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Dear Odenists/Wodanists— 

This game isn’t for you. You worship a 

historically inaccurate and perverted form of 

the original Norse gods. Y’all don’t know 

what you’re talking about when it comes to 

the Norse religion. You’re a bunch of racists 

and reactionary white nationalists, while this 

game is intended to be open and welcoming 

to everyone.  

   In short, go fuck yourselves.  


