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The Royal Virtue

The greater the challenge, the deeper the faith needed to overcome it.
This graphic is titled “Sunday at the Church” © dchan.
See his work at https://www.deviantart.com/art/Sunday-at-the-Church-556825169
Below are some quotations regarding ‘the Royal Virtue’, a concept that R. J Rushdoony explored in Law and
Society: The Institutes of Biblical Law Volume 2. I am including it here as a quick & dirty guide on how all
215
Imperial Nobles – Christian or not – are expected by God to behave vis-à-vis the weakest members of
society: in this case, orphans and widows.
Christians are expected to behave as kings and priests and prophets, after all, carrying the Image of God into
the world and expanding His rule and His kingdom to cover all things, everywhere: a charge only Christian
216
Reconstructionists takes seriously. But this will do as a taste of what God expects of ‘nobles’.
From 49: The Royal Virtue. “Footnotes deleted” for the sake of clarity.
In the ancient Near East, every king of any consequence issued or reaffirmed laws protecting the helpless
members of society, widows and orphans in particular…. It is apparent, first, that in antiquity many pagan
religions still retained, as a part of the original general revelation of God to mankind, the idea of a covenant
between God and man. Second, basic to the covenant was the requirement that God’s way becomes man’s
way. A law therefore is a part of every covenant. Third, this concern for the lowly in society, widows and
orphans in particular, came to be regarded as “a royal virtue in all the Ancient Near East.”
215

When there is conflict between the Will of God and the Will of the Emperor, things become… interesting.
Quite a broad range of Biblical doctrine addresses such conflict, as illustrated Joseph and Pharaoh, to David
and Saul, to Daniel and Nebuchadnezzar, to Jesus and Pilate, to Paul and Nero. While respect to the king is
consistently shown – God did put him on the throne, after all – it is also consistently true that the king’s claims
to authority and obedience is weaker than that of the king’s superior, God. For more, see Marinov’s Christians
in Caesar’s Household, http://reconstructionistradio.com/christians-in-caesars-household/
216
“Takes seriously” as an intellectual matter. There are Christians who do far better in the world of
relationships, work, and charity. God’s Kingdom must expand in all ways, not only doctrinally!
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It is a royal virtue because it manifests grace and is not a self-seeking act. The weak and lowly in society are
easily taken advantaged of, easily pushed aside and forgotten, and easily regarded as beneath one’s interest
and attention. The royal virtue in this case must be the divine virtue, grace. The grace which God manifests to
anyone, including the king, must be manifested to others. God condescends, or, with paganism, a god
condescends, to choose the king and make him great. To mark his faithfulness to God, the king or man of
power must then manifest a like grace to all those below him.
Let us now imagine the reaction Our Deeply Democratic Power Elite have to the very idea that their
power comes from God, instead of their own efforts and their own power.
Blest be God’s friends. And damned be His enemies.
Snobbery and exploitation are thus both the marks of the upstart and the parvenu who lack grace and
therefore cannot manifest it. Thus, the way to manifest that God’s hand is upon one, and responsible for one’s
blessings and success, is to bless those around and beneath one. Those who receive grace, manifest grace.
Those who have gained their power and wealth undeservedly cannot bear to associate with those of a lower
estate lest people see their own low nature. As a result, they avoid close contact with all of a lower class.

It’s always fun when a grateful Noble invites the riffraff PCs into an exclusive Imperial Resort.
This graphic is titled “Resort Station” © dchan.
See his work at https://dchan.deviantart.com/art/Resort-Station-671762026
The result of grace is community. The royal virtue reaches to others even as God’s divine virtue has reached out
to the person possessing it. Grace thus creates community, binding high and low, whereas snobbery creates
isolation and class warfare.
Our profoundly secularist Masters – in addition to being insulted to the core of their being, if told that
their power and wealth is dependent on the will of God – are only interested in demonstrating their
superiority over the ignorant Christian masses. And today, the Right Sort demonstrate their status by
having the latest versions of Right Thinking, not by rich clothing or dining in fine restaurants.
