, who in that moment lost everything he had accomplished in the game.” But then the “worst thing happened,” the player writes. “I started to rationalize my kill. ‘Well he probably would’ve tried to kill me.’ ‘Well it’s only fair, I’ve been killed 10 times by players like him.’ ‘It’s only a game.’ Anything I could think of to make myself feel better. This is what makes DayZ so great. To think that this ‘game’ gave me the opportunity to struggle with morality in a way that other forms of entertainment never have. It also shows you how people can do horrible thing to others as long as everyone is doing it (think Nazi Germany). How every time you kill someone that feeling of remorse and grief is a little less painful until one day you feel nothing at all.” Reading this description makes it hard to ignore the fact that some of the most gruesome mass shootings of recent history involve a person who was addicted to violent video games. Is this how Sandy Hook shooter Adam Lanza, who was addicted to the violent Call to Duty game, got up the courage to slaughter 26 people, 20 of whom were first-grade students? Anders Behring Breivik, the Norwegian shooter who gunned down 77 people in 2011, played the same game. James Holmes, who gunned down 12 people in an Aurora, Colorado movie theater last year, was an avid player of another violent video game known as World of Warcraft. It’s no secret that the military uses similar first-person shooter games to train soldiers to kill. Because of this kind of training, Lt. Col. Scott Sutton, director of the technology division at Quantico Marine Base, told The Washington Post that soldiers in this generation “probably feel less inhibited, down in their primal level, pointing their weapons at somebody.” If it makes soldiers more comfortable with killing, just imagine what it does to a teenager like Adam Lanza who already had psychiatric issues on top of going through the usual emotional chaos attributable to the typical adolescent. Thus far, research into the link between violent video games and movies and the propensity to kill is inconclusive, but that hasn’t stopped lawmakers from trying to get something done about this largely unregulated field. 

“In today’s world, where kids can access content across a variety of devices often without parental supervision, it is unrealistic to assume that overworked and stressed parents can prevent their kids from viewing inappropriate content,” said Senator Jay Rockefeller (D-WVA) who has long been critical of violence in entertainment and the media, just after the Sandy Hook killings a year ago. “The only real solution is for the entertainment industry to reduce the often obscene levels of violence in the products they sell,” he told Polygon. Thus far, nothing has been done and games like DayZ that turn violence and murder into a spare-time sport. 

Study: Violent Video Games Stunt Emotional Growth 

http://www.womenofgrace.com/blog/?p=27816#more-27816
By Susan Brinkmann, February 11, 2014

Canadian researchers found that young teens who spent hours a day playing violent video games can result in stunted emotional growth. The Daily Mail is reporting that researchers from Brock University in Ontario found that teens who spent more than three hours day playing violent video games are particularly unlikely to develop the ability to empathize with others. “It is thought that regular exposure to violence and lack of contact with the outside world makes it harder for them to tell right from wrong,” the Mail reports. “They also struggle to trust other people, and see the world from their perspective.” The study surveyed 109 teens aged 13 and 14 to determine whether or not they played video games, which games they preferred, and how long they typically played them. 

Eighty-eight percent of the teens said they played games with more than half admitting that they did so every day. Among the most popular games were those that involved violent actions such as killing, maiming and torturing other human characters. The teens were then asked to answer a questionnaire designed to determine their moral development with questions such as how important it would be to them to save the life of a friend. “Previous studies have suggested that a person’s moral judgment goes through four phases as they grow from children and enter adulthood,” the Mail reports. “By the age of 13 or 14, scientists claim young people should be entering the third stage, and be able to empathize with others and take their perspective into account.” However, the Canadian researchers found that this stage was delayed in teens who played violent video games on a regular basis. “The present results indicate that some adolescents in the violent video game playing group, who spent three or more hours a day playing violent video games, while assumingly detached from the outside world, are deprived of such opportunities,” said researcher Mirjana Bajovic in the journal Educational Media International. “Spending too much time within the virtual world of violence may prevent [gamers] from getting involved in different positive social experiences in real life, and in developing a positive sense of what is right and wrong.” Researchers noted that other games didn’t have the same detrimental effect on the teens’ moral development. “Exposure to violence in video games may influence the development of moral reasoning because violence is not only presented as acceptable but is also justified and rewarded,” the study reported. Rather than trying to ban the games, researchers suggested that parents and teachers should counter their ill-effects by encouraging teens to engage in charity work and other activities that get them away from the games and into the real work. 
Violent Video Games Fuel Aggressive Behavior in Children 

http://www.womenofgrace.com/blog/?p=28958#more-28958
By Susan Brinkmann, March 26, 2014

A large study by researchers at the University of Iowa has concluded that children who repeatedly play violent video games learn thought patterns that stick with them and influence their behavior as they grow older. 

The Daily Mail is reporting that Douglas Gentile, an associate professor of psychology at Iowa State University and lead author of the study, said that when it comes to the brain and video games, it learns the same way as it would for solving math problems or playing the piano. “If you practice over and over, you have that knowledge in your head. The fact that you haven’t played the piano in years doesn’t mean you can’t still sit down and play something,” Professor Gentile said. “It’s the same with violent games – you practice being vigilant for enemies, practice thinking that it’s acceptable to respond aggressively to provocation, and practice becoming desensitized to the consequences of violence.” Over time, researchers say children start to think more aggressively and when provoked at home or at school, will react much like they do while playing the games. “Repeated practice of aggressive ways of thinking appears to drive the long-term effect of violent games on aggression,” the Mail reports. The large study followed more than 3,000 children in the third, fourth, seventh and eighth grades for three years. Each year, they collected data and tracked how much time the child was spending playing games, how violent the games were, and what changes occurred in the child’s behavior. 

The study appears to confirm rising fears about the impact of violent video games on children, especially in the wake of so many mass-murders that took place in the U.S. and abroad by youth who were obsessed with violent games. For instance, Sandy Hook shooter Adam Lanza, who was addicted to the violent Call to Duty game, slaughtered 26 people in December, 2012, 20 of whom were first-grade students. Anders Behring Breivik, the Norwegian shooter who gunned down 77 people in 2011, played the same game. James Holmes, who gunned down 12 people in an Aurora, Colorado movie theater last year, was an avid player of another violent video game known as World of Warcraft. “Violent video games model physical aggression,” said Craig Anderson, Distinguished Professor of psychology and director of the Center for the Study of Violence at Iowa State and co-author of the report. “They also reward players for being alert to hostile intentions and for using aggressive behavior to solve conflicts. Practicing such aggressive thinking in these games improves the ability of the players to think aggressively. In turn, this habitual aggressive thinking increases their aggressiveness in real life.” The study was published in JAMA Pediatrics. 

Is Bubble Goth Good for Girls?
http://www.womenofgrace.com/blog/?p=33406#more-33406 

By Susan Brinkmann, September 19, 2014. 
Also see http://www.womenofgrace.com/blog/?p=29887#more-29887
A concerned mother called into our radio program this week to express her concerns about Bubble Goth – a pop music style and culture popular among teens that is dark, hyper-sexualized and downright creepy.

For those who never heard of Bubble Goth, this is the creation of a 26 year-old Estonian native named Kerli Koiv. She grew up in a household plagued by domestic violence and engaged in the writing of mini books and poems to cope with the situation. She claims that she always wanted to be a rock star and seized upon an opportunity to launch her dream when she managed to enter a major Estonian talent contest by lying about her age. She won the contest and a recording contract which launched her into the music world where she eventually made her mark with a genre called transcendental electronic music. In her tunes, she aims to “make the beautiful, creepy and the creepy, beautiful.”

During a particularly dark time in her life, she published her Love is Dead album which had a dark edgy style that quickly branded her as “Goth”. A critic described her style as “bubblegum Goth”, a name she instantly liked and claimed for her own. This explains her tendency to carry around a teddy bear that wears a gas mask and to incorporate bullet belts and corsets in her Lady Gaga-ish and hyper-sexualized dress. Her bleached white hair is often streaked with the same pastel colors she prefers to wear rather than the typical Goth-ish black.

Girls who think Bubble Goth is their thing are encouraged to dress in pale pastels like she does, to listen to music with dark or morbid themes, to find ways to “make cute things more morbid” and “to be eccentric.”

Fans are referred to as Moon Children who are encouraged to sport three dots on their forehead which stand for Kerli’s motives of integrity, love and unity. She claims this “assembly” is for people who “feel too much and find it hard to exist in this world, so that they wouldn’t think they’re crazy.”  She originally meant for it to be a “gathering for Indigo kids – a New Age idea that certain children were born with special, supernatural abilities – but it eventually morphed into Moon Children.

A big supporter of LGBT “rights”, Kerli’s hit music video Zero Gravity is peppered with lesbian sexual innuendo.

She claims not to belong to any religion, to believe in reincarnation and to be “obsessed with fairies”. Angels and demons are “reflections” of one’s “inner light” and “inner darkness”. Even more alarming is the fact that her Moon Children fans made her a set of tarot cards as a gift and seem to have a penchant for ghoulish trinkets.

Kerli Koiv has had a hard life, to be sure, and her intentions may be good, but where is her dark style going to lead our daughters? Do we really want them listening to songs with lyrics such as: “Mama you’re a liar . . . Mama you were so wrong . . . And I don’t wanna be like you, I hate the things you do” or watching her “bump and grind” against other women in her videos? While she encourages her followers to “be the best they can be”, is this “culture code” for accepting immoral behavior and tossing out the Truth for New Age ideas?

Because the Goth subculture has links to the dark arts, daughters who start with Bubble Goth might decide to embrace more grownup forms of the movement which can get dangerous, as this blog explains. But even if this doesn’t happen, parents are wise to discourage their girls from becoming “Moon Children” who think being the best they can be means to dress like Lady Gaga, to kiss girls, and “be eccentric.”
Florida Schools Distribute Satanic Coloring Books

http://www.womenofgrace.com/blog/?p=33437#more-33437
By Susan Brinkmann, September 29, 2014

As a way to counter the distribution of Christian materials in public schools in Orange County, Florida, The Satanic Temple has received permission to hand out an illustrated children’s activity book entitled The Satanic Children’s Big Book of Activities. 

Artnet.com https://news.artnet.com/art-world/satanic-coloring-books-distributed-at-florida-public-schools-105119 is reporting that the door was opened to the distribution of satanic materials after a successful lawsuit filed by the Central Florida Freethought Community (CFFC) in which a judge ruled that if the school district allowed Bibles and other Christian materials to be disseminated in schools, it had to allow atheist and other religious materials in as well. As a result of this ruling, the CFFC’s David Williamson was permitted to distribute readings such as “Jesus is Dead” and “Why I am Not a Muslim” to school children. This, in turn, allowed the Satanic Temple to get their own materials into schools, including an activities book that features word jumbles and other illustrations that present occult practices and symbols in a favorable light. Temple spokesperson Lucien Greaves claims his organization would never seek to do something like this, which violates the strong separation of Church and State that he favors, but is only doing so because of Christians pushed to get their materials into the schools. In other words, it’s our fault that he’s forced to teach children to look favorably upon a being who is hell-bent (pun intended) on destroying them in both body and soul. “If a public school board is going to allow religious pamphlets and full Bibles to be distributed to students—as is the case in Orange County, Florida—we think the responsible thing to do is to ensure that these students are given access to a variety of differing religious opinions, as opposed to standing idly by while one religious voice dominates the discourse and delivers propaganda to youth,” Greaves said. This would seem like a very reasonable statement except for the fact that this nation is founded upon Christian principles. If we follow Greaves’ logic, this means we must now throw out the entire U.S. legal system for the sake of “inclusiveness.” But I’m not surprised. This is the same organization that successfully sued to be allowed to erect a goat-headed Baphomet statue in front of the Oklahoma Statehouse to oppose the erection of a Ten Commandments display. This statue shows Satan seated on a throne with two adoring children at his feet. Greaves insists that these satanic forays into mainstream American society really do go against his deep respect for secularism, but these opportunities “to establish an equal voice for contrasting religious opinions in the public square, tend to favor marginalized, lesser-known, and alternative religions” like his own. So why not take advantage? Besides, he says, children in these Florida schools are already aware of the Christian religion and it’s Bible. By providing them with satanic activity books, “This might be the first exposure these children have to the actual practice of Satanism. We think many students will be very curious to see what we offer.” And what do they have to offer? A loosely contrived “religion” in which they promise http://thesatanictemple.com/religious-literature-in-schools/#more-747 “to engage actively in political/cultural dialogues and re-assert religious pluralism” – all of which they could do without promoting Satan, I might add. This is just another one of the evil one’s charades, of which Greaves and his ilk are nothing more than pawns – even though they claim to do everything but worship the evil entity which they try to obfuscate behind veils of “religiopolitics” and good old-fashioned secularism. “People who fear a challenge to the Judeo-Christian religiopolitical monopoly are correct to fear us,” the Temple states on its website http://thesatanictemple.com/religious-literature-in-schools/#more-747.  “We assert that religion, at its best, is a narrative construct by which practitioners contextualize their lives. We believe that the religious narrative should be malleable to conform to the best scientific evidence. We reject supernaturalism and strive to approach all things with reasonable agnosticism.” Once again, these purveyors of tolerance exhibit an even worse state of myopia than those they oppose as they continue by labeling anyone who believes what they don’t as “charlatans, mystic snake-oil salespeople, cults, pseudoscientists, witch-hunting conspiracists”. They go on to threaten: “We will be merciless in our debunking and discrediting of their exploitative practices. We will assert the rights of religious non-believers everywhere, and those who hold pious and pompous positions of arbitrary authority based on superstition and/or pseudoscience are wise to view us as a distinct threat.” All this from an organization that claims http://thesatanictemple.com/about-us/our-mission/ to “encourage benevolence and empathy among all people”! But what do we expect? After all, Jesus did tell us that “Satan is a liar” and “a murderer from the beginning” (John 8:44). God forbid that the totalitarian demands of this “tolerance” should ever take full effect in this country because it would make us into a nation full of people who stand for nothing, a nation in a state of complete moral collapse. Regardless of whether Greaves thinks he’s worshiping Satan or some convoluted idea of tolerance, a heartless beast is certainly behind the spreading of these lies to innocent children.
Are Melody Beattie Books Good for Catholics?
http://www.womenofgrace.com/blog/?p=33425#more-33425
By Susan Brinkmann, September 24, 2014

MFM asks: “Would the book THE LANGUAGE OF LETTING GO by Melody Beattie be something a Catholic should be reading?”
No. Melody Beattie is yet another New Age self-help guru who has put her own spin on the age-old New Thought idea that what the mind can conceive, the person can achieve – regardless of what God might will.

