RITAUL MAGIC

From GURPS Voodoo

Advantage: Rank (Lodges) See p. B029 5/level
Equivalent to Military Rank, this applies to the Lodges’ rigid hierarchical structure, which is divided into degrees, ranging from first to tenth. The degrees correspond to political rather than mystical power (although the two are related). Rank is degree minus 1.
1. First degree Brother (Ignorante). No Initiation is required. First degree members only know they have been inducted into a secret and very powerful organization. Most do not even know about its supernatural elements. The first degree, however, includes very wealthy and influential people, trained specialists and professionals of several fields, and other useful pawns.

2. Second degree Brother (Iniziato). Must be First Level Initiate or higher. At this rank, the member is often kept in the dark about the size and purposes of the Lodges. Second degree members are only supposed to know about low-ranking members (fourth degree or lower). Those who try to learn more risk expulsion or worse.

3. Third degree Brother (Novizio). Must be Second Level Initiate or higher. This rank is granted to a member who is ready for membership but has to prove himself in the service of the Lodges. Third degree members will rarely know the full scope and power of the Lodges.

4. Fourth degree Brother (Accolito). Must be Third Level Initiate or higher. This rank confers full membership in the Lodges.

5. Fifth degree Brother (Adepto). Must be Third Level Initiate or higher.

6. Sixth degree Brother (Diacono). Must be Fourth Level Initiate or higher. This rank is given to members in charge of a large Lodge circle or a small city or town.

7. Seven degree Brother (Custode). Must be Fourth Level Initiate or higher.

8. Eighth degree Brother (Vicario). Must be Fifth Level Initiate or higher. This rank is given to members in charge of cities or small countries.

9. Ninth degree Brother (Vescovo). Must be Fifth Level Initiate or higher. 

10. Tenth degree Brother (Arcivescovo). Must be Sixth Level Initiate or higher. Brethren of the tenth degree usually command Lodges at a national level.

11. Secret Master (Patriarca). Beyond the degree system. Must be Seventh Level Initiate or higher.

LEVELS OF INITIATION

Initiation is purchased in levels, also called circles or grades. The prices are not cumulative; that is, to purchase the Fifth Level of Initiation, you don’t have to pay for levels 1-4 first, but simply the listed price for Fifth Level. Characters wishing to advance to a higher level need only pay the point cost difference between their current level of Initiation and the higher one. 
Following the description of each Level, the powers that are available to Initiates of that level are listed. Keep in mind that Initiates do not automatically acquire these powers by reaching the required level of Initiation, but must purchase them separately. Some high-level Initiates have no special powers, and depend on their inherent abilities and learned rituals. Alternatively, some Initiates do not know any magic rituals, relying instead on their powers. 
In addition to the abilities and powers listed below, Initiates add their Level to their Will when resisting hostile rituals or spirit activities. 
The frequency of Initiates in a campaign will be higher than that presented in this table, for one basic reason: Initiation draws people together. It’s rare to find Initiates above First Level, but when they’re found, they’re frequently found together.

First Level 5 points

At this level, you are aware of the supernatural, although only at a very basic, intuitive level. A successful IQ roll allows you to sense any spirit presences, or to detect another Initiate, within IQ/2 yards. This manifests as a “gut feeling,” a tingling sensation, or some other indirect means. A failed roll reveals nothing; a critical failure will mislead your senses. 
If an intense supernatural event is taking place within your sensory range, the GM may roll secretly against your IQ to see if you sense it. At this level, any rituals and ceremonies you learn will work, but you will be at -3 IQ to perform them.

Autotrance 5 points

You find it very easy to enter a trance. You may enter a trance state on a successful IQ roll, within the space of a minute. While in a trance, you are at +2 to any ritual rolls. This bonus also applies to rolls to activate any Initiate powers, including Channeling, Faith Healing, Spirit Warrior and Visualization. 
While in a trance, however, you are effectively unconscious to the world around you. You must make a successful IQ roll whenever you wish to leave a trance. Awakening from the trance is necessary before any activated power can take effect. You may only attempt this roll once every 5 minutes. Each additional attempt per hour is at -1 from the previous attempt.

Visualization 10 points (see B096)
Second Level 15 points

Your link with the supernatural is stronger, and you are able to sense spiritual manifestations within IQ yards with an IQ roll as above.
Furthermore, this link gives you a +2 or -2 on reaction rolls, due to the feelings you evoke in people around you. Those who share your religion or belief system will feel some sort of attraction to you, while members of an antagonistic group or religion will unconsciously dislike you. You can learn and perform rituals and ceremonies at no penalty. 
Most real mediums and spiritualists are Second Level Initiates, initiates have often forged a long-term link to one or two entities.

Channeling 10 points

You become a conduit for the spirit world, allowing spirit entities to speak through you. You fall into a trance (achieved through several seconds of concentration and a Will roll, or Will+2 if you have the Autotrance power), after which any spirit in the immediate area can enter your body and use it to speak or write messages. This is a minor possession, but the spirit can only use your body to communicate; attempts at full possession while you are in a trance are possible, but you resist at +5 in addition to any other Initiation bonuses. When combined with the Spirit Advisor power, this power lets you choose one specific spirit to channel. After the trance is achieved, roll the Spirit Advisor’s frequency of appearance number to see if it manifests itself. If the advisor does not appear, a random spirit may take its place. 
While in a trance, you are unaware of the world around you. The GM controls what the spirit possessing you does or says; the spirit will answer questions put to it by others, but there is no guarantee that it will tell the truth.

Mystic Symbol 10 points/level

Most trained Initiates receive specially-consecrated objects of power whenever they reach a new threshold in their Initiation process. These include instruments like the asson, a calabash rattle filled with snake vertebrae that symbolizes their rank among houngans, or special necklaces, chalices, wands, or swords and knives inscribed with occult markings. 
A mystic symbol acts as a focus for your Will, granting a bonus of +1 per level on any ritual casting roll. The mystic symbol also helps resistance rolls, adding +1 to any rolls to resist possession attempts, hostile rituals and any attack that can be resisted by your mind. The maximum bonus that can be purchased is +5, and the total bonus cannot exceed your Initiation level. 

Contact: Spirit Advisor (see B044)
You have a spirit “friend” that shares its wisdom with you. This can be the ghost of a relative, a manifestation of a previous incarnation, your Genius, a minor loa or an anima. The spirit advisor is roleplayed by the GM and should be built like any other NPC. Unlike an ally, the spirit advisor is not expected to fight, but simply to provide information and advice. Most spirit advisors have the equivalent of Occultism-16 and may have two or three Scientific or Professional skills at a high level. The GM can use the spirit advisor to give warnings, clues, and other valuable information. 
Generally, the advice of the spirit should be good, although it may be colored by the entity’s prejudices. 

Third Level 40 points

You now actually see more of the world’s supernatural forces than do most other humans. 
You automatically get the Empathy advantage (15 points, see B051) for free. 
You can sense paranormal manifestations within IQ yards (no roll required), and can pinpoint their source on an IQ roll (sentient manifestations and other Initiates can try to hide themselves by a Quick Contest of Wills with you). 
A Third Level Initiate can communicate with spirits directly, hearing their words (if they speak to him, that is). 
Even without using ceremonies, you can try to command spirits within your sensory range (this requires a Quick Contest between the spirit’s Will and your Will-3). 
As at the Second Level, you inspire instinctive feelings (both positive and negative) in those around you; the reaction modifier is +3 or -3, as above. 

Metabolism Control 5 points/level (see B068)
The maximum level of Metabolism Control is equal to half his level of Initiation.

Spirit Ally (see B036)
The Ally is a spirit entity, usually a loa or anima. 

Fourth Level 70 points

You can actually see and hear spirits within IQ yards and sense supernatural manifestations within IQx5 yards; both abilities are automatic unless the spirits try to remain hidden (requiring a Quick Contest of Wills, as above).
You automatically have Empathy (15 points, see B051) and Intuition (15 points, see B063) for free. 
You can purchase the Spirit Warrior power (which allows you to use some of the powers of a given loa, daemon or spirit) at this level. 
Fourth Level Initiates risk losing their sanity, at least as the mundane world perceives it. They are aware of things that are invisible to most of humanity, and may start having difficulty distinguishing between the material and spiritual worlds. Many unfortunate Initiates have been diagnosed as schizophrenics and institutionalized. Unlike true schizophrenics, however, their affliction is not treatable with drugs, so they are likely to be permanently locked away in insane asylums, where malevolent spirits often prey upon them. 
At this level, you can dispense with one element of mystical rituals without suffering penalties.

Extra Fatigue 3/point

You may exceed the campaign’s maximum by your Initiation’s level.
Spirit Ally Group (see B037)
Only minor manifestations can be purchased as an Ally Group.