Scripture makes it clear that the covenant people, who are repeatedly ordered to manifest grace, friendship,
and community with the lowly, are a royal people. “And ye shall be unto me a kingdom of priests, and an holy
nation” (Ex. 19:6). “But ye are a chosen generation, a royal people, an holy nation, a peculiar people; that ye
should show forth the praises of him who hath called you out of darkness into his marvellous light” (1 Pet. 2:9).
Christ “hath made us kings and priests unto God and His Father; to him be glory and dominion for ever and
ever. Amen” (Rev. 1:6). The Lamb “hast made us unto our God kings and priests: and we shall reign on the
earth” (Rev. 5:10).
That’s odd. The Bible speaks of Christians reigning on earth, bringing justice and mercy and light to all,
believer or not – and especially the weak and the lowly – rather than hiding in some prayer closet, waiting
for the Rapture. Or begging and crawling before Secularists.
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But we know why preachers don’t speak of the Kingdom of God, the core idea that Jesus spent His life on.
Taking up power means taking up responsibility, and people who fail in their responsibility before God are
subject to punishment at His hand, with whatever rod He chooses. Be it fire from heaven, or defeat in
war, or poverty as the reward for foolishness, or public humiliation before your enemies, or the
destruction of your culture by your own leaders, or the flames of hell five minutes after you die.
Or all of the above. Combined.
To evade responsibility, powerlessness is preached and endorsed from the pulpit, and wickedness
tolerated… and thus, promoted. Bizarrely, both preacher and layman think that their wilful impotence and
cowardice will provide an escape from the judgement of God.
Do these men have the slightest idea Who they are dealing with?
We must therefore manifest the royal virtue.
Stress on the must here: God gives commands, not requests.
When it comes to Imperial-planetary relations, the Emperor is not particularly interested in local flavours of
morality and ethics: “The Imperium rules the space between the stars, and not the worlds themselves.” Little
attention is given to the cultures, mores, laws, and ethics of a given world… so long as it stays on-world.
Things are different internally, where honourable behaviour is demanded of Imperial servants and Nobles. The
Emperor must be able to predictably expect the truth from all his subordinates; the military must receive
reliable obedience and information; traders must be able to depend on contracts being fulfilled, verbal or not.
Dishonourable behavior is punished by all sorts of means, official or not; socially, financially, or violently.
There are unexpected consequences as well: “A man who will cheat on his wife will cheat on his business
partners,” an important consideration when trillions of credits across vast distances and timescales are on the
table. Strong bonds of family trust are important to both Vilani and Solomani ruling houses for similar
reasons... and there are serious consequences for violating this trust, especially when adultery is involved.
In rejoicing before the Lord, we are to invite not only the Levite, who has religious prestige, but the fatherless,
the widow, and the foreigner to eat with us, “That the LORD thy God may bless thee in all the work of thine
hand which thou doest” (Deut. 14:29). In the Jewish Sayings of the Fathers, this same fact is stressed: “Let thy
house be open wide; let the poor be members of thy household.” (1.5). Dr. Joseph H. Hertz commented,
“Hospitality to the homeless has always been one of the conspicuous virtues of the Jewish life (Gen. 18). ‘In the
Middle Ages the treatment of poor Jewish travellers was considerate beyond description. Nothing might be
done to put the poor guest to shame’ (Abraham).”
I wonder how long we will have to wait before Christians show the same attitude.
And don’t give me that Socialist cant about how the Welfare State will care for the poor. Some impersonal
bureaucracy using stolen money to show the supposed Love of the Leader does not cut it. God want to
see actual human beings opening their homes to the poor.
Now, God is merciful: giving a portion of the tithe to helping the poor can be a reasonable substitute for
giving time and attention. (Time and love is expensive, and of limited supply, after all: far more so than
money.) But more than just spending cash is expected of deacons.
Too bad that most churches are far more interested in beefing up their building fund (mentioned
nowhere in the Bible) rather than giving a hand to the poor, the orphans, and the widows… as God
explicitly demands in the Bible.
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The royal person does not need to establish his separateness nor his royalty, his kingly nature. It is essential to
his being. He does not demean himself by his concern for the lowly and distressed: rather, he manifests his
royal nature. It is a part of his exercise of dominion to open his house, bounty, time, and concern to others. It is
a privilege and function of royalty. Thus Christians, as a royal people, are told that, if they are of the faith, they
manifest the royal virtue:
[Snipped: quotations of Romans 12:13, Titus 1:7-8, Hebrews 13:2-3, I Peter 4:9, III John 5.]