No question about it, she had a hard life. 
According to her website, she was born in St. Paul, Minnesota in 1948 to a father her left home when she was still a toddler. At the age of four, she was kidnapped by a stranger and although she was rescued the same day, the incident “set the tone” for a childhood that would be marked by the horrors of sexual abuse, which she received at the hands of a neighbor throughout her youth. Her mother “turned a blind eye” to the abuse and did nothing to help her.

“My mother was a classic codependent,” Melody recalls. “If she had a migraine, she wouldn’t take an aspirin because she didn’t do drugs. She believed in suffering.”

Melody didn’t like suffering and began to numb her pain with alcohol and then drugs. By the time she was 18, she was a junkie who ran with a rough crowd known as “The Minnesota Mafia” who robbed pharmacies to get their next fix. She was arrested several times and was eventually sent to rehab. While there, she claims to have experienced a “spiritual awakening” that occurred while she was on the lawn “smoking dope”. The whole world turned a purplish color, sort of like a Monet painting. She had a kind of epiphany and told herself, “If I put half as much energy into doing the right thing as I had into doing wrong, I could do anything.”

She turned her life around, married a respected counselor who she thought was a reformed alcoholic and had two children. She eventually discovered that her husband had been drinking all along and her experience with this crisis eventually became her first best-selling book, Codependent No More published in 1986.

Her life was shattered once more when, in 1991, she lost her 12 year-old son Shane to a ski accident.




Beattie has since written 15 books, including The Language of Letting Go. Although I haven’t read this book, I’ve read quite a bit about her latest work, Make Miracles in 40 Days: Turning What You Have into What You Want in which she lays out a six-week action plan called the Miracle Exercise that is designed to bring about a self-transformation. She refers to a higher power or force or whoever a person believes in, so this isn’t the kind of book a Catholic would read to be inspired in the Faith.

Here’s how one reviewer describes it: “After completing a series of activities, we’ll establish what miracles we’d like to create, and then she’ll walk us through practicing this innovative exercise alone, with a partner, and even with our children. Beattie instructs us to be thankful for everything in our lives and for how we’re really feeling; we need to express gratitude for what we have and who we are, not just for our obvious blessings. It is crucial that we are grateful for recognizing what is upsetting and bothering us. Through acknowledging the pain that we’re feeling, we can excise any denial or resistance that is holding us back. As we progress over the forty days, instead of feeling lost, numb, or confused, we’ll become more conscious, aware, and alive. Our miracle will begin to materialize.”

Learning how to be thankful for what we have, even the trials and sufferings, is certainly the right thing to do, but this attitude doesn’t make things happen.  Our outlook on life can’t do anything more than change the way things affect us. It can’t “attract” miracles such as prosperity, health, romance, etc. This is classic New Age thinking.

Even more enlightening was something she said in this radio interview where she criticized the old adage – “If you want to make God laugh, tell him what you want.” She calls that statement derogatory.  “I believe that when we have a vision of what we want, or a desire for something in our heart that’s not going to hurt anyone, that’s a good idea, I believe that’s our higher power’s way of showing us what we can have.”

Just as an example of the subtly of the distortions of the Truth found in  New Age philosophies, consider what we read in Proverbs 4:23 when we’re told to: “With all watchfulness keep thy heart, because life issueth out from it” (Douay). The word “issue” in Hebrew refers to boundaries or territories, implying that the “issues” that come forth from the heart are from God and are, therefore, the direction we are to follow in life.

At first glance, this seems to agree with what Beattie is saying; however, only the soul who is at least somewhat versed in the ways of the interior life knows that what she’s neglecting to address is the very high probability that the heart could be corrupted. And when the heart is corrupted, so is everything that comes out of it. “With all watchfulness keep thy heart” means we must be on guard to keep our hearts pure and always open to the will of God so that He may fill us with right desires that lead us in right directions.

I’m sure Melody Beattie’s life experiences lend a good deal of merit to her writing about codependence, but I’m not a fan of her personal philosophy and would therefore not recommend her work to Catholics.

New Halloween Thriller Comes with Free Ouija Board
http://www.womenofgrace.com/blog/?p=34404#more-34404
By Susan Brinkmann, October 23, 2014
A new supernatural horror film based on the dangers of contacting spirits through an Ouija board opens tomorrow.  AMC Theaters is giving away free Ouija boards to the first 100 people to buy tickets.

“This week the spooky, supernatural thriller OUIJA hits AMCs everywhere and we have 100 Ouija boards to give away to some very ‘lucky’ people,” the contest site declares.

“Lucky” is not exactly the adjective I would use to describe the winners. And after seeing the trailer, which appears to be quite candid about the dark and murderous spirits that can be summoned with an Ouija board, we can only hope the “winners” will think twice before playing with their new “game”.

Ouija was directed by Stiles White and produced by Platinum Dunes (the same people who brought us that All-American slasher, The Texas Chainsaw Massacre) is based on the story of a girl who is killed by a dark spirit in a tragic accident. A group of her close teenage friends attempt to contact her through an Ouija board. Instead, they conjure murderous spirits that begin to haunt and torment them with all kinds of gory manifestations.

I was amazed to read how accurately the movie reviews depict the central plot of this movie, stating that it’s about a bunch of teens who realize “that the Ouija board is not just a game; it’s real life.”

They got that right!

Anyone with even a fundamental knowledge of the occult knows that nothing good ever comes out of a Ouija board. In fact, exorcists from around the world say that some of the toughest cases of possession begin with the use of this board.

One of the most famous cases of demonic possession, that of a young boy named “Robbie”, (not his real name) was depicted in the movie, The Exorcist. Robbie’s troubles all began when he tried to contact a favorite aunt after her sudden death with the Ouija board they used to “play” with when she was alive. It seemed to work, but then Robbie’s personality began to change and their home became infested with poltergeist activity. From there, it all spiraled downward until Robbie was laying in a hospital ward surrounded by baffled doctors who finally declared him to be a case of authentic demonic possession. He was successfully exorcised on Easter Monday, 1949.

But the dangers of the board aren’t just coming from religious-minded folks. Consider the work of Ralph Sarchie, a New York City policeman from the 46th precinct in South Bronx who became an expert in demonology after investigating cases concerning witches and Satanists. He’s the first one to say that “innocent” board games like the Ouija board are one of the biggest dangers of the occult.

“There ought to be a law against these evil, occult `toys,’” he writes in his book, Beware the Night. “I can hear some of you out there saying, ‘Hey, I used an Ouija board and nothing happened.’ Consider yourself lucky, then. It’s like playing Russian roulette. When you put the gun to your head, if you don’t hear a loud noise, you made it. Same thing with the board: The more times you pull the trigger, the more likely that on the next shot, your entire world will go black.”

It was very interesting to read the comments posted on the AMC contest site with some folks insisting that the Ouija is just a game while others warn them to stay away.

For example, one person who identified as a “Wiccan” wrote: “Please remember the Ouija is not a toy. Some people should not even use or attempt to use one. You can actually summon spirits through them. And spirits will lie. They may act nice at first but they can become very, very evil and do demented things. They can and will harm you and others if they get out. They are smarter than you think. And remember, don’t use it alone when you are most vulnerable.”

Others scoff at such a view and exhibit the dangerously distorted notion that things are only real if you believe they are. “Things are only given power, if you believe in it,” one commenter wrote. “You bring it alive, other than that it’s just a . . . board.”

Another commenter stated my feelings about this contest very succinctly. ” . . . This give away is the worst thing ever done. You may as well cut out the middle man and raise the demons from hell. This is nothing but trouble.”

Secret Garden Author’s New Age & Occult Background 

http://www.womenofgrace.com/blog/?p=31985#more-31985
By Susan Brinkmann, August 1, 2014

DP writes: “Didn’t you all say that The Secret Garden movie from 1993 has a scene wherein the little girl does something that has its involvement with black magic? This was not in the original book, but was added to the movie. Also, what about the sequel to the movie? Should that be avoided, too?” 

I have not yet blogged about The Secret Garden but your question presents me with the perfect opportunity to do so. The Secret Garden, written by Frances Hodgson Burnett (1849-1924), is indeed problematic as Ms. Burnett was very much into the New Thought movement (which later became the New Age movement) and was quite comfortable dabbling around in the occult. It’s not surprising that this worldview can be found in her writings, including the enormously successful book/movie, The Secret Garden. 

For those who know nothing about this author, Burnett was born in Manchester, England in 1849 and grew up in poverty. By the age of 18, she was orphaned and left to fend for herself and her four siblings. A talented writer, she was able to publish a few stories in 1868 and eventually went on to write her first bestseller, Little Lord Fauntleroy in 1886, which made her one of the highest paid women of her era. Married twice and the mother of two sons, the death of her eldest son, Lionel, from tuberculosis in 1890, appears to have been the inspiration behind The Secret Garden which some view as a tribute to him. At the time, Burnett was already heavily involved in the New Thought movement. 
“In many ways, Frances Hodgson Burnett foresaw the dawn of the ‘Age of Aquarius’ and its stepchild, the New Age/Self-Help era,” writes Michael Francis McCarthy in this meticulously researched treatise on Burnett’s life which was published in 2010. “More than one hundred years ago Burnett rode the first wave of mind-body theory; she began incorporating ‘New Thought” ideas into her writing and became one of its leading proponents. The author led an intriguing life in the spotlight, saw the connection between the mind and body, and tried to use her fame to popularize the New Thought in the latter part of her career.” However, Lionel’s death sent her catapulting downward. “To cope with her grief, she delved deeper into the ‘occult’ after previously exploring the tenets of Spiritualism, Theosophy and Mary Baker Eddy’s Christian Science, amongst other late-nineteenth-/early-twentieth century millennial philosophies. . . . 

We can therefore view The Secret Garden as a tribute to her dead son and as a wake-up call to the world about the ‘Beautiful Thought’ (as she preferred to call the New Thought movement) — that people can heal themselves through positive thinking and affirmations, and that ‘all is one.’ After Lionel’s death, it became part of her life’s mission to spread the ‘Beautiful Thought’ to the masses. The Secret Garden was her vehicle,” McCarthy explains. The story of The Secret Garden revolves around a young girl named Mary Lennox who is orphaned when her parents are killed in an earthquake in India. She’s sent to live with her uncle, a dark and depressing man who is enveloped in grief since the death of his wife. He leaves her mostly on her own in his cold manor house in Yorkshire, England, where she quickly discovers that she has an invalid cousin around her own age who is kept locked up in a room due to a strange illness. Mary eventually stumbles upon the secret garden which was once kept by her uncle’s wife and, together with another new friend named Dickon, begins to restore it. In the movie, there is a scene where Mary and Colin use magic to conjure up his father, who is away from the manor at the time. The spell works and brings her uncle back just in time to see his invalid son running around the garden, playing with Mary and Dickon. From what I’ve read, spell casting is part of the book as well as the movie. For instance, this scene describes the so-called “white magic” the children were using in the garden. ” . . . When Mary told him of the spell she had worked, he [Colin] was excited and approved of it greatly. He talked of it constantly.” Colin goes on to pronounce magic as “a great thing and scarcely any one knows anything about it except a few people in old books . . .” That there would be are scenes involving magic in the story is not surprising as Burnett was a big believer in sorcery as well as a host of other unconventional “religions”. 

“I am not a Christian Scientist, I am not an advocate of New Thought, I am not a disciple of the Yogi teachings. I am not a Buddhist. I am not a Mohammedan. I am not a follower of Confucius. Yet I am all of these things,” she told a reporter two years after she wrote The Secret Garden. Suffice to say, there are many issues concerning The Secret Garden that Christians should be aware of and take into consideration before allowing themselves -or their children – to read the book or watch the movies. 
Is the Broadway Play WICKED All That Bad?
http://www.womenofgrace.com/blog/?p=32987#more-32987
By Susan Brinkmann, September 12, 2014

KU asks: “Do you have an opinion on the Broadway play WICKED?  Thanks I would like to know as some of our children may be going in the future.”  
The main issue I have with this play is how it sends mixed messages about magic, goodness and evil which I do not believe are suitable for young audiences.