Spirit Warrior (30% of the points it grants)
When this advantage is chosen, the player and the GM must choose a spirit, and define the features it gives to its controlled body in term of character’s points. This advantage cannot be taken for more than one spirit; a Spirit Warrior is dedicated to one loa or spirit, and cannot divide his loyalties. For example, 20 points in Strength, 4 points in Brawling, 12 points in Tracking, the Eidetic Memory advantage and the Bully disadvantage. 
This power allows you to take on the abilities of a specific possessing spirit while remaining in control of your faculties. Your control over your own mind allows you to be possessed without losing consciousness or freedom of will. You are not completely in control, however; enough of the spirit’s personality will filter through to give you mental or even physical disadvantages associated with the spirit. These changes in personality, speech patterns and attitudes must be roleplayed fully. 
Summoning and temporarily absorbing a spirit are not automatic abilities: you must persuade the spirit to enter your body. To call upon this power, you must concentrate for one second, after which the GM makes a reaction roll. Add your Level of Initiation to the reaction roll. On a Good or better result, you are endowed with the Spirit Warrior powers. Other modifiers: 
· A ceremony of summoning lasting 10 minutes: +4. 
· Going against the spirit’s ideals, morals: -2 to -6 (GM’s discretion). 
· Summoning a spirit when an antagonistic entity is in the same area: -4 to +4, depending on the spirit’s temperament and your relationship with the other spirit (warrior spirits will welcome the opportunity to attack their enemies, but will be reluctant to work with them). 
The spiritual investment will last one minute, at which time a new reaction roll must be made, with a -1 penalty for every minute after the first. The possession drains you physically, at the rate of 1 fatigue per minute; pay this energy cost when you dismiss the spirit. If FAT is reduced below 0 in this manner, any extra fatigue will be taken off HP instead, which may lead you to unconsciousness, injury or even death after the possession ends. 

Fifth Level 100 points

You can summon spirits without using rituals if you know the spirit’s name. Only minor manifestations of spirit entities can be summoned at this level, and unwilling spirits resist with their Will. 
You gain Danger Sense (15 points, see B047) and Charisma +1 (5 points, see B041) for free.

You can conduct rituals without worrying about two of the three elements normally necessary.
Fifth Level Initiates are instinctively drawn to situations and places that offer challenges or opportunities, as determined by their goals and personalities. Once an Initiate has been in a county- or city-wide area for more than 12 hours, this instinct operates.
Faith Healing 36 points see B059
Applies only to members or allies of your Lodge.
Spirit Form 66 points

This is a meta-trait containing “Insubstantiality (80 points, see B062)” and “Invisibility, switchable, substantial only (40 points, see B063)”, with the Link (+10%, see B106) enhancement and the “Costs Fatigue 1 (-5%, see B111)” and “Temporary disadvantage: Harmless Body -50%”.
This power allows you to leave your body and travel away from it as an incorporeal spirit! Your body lapses into a deep sleep while your consciousness soars through the world invisible and intangible. While in this state, you can move in any direction at a maximum speed equal to your normal Move. You can see everything in the real world, as well as any spirit entities there. The spirit form has the same stats as your material body. 
While inside the safe range, you can instantly return to your body, even if you are miles away. An Initiate can leave his body with 1 fatigue point and stay away using 1 fatigue point every minute; fatigue is taken from the body, not from the spirit. When Fatigue is reduced to 0, the Initiate’s body takes damage instead of fatigue. Any loss of FAT and HP does not affect the spirit form, but the person is aware of it, not matter how far he has traveled.

Sixth Level 130 points

You can produce the effects of any ritual you know without actually performing it or using any material symbols to channel your power. This takes only a few seconds of concentration, during which you visualize the ritual or symbol. 
You gain another Charisma +1 (5 points, see B041) for free.

Unaging 15 points see B095
Seventh Level 200 points

You gain an entourage of permanently-bound minor loas, anima or daemons. These spirits will obey you even if it means their dissipation. You can bind up to IQ-8 spirits to your service. 
You can also summon major manifestations of loas or demiurges without using or knowing a ritual.

Eighth Level 250 points

You can now dissipate spirits through the force of your will alone. This requires a Quick Contest (your Will versus the greater of the spirit’s ST or Will); each point by which you win the contest inflicts 1 point of damage to the spirit. A spirit reduced to -HP points in this way is dissipated permanently, ceasing to exist altogether. 
You are also at +5 to resist any attempt to influence and dominate you (whether through rituals, psionic powers or even social skills).

Ninth Level 350 points

Your influence over the invisible forces is such that you inadvertently affect the lives of those around you. Unless you are in total control of your emotions (determined by a Will-6 roll every hour you are in contact with others), you must make a reaction roll toward the people around you. On a Poor or Worse reaction, the unfortunate who offended you will be struck by a curse, usually a Journeyman’s Curse or Malaise curse rituals. An Excellent reaction will result in a Stroke of Luck ritual blessing. 
You can literally perform miracles through the spirit entities you control or influence. Normal people who attack you are at -6 to all attack and defense rolls! Hostile spirits, except the most powerful, usually flee from you. 
Tenth Level 450 points

You gain another Charisma +4 (20 points, see B041) and Will +5 (25 points, see B016) and a Spirit Ally Group of IQx2 spirits for free. 
You are almost impossible to harm or kill unless you do not resist or the attackers are powerful Initiates or supernatural beings. 
Normal mortals must make a Will-5 roll just to contemplate harming you; even then, their attacks succeed only on a critical success! Any other roll means the attack is thwarted in diverse improbable ways (all the bullets are duds, the detonators don’t work, martial artists slip on banana peels, and so on). 
You are a savior or a monster, kept in check only by other Initiates. No one knows how many Tenth Level Initiates are alive today. Some claim that only one or two appear every few centuries; others say there may be a few dozen alive at a time… some hundreds or thousands of years old! These Initiates are characters of 1,000 points or more, and should be treated as forces of Nature rather than regular NPCs. 
Rituals

O’Brien concentrated on not looking at his watch. Jamal was late, and checking the time every five minutes wasn’t going to change a thing. The overweight detective shifted uncomfortably in the small car. Foreigners don’t build cars worth a damn, he thought; silently he cursed the Department for buying Japanese. O’Brien started tapping his fingers on the steering wheel. Jamal, his junkie informant, had sounded frantic on the phone. Something big had gone down, but Jamal wouldn’t talk about it. “I gotta show you, or you gonna call me crazy,” was all he had said. So now O’Brien had waited in their regular meeting place for 20 minutes, watching the junkies and the hookers perform their endless parade. If it had been anyone else, O’Brien would have driven away ten minutes ago. But Jamal had given him good information in the past, and the little junkie might be the key to discovering who had been taking over the drug trade on the whole Lower East Side. Over 30 murders in a month were directly linked to the takeover. Some very creative, very strange murders, and nine deaths that had to be murders, no matter what the coroners said. “Made” people didn’t start dropping like flies, even if it looked like heart attacks and weird tropical diseases, without a good reason. Another five minutes went by. That did it. Grumbling, O’Brien started the car. Turning the key in the ignition produced no effect, not even a cough from the engine. Cursing, the detective got out and opened the hood of the car — And saw Jamal’s head, brutally jammed in where the battery should be. The face was bloody and battered, but he could still make out his informant’s face, mouth gaping in an endless silent scream. “Jesus.” O’Brien turned away from the car, fighting the heaves. He hadn’t stepped out of the car. How…? “Bad things happen to betrayers, mon.” O’Brien turned toward the voice. The man standing in front of him looked like the stereotypical Rasta-man, complete with dreadlocks and colorful beret, but there was something about him that O’Brien had never seen before. Just looking at the stranger made the detective feel like a small child confronting an unknown adult. Instinctively, he reached for his service pistol. He tried to steady the weapon with both hands, but his left arm wasn’t working right, so he aimed one-handed at the man. “Who the hell are you?” The Rasta-man smiled a dazzling, gold-toothed grin. “I be your Death.” Pain and nausea hit O’Brien like sledgehammers. The gun clattered to the pavement. He fell to his knees, clutching his chest. His vision swam hazily, but he could still see the man clearly. Now there were things floating around him, humanoids shapes made up of black light. O’Brien tried to scream in terror, but he couldn’t draw any breath in. The Rasta-man started to laugh. It was the last sound O’Brien heard. 

The magic described below depends on rituals designed to produce effective results, and is divided into five basic Paths or areas of interest. These Paths represent the knowledge of how to appeal to the powers of the magician’s will and to that of the spirits of his cosmology. All magicians have some skill in all five Paths, although some may specialize in one or two areas, and have only the most rudimentary skill in the others. 

In GURPS Spirits you may find other Paths.
Conducting Rituals

Most rituals and ceremonies have five separate steps (see below), each designed to focus the will of the caster. The more advanced Initiates can eliminate some or most steps from a ceremony and still make it effective, but most magicians who take such shortcuts risk having the ritual fail or backfire. Different schools of magic change the elements or the exact order of each step, but for the most part they are always present. Repetition is an important element of most ceremonies. The same phrases, songs or actions are repeated over and over throughout the steps of the ritual. The constant repetition helps the magician reach a state of trance in which he is aware of nothing but the ritual itself. Free of distractions, the mind of the magician is able to tap into the spirit world and draw the power necessary to affect the world.

Preparation: The magician readies himself, the subject of the ritual and the place where the ritual will take place. Voudoun practitioners, for example, draw vevers, elaborate symbols, on the ground with cornmeal or more exotic powders. Lodge magicians paint or carve pentagrams, circles or other geometrical patterns. Santeros take ritual baths and anoint themselves with special oils to purify themselves before the ritual. During the preparation, the material components of the ritual (see p. 70) are assembled and readied for use. Chanting and musical instruments are commonly used during this step: the Lodges prefer Gregorian chant, while Voudounistas use drums.

Invocation: When all is ready, the magician will call to him the spirit or spirits involved in the ceremony. This process often begins during the preparation, but continues beyond it — the chanting or ritual activity is repeated throughout the ceremony. During the invocation, the name of the spirit or spirits involved or a symbolic representation is used. Initiates of the Second Level or higher will sense the presence of the spirits invoked when (and if ) they show up.

