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Illusion 101

You see yourself as a ridiculous parody on God's creation; weak, vicious, ugly and

sinful, miserable and beset with pain. Such is your version of yourself; a self divided

into

 

many

 

warring

 

parts,

 

separate

 

from

 

God,

 

and

 

tenuously

 

held

 

together

 

by

 

its 

erratic and capricious maker, to which you pray.

 

(W95.2:1-2)

Lesson 1

There is in us the carnal self(the ego) and the spiritual self. God created the spiritual self and we 

made the carnal self. The carnal self is illusory. The spiritual self is real. Having forgotten who we 

really are, we think we are the carnal self.

Lesson 2

The carnal self operates in two theaters. These two theaters are descriptively known as typing 

and wandering. At any given moment the carnal self is engaged in either typing or wandering.

Lesson 3

The typist is involved in accomplishing goals. The typist wants to get things done. The typist 

wants everything to speed up. The typist

 

revels in perceived accomplishments. The typist is 

about grandiosity. The typist is terrified.

Lesson 4

The wanderer wants everything to slow down. The wanderer wants to do as little as possible.

The wanderer gets nothing done. The wanderer wants to hide. The wanderer is about littleness.

The wanderer is terrified.

Lesson 5

The typist and the wanderer are different sides of the same coin. They are involved in constant 

inescapable conflict. The typist believes the way to stay safe is to get on the treadmill and run as 

fast as possible. The wanderer believes the way to stay safe is to burrow into the cedar shavings 

in the corner and hide. So the mouse, in his glass house, spends his time between treadmill and 

burrow trying to stave off imagined enemies.

How will you stay safe today? Will you treadmill or burrow? Who will prevail on the internal 

battleground today? The typist mouse or the wanderer mouse?

This is not a game of cat and mouse. This is not even a game of mouse and mouse. This is a 

game of mouse.

Lesson 6

So we made the typist and the wanderer but we did not stop there. We added distinctions and 

complexity. Four major characters populate our two theaters of typing and wandering.



Lesson 7

There is appropriately a children's story about a town populated with busy animal characters

whose main inhabitant is a happy cat named Huckle.

The four characters we made to inhabit what has become our collective nightmare, as we lay

asleep to our true selves, will be labeled: Huckle, Fuckle, Pruckle and Muckle.

At present, participation in this hellish play remains mandatory.

Lesson 8

Huckle is happy. Everyone loves Huckle. Huckle looks at the world and sees “good”. He is good.

Things are good. People are not necessarily good. If they are bad, then by default, he is better

or really good. Optimistically, every situation has the potential to have Huckle be good. Huckle

has a dark secret though. He is desperate to be good. Much like the court jester, Huckle fears

guillotining  if  he  does  not  perform.  Buried  beneath  the  happy  facade  lurks  anxiety  and

desperation. Huckle must at all costs prove his innocence.

Lesson 9

Meet Huckle's evil twin, the other side of the good bad coin, Fuckle. Fuckle is nasty and angry.

Fuckle lashes out either blatantly or covertly. Everyone is out to get Fuckle. That is his belief and

he scans the horizon looking for incoming assaults. Everyone and everything has a problem or is

a problem. Hidden under the angry surface lays Fuckle's secret, a pool of guilt as vast as the

ocean. Guilt over anything and everything.  Guilt over a shoe lace untied,  guilt  over a word

spoken, guilt over a breath taken. Let there be guilt and there was.

Lesson 10

Pruckle is the professor. Pruckle's job is to teach. Pruckle is very interested in Pruckle's ideas and

analysis. Pruckle is grandiose. If you listen to me, I have everything organized and analyzed, you

will be saved. I have a strategy. I know when to play offense and when to play defense. If you

listen to me we can win. Win what you might ask? The game, the war or anything. Life is a game

to be won or a battle to be fought.

Lesson 11

Pruckle's  twin,  the  other  side  of  the  grandiose  and  littleness  coin,  is  Muckle.  Muckle  is

miserable. Muckle is dependent. Muckle is hard to be around. To Muckle the battle is already

lost.  Muckle  wants to be taken care  of  and,  like a  small  child,  has  trouble  executing tasks.

Muckle is a terrified child set adrift in a sea of madness searching frantically for anything or

anyone to cling to to keep from drowning.

Lesson 12

Huckle, Fuckle, Pruckle, Muckle. Do you not understand? We are the actors. We are the ones

who made the characters and now we think we are those characters!

Huckle, Fuckle, Pruckle, Muckle. Who are you now? How about now? Now? And now?  
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