For those who are unfamiliar with the plot of this long-running and very popular Broadway play, it’s about the good and bad witch from the Wizard of Oz and their lives before the movie came about. In summary, the “bad witch” Elphaba becomes friends with the “good witch”, Glinda, with both witches being schooled in the art of sorcery (magic) at the Shiz Academy for aspiring witches and wizards. Elphaba decides to take up the cause of animals who are being silenced in Oz and decides to go to the Emerald City to confront the great Wizard of Oz himself about the situation. Elphaba has always longed to work with the powerful Wizard of Oz and believes she will finally realize her true calling at his side. However, as we all know, the Wizard is a phony, which is presented as the most insidious kind of evil to be found.

“And herein lies the heart of the message from this production,” writes Dr. Brian Howell Assistant Professor of Anthropology at Wheaton College. “Goodness and wickedness are largely perceptions; true goodness is found in being true to oneself. It is a beguiling message that reflects some of the deepest yearnings of the (post)modern person.”

When Elphaba realizes it is the wizard who is forcing the animals to silence, both she and Glinda must decide what they will do – go along with the Wizard’s plans, thus gaining for themselves prestigious positions in the land of Oz; or fighting against him for the sake of the animals. Glinda, the good witch, chooses the former route, and Elphaba chooses the latter.

At one point in the show, we see Glinda receiving the adulation of the people of Oz while they shun Elphaba for fighting the status quo. Eventually, Glinda begins to doubt her choice but decides it’s better to be happy than to fight for the animals.

As Dr. Howell explains, “Playing with the meaning of ‘wicked,’ ‘good’ and ‘goodness’ occurs throughout the show,” in a way that is apparently very appealing to 10 to 18 year-old girls.

The play places the emphasis on authenticity rather than “black and white absolutism”, Dr. Howell writes, then asks: “But can ‘goodness’ be so conflated with authenticity? Or does that trample on the absolutes of Scripture? Can Christians embrace a show like Wicked, or do we need to stand resolutely against such confusions?

Dr. Howell seems to think we can, and points to Jesus’ rebukes of the Pharisees for their hypocrisy and inauthentic faith.
He concludes: “Perhaps we can learn something from the Wicked Witch of the West. The greater sin is not in being declared Wicked, but in accepting appearances of Goodness.”

While I believe this presentation may have benefits for older children who can discuss these deeper meanings with their parents, does anyone really think a youngster is going to grasp all this? The only thing they’re going to see is a bad witch acting like a good witch and a good witch acting like a bad witch – which could amount to turning the moral order on its head in the mind of a child.

I would have misgivings about taking young children to see this show.

The Magic of Wizard 101
http://www.womenofgrace.com/blog/?p=33211#more-33211
By Susan Brinkmann, September 17, 2014

PU writes: “Do you know of the computer game Wizard 101? My 20 year old daughter has been playing this game for many years and insists it is just a fun game. I was wondering if there are actual spells in this game like there are in the Harry Potter books. And how innocent is this game?”

Yes, there are spells in this game but they are fictional and appear to be based in fantasy. However, they are used extensively throughout the game. In fact, Wizard 101 is described in the gaming industry as “an elaborate 3D virtual world in which magic and sorcery come to life…”

In a nutshell, this is a multi-player online role-playing game created for preteens that is based in the fictional universe of the Spiral. There are several worlds in this universe and players access them by purchasing crowns or a membership that gives them unlimited access to all areas of the game. (This is one of the biggest complaints I’ve read about the game – how expensive it is to play. Although there are free areas, no one is ever satisfied with them for long.)

As the game describes players aim to be wizards who duel with monsters and other enemies in the strange worlds of the Spiral and can join forces with other online players. Players attend “Magic Schools” where they learn spells and other “skills” in order to prevent the “forces of evil” that are threatening to destroy Ravenwood Academy.

Players are taught that “Magic plays a huge part in the . . . world of Wizard101. Although magic existed before the written word, it derives from well-known sources. The magic of Fire, Ice and Storm comes from ancient Titans that ruled the world in the Days Before. The magic of Myth, Life and Death come from the power of the mind, body, and spirit of the Wizard casting them. The magic of Balance combines all of them.”

Each school of magic in the Wizard101 multiplayer world is very different and “has its own philosophy, rhythm, and nature that combine with the elements of the universe,” the site explains. “Wizards are free to choose a school of magic that reflects their personality and goals in the game.”

Most of this is fantasy magic; however, one aspect of this game is real and is an authentic occult item. It’s called an athame (dagger) which is used in the game to increase a character’s stats.  In real life, an athame is a ceremonial dagger used to direct energy.

While the game is very fun and amusing, this reviewer says the chief concern of most parents is in the spiritual elements that are presented within the game.

“Although Wizard101 waters down the spiritual elements in the game to a more fantasy based system, it is possible that some children might become interested in learning more about the magic in which the game models its schools after. Therefore, we recommend that parents who allow their children to play Wizard101 be sure to regularly communicate with your children about their experience in the game and the concerns that you as a parent may have.”

Ouija Boards: The New Christmas “Must Buy”
http://www.womenofgrace.com/blog/?p=35427#more-35427
By Susan Brinkmann, December 2, 2014

With exorcists warning about the dangerous increase in occult activity occurring around the world today, the situation is about to get worse after a popular Halloween movie has made the Ouija board one of the most popular Christmas gifts of the season. The Daily Mail is reporting on the new commercial success of the Ouija board since the release of the movie, Ouija, this past Halloween. Google is reporting sales of the board are up 300 percent, leading to what some are calling a new renaissance in the board’s popularity. This sales boom is exactly what the toy giant, Hasbro, had in mind when it helped finance the movie earlier this fall. Even though the film was largely panned by critics, teens were intrigued with the thriller and the boards are now flying off the shelves.

“To some, the Ouija board represents a harmless form of enjoyment, a pretend-scary rite of passage for teenagers in search of thrills on a stormy night,” the Mail reports. “But to others, churchmen included, it is a danger to be avoided, a trigger for psychological harm — or something worse.”

For instance, a Catholic priest and exorcist who is based in Dublin warned that playing with the board can lead to horrifying results. “It’s easy to open up evil spirits but it’s very hard to get rid of them,” he told the Independent. ”People, especially young people and teenagers who are likely to experiment with Ouija boards on a whim, can be very naive in thinking that they are only contacting the departed souls of loved-ones when they attempt to communicate with the dead using the boards.”
As a result, the demonic spirits they contact end up infecting their lives with all kinds of trouble.

“It’s like opening a shutter in one’s soul and letting in the supernatural,’ says Peter Irwin-Clark, a Church of England vicar who is familiar with the occult. “There are spiritual realities out there and they can be very negative.”

He remains adamantly opposed to the sale of Ouija boards as toys.

“It is absolutely appalling. I would very strongly advise parents not to buy Ouija boards for children.”

Some of the manifestations that can occur as a result of use include “having strange dreams, strange things happening to them, even poltergeist activity,” he said.

Exorcists claim that some of the worst cases of possession begin with Ouija boards, as evidenced by the case which became the basis for the blockbuster film, The Exorcist.

In his article on the Ouija board, John Ankerberg cites the work of Carl Wickland, M.D., who wrote about ‘the cases of several persons whose seemingly harmless experiences with automatic writing and the Ouija board resulted in such wild insanity that commitment to asylums was necessitated.”

The late Reverend Tom Willis, a Minister of Deliverance for the Anglican Archdiocese of York in the UK for half a century, corroborated Wickland’s findings.

“In the Sixties, the Ouija board caused so many problems — people ending up in mental hospitals because of what they have experienced,” Willis said in 2012.

Concerned parents have joined forces in the past to launch boycotts of the boards, such as this boycott of a new pink Ouija board directed at young girls which occurred in 2010.

But sales continue as dabbling in the occult arts becomes an increasingly popular past-time for youngsters, many of whom were raised on Hollywood’s version of the occult, such as Harry Potter and Twilight, where magic spells and evil forces never seem to harm anyone except the bad guys.

In real life, nothing can be further from the truth.

Study: Children’s Cartoons Too Violent
http://www.womenofgrace.com/blog/?p=35995#more-35995
By Susan Brinkmann, December 30, 2014

A new study, published in the prestigious British Medical Journal, warns that all those innocent looking cartoons kids love to watch actually contain more violence than some adult films.

The Daily Mail is reporting on the study, conducted by researchers Dr. Ian Colman and Dr. James Kirkbride, of the University of Ottawa in Canada and University College London, which found that cartoons released between 1937 and 2013 were “rife with death and destruction” with animated characters almost twice as likely to be killed as actors in movies aimed at adult audiences.

“Rather than being innocuous and gentler alternatives to typical horror or drama films, children’s animated films are, in fact, hotbeds of murder and mayhem,” the study concluded.

Researchers examined the 45 top-grossing children’s cartoons, beginning with Snow White in 1937 and up to last year’s big hit – Frozen.
Researchers studied the films to determine how long it took for key characters to die, whether the first on-screen death was due to murder, or if it involved a main character’s parent.

A surprising two-thirds of the cartoons depicted the death of an important character compared with half of the adult films.

In fact, grisly deaths were quite common in cartoons such as in Bambi, whose mother is gunned down by a hunter, as well as the stabbings in Sleeping Beauty and The Little Mermaid. Peter Pan and Pocahontas also feature shooting deaths. Cartoons such as A Bug’s Life, The Croods, How to Train Your Dragon, Finding Nemo and Tarzan all contain animal attacks, such when Tarzan’s parents are attacked and killed by a leopard just five minutes into the show.

Despite how innocent they may look, on-screen death and violence can be very traumatic, particularly for young children, and its impact can be “intense and long-lasting.”
Not Happy With the Skull & Crossbones Trend

http://www.womenofgrace.com/blog/?p=38246#more-38246
By Susan Brinkmann, March 18, 2015

CM writes: “The skull and crossbones symbol seems to be all over children’s clothing today. It always made me uncomfortable and I was wondering if there is anything wrong with it.” 

You have every reason to feel discomfort when looking at this macabre image because, for most of us, it has come to symbolize danger and death . . . although this was not always the case. The origin of this image is sketchy but some believe it could have come from the sarcophagus of Tutankhamun in ancient Egypt. He is depicted holding a flail and a crook that are crossed upon his chest. The flail was used to show authority and the crook was used by animal tenders to safely coral stray animals without hurting them. Early Christians generally used the image to symbolize death which explains why it can be found on many Christian catacombs. In the Middle Ages, the symbol of a skull with two bones crossed behind it was adopted by the Knights Templar which was one of the largest charities in the world for nearly two centuries. 
The Masons have also adopted the symbol and hold fast to a legend that the skull and bones are that of Jackes de Molay, the last Grand Master of the Knights who was burned alive by the Church. When the Templars came for his body, they found only his skull and two femurs. To this day it remains a popular Masonic image used in initiation rituals as a symbol of rebirth. It also became a favored symbol of pirates and was known as the “Jolly Roger”. Over the centuries it has been adopted by occultists, witches, and other nefarious sorts, but the modern-day trend of skull and crossbones began with the release of the hit movie series, Pirates of the Caribbean, starring Johnny Depp. Since that time, it can be found on clothing for men, women, children, and even pets. These images are usually much softer looking than the typical, stark black and white images found on poison labels. Just so you know you are not alone in your discomfort, I have come across numerous complaints from people of all ages about this new trend which many find to be macabre and depressing – and who can blame them? Regardless of how chic the image is being made to look, for many people, it will always represent danger and death – not exactly something that belongs on a baby’s onesie. 
Concerns About “Spirit Animals” Series 

http://www.womenofgrace.com/blog/?p=39052#more-39052
By Susan Brinkmann, April 22, 2015

LR writes: “Our 10 year old granddaughter attends Catholic school and apparently the series Spirit Animal has been available for the students to peruse. She has purchased and is reading one of these books. Personally I feel she could be reading much more edifying literature and have expressed this to her parent. Can these books and games be dangerous and is there more I can or should do?” 

I have some concerns about Spirit Animals. For those who have never heard of it, Spirit Animals is a series of stories about four children who undergo a ritual, known as a Nectar ceremony, with the purpose of discovering whether or not they have a spirit animal. This ritual is held for each child when they reach the age of 11 to see if they can summon their spirit animal. Officiated by a “Greencloak” (a person who has a spirit animal, also known as a “Marked” person), if an animal does appear, it comes along with special powers that are then shared with the child. Some of these powers are “magical” such as healing and prophecy. The four children and their spirit animals band together to save their homeland, known as Erdas. This is a series of books which are written by various authors and published by Scholastic. 