Wish: The ritual caster must express what he wants the ritual to accomplish. This can be a simple, direct petition (“Oggun, destroy this enemy”), or something more complicated, such as linking a symbol of the invoked spirit with the subject of the ritual. During a harmful ritual, for example, the magician destroys or damages some representation of the victim. Some exorcisms use a ritual bath, symbolizing the cleansing of the alien presence. While the symbolic event is being depicted, the invocation activity continues, and is often linked to the wish.

Offering: Most rituals add an offering of some sort to convince the spirits to carry out the ritual’s goal. The offering can be a sacrifice of some sort, or something less tangible, like a pledge of servitude or a prayer of thanks.

Dismissal: Once the wish is made, the ritual concludes with the dismissal of the invoked spirits. Most of the time this is the easiest part of the ritual. Some magicians, however (Lodge members most commonly), deal with hostile spirits who may resist dismissal and try to attack their summoner. The dismissal is also an important component of harmful rituals, because the magician must take steps to shield himself and his client from the effects of the ceremony.

Learning the Paths

The prerequisite for any and all Paths is the Ritual Magic skill (see B218). This skill gives the basic understanding of how magic works and the way to conduct rituals effectively. The Ritual Magic skill gives the student the potential to conduct rituals without any further training. 
Each Path skill is a Mental/Very Hard skill. The Path skill level is used when conducting rituals. All Paths default to Ritual Magic-6 (to a maximum default level of 14); they can be improved from the default. No Path skill can be higher than the Ritual Magic skill.
Each Path (Dream, Health, Luck, Protection and Spirit) has a number of rituals, each of which produces a specific effect. These rituals are Hard Techniques which default to the appropriate Path at a level of 0 to -8 (see the specific rituals) and with a maximum level equal to the level of the Path.

Initiation and Paths

A person’s Initiation level is very important when he learns ritual magic. Non-Initiates can learn ceremonies, but are at -5 IQ! This makes their default to the Ritual Magic skill (which would be effectively reduced to Ritual Magic skill minus 11) virtually useless. First Level Initiates can learn Paths, but at -3 IQ. Second Level Initiates and higher can learn Paths at no penalty. 
Rituals require a number of elements (see below) for successful performance. At the Fourth Level, the Initiate can choose to reduce or eliminate one of the requirements at no penalty. Fifth Level Initiates can do the same with two ritual elements, and Sixth Level and higher Initiates can dispense with all the trappings of ritual — they can visualize a ritual in a few seconds, and it works as if they had physically performed it.

RITUALS MODIFIERS TABLE

	Time
	

	Reducing time to 1d+2 minutes 
	-1 to ritual roll

	Reducing time to 1d seconds 
	-5 to ritual roll

	Taking normal amount of time 
	No bonus/penalty

	Repeating ritual daily for several days 
	+1 for every two days

	Extending ritual (three times required time ) 
	+2 to ritual roll

	Consecrated Ground
	

	No consecrated ground 
	-5 to ritual rolls

	Makeshift consecration 
	-1 to ritual rolls (1d-minute ceremony)

	Consecrated ground 
	No bonus or penalty

	Old mystic area (20 years or more) 
	+1 to ritual rolls

	Traditional worship site (50 years or more) 
	+2 to ritual rolls

	Historical ritual place (100 years or more) 
	+3 to ritual rolls

	Timeworn religious center (500 years or more) 
	+4 to ritual rolls

	Truly ancient ritual space (over 1,000 years old) 
	+5 to ritual rolls

	Material Components
	

	Symbolic Representations:
	

	None 
	-6 to ritual rolls

	Minimal (drawing) 
	-2 to ritual rolls

	Small belonging/ piece of clothing
	No bonus or penalty

	Harm ritual: Hair or fingernail clippings 
	+1 to ritual rolls

	Harm ritual: Photographs or blood samples 
	+2 to ritual rolls

	Harm ritual: DNA sample or video of target 
	+3 to ritual rolls

	Harm ritual: Target is present at the ceremony 
	+4 to ritual rolls

	Spiritual Symbols:
	

	No symbols 
	-3 to ritual rolls

	Amulet, talisman or drawing 
	No bonus or penalty

	Detailed symbols (engraved drawings, sculptures, idols) 
	+1 to +3 to ritual rolls

	Sacrifices:
	

	No sacrifice 
	No bonus or penalty

	Pood, drink or stimulants 
	+1 to +2 to ritual rolls

	Animal sacrifices 
	+2 to +4 to ritual rolls

	Human sacrifices to Corruptor spirits 
	+1 to +5 to ritual rolls to all other spirits -5 to ritual rolls

	Self-sacrifice 
	+1 for each 2 hit points lost

	Multiple Targets
	

	2 to 5 
	-4 

	6-10 
	-8 

	11-20 
	-12 

	21-50 
	-14 

	51-100 
	-18 

	101-200 
	-22

	201-500 
	-26

	501-1,000 
	-30

	1,001-5,000 
	-34

	5,000-20,000 
	-38

	20,000-50,000 
	-42 

	51,000-100,000 
	-44

	+ every doubling thereafter 
	an additional -4

	Area
	

	5 yards or less 
	no modifier.

	5 to 10 yards 
	-1

	10+ yards (to 100 yards) 
	-1 per 10-yard increase (-10 for a 100-yard radius).

	101 to 200 yards 
	-1 per 25-yard increase (-14 for a 200-yard radius)

	200+ yards 
	-4 per 100-yard increase

	Duration
	

	Up to 12 hours 
	no modifier

	Up to 1 day 
	-2

	Up to 1 week 
	-4

	Up to a month 
	-8

	Additional months (to 1 year) 
	-4 per month (-52 for a full year!)

	Each additional year 
	-4 per year


Ritual Elements

All rituals require three basic elements: 
· time to conduct the ritual, 
· a consecrated area attuned to the spirits, 
· and a number of material components. 
Normally, ritual magic is an involved process that takes a great deal of time and effort, unlike sword-and-sorcery spells that can be cast in the middle of a fight. These elements act as a focus for the caster’s will, making it easier to concentrate and achieve results; in the right quality or quantity, ritual elements can grant bonuses to the Path rolls. After eliminating any negative modifiers, all combined bonuses from elaborate ritual elements cannot exceed +15. It is possible, in an emergency, to dispense with these components. In theory, none of the elements of a ritual is necessary. Doing without them is possible, but modifies all Path rolls negatively. Cumulative penalties for lack of the appropriate elements have no limit: ill-prepared Initiates could have penalties of -15 or more!

Time

Rituals are meant to be conducted over a period of minutes, hours, or even days. This is required to set in motion the wheels of supernatural intervention. Repetition acts to focus the caster’s will and energy. Even after the ritual is over, the effects may not take place immediately. Most blessings and curses (see The Path of Luck, below), for example, take days to occur. The delay between a ritual and its effects is out of the magician’s hands, but the time to perform a ritual isn’t. Most rituals will take between 10 minutes and one hour to complete. More complex and powerful rituals may take several hours, or even days, to complete. Most of the time spent on the ritual deals with repetitive activities like chanting and dancing. 
Eliminating these elements makes the ritual more difficult (-2 to all Path rolls) but reduces the time to a mere 1d+2 minutes (time varies with each hurried ceremony). Reducing the ritual time to 1d seconds (basically just enough time for the magician to visualize the intended result and concentrate on it) puts him at -5 on all rolls. On the other hand, putting extra time and care into a ritual will raise the chances of its success. Repeating the same ritual once a day for several days gives a +1 modifier to the effect for every two days of ritual casting. The caster must dedicate at least half an hour a day to the ritual to gain this bonus. Extended rituals (more than three times the minimum time requirements) add +2 to all rolls. The effects will still not take place until the ceremony is over, whether it takes hours or days to complete.

Consecrated Ground

Traditional temples were considered to be consecrated ground. This is an area specially dedicated to rituals, and specially attuned to receive spirits. This requirement is not hard to fulfill. 
· An Initiate who must conduct a ritual without consecrated ground will have a flat -5 penalty. 

· An unmodified Ritual Magic roll and a service lasting 1d minutes (this time cannot be reduced), including placing candles, vever drawings, esoteric symbols and the like in a defined area, will effectively consecrate it for ritual purposes, although only for one ritual, and with a –1 penalty. 
· Properly consecrating the grounds for the ritual will require at least an hour’s ceremony performed every day for a week, in order to cleanse the area of any negative influences that might exist there. 
· A place that is constantly blessed and part of rituals will eventually acquire a mystical “charge” that facilitates any ritual conducted within its boundaries (see table, p. 81). Old hounfors or other mystic areas or temples (used for 20 years or more) grant a +1 to all ritual rolls. 
· Historical ritual places (used for 100 years or more) give a +3 to rolls. 
· Truly powerful mystical centers like Stonehenge (or any area used for 1,000 years or more) give a +5 to all ritual rolls. But these areas are usually claimed and controlled by an Initiate group that takes a dim view of outsiders using the place for their own purposes. (Stonehenge, for example, is the “property” of the Lodges, and woe to any unauthorized Initiate caught in the area at any time, let alone trying to conduct a ritual!)

Material Components

Material components include representations of the target and of the spirits involved in the ritual, sacrificial offerings, and occult badges of office. They can be as simple as a photograph, a small necklace, a candy bar and a ring, or as complex and bulky as a life-sized mannequin, a fully-stocked temple with statues and paintings, a small herd of animals and a set of robes, wands and staves. Simple ritual components allow the magician to conduct the ritual at no penalty, while very elaborate preparations provide several bonuses. 