Also: note that the truly noble opens his house, uses his time, and spends his money on the poor… rather
than steal under cover of law, and – after a fat cut for himself and his friends – redistributed the money to
buy the allegiance of the masses to display his loudly proclaimed ‘moral superiority’.
I mean, just how ignoble can you get?
Much more could be cited, but these verses will suffice to illustrate the fact that God’s royal people manifest
the royal virtue.
On the other hand, the snob dislikes associating with the lowly lest his own very low nature be revealed
thereby. Some years ago, a man with a trace of Negro ancestry, who was in appearance “white” and had
passed as such for years, wrote that he disliked intensely being in the company of Negroes lest some kinship be
thereby detected between himself and them. This is the same spirit which marks the snob: he rejects his
common humanity, his inner nature, and any association beneath him; he insists on associating upwards only,
on social climbing. The snob is fearful of being found out. The royal virtue marks those who know that it is the
grace of God which has ennobled them, and they manifest that same grace unto others. The snob lives in a
private world, the royal priesthood of Christ in God’s universe.

Within the Imperium, there are quite a number of religious organizations that imitates
the look and feel of Christianity: but when you examine it closely, a very different doctrine,
centred on a very different Lord, emerges. This graphic is titled “Church” © gin.
See his work at https://gin-1994.deviantart.com/art/Church-625942121
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Legal
Traveller T20 and Classic Traveller Fair Use Policies
Verbatim from Far Future Enterprises’s Fair Use policy, which could be found at
http://www.farfuture.net/FFEFairUsePolicy2008.pdf
“The Traveller game in all forms is owned by Far Future Enterprises. Copyright 1977 – 2008 Far Future
Enterprises. Traveller is a registered trademark of Far Future Enterprises. Far Future permits web sites and
fanzines for this game, provided it contains this notice, that Far Future is notified, and subject to a withdrawal of
permission on 90 days notice. The contents of this site are for personal, non-commercial use only. Any use of
Far Future Enterprises's copyrighted material or trademarks anywhere on this web site and its files should not be
viewed as a challenge to those copyrights or trademarks. In addition, any program/articles/file on this site cannot
be republished or distributed without the consent of the author who contributed it.
Traveller is copyright by and of Far Future Enterprises, and its use here is by permission.
http://www.farfuture.net/.”
Verbatim from Quicklink’s Fair Use policy, which can be found at http://www.travellerrpg.com/fairuse.html:
“The Traveller game in all forms is owned by Far Future Enterprises. Copyright 2002 QuikLink Interactive,
Inc. Traveller is a registered trademark of Far Future Enterprises. QuikLink permits web sites and fanzines for this
game, provided it contains this notice, that QuikLink is notified, and subject to a withdrawal of permission on 90
days notice. The contents of this site are for personal, non-commercial use only. Any use of QuikLink Interactive’s
product identity, copyrighted material or trademarks anywhere on this web site and its files should not be viewed
as a challenge to those copyrights or trademarks. In addition, any program/articles/file on this site cannot be
republished or distributed without the consent of the author who contributed it.”
GURPS Traveller Online Policy
From Steve Jackson Games’ online policy, which can be found at
http://www.sjgames.com/general/online_policy.html:
“Disclaimer
Some of the material presented here is the original creation of the contributing author, intended for use with the
GURPS system from Steve Jackson Games. This material is not official and is not endorsed by Steve Jackson Games.
Notice
GURPS is a registered trademark of Steve Jackson Games, and some of the art here is copyrighted by Steve Jackson
Games. All rights are reserved by SJ Games. This material is used here in accordance with the SJ Games online
policy.”
OPEN GAME LICENSE VERSION 1.0A
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc
(“Wizards”). All Rights Reserved.