My concerns are with the concept of a spirit animal, which is derived from paganism. Also known as a totem, the spirit animal is meant to be symbolic of the characteristics and skills a person is to develop in his or her life. In other words, spirit animals are akin to messengers who give guidance about what is to come. Although this is not the sense in which these spirit animals are presented in the series, youngsters who become curious about spirit animals are bound to happen upon websites that promote the various pagan rituals used to invoke these spirits. If their parents are allowing them to read books about spirit animals, they will naturally believe there is nothing wrong with the concept and could begin to dabble in Native American and other shamanistic practices that involve the calling up of spirits they believe to be the spirits of animals but are actually demons. While the children in the Spirit Animals saga always use their animals’ magical powers for good, we are taught in the Catechism that the ends never justify the means (No. 1753). If we allow our Christian children to read books like Spirit Animals, we are causing confusion by presenting magical powers (which are considered sorcery and, therefore, evil) as something that can be used for a good end. Evil can never bring about good, only death and destruction. I was also disheartened to learn that children are being encouraged to go onto the series’ website to receive their own special spirit animal. Our children have a guardian angel who is possessed of incredible powers that are not sourced in the occult. Wouldn’t it be better to encourage them to develop a relationship with their angel rather than their “spirit animal”? For parents who want their children to read, but are frustrated with the lack of good fantasy reading that respects the Christian worldview, this blog http://www.womenofgrace.com/blog/?p=793 gives great advice from author Michael D. O’Brien for choosing reading material that doesn’t corrupt the moral order. Any parent interested in looking into these books for themselves can read the first few chapters of the first book in the series here http://bookboxdaily.scholastic.com/2013/08/07/sneak-peek-spirit-animals-wild-born/.   

What’s wrong with Monster High Dolls? 

http://www.womenofgrace.com/blog/?p=40225#more-40225
By Susan Brinkmann, May 29, 2015

MW wrote: “Yesterday I was watching the Disney movie, “Bolt.” During the breaks there was a commercial featuring “Monster Dolls.” I was absolutely horrified! They had four featured dolls made by a company whose logo bore the image of a feminized skull. The dolls themselves feature a ghost doll whose face was all white, a pirate doll, and a skeleton doll, I think. All of the dolls were glamorized and hip. They reminded me of the brat dolls in a way. I thought the commercial inviting girls to enjoy the realm of monsters and ghosts to be incredibly harmful! Have you done any study into this new product or do you know anything about its manufacturer? It gives me the willies!” 

Your “willies” are warranted! This is a truly macabre toy that is sinister on so many levels I hardly know where to begin. 
For those who never heard of them, Monster High Dolls http://www.monsterhigh.com/en-us/character/index.html is a line of dolls introduced by Mattel several years ago that is aimed at girls ages 6+ that feature a variety of ghoulish characters such as Frankie Stein and Draculaura. 

These characters consider themselves to be “scary-cool students” at a school which boasts as its motto “Be Yourself. Be Unique. Be a Monster.” Not only are these dolls teaching children that the occult is cool, they’re also very scantily dressed and come with questionable biographies such Clawdeen Wolf, a teen werewolf doll who claims to spend her time “waxing, plucking and shaving”. “My hair is worthy of a shampoo commercial, and that’s just what grows on my legs. Plucking and shaving is definitely a full-time job but that’s a small price to pay for being scarily fabulous,” reads the character description who says her favorite hobby is “flirting with boys.” Draculaura claims to be 1,600 years old and lists gossiping among her favorite activities along with wearing “freaky-fab fashion”. Frankie Stein says she was “brought to unlife as a teen” so she’s a bit naïve about the world; and the Headless Headmistress Bloodgood is featured holding her head in her arms. A doll named CattyNoir teaches little girls how to be superstitious. “For instance, I always eat the same thing two hours before every concert: 7 chicken nuggets, 5 apple slices, 1 strawscarry shake,” she says in her bio. “I have to enter stage left under one ladder and exit stage right under another, and finally, I always wear a piece of broken mirror when I’m on stage. I find it very unlucky if any of these things don’t happen.” The bio for each doll lists its “Freaky Flaw”, favorite food, favorite activity, and friends. Some of these “freaky flaws”, such as Clawdeen’s penchant for plucking and shaving, has garnered a good deal of criticism from mental health experts. “These dolls are training girls to feel ashamed of their bodies, to focus on being sexually appealing and sexually attractive from a pre-pubescent age,” human behavior and body image expert Patrick Wanis PhD told FOX411’s Pop Tarts. “By sexualizing these young girls, corporations also create another avenue to market and sell more products to a younger demographic. These dolls also promote skimpiness of clothing, encouraging a young girl to dress like a stripper and believe that they must be sexually enticing to everyone around them.” 

Clinical psychologist Sari Shepphird, Ph.D. is also outraged by the message she feels the toy conveys. “Young girls especially do not need a doll to point out physical flaws or encourage body image preoccupation in teens and young girls. Dolls are for play and escape and pleasure, and they should not be another source of criticism for young girls these days,” Shepphird said. “It used to be that dolls were part of childhood and represented and offered an extension of innocence, but now some dolls are encouraging the opposite of innocence.” 

While most criticism was leveled at the dolls scanty outfits and heavy makeup, I also see a danger in the way it tries to make werewolves, vampires, astral travelers, zombies, and spell casters (i.e., the occult) into something cutesy and benign when it is exactly the opposite. By making these practices into toys, such as Ouija boards, tarot cards, and dolls that make spell casting look glamorous, we give children the impression these practices are harmless. Not a good idea. Sadly, these dolls are best sellers and have been for several years, which proves why we need to do a lot more work with parents to help them understand the reality of occult dangers so they can better protect their children. 
Addicted to Dungeons & Dragons
http://www.womenofgrace.com/blog/?p=40705#more-40705
By Susan Brinkmann, June 17, 2015

KO writes: “My son-in-law has been playing Dungeons and Dragons with a group of friends for many years. Is this a harmless pastime? Should I be concerned?”
No pastime is harmless that involves pretending to murder, rape, torture and maim while resorting to all kinds of occult arts. Dungeons & Dragons is one of a genre of games known as fantasy role-playing games or FRP’s. While there is nothing wrong with fantasy (God gave us our imagination!) this doesn’t mean all fantasy is just harmless fun – especially not fantasy that is laced with occultism, such as Dungeons & Dragons.

The game started out as a fantasy table-top role playing game in 1974. Designed by Gary Gygax and Dave Arneson, it is considered to be the granddaddy of today’s role playing video games.

The Christian Research Institute (CRI) gives a good description of Dungeons & Dragons for those who are not familiar with it. The game involves various players who interact with each other in an adventure that they create. One player is named the Dungeon Master and it’s up to him/her to make up the “maps” of play which include, monsters, dungeons, traps, magical devices, etc. The other players assume characters such as druids, clerics, thieves, etc., and each character receives certain powers and abilities. Players then band together to fight their way to whatever goal has been assigned.

The game is quite addicting and the internet is full of testimonies from players who say they sometimes begin to think like their characters and even get upset when the game doesn’t go their way. This blurring of the lines between fantasy and reality can be problematic and is why some police departments routinely ask suspects if they are participants in any kind of role playing game (RPG).

They have good reason to do so.

Some of the more violent role-playing video games are a common denominator among several high-profile mass killers such as Eric Harris and Daryn Klebold, who were obsessed with a game named Doom when they murdered 12 classmates and a teacher in 1999 in Columbine, Colorado. Seung-Hui Cho, the 23-year-old who killed 32 people at Virginia Tech University in 2007, was a big fan of Counterstrike and Adam Lanza, the troubled 20 year-old who killed 20 children and six adults in Connecticut was obsessed with violent games such as Call of Duty. Andres Breivik, who killed 77 people in Oslo was a fan of the same game.
Although researchers have not been able to establish a link between these games and the compulsion to mass murder, it is definitely being given serious study.

But the possibility of reality distortion isn’t the only serious problem with Dungeons & Dragons. This game also involves the use of occult practices such as spell casting, divination, communion with pagan gods and the dead. As the CRI reports, “Most spells have a verbal component and so must be uttered.”

Fans of the game argue that even if they are saying the words, it’s all just make-believe. True, a person can be playing the game without any intention of contacting spirits, but that doesn’t mean the spirits won’t respond when called upon. The devil couldn’t care less if you mean it when you call him. This is why contact with the satanic realm through the playing of games such as Dungeons & Dragons can and does occur. But even if it doesn’t, the CRI points out that occult-laced RPGs “can create a disposition toward the actual occult activity.”

As the CRI explains, “The various magical abilities that players exercise in these imaginary worlds can also whet their appetites for power. The same young man who is unable to prevent his parents from separating, or to make the cute blonde in his history class notice him, can, through FRP, conquer a kingdom or obtain immense treasure simply by casting a spell.”

What happens when this same young man meets someone who introduces him to occult powers that he can use in the real world rather than just in his gaming world? “He would like nothing more than to believe that he can divine the future, project his soul outside of his body, perform healings, or cast a spell — and get results. The transition from make-believe sorcery to actual sorcery would not be all that difficult.”

Elliot Miller, editor in chief of the CRI’s Journal, recommends that Christians who want to engage in role playing games like Dungeons & Dragons invent their own games that are unlike those currently on the market.

“These games should be structured so as to finish within a reasonable, fixed period of time. They should be designed with a view toward leading the participant to a more creative, Biblical approach to confronting life’s challenges, rather than providing him with an illusory escape from having to face them. And, finally, they should not require the role player to aggressively act out (and thus, identify with) any activity (such as violence, immorality, or occultism) that is expressly forbidden in God’s world.”

Like too many other games these days, Dungeons & Dragons is not a healthy use of one’s time.

APA Study Links Violent Video Games to Aggression 

http://www.womenofgrace.com/blog/?p=42540#more-42540 

By Susan Brinkmann, August 18, 2015

A review of almost a decade of studies has found that exposure to violent video games is a “risk factor” for increased aggression. The Independent http://www.independent.co.uk/news/science/study-finds-that-violent-video-games-may-be-linked-to-aggressive-behaviour-10458614.html is reporting on the findings by a team of psychologists from the American Psychological Association (APA) who reviewed nearly 10 years of studies that found a strong link between the use of violent video games and aggressive and/or callous behavior. “The research demonstrates a consistent relation between violent video game use and increases in aggressive behavior, aggressive cognitions and aggressive affect, and decreases in pro-social behavior, empathy and sensitivity to aggression,” the APA task force reported. The task force conducted a comprehensive review of more than 300 violent video game studies published between 2005 and 2013. 

“While there is some variation among the individual studies, a strong and consistent general pattern has emerged from many years of research that provides confidence in our general conclusions,” said Dr. Mark Appelbaum, who chaired the research team. “Scientists have investigated the use of violent video games for more than two decades but to date, there is very limited research addressing whether violent video games cause people to commit acts of criminal violence. However, the link between violence in video games and increased aggression in players is one of the most studied and best established in the field.” He added: “We know that there are numerous risk factors for aggressive behavior. What researchers need to do now is conduct studies that look at the effects of video game play in people at risk for aggression or violence due to a combination of risk factors. For example, how do depression or delinquency interact with violent video game use?” As a result of the study, the APA is urging game creators to increase levels of parental control over the amount of violence video games contain. Need to know if your child’s games are safe? Click here for video game reviews from a trusted Christian source. 
L’Osservatore Romano: Star Wars Villains Not Evil Enough 

http://www.womenofgrace.com/blog/?p=46129#more-46129
By Susan Brinkmann, December 22, 2015

A review of “Star Wars: The Force Awakens” which appears in the Dec. 18 edition of the Vatican’s newspaper, L’Osservatore Romano, gives the film a thumbs-down because of evil characters who failed “spectacularly” in representing evil. The Catholic News Service (CNS) is reporting https://cnstopstories.com/2015/12/21/new-star-wars-villains-not-evil-enough-says-vatican-movie-critic/ on the review written by Emilio Ranzato, an author and frequent movie critic for L’Osservatore Romano who found the movie to be “confusing and vague” and called some of the computer generated imagery to be “the clumsiest and tackiest result you can obtain from computer graphics.” 
But his fiercest criticism was reserved for the inadequate representations of evil in the story’s villains. Compared to the villains in the original movies, Darth Vader and Emperor Palpatine, the new characters, Kylo Ren and Supreme Leader Snoke, fail “most spectacularly” in representing evil. Overall, Ranzato called the film more of a “reboot” of the original George Lucas trilogy than a sequel. “Not a classy reboot however, like (Christopher) Nolan’s ‘Batman,’ but an update twisted to suit today’s tastes and a public more accustomed to sitting in front of a computer than in a cinema,” he wrote. Ranzato also criticized director J.J. Abrams whose work he said was “modeled on the sloppiest current action films derived from the world of video games. 

The only merit of J.J. Abrams’ film is to show, by contrast, how the direction of the previous films was elegant, balanced and above all appropriate.” The film made more than $500 million at the box office during its debut weekend. 