Symbolic representations are necessary when the subject is the unwilling target of a ritual effect; willing recipients do not require special symbols for the ritual to work. Conducting a ritual without a good symbolic representation of the target has a penalty of -2 (if at least a good drawing of the person is available) to -6 (if only the subject’s name is known). Pieces of clothing or small articles belonging to the victim grant no bonus or penalty. Nail or hair clippings give a +1 bonus. Very good representations (photographs and blood samples) add +2 to skill level. A DNA sample (either an actual distilled laboratory sample or a computerized diagram of it) or video tape of the subject adds +3 to ritual rolls. Having the person present during the ritual puts the Initiate at +4 skill. This +4 applies only to potentially harmful rituals in which he presents a clearly unwilling victim to the spirits; part of the ritual would consist of painting the person’s body with arcane symbols, or mystically “marking” it in some way. 

Symbols of the spirits involved are also important. Even a drawing, an amulet or a talisman depicting the loas or spirits invoked will allow the ritual to be conducted without penalty. Having no representation of the spirits puts the Initiate at a -3 penalty to his Path rolls. Very detailed symbols such as sculptures and paintings give a bonus of +1 to +3.

Sacrifices are never necessary (and there is no penalty for not having them), but can help make the spirits more inclined to aid the magician in his task. Offerings of food, drink and cigars, among other things, can appease Voodoo spirits — spirits can taste or otherwise experience the offerings, by virtue of their being offered. The sacrifice of live animals also helps gain the attention of spirits. Food offerings provide bonuses of +1 or +2, while animal sacrifices may grant a bonus of +2 to +4 (if both food and animals are offered, only the higher bonus counts). Animal sacrifices may lead to trouble with the authorities, animal protection groups and other outsiders; Voodoo practitioners in the Western world who are discovered performing such sacrifices are often suspected of demon-worship and of plotting to sacrifice humans as well as animals. Human sacrifices, however, only attract Corruptor spirits, granting bonuses of +1 to +5 per person sacrificed. A human sacrifice conducted while contacting non-Corruptor spirits bestows an equivalent penalty to the ritual roll — the negative psychic energies of the sacrifice scare off or disgust the spirits! It is possible for Initiates to make a sacrifice of themselves to gain skill bonuses. This is something that is only done in extremis, under very desperate circumstances, because it is likely to have permanent effects on the caster’s health. For every two HT points “spent” during the performance of a ritual, the caster gets a +1 to any ritual roll. At the end of the ritual, whether it is successful or not, the character will receive wounds totalling the HT lost; these usually materialize as internal bleeding, bruises, tears of blood, stigmata, but may instead manifest as starvation or dehydration. These bonuses do not count against the +15 maximum bonus; the Initiate can add a bonus equal to his HT (meaning he will be reduced to -HT by doing this). Whenever a magician sacrifices his life force in this way, however, he must make aging rolls for all his stats (see p. B83), without adding any tech level, Longevity or Unaging bonuses. Multiple self-sacrifices in a short period of time (GM’s decision) will give penalties to the roll of from -1 to -5!

Resistance Rolls

Hostile rituals are always resisted; non-Initiates roll a Quick Contest between the modified Path roll and the victim’s Will; additionally, ordinary people may receive a penalty to their Will rolls depending on the strength of the ritual. Resistance rolls work differently for Initiates, who resist with their unmodified Will plus their level of Initiation. Many Path of Protection rituals resist hostile rituals with their own ritual skill level. The subject only resists beneficial rituals when he is unaware of the ceremony. In that case, he subconsciously senses the supernatural intrusion in his life, and instinctively resists it, as above, but his Will is reduced by 4. Causing fear and unease in a subject can weaken his ability to resist. Many magicians announce curses and other hostile rituals by leaving ritual elements where the target can see them (dead chickens, vever drawn on the victim’s doorstep, etc.). This intimidation attempt may backfire, however. Whenever a curse is “announced” in this way, make a reaction roll for the subject, modified from +5 to -5 depending on how intimidating the “announcement” is and whether the person believes in the supernatural (most Westerners will react at -1 to -3 against such threats, while a superstitious person would react at +5). On a Good or better reaction, the victim is intimidated and is at -2 to resist the ritual. On a Poor or worse reaction, the target’s reaction is the exact opposite of what was expected, and he resists at +3 to Will!

Multiple Targets Modifiers

Some rituals can affect a group of people, or even a whole nation or continent! When casting a ritual for or against a group, the caster or casters can define the targets, from a generic “everyone in the city” to “all redheads in the city” or “all redheads named Diana in the city.” Base the penalty applied to the roll on the total number of people that meet the magician’s specifications — a very general curse is likely to blow up in the caster’s face! The penalties for very large groups are prohibitive for most lone magicians (but see Combined Efforts, below). Use the previous table to determine the penalty for affecting a group of people.
Groups resist with a single roll of 12 if the population affected has few or no Initiates, at 14 if at least 10% of the population has been Initiated, and at 16 if over 20% of the group are Initiates. Groups made up entirely of Initiates, however, use the resistance roll of their most powerful member. Almost 1% of the world’s population has the equivalent of First Level Initiation. Other Initiates represent a much smaller percentage — about .02% combined (or one in 5,000), so the GM can assume a resistance roll of 12 for most situations. Even if the ritual succeeds, it may not affect everyone in the group. Groups of

10 people or fewer will always be affected. In groups between 10 and 100, the total number of people affected is equal to 10 people or half the total (75% on a critical success), whichever is greater, plus one person per point by which the ritual roll was made. Only 20% of groups bigger than 100 are affected (40% on a critical success), plus 2% per point by which the ritual roll was made (round up).

Example: Claudius the Adept, Seventh Level Initiate of the demiurges, curses a small Middle American town that dared offend his magnificence. He decides to send a Malaise curse down on them; his Path of Health skill is 24, and he has specialized in Malaise so that his skill level in that ritual is 23. He takes his time and uses a number of ritual aids, multiple castings and a number of animal sacrifices (mutilating locally-owned cattle), for a total bonus of +12; that gives him a base roll of 35. Since this is a small place, he casts the curse on all males aged 20-40 in the town. There are 89 such people, so the penalty is -18, which reduces the base roll to 17. The GM rules that there are enough minor spontaneous Initiates in town to give the group a resistance roll of 14. Claudius wins the Quick Contest by 6 points (a roll of 8 versus an 11), so half of the 89 adults, plus 6, a total of 50 people, fall prey to a nasty disease that strikes all of them within the week. The mystery plague sabotages the local economy as the town grinds to a halt. Only a handful of the victims die, but damage to the town’s finances and

morale is severe.

Combined Efforts

When two or more sorcerers or priests combine their efforts, they can attempt very powerful rituals. Many ritual effects, especially those which affect a great number of people or a large geographical area (see above), can have skill penalties that range from -20 to -100 or more! These are obviously beyond the power of a single caster. When a group of casters attempts a potent feat, the skill penalty is divided evenly among the casters (rounded up). Furthermore, the number of points by which their combined rolls are made (after calculating penalties) are added together to determine the total effect of the combined ritual. Only penalties related to the ritual effect (multiple targets, area and duration) can be shared in this way. Default penalties and penalties caused by not using proper ritual elements (see p. 68) apply equally to each caster; by the same token, bonuses granted by ritual elements are also applied individually. The casters must conduct the ritual at the same time. They can be in different places, but if they are out of each other’s sight they all are at -1 skill. If they are in different places but have contacted each other through the dream world (see p. 20), they have no penalty. At the end of the ritual, everyone rolls against the appropriate ritual skill. If any of the casters fails his roll, the whole ritual fails. Any critical failures also affect the entire group. Effects that require a resistance roll use the average of all modified skill levels involved, at +1 for every caster involved, in the contest against the victim’s Will (see p. 71). Besides these dangers, the casters are very vulnerable to treachery from within. The link between them can be used as a conduit for attack. If one of the Initiates involved in the combined ritual casts a harmful ritual at another participant, the original ritual fails automatically and the subject gets no resistance roll!

Example: Six Voodoo Initiates wish to create a sanctuary where anybody who is not a member of their hounfor will be struck by a Malediction. Their skill levels in Malediction or the Path of Luck defaults are (from greatest to least) 17, 16, 15, 15, 13 and 12. The area protected has a radius of 5 yards (no modifier), and will last two months (-12). The Initiates’ careful use of ritual elements gives each of them a bonus of +4 to their roll. The -12 penalty is divided evenly among the six Initiates (-2 to each), for a net bonus of +2. All of the rolls are successful, and a Malediction curse with an effective skill level of 27 (their average modified skill of 15, +2 per caster involved) will strike any outsider who enters the place.