1. Definitions: (a) “Contributors” means the copyright and/or trademark owners who have contributed Open Game
Content; (b) “Derivative Material” means copyrighted material including derivative works and translations
(including into other computer languages), potation, modification, correction, addition, extension, upgrade,
improvement, compilation, abridgment or other form in which an existing work may be recast, transformed or
adapted; (c) “Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or
otherwise distribute; (d) “Open Game Content” means the game mechanic and includes the methods, procedures,
processes and routines to the extent such content does not embody the Product Identity and is an enhancement
over the prior art and any additional content clearly identified as Open Game Content by the Contributor, and
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means any work covered by this License, including translations and derivative works under copyright law, but
specifically excludes Product Identity. (e) “Product Identity” means product and product line names, logos and
identifying marks including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic
elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses,
concepts, themes and graphic, photographic and other visual or audio representations; names and descriptions of
characters, spells, enchantments, personalities, teams, personas, likenesses and special abilities; places, locations,
environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic
designs; and any other trademark or registered trademark clearly identified as Product identity by the owner of
the Product Identity, and which specifically excludes the Open Game Content; (f) “Trademark” means the logos,
names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products or the associated
products contributed to the Open Game License by the Contributor (g) “Use”, “Used” or “Using” means to use,
Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of Open Game Content.
(h) “You” or “Your” means the licensee in terms of this agreement.
2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open
Game Content may only be used under and in terms of this License. You must affix such a notice to any Open
Game Content that you Use. No terms may be added to or subtracted from this License except as described by the
License itself. No other terms or conditions may be applied to any Open Game Content distributed using this
License.
3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this
License.
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a
perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this License to Use, the Open
Game Content.
5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You
represent that Your Contributions are Your original creation and/or You have sufficient rights to grant the rights
conveyed by this License.
6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact
text of the COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You
must add the title, the copyright date, and the copyright holder’s name to the COPYRIGHT NOTICE of any original
Open Game Content you Distribute.
7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility,
except as expressly licensed in another, independent Agreement with the owner of each element of that Product
Identity. You agree not to indicate compatibility or co-adaptability with any Trademark or Registered Trademark in
conjunction with a work containing Open Game Content except as expressly licensed in another, independent
Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity in Open
Game Content does not constitute a challenge to the ownership of that Product Identity. The owner of any Product
Identity used in Open Game Content shall retain all rights, title and interest in and to that Product Identity.
8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that
you are distributing are Open Game Content.
9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may
use any authorized version of this License to copy, modify and distribute any Open Game Content originally
distributed under any version of this License.
10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You
Distribute.
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11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any
Contributor unless You have written permission from the Contributor to do so.
12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to
some or all of the Open Game Content due to statute, judicial order, or governmental regulation then You may not
Use any Open Game Material so affected.
13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure
such breach within 30 days of becoming aware of the breach. All sublicenses shall survive the termination of this
License.
14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only
to the extent necessary to make it enforceable.
15. COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.
D20 System Rules and Content Copyright 2000, Wizards of the Coast, Inc.; Authors Johnathan Tweet, Monte Cook,
Skip Williams, based on original material by E. Gary Gygax and Dave Arneson.
T20 – The Traveller’s Handbook Copyright 2002, Quiklink Interactive, Inc. Traveller is a trademark of Far Future
Enterprises and is used under license.
Modern System Reference Document Copyright 2002-2004, Wizards of the Coast, Inc.; Authors Bill Slavicsek, Jeff
Grubb, Rich Redman, Charles Ryan, Eric Cagle, David Noonan, Stan!, Christopher Perkins, Rodney Thompson, and
JD Wiker, based on material by Jonathan Tweet, Monte Cook, Skip Williams, Richard Baker, Peter Adkison, Bruce
R. Cordell, John Tynes, Andy Collins, and JD Wiker.
All original Open Game Content from “Stellar Reaches, Issue #28” Copyright 2018, Contributors: Alvin W. Plummer
DESIGNATION OF OPEN GAME CONTENT
The UWPs provided in various articles are designated as Open Game Content. The T20 information contained in
the BITS Task System is designated as Open Game Content. Any and all other material derived from the System
Reference Document, the Modern System Reference Document and the Traveller’s Handbook is designated as
Open Game Content.
The remainder of this document is considered Closed Content and contains Product Identity belonging to
Far Future Enterprises. No challenge of their copyright is intended by its inclusion here.
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