New Age/Occult Elements in Star Wars 

http://www.womenofgrace.com/blog/?p=46134#more-46134
By Susan Brinkmann, December 30, 2015

While calling the film Star Wars: The Force Awakens “wonderfully familiar and fresh”, the Christian-based Movieguide https://www.movieguide.org/reviews/star-wars-the-force-awakens.html is warning parents to beware of a very strong New Age worldview which permeates the movie which could provide a valuable teaching moment for children. The good news is that the movie does contain strong moral content which somewhat mitigates the New Age and occult elements. It’s a fast-moving film with a few redemptive moments and pro-family sentiment expressed by the good characters. “Above all, though, the movie’s biggest problem has nothing to do with bad storytelling or bad filmmaking, or even a better climax. Far from it! The biggest problem is that the movie has a very strong New Age pagan worldview promoting impersonal Eastern monism, a worldview that, ultimately, is irrational and warrants strong caution,” Movieguide reports. “In regard to the infamous Force, the movie also promotes modern monism, a New Age theology claiming that there’s a universal, but impersonal, energy or ‘Force’ that is part of everything and surrounds everyone. This is typical Star Wars mythology. However, in The Force Awakens, it’s suggested a couple times that there must be a ‘balance’ not only in the Force but also between the ‘good side’ and the ‘dark side’ of the Force. This is Non-Christian Eastern monism and moral dualism.” The review found this dualism to be confusing in light of the fact that the story strongly suggests that the good must defeat and overcome or destroy evil – not co-exist with it – which clearly contradicts those calls for balance. 

The movie also suggests that characters who succumb to the dark side can redeem themselves by rejecting it and coming into the light – which is also not about “balance” but about the good side winning over the bad. Movieguide suggests parents and grandparents should take the time to explain these contradictions to their youngsters and not miss this opportunity to teach the Truth to their children. “They should also note how such New Age thinking differs from the ethical monotheism and redemption of the Gospel of Jesus Christ and the enlightenment and divine fellowship or communion that comes from a personal relationship with Jesus and from the power of the Holy Spirit,” Movieguide advises. It’s also a good time to explain why we don’t believe God is a universal life force – because He revealed Himself to us as a Person, not a thing. For example, when Moses asked Him to describe Himself, He responded with “I am who am” rather than “I am what is.” They may also benefit from knowing that this universal life force, called the Force in Star Wars, is known as chi, qi, and prana which supposedly involve energy centers and pathways known as chakras and meridians by other religions. Although scientists have been looking for proof of the existence of this energy since the time of Sir Isaac Newton, none has ever been found. In summary, Movieguide calls for “Strong or extreme caution . . . when it comes to the movie’s confused, impersonal, pagan monism. Christians have a better, more personal ‘Force’ – our Lord and Savior, Jesus Christ, who created everything and redeems us and comes to us through the personal, divine power of the Holy Spirit.” 

Exorcist: Movies Depict Evil & Exorcism Inaccurately 

http://www.womenofgrace.com/blog/?p=46689#more-46689
By Susan Brinkmann, January 25, 2016

In a hard-hitting article appearing in the Vatican’s L’Osservatore Romano, the president of the International Association of Exorcists expressed his disappointment that instead of depicting reality – the power of God over evil – most movies are failing to portray this truth accurately. The Catholic Herald http://www.catholicherald.co.uk/news/2016/01/13/exorcism-films-exaggerate-satanic-powers-over-god-says-exorcist/ is reporting on the article, written by Fr. Francesco Bamonte, who says the portrayal of exorcism in the world of fiction could promote greater awareness about the Catholic faith, but is instead depicting evil, demonic possession, the prayer of exorcism and liberation in a way that “disappointing and unacceptable.” The Church entrusts her priests with the power to liberate people from satanic power, but movies insist on hiding or outright ignoring this truth along with evidence of the “stupendous presence and work of God” as well as the role of Mary in the battle against evil. For example, in reality, “the demon, even if he doesn’t want to, is forced against his will to affirm the truth of our Catholic faith,” Bamonte said. 
Demons also react violently to the use of holy water or a holy relic. “When listening to a prayer to the Virgin, (the demon) shows all of his hatred and fear toward her, he is forced to confirm that Mary is the mother of God and that she intercedes for humanity,” Fr Bamonte wrote. The greatest inaccuracy of all, however, is portraying God and Satan as two equal powers – the good against the bad, the light against the darkness. 
“Satan is not the god of evil against the God of the good, rather he is a being who God created as good and who, with some angels — also created good by God — became evil because they refused God and his kingdom with their free and final choice,” Father Bamonte said. “Satan and the spirits at his service, therefore, are not omnipotent beings, they cannot perform miracles, they are not omnipresent, they cannot know our thoughts or know the future.” People “who live with trusting abandon in God’s arms are stronger than the devil and all of his minions — these truths do not emerge in the movies,” he said. “What could have provided a good service to the Church and the faith becomes the usual and subtle attack of Satan against the foundations of the Catholic Church,” he concluded. 

Charlie Charlie game blamed for bizarre seizures 

http://www.womenofgrace.com/blog/?p=51816    

July 18, 2016
A group of 22 Colombian schoolgirls suffered from strange seizure-like episodes shortly after playing a game of “Charlie Charlie”.

The Daily Mail is reporting on what some are calling a “mass demonic possession” after the girls summoned a spirit named “Charlie” while playing the popular divination game.

The victims, who hail from the Choco region of Colombia, range in age from 12 to 15. Video footage captured the girls screaming and writhing on the floor, some foaming at the mouth while experiencing hallucinations. One girl claimed to see a “man dressed in black.”

The girls were taken to a medical center in nearby Novita.

“They came in screaming, mumbling incoherently, hallucinating and foaming at the mouth,” described Dr. Jair Ruiz.

Doctors performed a variety of tests and eventually were able to rule out the possibility of disease, intoxication or the use of hallucinogenic substances.

The girls’ vital signs eventually returned to normal, leaving medical experts puzzled as to what had taken place.

Meanwhile, the local mayor, Deyler Camacho, urged local citizens to stay calm. A local pastor began praying against witchcraft.

The “Charlie Charlie Challenge,” as the game has come to be known, is said to have originated in Mexico. Some versions of the game require two pencils to be laid on a piece of paper in the shape of a cross with the words “yes” and “no” written on the paper. The players then repeat the phrase, “Charlie, Charlie can we play?” in order to summon the spirit of a dead child named Charlie.

If Charlie decides to answer, he moves the pencils to indicate whether he’s in the mood for play or not. If he does want to “play”, participants can then ask questions which he answers by moving the pencils to either “yes” or “no”, similar to how a Ouija board works. To end the game, both players must chant, “Charlie, Charlie, can we stop?” After the pencils move, both players must drop their pencils on the floor which they believe breaks contact with the spirit.

Teens who play the game report a variety of paranormal activities associated with it, such as hearing voices, sinister laughter, objects moving around, etc.

In 2015, another group of Colombian teens were sent to a hospital in Tunja after suffering a diagnosis of “mass hysteria” with some psychotic symptoms after playing the game.

Some of the world’s most prominent exorcists have warned people away from this game because it involves summoning spirits – erroneously believed to be of the dead – but who are actually demonic entities.

Bishop considers lawsuit to stop Pokémon Go 

http://www.womenofgrace.com/blog/?p=52943
August 29, 2016
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Sicilian bishop has consulted with two lawyers about the possibility of suing Niantic, creators of the wildly popular Pokémon Go game, in an effort to have the app banned.

Breitbart is reporting on the efforts of Antonio Stagliano, bishop of the southern town of Noto in Sicily, who says the “diabolical” Pokémon Go game is attacking the very fabric of society by creating “dependence on a totalitarian system similar to Nazism.”

The game, which has 20 million active users in the U.S., comes in the phone of a smartphone app which is used to find Pokémon creatures who are hidden in the real world.

Bishop Stagliano claims the game is turning young people into the “walking dead” and has already “alienated thousands and thousands of young people” by getting them addicted to monster-hunting.

Even more infuriating is the fact that his own cathedral in Noto has been designated as an official Pokestop, meaning that players routinely stop at the church to collect Poke Balls.

The bishop isn’t the only one upset about the game. As Breitbart reports, the mayor of a town in central France banned the app because young people are becoming dangerously addicted to the game.

Elsewhere in France, Fabrice Beauvois, the mayor of the village of Bressolles, has sent a letter to Niantic demanding that the game be removed from his territory which he believes is necessary in order to ensure public order in his town.

Just for the record, the Virgin Mary statue in my own parish has become a designated Pokestop and has resulted in cars entering and exiting our church parking lot at odd hours of the day and night. It was the local police who alerted us to the situation. Thankfully, they’re keeping an eye on our premises to be sure law and order is maintained.

List of 10 Worst Toys of 2016

http://www.womenofgrace.com/blog/?p=55217
November 25, 2016

With the Christmas shopping season kicking off today, parents are being warned about safety hazards associated with 10 popular toys being sold this year.
World Against Toys Causing Harm, Inc. (W.A.T.C.H.) has released its nominees for the “10 Worst Toys of 2016” which put children at risk of injury.

Toy dangers are a very real threat to children. According to WATCH, every three minutes a child is treated in a U.S. emergency room for a toy-related injury.

“Since January 2015, there have been at least nineteen (19) toys with recognized safety defects recalled in the United States. These recalls involved over eight hundred thousand (800,000) units of toys—five hundred thousand this year alone— and prove the inadequacy of existing standards,” the organization states.

[image: image5.jpg]oo

2 WARCKAFT




 [image: image6.jpg]



“Although parents have a right to expect that toys they give to their children are safe, unsafe toys remain an ongoing problem. Due to poor design, manufacturing and marketing practices, there are toys available for purchase today with the potential to lead to serious injury and even death. W.A.T.C.H. urges parents and caregivers to take precautions when buying toys— especially during the upcoming 2016 Holiday Season, which accounts for more than 65% of all toy sales.”

This year’s toy report, announced by Consumer Advocates Joan E. Siff, President of W.A.T.C.H., and James A. Swartz, a nationally known trial attorney and Director of W.A.T.C.H., demonstrated the types of toy hazards available online and in retail stores so parents know what traps to avoid when buying toys.
To follow is the list of the top 10 toys, who manufactures the toys, where they are sold, and what risks they pose to children:
1. Peppa Pig’s Muddly Puddles Family from Jazzwares LLC is sold at Target and Amazon and poses a choking hazard for children.

2. Kids Time Baby Children’s Elephant Pillow from Kids Time US/Appease Toys and sold by Amazon poses a suffocation risk.

3. Slimeball Slinger from Diggin Active, Inc. and sold at Toys R Us and Amazon can cause eye injuries.

4. Banzai Bump N’ Bounce Body Bumper by ToyQuest and sold at Sears, Amazon, eBay and Walmart has the potential for serious impact injuries.

5. Nerf Rival Apollo XV-700 Blaster by Hasbro and sold at Amazon, Walmart, Target and K-Mart has the potential for eye injuries even though the packaging carries no warning.

6. The Good Dinosaur Galloping Butch by Tomy and sold by Amazon, Walmart and Toys R Us poses the potential for puncture wounds due to pointed tail. The only warning on the packaging is about small parts.

7. Peppy Pups by TPF Toys, Ltd. and sold at Toys R Us comes with the risk of strangulation due to the pup’s long leash.

8. Flying Heroes Superman Launcher by I-Star Entertainment LLC and The Bridge Direct Inc. is sold at Amazon, Toys R Us, Walmart, Sears, BigW and EBay and comes with a risk of eye and facial injuries.

9. Baby Magic Feed and Play Baby from New Adventures LLC, Ltd. and sold by Toys R Us, Amazon and Sears includes a spoon that has the potential to block a child’s airways. The packaging contains no warning.

10. Warcraft Doomhammer by Jakks Pacific, Inc. and sold by Amazon and Toys R Us comes with the risk of blunt impact injuries.

As WATCH explains, the 10 Worst Toys list highlights dangers in certain toys, but parents and other consumers should know that these are not the only potentially hazardous toys on the market.

Click here for important safety tips to use when choosing toys for your children. http://toysafety.org/toy-safety/safety-tips/

Time to take talking dolls off the Christmas list
http://www.womenofgrace.com/blog/?p=55731 

December 8, 2016 
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The advent of Internet-connected toys, such as this year’s big sellers – My Friend Cayla and I-Que Intelligent Robot – are the subject of a complaint filed with the FTC by advocacy groups who claim the toys pose privacy risks to children.
The Wall Street Journal (WSJ) is reporting on the controversy brewing over the two dolls, both made by Genesis Toys, Inc., that collect and use personal information from children in violation of rules prohibiting unfair and deceptive practices.

“My Friend Cayla, a $60 interactive doll that users can talk to, uses speech recognition, a microphone and speakers to understand what a user is saying. The internet-connected toy submits the user’s queries through a Bluetooth connection to a smartphone app to come up with responses,” the WSJ reports.

The doll is preprogrammed with phrases that reference popular Disney movies such as The Little Mermaid which would be difficult for children to recognize as advertising.

A Disney spokeswoman says the company has no knowledge of the use of these phrases and has no agreement with Genesis to use them.

The I-Que Intelligent Robot functions in a similar way and sells for about $90.