Area and Duration Modifiers

Some rituals can be cast to affect a given area, for a given period of time. Anybody who enters the area or who performs certain activities in the area will be affected by the ritual as if it had been cast on him personally. The ritual involves mystically defining the affected area’s boundaries, using drawings, mystical cornerstones and similar elements. During the ceremony, the magician must determine what activity must occur in the area to trigger the ritual effect. Some examples: a sacred site protected by a powerful curse that affects anyone who disturbs it; a small stream that grants the effects of a Path of Health ritual of the caster’s choice to anyone who drinks of it; a doorway enchanted so that crossing it will summon a hostile loa; and so on. Conducting a ritual over a large place will require the efforts of several magicians working together. The modifiers for “area-effect” rituals are determined by the radius of the area affected in the previous table.
Duration determines how long the ritual effects last once the area is defined. Very powerful groups of magicians can affect an area for years or even centuries! See the previous table for duration.
Area-effect ceremonies require one roll, after all penalties have been set, to determine if the ritual works. When the effects should be triggered, roll again against the modified ritual roll to determine whether the effect will work at that time. A critical failure on any of these triggered rolls causes the ritual effect to stop working for 1d weeks — or altogether, if the duration is less than that time.
Charms
Many rituals are conducted around a charm, a small object empowered to grant benefits or protection. Only one charm of each type can be worn at a time. Many protection charms will break if their effects have lapsed or if they fail in their purpose. Accidentally or purposefully breaking the object will also negate its beneficial effects. Most charms also work best when worn in direct contact with the skin, and at all times. Both Voodoo and Lodge charms tend to be pieces of jewelry. Necklaces, pendants, earrings and bracelets are the most common. Voodoo charms are commonly hand-made of wood, sea shells, feathers and bone. The Lodges favor precious stones and

metals, especially bronze and silver. The intrinsic value of the object is not a factor in the power and effectiveness of the charm. The only factors are the power of the ritual caster, and, in some cases, the Initiation level of the wearer.
Focus and Fetish: see GURPS Spirits
The Path of Dreams 

Through the use of these rituals, magicians gain access to the dream world (see p. 20), which in turns enables them to reach and manipulate other people’s dreams, as well as their own. While in the dream world, the caster can conduct other rituals, although these will only affect any “dream selves” in the area, and not the physical bodies of normal people; thus, a Health ritual would heal the target’s dream persona, but not his physical body.

Dreamwalk 
Defaults to unmodified Path of Dreams 

After conducting this hour-long ritual, the magician enters a trance. After a period of disorientation, he will start to dream. At first the caster himself will determine the surroundings (see sidebar, p. 20), but encounters with other travelers in the dream world may change the scene. The sojourn to the dream world can last as long as the magician wills it; to leave, all that is necessary is a Path of Dreams roll — unless an outside force is attempting to detain the visitor there (see below).  

Dream Shackles 
Defaults to Path of Dreams-8 

This powerful ritual will imprison the soul of the subject in the dream world for an extended period of time. The target will find himself unable to wake, and will wander in the dream world while his body remains in a deep sleep. The ritual will take effect the next time the target falls asleep, or immediately if the hourlong ritual is conducted while he is asleep. The imprisonment period will last two hours for every point by which the magician wins the contest between his Dream Shackles roll and the target’s Will or Path of Dreams skill (whichever is greater). During that time, other Dream rituals can affect the victim, and he will not be able to wake up. Also, his body will be helpless against physical attacks — if his room were set on fire, he would burn or suffocate to death without being able to awaken.  

Dream Visitor 
Defaults to Path of Dreams-2 

The magician can enter someone else’s dream. The subject must be asleep while this 10-minute ritual is conducted, and resists with his Will. If the ritual is successful, the caster falls into a trance and, after a brief sojourn in the dream world, will enter the subject’s dreams (a side effect of this ritual is that the subject will immediately fall into REM sleep after its successful completion). Once there, the caster can try to reshape elements of the dream by imposing his will on the environment. The traveler can send messages, deliver warnings, create pleasant images or inflict nightmares on the dreamer. The dreamer will always remember the content of these dreams. 

Dream Sanctum 
Defaults to Path of Dreams-3 or Path of Protection-6 

A dream sanctum is usually created around an object or area (see p. 73) in the material world to resist intrusions or attacks from the dream world. If the subject moves away from the protected space by a Dream ritual, his dream self is vulnerable to attack in the dream world. 

Night Terrors 
Defaults to Path of Dreams-5 

This ritual inflicts terrifying nightmares on the victim the next time he goes to sleep. He resists normally (see p. 71). The ritual takes 1d hours to cast; during that time, the caster visualizes the basic elements of the nightmare. The nightmare itself lasts 1d minutes; during that time, the subject’s body becomes totally rigid. Even if the target realizes he is suffering a night-mare, waking up before the dream is over requires a Will roll at -6. At the end of the dream, the target must make a Fright Check, at -2 for every point by which the caster won the contest. Failed Fright Checks may result in psychological or even physical damage (see p. B94). If the ritual is used successfully against the same target for several consecutive days, the Fright Checks become more severe, suffering an additional -1 per day. Some Initiates have driven a subject insane, or even killed him, by repeated use of Night Terrors. 

The Path of Health 

These ceremonies can be used for good or ill, to cure disease or inflict it. The principles are the same, so skill at healing also means skill at hurting. 

Succor 
Defaults to Path of Health-4 

This ritual includes dressing an open wound and applying a plaster of curative herbs, sugar (which helps clot the blood) and other substances that also act as rudimentary antiseptics. This takes 5d minutes. At the end of the ritual, the wounds are considered to be bandaged, and if the caster has First Aid, they gain the benefits of a successful First Aid roll at the appropriate tech level (see p. B128). The caster then rolls against his Succor skill; on a successful roll, the effects of the ritual will last for one day per point by which the roll was made (a minimum of 1 day). A failure means the patient will receive no extraordinary benefits. The effects of the ritual depend on the Initiation level of the caster. If the caster was of the Third Level or below, the subject makes three HT+1 rolls per day to regain lost hit points. For a Fourth Level Initiate, the subject gets to make six HT+1 rolls per day to recover from injuries. Having a higher-level Initiate conduct the ritual will allow one HT+1 roll every two hours. 

Evil Eye 
Defaults to Path of Health-7 

This is one of the most powerful Health ceremonies, but is very risky. The caster must conduct the ritual upon himself, invoking a powerful spirit and temporarily binding it to his person. This ritual takes one hour to conduct. At any time during the next 24 hours, the caster can try to kill one person with a glance! At any time after the ritual is done, the magician can activate the spell by making eye contact with his target. The caster and the quarry roll a Quick Contest of Wills + Initiation Levels (if any). If the caster wins, the target has to make a HT roll at -1 for every point by which the Evil Eye roll was made. If the subject makes his HT roll, he is wracked by nausea and a feeling of general illness; his ST and DX are reduced by 2d each, and if either attribute is reduced to 0, the target passes out. On a failure, a severe effect strikes his body: the actual symptoms may be those of a heart attack, a stroke, kidney failure or any such sudden ailment. He is immediately reduced to 0 HT and collapses. If First Aid is not applied in HT minutes, he will die. The same will happen if he does not receive medical attention at TL 6 or better (or magical assistance as described below) in HT hours. Even then, his survival will be in the hands of the attending physicians: they must make two rolls, one against Physician-4 and one against Surgery-4. If an Initiate uses his powers to help, the victim may have a greater chance. A Dose ritual (see below) or a Faith Healing roll can substitute for the medical treatment. If the attacker loses in the Quick Contest, he is affected in exactly the same manner as if he had been the target: as usual, the spirits invoked in this ritual are not terribly particular about who they destroy! Ties bring about no result. Whatever the outcome, the ritual will only affect one person; it works well for assassinations, but not against a mob or more than one foe. 

Malaise 
Defaults to Path of Health-5 

This ritual inflicts a disease on the subject. Depending on the skill and the intent of the caster, this illness can be light, severe or life-threatening. Like most of these curses, two rolls must be made, the second to protect caster and client from the disease spirits they have invoked. The subject resists with Will and his Level of Initiation, if any. A successful Malaise roll will infect the target with a disease of some sort (see p. B133). Every two full points by which the magician won the contest modifies the HT roll to resist the disease’s effects by -1 (if the contest was won by less than 2 points, the victim resists the disease with his unmodified HT). Medical attention will help in the usual way, unless the caster won the contest with a critical success, in which case the disease will be extremely rare or resistant to normal antibiotics. The caster cannot specify the nature of the disease (that is up to the spirits, and the GM). 

Vitality 
Defaults to Path of Health-3 or Path of Protection-4 

Commonly used on an amulet or charm, Vitality protects the subject from illness. The amulet created by this 2-hour-long ritual will protect the wearer against one possible infection or contagion (see p. B133); the subject will not be infected by the disease unless he rolls a critical failure on a HT roll. If the wearer is the target of a Malaise or Evil Eye ritual, the hostile ritual must first win a Quick Contest against the Vitality ritual before attempting to affect the target. 

Dose(Analeptic) 
Defaults to unmodified Path of Health 

This ritual can cure disease and any long-term ailment (from arthritis to a heart condition). The severity of the ailment and the physical condition of the patient determine the difficulty of the ritual (a cancer-ravaged body is much harder to help than that of an 18-year-old athlete). The ritual is conducted around the patient, lasts 1d hours, and includes the use of aromatic herbs and oils on the affected body parts. At the end of the ritual, the caster makes his roll. On a success, the symptoms and eventually the disease are eradicated over a period of 3d days. Modifiers: The ritual has a base penalty of (patient’s HT-12); if the patient has a HT of 12 or higher, there is no bonus or penalty. Add the caster’s Level of Initiation to the roll. He is at +1 against simple ailments (common cold, mild allergies, minor infections). Moderate ones (bronchitis, moderate infections, fevers, smallpox) he cures at no penalty. Tougher ailments like malaria, tuberculosis, and severe infections put him at -4. Against a congenital heart condition he would be at -7, and against AIDS he would be at -15! 

The Path of Luck 

These ceremonies directly affect probability (see sidebar, p. 12), as directed by the will of the caster and the power of his spiritual assistants. Both good luck (blessings) and bad luck (curses) can be “created” through the effects of these rituals. The weather can also be affected in this way, although it requires a great deal of effort. Luck ceremonies also allow the magician to get visions of the future, although such predictions are not always reliable (see sidebar, p. 16). Listed below are several common examples. 