My Friend Cayla is sold at Wal-Mart, Toys “R” Us and other retailers in countries around the world. The I-Que Intelligent Robot is sold at retailers in the U.K.
The complaint, which was filed by several groups, including the Campaign for a Commercial Free Childhood and Consumers Union, claims that Genesis Toys does not seek the consent of parents for the toys to collect children’s voice recordings and other personal data while they are using the toys. Genesis then sends the voice recordings to Nuance Communications, Inc., a speech-recognition software maker, that may use the data for other products. Little information is given parents about what information is collected, how it is used, or where it ends up, the complaint says.
“Children form friendships with dolls and toys with ‘personalities,’ and confide intimate details about their lives to them,” said Campaign for a Commercial Free Childhood executive director Josh Golin. “It is critical that the sensitive data collected by these toys be subject to the most stringent protections and not be used for manipulative and sneaky marketing.”

The introduction of Hello Barbie, another interactive doll sold by Mattel, sparked a similar controversy when it was launched last year. Outfitted in skinny jeans and a cropped metallic jacket to appeal to 6- to 8- year-old girls, the doll’s legs hold two rechargeable batteries and the small of her back hides a tiny USB port for charging. The necklace she’s wearing is a microphone which enables her to engage in two-way conversations.

As Newsweek reports, parents must first download a mobile app and connect the doll to a wireless network. Once this is done, their child’s conversations with the doll are transmitted over the Wi-Fi connection to the servers of ToyTalk, a San Francisco-based startup with which Mattel partnered to come up with the doll.
“Speech recognition software converts the audio into text, and artificial intelligence software extracts keywords from the child’s responses, triggering Barbie to reply with one of the 8,000 lines handcrafted by a team of writers,” Newsweek reports.

“What’s more, Barbie remembers every detail, building a cloud database of her owner’s likes and dislikes, which she can incorporate into future conversations. If a child tells Barbie that he or she has two mothers, for example, Barbie is equipped to say later on, ‘What’s something really special about your moms? What do you like to do together?’”

Sounds like fun, except that Barbie doesn’t keep secrets. The stored information is funneled into a “trend bucket” which shows Mattel and ToyTalk what little girls are talking about, thus enabling them to better target the doll’s conversations in the future.

If this doesn’t sound creepy enough, consider Mattel’s response when asked by Newsweek if the stored material might be used for other purposes.

“We will not use the information to make other product decisions within the Barbie line,” said Mattel spokeswoman Michelle Chidoni.

This leaves the door wide open for the possibility of the using the data in other ways, such as allowing “third-party vendors” to capitalize on the data for “research and development purposes.”

The bottom line is that parents should forgo these trendy new dolls until more stringent privacy protections are put in place.

Why parents should ban the Goosebumps series 
http://www.womenofgrace.com/blog/?p=55767 

December 12, 2016
HH writes: “Can you provide insight into the Goosebumps children’s series. My first grader selected it from her public school library.”
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Although I have not read these books myself, Catholic reviewers give this series a definite thumbs-down, which is to be expected of a series that was ranked 15th on the list of most challenged books from 1990 – 1999 mostly for being too frightening for young people and depicting occult or Satanic themes.

Written by R. L. Stine and published by Scholastica (of Harry Potter fame), the Goosebumps series is categorized as children’s fiction of the horror or thriller genre. There are at least 62 titles in the series and 200 million copies in print, most of which have similar characters and plot lines.
Each book features a primary protagonist(s) who tends to be middle class and either male or female. Settings are usually remote locations ranging from suburban areas to boarding schools or campsites and usually feature characters who either just moved or were sent away to live with relatives. The characters get involved in a variety of frightening situations that usually involve the strange and supernatural.

Even though there is no death in the series, Sean Murphy, writing for the Catholic Education Resource Center, cites some of the ways the characters respond to various situations in the book as being rife with qualities no parent would want their child to emulate.

“Stine subjects the reader to a constant barrage of jealousy, spitefulness, anger, hatred and vengefulness, relying primarily upon such nasty aspects of human behavior to bring his characters to life and delineate their relationships. But he is non-judgmental in portraying such visceral passions, so his stories are unredeemed by any sense of wrongness. In effect, what Stine’s characters propose to the reader is the normality of vice and the irrelevance of virtue.”

Murphy goes on to suggest that parents ban the books because “the centrality of vice and neutralization of virtue in the series are not conducive to the formation of a virtuous character.”

Instead, “The books foster a progressive dependency on the thrill of survival, even as they diminish the capacity to enjoy the simple goods of life. Ultimately, the nothingness of evil is made more substantial than the goodness of the God Who Is.”

Murphy’s complete review of this series is meticulously thought out and thoroughly referenced. It is well worth a read.

Soccer team gives away divination toy
http://www.womenofgrace.com/blog/?p=58023     

April 4, 2017
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One of our devoted readers has reported that the Washington Nationals baseball team gave away Magic Eight Balls to the first 20,000 people to walk through the door yesterday as a gimmick to attract fans to opening day festivities.
Although most people believe the Magic 8 Ball is just a toy, it was actually the creation of a man named Albert Carter in the 1940’s who fashioned the Syco-Seer, a fortune-telling “crystal ball” that was inspired by a device his mother Mary used as a professional psychic.
Apparently, Mary was a well-known Cincinnati medium and clairvoyant who is said to have successfully revealed the future for Sir Arthur Conan Doyle, the creator of Sherlock Holmes, as well as other celebrities. Mary used what she called a Psycho-Slate, which was a blackboard with a lid on it. When a client would ask a question, she would close the lid of the board, and everyone was said to hear the sound of chalk scratching across the board. When the scratching noises stopped, she would open the lid and reveal the answer that was written by the spirits “from the other side” that she was consorting with (read demons).
Her son decided to come up with his own version of the gadget but died before he could bring it to market. After his death, his brother-in-law, Abe Bookman, took the Syco-Seer and transformed it into a black-and-white 8 ball with a floating 20-sided die inside. When the ball is shaken, the die floats to the surface and reveals an answer to a question about the future. Time.com lists this as #18 on their list of the top 100 toys of all time.

Just because the secular world calls it a “toy,” doesn’t mean it is. Remember, that’s what they said about the Ouija board (who didn’t make Time’s list by the way) – you know, the same toy that is responsible for some of the toughest cases of possession according to exorcists.

Ironically, the Nationals only worry about the balls is that they might be thrown during the game so they decided to give out vouchers which can be used to pick up the “toys” after the game. If only throwing it at someone was the most harm that could be done by this “toy!”

The moral of this story is – don’t be fooled. Divination is always wrong, regardless of its packaging.

What NOT to buy your child this Christmas 
http://www.womenofgrace.com/blog/?p=60718            

November 16, 2017

World Against Toys Causing Harm, Inc. (W.A.T.C.H.), a consumer watchdog group, just released its nominees for the “10 Worst Toys of 2017” and it includes popular items like the Spiderman Spider-Drone and Wonder Woman Battle Sword.
According to W.A.T.C.H., parents have a right to expect that the toys they give to their children are safe but unsafe toys remain an ongoing problem.

“Due to poor design, manufacturing and marketing practices, there are toys available for purchase today with the potential to lead to serious injury and even death. W.A.T.C.H. urges parents and caregivers to take precautions when buying toys— especially during the upcoming 2017 holiday season.”

Although most are not aware of it, one child is treated in a U.S. emergency room every three minutes for a toy-related injury. These injuries occur with toys that have small parts, strings, projectiles, toxic substances, rigid materials, or that lack accurate warnings and labels.

“In a toy industry generating approximately $26 billion dollars in sales annually across the nation, safety concerns must be a priority, not an afterthought,” W.A.T.C.H. writes.

Among this year’s worst offenders are:

Wonder Woman’s Battle-Action Sword
Made by Mattel for ages 6+ and sold at Target, Walmart, and Toysrus.com, this toy has the potential for blunt force injuries due to its rigid plastic sword blade that can cause facial or other impact injuries.

Spiderman Spider-Drone
Made by Marvel for ages 12+ and sold at Target, Best Buy, Toysrus.com, and Walmart.com, this drone has rotating blades that move at high speed. A warning label advises children to “keep spinning rotors away from fingers, hair, eyes, and other body parts.”

Slacker’s Slack Line
Distributed by Brand 44 Retailer for ages 5+ and sold at Amazon.com, Dickssportinggoods.com, L.L. Bean, Homdepot.com, and Magic Beans, this is a backyard tightrope-like device designed to be anchored between two trees. The manufacturer says its “safe for all ages,” then adds the caution that a Slackline can cause serious injury or even death due to fall related injuries or strangulation.

Jetts Heet Wheels
Distributed by Razor USA LLC for children ages 8+ is being sold at Kmart, Toys R Us, Walmart.com, Kohls.com, and Target.com. This toy is designed to be strapped to the heels of children’s shoes, transforming their shoes into a kind of rear-wheel roller skate. The manufacturer adds “real sparking” action to the “Jetts” with “skid pads”, as evidenced by numerous warnings, including: “Keep sparks away from eyes, hair, exposed skin and clothing. Sparks can burn.”

Brianna Babydoll
Distributed by Melissa & Doug Retailer(s) for ages 18 months+ and sold at Target.com and Toysrus.com, this “huggable, soft” doll has removable clothing. The tiny pink ponytail holders are also removable and pose a real choking hazard.

While organizations such as W.A.T.C.H. work to make toy manufacturers produce safer toys, parents can do their part by inspecting the toys in their home for classic safety traps such as small parts, strings, and projectiles. Review the list of toys on the “10 Worst Toys” list which are illustrative of the kind of hazards that can be found in many toys – not just the items on their list.

Most important, “do not be lulled into a false sense of security that a toy is safe because of a familiar brand name on a package or due to its availability at a well-known retailer,” W.A.T.C.H. advises.

Click here* to read the full list.

*https://toysafety.org/wp-content/uploads/2017/11/press-release-with-nominees.pdf 

Should Catholics watch game of thrones? 
http://www.womenofgrace.com/blog/?p=61355             

November 16, 2017

We have had numerous questions from our readers about whether or not Catholics should watch the HBO hit series, Game of Thrones.
The series is based upon A Song of Ice and Fire which are fantasy novels written by George R. R. Martin. The story has several plot lines with the main story centering around (sic) the Iron Throne of the Seven Kingdoms of Westeros and the various conflicts among the noble families who are either vying for the throne or fighting for independence from it. Another plot line involves the last descendants of the realm’s deposed ruling dynasty who are plotting a return, such as the princess Daenerys, who is growing up on another continent. A third story line follows a special military order called the Night’s Watch which is dedicated to protecting the Seven Kingdoms from ancient threats.
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The show has attracted record viewership on HBO for its complex characters and story line, but it frequently degenerates into gratuitous sex, nudity and violence that has caused considerable controversy.

According to critic Ryan Kraeger, in his article entitled, “Would Jesus Watch Game of Thrones?” and appearing on Ignitumtoday.com, he chose not to watch the show because he – and many others like him – knew that it would contain the usual HBO “shock” material such as graphic sex and violence.

“We were not wrong. In the show’s [first] four seasons 133 characters died on screen in graphic, gruesome and violent ways. Four seasons, ten episodes a season, you do the math,” Kraeger writes. “According to IMDB there has been a scene of sex or nudity in every single episode in the first season, and between seven and nine out of ten of the more recent seasons.”

Some of this violence, such as a particularly gruesome rape scene, was so bad that Missouri Senator Claire McCaskill stopped watching the show. She had good reason. In the scene, the bride named Sansa (played by Sophie Turner) is sexually assaulted on her wedding night by her new husband Ramsay (Iwan Rheon) while another character named Theon (Alfie Allen) is forced to watch.

McCaskill tweeted “. . . Gratuitous rape scene disgusting and unacceptable.” She was joined by others who claim the show trivializes violence against women.

Jonathan Doyle, writing for Being Catholic, an e-journal for Catholic educators, believes watching shows with this kind of violence impacts us whether we realize it or not.

“We are sensory beings. What we see and hear has an impact upon our spiritual nature. And no, it does not matter whether you think it does or not. It just does. For example, there is a reason we have art galleries and a reason we have the Sistine Chapel ceiling. Beauty is an essential aspect of what it means to be human because beauty is one of the three transcendentals that constitute what is taking place in the heart of the Godhead. Within the very essence of the Trinity exist Truth, Beauty and Goodness in their ultimate and full expression. So, in this life the degree to which we expose ourselves to truth, beauty and goodness will strongly impact our relationship with God and our ability to experience him in daily life. You contemplate beauty you get closer to God…you watch Game of Thrones you get the opposite,” he writes.

“Game of Thrones strikes out on all three transcendentals. It is not true, in the sense that its depictions of sexuality and human intimacy do not conform to the truth of human sexuality as an exclusive gift by which spouses make a mutual self-donative gift of love in harmony with the self-giving essence of the Trinity. Game of Thrones is not beautiful and it ain’t got the market cornered on goodness either!”

But the criticism of the show goes even deeper than just the blatant depravity too often depicted on the screen and its effects on our psyche.
Daniel Stewart, writing for the Word on Fire Blog, cites another problem with Game of Thrones that needs to be addressed – the way religion in general is presented in this story.

“For Martin, religion, like everything else, is about power. Religion is either another political power, bludgeoning its enemies or religion is the bludgeon being used by those in power. Practitioners of religion, according to Martin, are either violent fundamentalists or disgusting hypocrites,” Stewart writes.

This is especially true in his treatment of the Faith of the Seven.

“This ‘Faith’ is clearly meant to mirror the Catholicism of the Middle Ages. Martin gives us a thinly veiled Trinity, priests called septons, nun-like septas, monks, and an ecclesial hierarchy. This faith, like Christianity, conquered and replaced a once dominant paganism. However, Martin has such a low view of medieval Catholicism that his parody removes the one positive trait that he apparently thought it held: scholarship.”

In the Middle Ages, scholarship was synonymous with religious life, Steward writes. Monks recorded and preserved libraries; priests were responsible for advances in astronomy, medicine, mathematics, and other sciences; universities weren’t just run by Catholics, they were Catholic and were filled with priests and religious serving as doctors, teachers, and philosophers.
In other words, during the Middle Ages, the Church was the pillar of all learning in Europe.

“But Martin takes all of this away from his medieval ‘Faith’ and hands the duties off to the Maesters, a secular order of celibate men, in order to ensure that faith can never be construed as anything but a tool for the power-hungry,” Stewart writes.

In addition to stripping the true extent of the Church’s scholarship, Martin also strips any sort of positive figure from this story.

“All of his ecclesial authorities are depraved hypocrites or drunk fools, except for one who genuinely believes in his faith but practices torture as fervently as his prayers. And no secular ruler seems to have possessed any genuine faith except for Baelor the Blessed who refused to consummate his marriage and starved himself to death in an act of religious devotion.”

I could go on and on, but I think you get the message. Game of Thrones might be entertaining, but so are a lot of television shows with questionable content.

As Sophia Feingold wrote in the National Catholic Register, the question is not “May I Watch Game of Thrones?” but, more importantly, “What good does it do me to watch Game of Thrones?”

I think the answer to that important question is rather obvious.

*
Offend Not These Little Ones: On Toys and Children
http://orthodoxinfo.com/praxis/toys.aspx
Everything that can corrupt in example or depictions be put away. It is well known how powerfully corrupt images act upon the soul no matter in what form they might touch it. —Theophan the Recluse, The Path of Salvation
Statistics tell us that 80% of all toys are sold in the period leading up to Christmas. The amount of money involved is immense. In the last three months of 1985, one of the major toy manufacturers, Mattel, spent $40 million on advertising alone. [1] 
By 1985, it was estimated that $842 million was being spent annually by parents on war toys, [2] which, although now the most popular type of toy, still only represent one of many different kinds of toys available. Needless to say, profits, too, are enormous and where there is a potential for high profits there one will find the most sophisticated methods of marketing and advertising employed. And who are the targets of this marketing and advertising? Certainly not parents! At this very moment advertising campaigns are underway to make profits from the sale of toys during the Christmas season of 1989, the largest ever. Every parent will, to a greater or lesser degree, be affected by these campaigns. What should our response be? As Orthodox Christians, how should we view the question of toys in general? We will try in the following article to give some suggestions.

Anyone who thinks about the question of children’s toys will sooner or later come up against broader questions involving the up-bringing of children in general, and in particular the role of the parents themselves in this process. What is clear is that the question of toys cannot be looked at in isolation. On the one hand, how a child plays is ultimately bound up with his Christian spiritual formation, and on the other hand, the forces behind the marketing of toys are exploiting the dark and hidden areas in the child's mind, which we as Christians understand to be the domain of our fallen nature.

The responsibility of parents begins at infancy. Bishop Theophan the Recluse, in a work that should be carefully studied by every parent and which has been translated into English under the title of The Path of Salvation, speaks very clearly about the environment parents must create if they wish to guide their children toward the acquisition of the Holy Spirit. Bishop Theophan says:

Through Baptism, the seed of the life in Christ is placed in the infant and exists in him; but it is as though it did not exist Spiritual life, conceived by the grace of Baptism in the infant, becomes the property of the man and is manifest in its complete form in accordance not only with grace, but also with the character of the rational creature from the time when he, coming to awareness by his own free will, dedicates himself to God and appropriates to himself the power of grace which is in him already by receiving it with desire, joy, and gratitude. Up to this time also the true Christian life is active in him, but it is as if without his knowledge; it acts in him, but it is as if it were not yet his own. But from the minute of his awareness and choosing it becomes his own, not by grace only but also by freedom.

St. Diadoch, explaining the power of Baptism, says that before Baptism sin dwells in the heart and grace acts from outside, but after baptism, grace settles in the heart and sin attracts us from outside. [3]

Because of the more or less prolonged interval between Baptism and the conscious dedication of oneself to God, the beginning of Christian moral life is lengthened into an indefinite period during which the child matures and is formed as a Christian in the Holy Church in the midst of other Christians, as previously he had been formed bodily in the womb of his mother.

After Baptism, parents and sponsors must lead the infant into a gradual awareness of the grace-given powers within him, and further to a joyful acceptance of the obligation and way of life which they demand. Then, when the child's powers begin to awaken, one after another, parents and those who are responsible for raising children must double their vigilance, because, although the longing for God will grow and increase, at the same time the sin which dwells in him will also not sleep. The inevitable consequence of this for the child is the commencement of an inward warfare. At the same time, parents must also engage in this battle with the sin that dwells within the child.
It is precisely at this point that unscrupulous interests enter the conflict. They have well analyzed the vulnerability of children at this point in their lives and have been quick to exploit the failures of parents, confused by the disintegration of Christian ideals in our society and perplexed by the latest trend in "child psychology," and often themselves the products of an anarchic childhood. Add to this the advent of television and the phenomenon of families where both parents work all day pursuing full time careers, and for whom the presence in the home of other members of the extended family is regarded as an intolerable imposition, and we have the root cause of the current attack on the innocence of childhood. The almost universal result of this state of affairs is that the television has filled the gap left by the parents. It is into this gap, through the agency of television, that the influences so injurious to the Christian upbringing of children have infiltrated; through this agency that unscrupulous interests are moving the minds of children with the express purpose of using them in the commercial exploitation of their parents.

This situation is the front line in the warfare which the parents must wage with the sin that dwells within the child. Developing senses furnish material for the child's awakening imagination, yet the imagination, although a gift from God, can be influenced and perfected by outside forces. More and more the influence is coming from television. Preschoolers spend more time watching television than it takes to get a college degree. By the time of graduation from high school, the average child will have spent approximately 11,000 hours at school and 22,000 hours in front of the television! [4] Sleeping is the only activity in which children now spend more time than watching television.

The nexus between toys and television is very strong. Up until recently, the three major networks, NBC, ABC, and CBS, did not air programs (primarily cartoons) created by toy companies because they recognized them for what they are—extended commercials designed to sell toys and not to entertain children. 
However, it is the content of these cartoons which is even more alarming. They often contain subtle, sexual overtones, which many claim are harmless. Women, for instance, often wear a minimum amount of clothing suggestively arranged over exaggerated physical attributes. Men too are frequently exhibited in the same way—totally remote of even the most remote vestiges of modesty. The story lines of many cartoons have their origins in humanism (a religion which teaches that man is his own god and man is the measure of all things) and/or Eastern religions, most often Zen Buddhism and Hinduism. Occult and satanic symbolism is ubiquitous. The toys that these "commercials" are intended to sell often come with little comic books which are laden with the same thinly veiled sensuality, occult themes, and satanic symbolism. 

In many cases there is no problem with the toy itself, the danger lies in the occult and the often violent images connected with it, which are conveyed to the child via television cartoons, and now also movies. The child "knows" how to play with the toy because he knows its abilities and characteristics, as seen on television. He no longer has to use his imagination to bring the toy to life. This has already been done by the cartoon. The child will visualize the same situation he has just watched. If it is loaded with violence or occult symbolism or practices, then the more he uses these things in his play, the more the occult and the violent will become part of his life. At a simply practical level, this spoon-feeding of images inhibits the development of a child's imagination, because under normal circumstances a child would project his own imagination into a toy. With cartoon-based toys, the child knows all the necessary information about the toy before he picks it up, the cartoon having pre-programmed him to play with the toy in a certain way.

Cartoons and the toys associated with them should not be taken lightly. Cartoons, filled with violence, the occult, and improper and sensual images, should be considered unsuitable for children of any age.

Children see dolls as images of humanity, so parents must not give in to children's sometimes relentless demands to buy dolls which are grotesque, represent the idea of precocious teen-age sexuality, or are connected with occult practices. Unfortunately, however, children can often be quite persistent, and most parents are generally inclined to give in. Parents, however, must on no account allow children access to those toys, books, or cartoons containing corrupt concepts. The child's imagination preserve the objects of the imagination in the memory. How unfortunate is the child who, closing his eyes, or being left alone, or going within himself is stifled and haunted by a multitude of improper images.

Why, we may ask, are so many toys and cartoons based on occult symbolism? To answer this question we must consider the people who are creating them today. They are a far different breed from the makers of the past. Many of the creators of toys and script writers of the cartoons which accompany them have come out of the 1960's generation, during which time many were involved in the drug culture and Eastern religions—some, indeed, still are. Few are practicing Christians and many were themselves raised by television. Therefore, since the ideas for toys come from man's imagination, then, if their thoughts have been corrupted by hedonistic and humanistic values, so the toys they design will bear these influences.

A word needs to be said about films, which also compose the atmosphere surrounding children's play. The top money-making films today focus on the preternatural manifestations of the kingdom of darkness. Designed for adults were such films as Rosemary's Baby, The Exorcist, Omen, and Poltergeist: for children, the Star Wars Trilogy, E.T., Ghostbusters, and Gremlins. The Star Wars Trilogy, since it first appeared in 1977, has generated sales from Star Wars licensed products (i.e. primarily toys) of $3 billion! [5] George Lucas, the producer of Star Wars, admits being strongly influenced by Carlos Castaneda's Tales of Power—a cult book of the 1960's and 70's which chronicles the (what many thought to be true) story of Don Juan, a Mexican Indian sorcerer. Furthermore, Star Wars introduced many viewers to Zen Buddhism through the characters of Yoda, known as "Zen Master." Yoda taught Luke Skywalker, a type of Buddhist monk, about the "everpresent Force"—a term used in witchcraft down through the ages to describe the power witches receive from Satan! Lucas himself has said, "People in the film industry don't want to accept their responsibility that they had a hand in a way the world is loused up. But for better or for worse, the influence of the Church, which used to be all-powerful, has been usurped by film. Films and T.V. tell us the way we conduct our lives, what is right and wrong." 

One might be inclined to say that even Snow White and The Wizard of Oz have some frightening elements, but the difference between these and more recent films does not necessarily lie in the content, but rather in the way the story is told. "Disney" films presented a world in which there was a moral order. There was a sweetness in the way the stories were told several levels removed from the vivid realism of Indiana Jones, for instance. In pursuit of ever-larger audiences, film makers have escalated the amount of violence, brutality, arid sensuality, and aimed it at ever younger and younger audiences.

Disregarding the often anti-Christian content of these films, it remains that through them children are being taught that the demons they regularly depict are real—and not only real, but often friendly and helpful if approached in the right way—and this idea is being reinforced by the toys which are based on the Films.

In The Path of Salvation, Theophan the Recluse says:

"The whole attention of those who have responsibility for the Christian child should be directed to not allowing sin in any way to take possession of him again (i.e. after Baptism), to crushing sin and making it powerless by every means by arousing and strengthening the child's orientation toward God."

How is this to be done? It is something that must be pursued from the very moment the child's awakening powers begin to focus, and according to all indications this is very early. It is also evident that a great influence for good is exercised on children by frequently taking them—from the earliest age—to church, by having them kiss the holy Cross, the Gospel, the icons, and by covering them with veils. Likewise, at home frequently placing the child under the icons, frequently signing him with the sign of the Cross, sprinkling him with holy water, burning incense, making the sign of the Cross over his food, his cradle, and everything connected with him. 
The blessing of the priest, the bringing into the house of icons from the church, the service of molebens, and in general everything from the Church, in a wondrous way warms and nourishes the life of grace in the child and protects him from attacks by invisible, dark powers ever ready to infect the developing soul. Likewise, the spirit of faith and piety in the parents should be regarded as the most powerful means for the preservation, upbringing, and strengthening of the life of grace in children. But every effort will come to nothing and be made fruitless by unbelief, carelessness, and impiety on the part of the parents. The inward influence of the parents on the child is especially important. Where parents are "too busy" to spend time with their children, the children will learn through other sources. If parents cannot strictly control their children's viewing of the television, let it be banished from every Christian household, let no book or magazine depicting improper or violent scenes be permitted to cross the threshold. Let the child be surrounded by sacred forms and objects of all kinds, let his first memories be of the soft light illuminating the icons in his room, the smell of incense and the sound of sacred music. Let everything that can corrupt in example and depictions be put away. And so let the child grow in an atmosphere sanctified by piety.

However, training in piety, though foremost in child development, alone is not sufficient to help children battle the onslaught of the world. There should be an alternative to the dark culture that is inflicted on even the youngest and most delicate souls. If the child is exposed from the earliest age to the finest examples of western Christian culture, then by the time he is old enough to discern and choose between good and evil his soul will already have formed itself sufficiently and will feel revulsion for contemporary culture. Cultivating the child's taste for classical music, art and literature will give him not only an alternative to modern culture, but, what is more important, Will act as a stepping stone in elevating the soul towards the higher, spiritual culture of the Church.