Rainmaker 
Defaults to Path of Luck-5 

This ritual, and all weather rituals, increase the probability of a desired climate change. The ritual affects an area, but does not use the area modifiers on p. 73. Instead, a successful ritual will affect a radius of (caster’s Initiation Level/2) miles. For every point by which he makes the ritual roll, add +1 to the chance of rain. The GM must decide what the normal chance of rain was in the first place, and convert the percentage to a 3d roll (use the chart on p. B45). The effects of the ritual will occur in 12 hours; if the caster wants rain sooner, he is at -1 for each hour he wants to subtract from the total; when reduced to one hour, each minute subtracted from that hour increases the penalty by -1. Having the rain occur one minute after the ritual is complete would put him at -70! 

Chaperone (Palladium) 
Defaults to Path of Luck-3 

This one-shot amulet of protection, commonly shaped like a sword or cross, will safeguard the wearer against one danger, threat or curse. Investing it with spiritual powers requires an hour-long ceremony. The charm must be worn next to the skin. The wearer may be the only survivor of a train wreck, or untouched by a drive-by shooting that hits other bystanders. Also, any minor or moderate curse (such as Journeyman’s Curse and other rituals that do not directly threaten the life or soul of the victim) will automatically fail against the protected party. When the charm has acted, it will break and become useless. Charms cannot be saved or hoarded; only one charm can be made for one person at any given time, and no other can be created until he has used up the previous one. Against a major curse like Malediction, or a ritual cast by a powerful Initiate (Fourth Level or greater), the charm will only delay the mystical attack. This delay is equal to 1d days per Level of Initiation of the creator of the charm. During that period, the wearer of the charm will be plagued by nightmares that indicate he is beset by antagonistic spirits, barely kept at bay by the charm. (He may seek help in time, if he understands the dreams!) 

Journeyman’s Curse 
Defaults to Path of Luck-3 

This ritual harms a person in the performance of his job. The ritual takes about six hours to perform, spread over six days. If the first ritual roll is successful, the subject will suffer a mishap at work at some time in the following 3d days. Specifics are up to the GM (the boss walks in while the target naps on the job, his computer loses a week’s worth of work, the dog eats his performance report), but the result is equal to a failure on the Jobs Table. This can range from a mere loss of income to actual injury, depending on the job. A critical success with the ritual results in a critical failure for the target on the Jobs Table — the mishap is so severe that it severely injures him, or causes him to lose his job. If the second roll fails (whether the first one succeeded or not), a spiritual backlash affects both client and caster. Thus, if the first roll was a critical success and the second a critical failure, both the client and the target suffer the equivalent of a critical failure on the Jobs Table! Such is the nature of magic in the Shadow War. 

Money Maker (Windfall) 
Defaults to Path of Luck-2 

This ritual consists of associating several symbols of financial prosperity with the subject of the ritual. Within 2d days of its successful completion, the subject will receive an amount of money equivalent to one-fourth his monthly income (or $100, whichever is greater), multiplied by the amount of the roll’s success. The money doesn’t materialize out of thin air; instead, the person benefits from some stroke of luck (he wins the lottery, he gets an unexpected inheritance, an old debt is paid back, and so on). A critical success brings him the equivalent of two months’ income (or $1,000, whichever is greater), multiplied by the amount of the roll’s success. A failure simply means that no money is forthcoming. A critical failure works the other way, with the subject losing money at the same rate he would have gained it on a normal success. Or he may get money through a stroke of bad luck (for instance, a loved one dies and the insurance pays off ). 

Malediction 
Defaults to Path of Luck-8 

This powerful ritual has great risks for the caster and the client. Its object is to bring great harm upon the target, leading to his ruin, injury — and probable death. The second roll (see p. 74) is done at -2 skill (for a total default value of Path of Luck-10!) As with all rituals of this type, the GM should make this second roll in secret. Normal humans resist the ritual with Will-2. Starting the night the ritual is completed, nightmares plague the victim for several days. These nightmares will have elements of the sorcery, and may give the victim clues to the identity of the people wishing him harm. Within a week of the last day of the ritual, the first effects will become apparent. Misfortune will hound the target. The first consequence will be the equivalent of a critical failure on the Jobs Table. After 1d days, he will offend or otherwise drive away most relatives and friends: make a reaction roll for every person or group the person associates with, at -2 per point the ritual roll was made by. On a Bad or worse roll, friends and loved ones will turn their backs on him. He could cause this with an inadvertent offense, or unlucky “accidents” (his wife discovers that he had an affair years ago and leaves him, he runs over his best friend’s dog, and so on). Finally, 1d days after that, the victim will suffer a horrible accident or act of random violence (a car accident, a fall down a skyscraper elevator shaft, a blow from a falling safe, a run-in with a marauding band of fanatics, or some such mishap). As a result, the victim will take the equivalent of 3d of damage per point of the ritual roll’s success (minimum 3d)! At any point during the Malediction, the victim may realize he is the focus of a curse, and seek help from a houngan or other occult practitioner (see Path of Protection, p. 78), who might save the victim before the most serious effects take place. The Malediction ritual is very strong, however, and protective ceremonies are at -4 against it! If he finds the caster and somehow persuades him to lift the curse, the effects on the victim will stop — and will then affect the client (since sometimes the caster and the client are the same person, the caster may be very reluctant to do this). The most drastic solution is to kill the caster before the Malediction runs its course… this will also lift the spell. In some cultures, the community considers killing a witch suspected of casting a Malediction on the murderer to be self-defense. 

Stroke of Luck 
Defaults to Path of Luck-1 

This is a simple but broad ritual designed to solve a minor problem or grant the subject a measure of good fortune. The ritual takes about ten minutes to conduct, and often involves anointing the recipient’s head with special oils to make him attractive to protective and beneficial spirits. Over the next 2d days, the subject will enjoy one small success or lucky break for every two points of the ritual roll’s success (at least one). Alternatively, one problem in his personal or professional life will be solved. Some examples: a co-worker who was previously rude or uncooperative apologizes and acts friendlier; he finds a $20 bill on the street; he decides not to order the three-alarm chili at the new Tex-Mex restaurant, and avoids a violent bout of stomach trouble. The effects of this ritual will not be spectacular or life-changing; neither will they protect against life-or-death situations, although the ritual might (GM’s option) tilt the balance in his favor — say, an assassin’s bullet misses his heart, leaving him seriously wounded, but still alive. Any such intervention will “use up” the effects of the ritual, no matter how many “breaks” were left. If the subject of the ritual is an Initiate, add his Initiation Level to the ritual roll. 

Vision of Luck 
Defaults to Path of Luck-5 

This divination ritual shows whether good or bad luck awaits the subject in the future. Results are usually vague, and describe what may happen if the subject picks a course of action. Most of these rituals use aids such as Tarot cards, conch shells, animal entrails, etc. On a successful roll, the caster will get an answer to a question pertaining to the consequences of an action. The answer will tend to be simple, preferably limited to one or two words or a short answer. For example, if the question were “Should I return to Haiti?” some possible answers could be “No,” “It’s dangerous,” “Yes, but great danger awaits,” and so on. 

Lost and Found (Locate) 
Defaults to Path of Luck-5 

This ritual can be used to find both people and objects. The ritual lasts 10 minutes, and its effects apply to one person (who may or may not be the caster). On a success, every two points the ritual roll was made by (minimum of +1) give the recipient a +1 to any search rolls (using Alertness, IQ, Area Knowledge or any other applicable skills) relating to the ritual’s target. This bonus acts as a “gut feeling” indicating whether the searcher’s efforts are aimed in the right direction, increasing the likelihood that the search will be successful. The effects of the ritual last until the object or person is found, or until 2d days have passed without success. 

The Path of Protection 

Protection ceremonies keep spiritual or physical threats away from the subject. 

Curse Sanctum 
Defaults to unmodified Path of Protection 

This is the simplest ritual of protection, and is cast periodically on people who fear they may become the target of a curse. Most Initiates who are active in the Shadow War cast it on themselves as a matter of course, as a first line of defense against magical attacks. It simply sets up a spiritual barrier around the subject, helping dispel negative psychic impulses from rituals or hostile spirits. The Curse Sanctum ritual takes one hour to conduct. On a successful roll, the first hostile ritual that tries to affect the subject must first win a Contest of Skills with Curse Sanctum; roll every hour until one ritual or the other fails. Even if the Curse Sanctum ritual fails to protect the subject, it will delay hostile magic rituals for 1d-1 days. 

Soul Cleansing 
Defaults to Path of Protection-4 

This ritual eliminates any ongoing curse (such as a Malediction or Malaise) that is currently affecting the subject, if it wins a Quick Contest of Skills with the hostile ritual. The sooner this ritual is conducted, the easier it is to defeat the curse. If conducted when the first symptoms appear, the Soul Cleansing is at +3 in the Quick Contest of skills. On the other hand, if the curse is already close to its final stages, rolls to dispel it are at -3. Even if the Soul Cleansing fails, the caster may (on a successful Occultism or Theology roll) find out something about the source of the curse. 

Reversal of Fortune 
Defaults to Path of Protection-3 

This protection ritual can redirect an attacking hostile ritual. Two rolls are involved, one to “fix” the protection ritual on the subject, and another to resist the first hostile ritual directed at him. If the Reversal ritual wins a Quick Contest of skills, the hostile ritual affects its caster as if he had been the subject. Some Voodoo bizongues call this ritual Curse Mirror, and cast the ritual on a charm, usually a mirror. Only one blessed mirror can be carried at the time. The ritual works as above, but if it loses the contest, the mirror shatters, warning the recipient that his defenses have been pierced. 