But of course children must play. How should we arrange this in the Christian home? Up until this century, children did not need complex toys. Fascinating adult activities took place all around them in plain view. The child could wander down the street practically empty of traffic to watch the blacksmith at work shoeing homes, the baker bread, baking along the river bank women washed clothes and fishermen repaired their nets or put out in their boats. Today, children have no such freedom to wander about and even if they did, gone are those things which from the beginning of history fascinated the childish eye. Still, left to themselves with simple materials, children will explore and expand a plaything's imaginative potential beyond anything an adult could possibly conceive. modern experts say that the best possible toy for a child between the ages of two and ten is a very large, heavy cardboard box, perhaps painted in various colors, which according to mood can be a house, a car, a boat, an airplane, a fort, a train, etc., etc., etc.. It can be pushed, pulled, carried or driven. A box can be anything! It is utterly unlike the typical over-complex, mass-produced toys which can do only one thing. It must be borne in mind that the more a toy is pre-structured, the more it inhibits imagination and creativity.

Researchers divide play and toys into four main categories: 1) toys that stimulate imaginative play; 2) toys that stimulate intellectual development; 3) toys that stimulate physical development, and 4) toys that are used to explore, examine, and experiment! It is important when buying toys to be sure that there is a good variety in the selection. Something for a quiet time to which a child might apply a good deal of mental energy or interact with others to play; books and puzzles for intellectual development, and perhaps building blocks and art materials to develop skills. It is important to aim for balance and diversity when buying toys.

In conclusion, one should be aware of the forces of evil which are now concentrating their energies on the exploitation and corruption of children and banish these influences from the home. It is also important to remember that parental behavior and love is a primary influence on children and, however, unfashionable it may be to say it at the moment it must, nevertheless, also be said in the strongest and most unequivocal terms possible—a woman's place is in the home with her children! Even if this means being financially less well off—this is a fleeting consideration. We must remember that small, eternal souls depend on the direction their parents give them now in childhood, for "it is in accordance with the taste of one's own heart that the future eternal mansion will be given and that the taste in one's heart there will be the very one that is formed here!" -Rassaphore-monk Hilarion
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Brother Joseph was formerly an elementary school teacher and high school physical education instructor. He has worked extensively with underprivileged children in Chicago and San Francisco, and with Indian and Eskimo children in the Alaska public school system.

On any given night, tens of millions of Americans sit hypnotized by some kind of electronic device: stereos, television, or radios. Almost every school-aged child in the United States hungers for and receives his or her "media fix" on a daily basis. With the introduction of "Beta-Max" and cable TV into the American home, the future of Orthodox Christian family life and culture seems doomed.

The Effects of TV
Just what are the dooming effects of electronic entertainment (primarily television) on the minds and, more importantly, the souls of young Orthodox Christians? Let me suggest five crucial effects:

1. From questioning, curious, family-centered, book-and-art loving five-year-olds, most American children have, by the age of eleven, lost their ability to question their environment. One cannot ask a television for an answer. And schools do precious little, if anything, to promote curiosity or imagination. The television first hypnotizes, and then numbs, the imaginative capabilities of the young person. The young student, therefore, loses interest in books which approach life with any more complexity than that offered on TV (if, indeed, he reads at all). Creative writing, diaries, letter writing and the ability to discuss any topic for more than a few minutes -all of these diminish as the electronic device takes over.

2. By the age of ten, school children usually exhibit changes in speech patterns, as a result of watching TV. Either they become so passive that their verbal expressions are reduced to the minimum, or their speech—especially when describing events—increases in speed and becomes confused. Almost every parent has seen this phenomenon at one time or another. ("And then..., and then.... and then .... ") This is due in major part to the absorption of rapid-fire television language, where silence is non-existent and where a change in subjects is constant. By age eleven, having watched 4,000 hours of television, the normal American child has taken the majority of his English lessons from the TV screen, and not from school teachers or books. And there are few full paragraphs spoken on TV, almost no poetry, and no descriptive materials. Is it any wonder that the average eighteen-year-old American can hardly read or write?

3. Mythological television characters replace parents, relatives, the Saints, and Christ as role models. A normal American fourteen-year-old girl talks with her mother (in terms of actually discussing a subject in an intelligible way and in a sensible context) only about four minutes a week! Listen to your family's dinner conversations. Can they compete with hours of TV? Or for that matter, what do Church services mean to your children in terms of the thousands of hypnotic, mindless hours before the television? As family communication decreases, television watching increases. And as the TV devours more and more hours in young children's lives, almost nothing can compete with it for attention. 

4. Creative silence, from which stem our relationships with God, the earth, and even our neighbors, is subconsciously discouraged by the ever-babbling television, radio, or stereo. Children and adults become increasingly "rattled" in the face of extended silence. Children learn that it is simply not fun to be silent. Prayer, of course, becomes boring. Church is unbearable. Quiet contemplation is unthinkable.

5. The major issues of life are twisted and distorted by the media, which are primarily interested in creating spiritless consumers, rather than spiritual producers. Love, war, death, prejudice, the world of work, history, the future, and, most importantly, God and the fate of the human soul—all of these issues are either twisted, distorted, or ignored. Children—and adults—do not view television in context. For example, during the "Christmas Season" there may be, on any given night, a full length movie on the life of Christ, an inane situation comedy, and some show filled with mindless violence, half-sketched characters, and an infantile plot. The young child has no context in which to put the two shows, subconsciously admiring the criminal who evades the police as much as, or more than, Christ hanging on the Cross. The whole TV schedule is filled with a mixture of history, culture, and junk -with junk predominating at ninety percent of the material. A child equates it all: The Holocaust, Macbeth, the life of Christ, and "Magnum, P.I." Having no historical, cultural, or spiritual values, the good and the bad are swallowed up together, the good more than likely forgotten three days later.

What Can We Do?
What can we as Orthodox Christians do in the face of such an electronic onslaught? How can we compete with Hollywood and the mindless materialistic society that surrounds us?

Schools, unfortunately, offer very little in terms of strengthening the Orthodox family, teaching cultural, historical, and literary skills, and in imparting spiritual and moral guidance to our young. Indeed, a young child in America is lucky to have one teacher in twenty who is capable of preparing the child for an active, productive Orthodox life. Most teachers are television-trained non-readers. They are materialists in their approach to society. And one is more than likely to find that teachers, if they have even heard of the Orthodox Church, are opposed to the Orthodox form of child-rearing.

The battle of the mind versus the media is one which must ultimately be waged in the home and in the Church. The relationship between our society and Orthodox culture is, in many ways, far more dangerous than the relationship which existed between pagan Rome and the Early Church. In pagan Rome, Christians gave up their bodies to society, but retained and elevated their souls. Modern society wants both body and soul! The task before the family and before the Church, therefore, is no small one. Nor will the battle be won by those who are weak or compromising.

There are some practical strategies that we can use in defeating the deleterious effects of television on the development of our Orthodox children. 
Young children in America are introduced to society, as we previously noted, by means of television and by means of the heroes and champions promoted by the media figures who are anything but inspiring and who almost always violate the true Christian view of man. If there are any non-media figures in their list of heroes and champions, these more often than not come by way of coloring books, fairy tales, and sometimes inane school books, these latter sources themselves often influenced by media personalities and the media "mind-set."

In this process of development, at least for Orthodox children, Church and prayer play some role. But by the time that the child reaches eight years old, the effect of the media bombardment is such that the Church and prayer rank almost last in his priorities. Any parish Priest can verify this fact. And the reason for this, again, is that there is no reinforcement for religious belief in the media-created and media-dominated world in which the child operates. What one must do is substitute television and normal reading with activities that are conducive to good Orthodox development. Before the age of eight, the following activities should be seriously considered by every Orthodox parent. They are activities that help to form the soul and to create a world-view that is compatible with that which one encounters in Church and which promotes prayerful introspection (of which children are really quite capable).

1. Instead of art by way of infantile coloring books and school projects, which tend to treat children as though they were artistic morons, teach your child to draw and to paint Icons. Start with teaching the child to trace Icons. In almost every town in America there are public libraries with large Icon books or with loan systems through which such books can be ordered. Start with just the face of Christ, the Theotokos, and the Saints, then move on to other parts of the Icon. In this, exercise, you should teach the child to begin with a prayer, to sketch a cross at the top of the paper on which he is working, and to go without an afternoon snack or evening dessert, so that the child will learn something about the sacred nature of iconography. One should stress to the child that, the more effort he puts forth in prayerfully sketching holy figures, the more that God will reward that effort with a good product. This, too, helps the child to understand better the mystical nature of an Icon.

In order to teach your child perspective and drawing from nature, have him trace, draw, and paint scenes from nature by the great masters of western and oriental painting. In this way he will understand the diversity in perspective and learn to appreciate other cultures. Chinese and Japanese painters, moreover, are quite skilled in portraying landscapes and animals, which children especially love at a young age. Drawing will thus acquire the same importance that printing did, when your child first printed his name. These early skills will help to prepare the child for later skills in painting and, most importantly, will have helped him to learn to see something which the media can never do. We might also stress that, in approaching secular art as something separate from iconography, the child intuitively learns that iconography is not an art form as such, but a spiritual skill which is tied to spiritual vision.

2. Instead of reading the usual children's material (fairy tales and the incredibly far-fetched literature available in the public school system), read to your children each night from the lives of the Saints, from the life of Christ, and from the Old and New Testaments, weaving the Icons that the child is working on into the stories. In fact, there are some texts of the Bible illustrated with Orthodox Icons, which is an excellent way to reach children with verbal and pictorial images at the same time.

Many children under eight years of age are terribly afraid of the dark and of death. They think, indeed, about metaphysical as well as physical matters—albeit in a somewhat crude way. The lives of Saints especially give the child a healthy view of the interaction of the Physical and metaphysical, helping him to overcome his fears. The questions which the children will have, after reading the lives of the Saints, will astound you in their directness and force. Both the child and the parent will thus grow spiritually.

3. If your child has a vivid dream or some striking experience, have him tell it to you and tape record it. If you do this, and then let the child go back and write about the experience after a few weeks, while listening to the tape, he will be able to see how his emotions change over time, how time changes our perceptions of events, and how we naturally forget much. It will also teach your child to read and to write better. Ask the child, in these writing exercises, to keep a word bank. What words cause him to smile? To frown? To be happy? To think about God? Your child will thus make associations between words and the mental world—something that television will never allow him to do.
4. Attend Church services on Saturday night and on Sunday morning. It is important for your child to be away from the "prime-time" television shows, which tend to concentrate their perverting messages into inane and harmful "features." The Orthodox Church's cycle of services gives you an opportunity to do just this, by always attending both Vespers and Matins and Liturgy. These services will help the child to understand that God belongs to the night and the day (thus helping him overcome his fear of the night), that God is not just someone whom we remember on Sunday morning, and that the Church is for every season, day, and time. The more that your child is in Church, the more that what he has learned about Icons and the holy heroes and champions about whom he has read will impress him.

5. Use the library extensively. There is no excuse for anyone in America to claim that he cannot find materials to help instruct his children. Even tiny towns have excellent libraries. You can even use tapes and records available through the library to introduce a child to classical music and the like. All of this will distract him from America's notorious "idiot box," the television. It will also provide him with an alternative to the sterile and sometimes stupid books that the common child finds at school.

6. Your children should know the nature of hard work and of physical exercise. However old-fashioned it may sound, hard work builds character. If anyone doubts this, simply think about children who do not work. They become hopelessly incapacitated. As well, exercise helps keep the body alert, which in turns helps keep the mind alert, which in turn helps keep the soul watchful.
7. Stress fasting and good eating habits. One of the most pernicious parts of television is that it exposes children to foods full of chemicals and sugar, the result being poor physical and mental health. Teach your children to fast each Wednesday and Friday and to eat good foods. As a result, their minds will be healthier and they will be less attracted to media idiocy. One way that the media are able to keep their control over the mind is by weakening it, by forming poor eating habits through commercials.

If these steps (and others that the reader may come up with on his own) are followed, by the time your child reaches the "magic" age of eight, he will be able to confront the temptations and perversion s of society and the values which are taught in a media age. He will have an Orthodox outlook and an Orthodox way of approaching the trials of the world. His moral life, his spiritual life, and his personal life will be formed in an atmosphere that, while at odds with the world, will nonetheless feel familiar to him. How this attitude is maintained through the teenage years will be the subject of our last comments on children and television.*
*A young graduate student in psychology, reading our article on children and television, very kindly sent us a paper which he had written on the subject, citing various empirical studies and psychological commentaries that voice the same alarm, from an academic perspective, that we have tried to present as Orthodox Christians. We would like to take the liberty of citing several references from the bibliographical references in his paper, which we recommend to our readers for further study. See the following: K. Moody, Growing Up on Television (New York: Times Books, 1980); N. Postman, The Disappearance of Childhood (New York: Delacorte Press, 1982); "The Borderline Personality," New York Times Magazine, August 22, 1982. These are very valuable studies for any parent.
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