Sanctuary (Aegis) 
Defaults to Path of Protection-4 

This very powerful area-effect ritual (see p. 73), when cast at a high enough Power level, virtually guarantees that no hostile rituals or spirit entities will enter the protected area. The caster determines the Power of a sanctuary. Subtract this Power from any ritual roll directed across the ward’s boundaries, or from the Will of a spirit attempting to enter or leave the area (the spirit must roll against his modified Will to penetrate the barrier). Hostile In-Betweeners can roll against their modified ST or Will, whichever is greater, to try to enter a protected area. In addition to normal duration and area penalties, the ritual is at -1 per 2 Power levels of the refuge. Wards can be as powerful as the magician can make them; Powers of 30+ are not uncommon among areas that are important to a Lodge circle or Voodoo hounfor. Sanctuaries are not impregnable, however. Hostile spirits can slowly wear them down and eventually break through. For every (Sanctuary Power level) Fatigue points that a spirit spends, the spell’s Power drops by 1, for that spirit only. If (Power level) spirits all manage to reduce a ward’s Power by 1, then the overall level is reduced for every spirit or hostile ritual! If enough loas or animas attack a barrier, it will collapse in short order. In- Betweeners are even worse; they can inflict Thrust damage on the barrier once per second, reducing its power by 1 for every (Power level) points of damage they inflict on it! This reduction only affects the In-Betweener, however; no other spirits or In- Betweeners will benefit from it. Example: A Power 20 Sanctuary will be reduced to Power 19 if a spirit spends 20 Fatigue to weaken it; this reduction only affects that individual spirit. If 20 spirits each spend 20 Fatigue, they can permanently reduce the overall power of the Sanctuary to 19; if they did this once a day, the ward would collapse in under three weeks, or drop to an ineffective Power level even sooner. Once a ward is set up, a new one cannot replace it unless the first is removed by another ritual (which takes 10 minutes). This means that a group of Initiates who are besieged by hostile spirits cannot keep recasting the Sanctuary ritual to keep them out. The casters of the original ritual can check the state of the spell by making an unmodified Path of Protection roll: they will perceive it as an energy sphere, and can sense any weakening in it. 

Ghost Shirt (Achilles’ Shield) 
Defaults to Path of Luck-7 

This blessing works to turn away bullets, spears and other ranged attacks. The ritual doesn’t magically deflect bullets; instead, it reduces the chances that they will hit someone. Since most war injuries result from random events (shrapnel, fire that is not aimed at a particular person, etc.), the spell will be very effective at keeping people from being hurt in combat, but will do little in the way of defending them from attacks deliberately aimed at them. Furthermore, it is not the caster’s but the recipient’s link to the supernatural that determines the effectiveness of this ritual! The ritual empowers a charm, which the subject must wear next to his skin. The charm will only work for the person it was made for; anybody who steals the amulet will get no benefits from it. The modifiers on p. 73 determine the duration of the protection. If cast on a non-Initiate, the ritual will prevent random attacks from hitting him, unless the attack roll was a critical success. It will not affect deliberate attacks (during a duel, or if a sniper specifically aims at the subject, for example). If the subject is a First to Third Level Initiate, the spell protects him from random attacks completely (no attack that wasn’t specifically intended to hit him will ever hurt him — he will never be an “innocent bystander,” or hit by “friendly fire”). Even deliberate attacks are at -3 to hit. Deliberate attacks on Fourth or Fifth Level Initiates are at -5 to hit. Sixth Level Initiates or higher become nearly invulnerable to ranged attacks — only a critical success will hit them! Any other attack roll will result in a miss, or even a critical failure, depending on the situation. This ritual does not protect against hand-to-hand attacks, which require a deliberation and effort of will that magic rituals cannot easily deflect. Anti-colonial movements, from the Ghost Dancers to the Chinese Boxers, used many versions of this ritual; they worked until the Lodges neutralized them with their own powers. 

The Path of the Spirit 

This Path deals with all rituals relating to the spirit world. Spirit rituals affect loas, animas and other spirits, as well as the souls of humans, both living and dead. 

Spirit Searcher 
Defaults to Path of the Spirit-4 

A spirit is summoned to search for a person or object. The ritual lasts 3d minutes; the caster is at an additional -2 if no symbolic representations of the object or person to be found are used. (This -2 applies even if the Initiate can normally disregard material elements.) Other modifiers: -1 to -5 if the object or person is very well hidden; if this ritual seeks an Initiate without his consent, he can resist it with Will plus Initiation Level. And any protection ritual that keeps spirits away will also work against Spirit Searcher. The ritual summons a minor loa or anima, who forges a link with the target of the ritual, and will “home in” on it supernaturally. Often, the ritual uses some tool to help guide the caster toward the target. Typical tools include a pendulum (which swings faster the closer it gets to the target), a magnetic compass (which aims in the direction of the target) or a dowsing rod. 

Mastery (Dominion) 
Defaults to Path of the Spirit-3

This ritual is usually “tacked on” to a summoning ritual to make sure that the spirit being brought into the caster’s presence follows his orders. The caster can command the spirit to perform one task for every point by which he wins the resisted ritual roll (see p. 71). A task can be any short action in a combat situation, or one long action otherwise. The caster must specify what spirit powers the entity must use to accomplish the task. If the spirit is unable to comply (for example, if the caster asks it to do some feat it doesn’t have enough Fatigue to accomplish), the ritual will fail automatically. “Instant” versions of this ritual allow high-powered Initiates to direct spirits for effects like a sword-and-sorcery “spell” — for example, commanding a spirit to throw objects at the target, or having several spirits lift him so he can “fly” through the air, and other superhuman feats. Chapter 4 lists the abilities of spirit entities. 

Ritual of Slaying 
Defaults to Path of the Spirit-5 

This ritual will sever an In-Betweener’s connections to both the spiritual and material world, damaging or even destroying the creature. The ritual has a penalty equal to the total ST and HT of the monster! This means that only a group of magicians has any hope of destroying the more powerful In-Betweeners. Also, the In-Betweener must be present for the ritual to work at all — and unless the ritual is quick, the creature must be restrained in some way. In addition to these penalties, the ritual is resisted normally (see p. 71). For every point by which the ritual roll beat the resistance roll, the target takes 1d of damage; if this damage reduces the monster’s HT (not hit points) to 0, the brute is utterly destroyed. 

Ritual of Banishment 
Defaults to Path of the Spirit-4 

This works like the Ritual of Slaying, but it affects spirit entities such as loas, animae or ghosts. 

Soul Zombie 
Defaults to Path of the Spirit-6 

This ritual and the similar Raise Zombie (see below) are commonly taught in the Voodoo tradition of magic, although other cultures use similar versions. The Soul Zombie ritual captures the soul of the target, making him vulnerable to the magician’s influence. If the resisted ritual roll is successful, the target will resist any other hostile ritual the magician aims at him at -10 to Will! He imprisons the soul of the victim in a bottle or similar container; breaking the bottle will release the soul and eliminate the resistance penalty. If a victim of this ritual is killed, his ghost must remain on Earth, under the magician’s control, until he releases the soul. 

Raise Zombie 
Defaults to Path of the Spirit-4 

This ritual requires a special poison, made from a number of strange ingredients (among them the poisonous glands of a blowfish). Only Voodoo Initiates of the Third Level or higher know how to manufacture it. The poison can be ingested, used as a blood agent, or breathed in as a powder. Within HT hours of being exposed to the poison, the victim collapses for 36-HT hours; he retains full consciousness, but cannot move. His breathing slows to the point that it cannot be normally recorded; neither will a heartbeat register. This deathlike state is so profound that most doctors will only detect signs of life on an unmodified roll of 3 or 4 against their Diagnostic skill! Informed doctors will discover their patient is still alive on a Diagnosis-5 roll. The victim, still fully aware of what is going on around him, is usually declared dead and buried. Many victims lose their sanity at this point, but if rescued have a chance of resuming normal lives. The second component of the ritual precludes this, however. While the victim is buried and helpless, the Raise Zombie ritual is conducted; due to the situation, he resists at Will- 5. If successful, the ritual transforms the victim into an obedient automaton with High Pain Threshold and 10 levels of Weak Will! Then the magician and his assistants unearth him, to become the slave of his creator. Zombies are sometimes possessed by minor spirits, raising their strength and endurance. Most often they are used as beasts of burden or sold as slaves. 

Turn the Beast 
Defaults to Path of the Spirit-3 or Path of Protection-6 

This ritual can be conducted on a person or an area. Any In-Betweener or Devourer must win a Quick Contest between the ritual level and its Will-5, or it will find it too painful to face the person or enter the protected area. Even if the creature overcomes the ritual, it will be at -1 DX and IQ as long as it remains within the ritual’s area of effect. The area protecting an individual is equal to (subject’s Will/3) yards; area-effect rituals use the rules on p. 73. 

Turn the Spirit 
Defaults to Path of the Spirit-2 

The ritual makes it painful and difficult for spirits to approach the protected area or person. It works like Turn the Beast (see above) but on spiritual entities. When successfully cast on a person possessed by a spirit, this ritual will expel the spirit from its victim. 

Command (Beckon) 
Defaults to unmodified Path of the Spirit 

This ritual will summon minor manifestations of loas and gods (see Chapter 4), minor spirit servants, ghosts and similar entities. The caster must know the name of the entity being summoned. Willing beings will appear on a successful roll, but reluctant spirits (and most are reluctant) resist with their Will-3. The spirit will appear in the area, and may or may not be communicative or helpful. A spirit can be summoned to appear within a warded area (see p. 78), provided the caster that summoned the spirit was one of the refuge’s creators. 

Call (Invoke) 
Defaults to Path of the Spirit-4 

This summons moderate manifestations of spirits. 

Invite (Summon) 
Defaults to Path of the Spirit-7 

The caster summons the greater manifestations of loas and gods — and then must figure out how to deal with the arrivals, since such spirits take a dim view of being called without their consent. 

Roleplaying Rituals

The actual steps of a ritual are mechanistic, even boring. GMs should emphasize the occult significance of rituals, rather than the process itself. The ritual connects the Initiate to the spirit world, opening a window into the supernatural. When the ritual works, it translates participants to an altered state of consciousness. Strange things can occur while the ceremony is conducted; this is particularly true of more powerful or intricate rituals. Sometimes the magician sees images from the past or future. These may relate to the purpose of the ritual. For example, a magician cursing an enemy might see flashes of past encounters with him. These images could either reinforce any animosity he feels for the target, or make him waver (by showing a positive side of the victim, for example). Or he might see his target (or himself!) being struck down by misfortune. The flashbacks could become even more extreme, becoming full-fledged hallucinations. The caster could suddenly find himself clad in furs, performing the ceremony in a cold cavern while a sabertooth tiger roars in the distance, or dancing around a bonfire in a tropical jungle, or even performing the ritual on a virtual-reality computer while floating in low Earth orbit. The images can belong to past incarnations of the Initiate, or even pieces of the lives of other people involved in the ritual (such as the magician’s client or target). The act of summoning spirits can often attract other entities unintentionally. If the Initiate is not working in a warded area (see p. 78), he may be visited by the ghosts of relatives or acquaintances, other loas and even hostile spirits! Most of the time, the interlopers will make only a brief appearance (just long enough to speak a sentence or let the magician catch a glimpse of them) and then they will be gone. These apparitions provide a good opportunity for GMs to drop hints, warnings, or red herrings. GMs can either roll randomly for these events using the Flashbacks disadvantage (p. B240) or throw them in at his whim. The most extreme disruptions might require the magician to make a Ritual Magic or Will roll to continue performing the ceremony. Throwing in these situations once in a while will make rituals the uncertain, powerful events they should be, rather than a purely mechanical activity.

Mystic Symbols

Some common ritual aids used by Voodoo and Lodge magicians are described below, along with their uses. 

Asson: This hollowed-out calabash filled with snake vertebrae symbolizes the loas Damballah and Ayida-Wedo (see p. 87). During the ceremony, the magician paces or dances through the ritual area, shaking the rattle and invoking the names of Damballah and other loas. A consecrated rattle (see the Mystic Symbol advantage, p. 60) is an effective exorcism tool, used  to expel evil spirits from an area or person in the name of the snake gods. 

Broom: This humble domestic tool has a place in Voodoo and among some Lodge practitioners (especially the Old-Religioninfluenced Servants of Hecate — see p. 28). Users sweep an area with a consecrated broom to represent removing bad influences, curses, or antagonistic spirits from the place. Similarly, miniature brooms are used to exorcise evil spirits from the sick.

Chalice: Cups, bottles and drinking glasses are used by most mystical traditions. The legend of the Holy Grail may have originated from ancient Lodge practices. Chalices hold the blood of sacrificial animals, or some liquid that symbolizes a spirit. Lodge chalices are usually very ornate, made of silver or gold and inscribed with mystical symbols. Voodoo cups are simpler, made out of wood, glass or clay.

Diloggun: The diloggun are 18 sea-shells used for divination. This works in a manner similar to the I Ching: each pattern refers to one phrase or saying, which is then interpreted according to the situation.

Eleke: Also known as collares (Spanish for necklaces), elekes are beaded strings used as sacred necklaces or bracelets in Santeria. Each eleke is dedicated to a specific orisha: the most common necklaces belong to Obatala (white beads), Eleggua (red and black beads), Oshun (amber beads) and Chango (red and white beads). Elekes are used as protective amulets (and are often consecrated with rituals of Protection or Luck). In rituals, the santero will wear the necklaces of the spirits he wishes to contact.

Herbs: Voodoo is at its roots a nature religion, and considers certain plants, herbs and fruits to have mystical properties. They are used in rituals both as symbols of the loas and for direct medicinal purposes. Many Voodoo Initiates also know a great deal of herbal and traditional medicine.

Sword: The sword is an important symbol of Western mysticism, and also has a place in Voodoo magic. The Brethren usually use long daggers, while Voudounistas use knives or machetes. Western magicians carve runes and arcane symbols on their blades, while Voodoo practitioners make drawings of Oggun (see p. 91) on the blade’s handle.

Potions: Both the Lodges and Voudounistas make use of potions, philters and oils in their rituals. As with herbal medicines, potions have both symbolic and practical purposes. Many potions contain hallucinogens to help the Initiate attain an altered state of awareness, or narcotics to reduce the defenses of a victim. A little poison sometimes enhances a curse: witches and Voudounistas have both been accused of being poisoners are well as magicians, not entirely without cause. The act of imbibing a potion (whether or not it is chemically effective) serves as a powerful symbol of accepting or “inviting in” the spiritual forces that will carry out one’s desire.

Examples of Rituals In Play

Leon completed the incantation. “Come on!” he shouted in heavily accented Creole. “Come here, Rupert! By Baron Samedi, I command you. By Baron Cimetie, I call you to my side. By Legba, I open the doorways for you.” A tingling feeling over Leon’s scalp presaged the arrival of the ghost. His supernatural senses soon allowed him to see Rupert’s translucent form standing before him. The ghost was angry at being summoned, angrier still to see that his summoner was an old enemy. He coiled to strike at the houngan, but Leon had been preparing for this moment for quite some time. “By Baron Samedi, I bind you!” Leon yelled. Rupert screamed in rage when he found himself unable to attack. “You now owe me six services, Rupert,” Leon said with a nasty smile. He found it very poetic, using the ghost of a drug dealer against other drug dealers…

Leon is a Fourth Level Initiate with Path of the Spirit-17, Beckon-17 and Mastery- 16. His target is the ghost of Rupert Molina, a recently-dead crack dealer with a Will of 14. Leon casts the ritual over a period of an hour (no modifiers). He is on consecrated ground (the apartment is his “temple,” but not long enough to grant any bonuses). His asson counts as a spiritual symbol. Before conducting the ritual, Leon acquired the blood-stained shirt Rupert was wearing when he was killed; since this object is intimately related to Rupert, the GM rules the shirt gives Leon a +3 bonus to the ritual roll. No other modifiers apply. Leon calls on Baron Samedi and other loas of the dead to help him summon the ghost, and on Legba to allow it passage between the lands of the living and the lands of the dead. Leon rolls against his modified Command skill (a 20), and makes the roll by 9 points. Rupert resists at Will-3 (a total of 11); he rolls an 8 and loses. The ghost comes to Leon’s presence. Leon then completes the Mastery ritual he had combined with the summoning. His modified skill is 19, against Rupert’s Will of 14. Leon rolls a 10; Rupert rolls an 11: Leon wins the contest by 6 points, which means Rupert must perform six tasks for the houngan. Leon plans to use Rupert to produce minor poltergeist effects to terrify some small-time dealers plaguing his neighborhood.

Little Chango smiled bitterly as he walked toward Senator Doherty’s podium. The man would pay this day for his crimes, the Initiate swore to himself. He had prepared himself, called upon him the darker aspects of his namesake, Chango, to power the deadly ritual. All he had to do was lock eyes with the Senator, and revenge would be his. Reporters and well-wishers crowded around the senator. Little Chango plowed relentlessly through them. Almost there… One of the Secret Service men noticed something wrong in the purposeful approach, and started to react to it. Too late. Little Chango’s glance met Doherty’s. Death leaped toward the Senator… …And coiled back upon Little Chango! Pain exploded in his chest as his aging heart collapsed. He fell to his knees. How? Why? Then, too late to help him, he sensed the invisible presence hovering over Doherty, who stood unharmed, feigning concern for the dying black man at his feet. The American had his own loas, and they had protected him. Little Chango’s last moments were filled with pain, bitterness and surprise…

Little Chango is a Third Level Initiate with a Will of 16, Path of Health-18 and Evil Eye-17. He prepared his killing ritual on consecrated ground, with proper ritual tools, taking the required time, and using the senator’s picture to symbolize his target (good for a +2 bonus). His modified skill roll is a 20. On making eye contact with the senator, he would have entered into a Quick Contest of Wills to carry out the Evil Eye (see p. 75). Instead he ran afoul of the Reversal of Fortune charm protecting the Senator. A Lodge circle pooled its efforts on the Reversal of Fortune; their average skill with the ritual was 16, and there were seven of them, for a total ritual strength of 23. A Quick Contest between Little Chango’s Evil Eye-20 and the Lodge circle’s Reversal of Fortune-23 followed. Little Chango’s player rolls a 14; the GM rolls a 12. The houngan loses and his own ritual affect him. He made his first roll against Evil Eye by 10 points; now he must make a HT-10 roll to resist its effects. Needing a 4 or less, he rolls a 16 — a critical failure. The GM rules that the Evil Eye will kill Little Chango in HT/2 minutes instead of hours.

