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COMMENTS OF THE AUTHORS

The Conjurer’s Guide is a mix of traditional magic and our own inventions in order to make it all fit into the world view ol Kult.
We have given ourselves limitless freedom, and play around freely with the traditions of magic. This may be offensive to anyone who takes magic seriously.

We apologize if anyone objects, but we have a difficult time adopting anything but a humorous view of occultism.

[t is interesting as a historical phenomena, fun like a colourful toy, idiotic when seen as a description of the world and as a religion.
But it works well as a basis for epic campaigns in Kult. Which means that we have used some ~real- occultism and maegic in this book
We have written The Conjurer’s Guide both for the players who do not want to spend time delving into the traditions of magic.

and for the players who know something about magic, and want tips on how to merge traditional occultism with the world view of Kult

Much pleasure on your part!
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4T IS ONE OF THE GREATEST TRIUMPHS of the Demlurge S pnson that the.majority ofmnﬁnﬂﬂoesm
| even believe in the existence of the very force that created our prison: magic. In the lost age of Hi iy

humans were a race of magicians, bending reality to our will. Since It was only fitting that'wt
chose to end our reign, he and his servant Malkuth used magic to take away. all that ﬁe once were We wha'were

c?liblﬂﬂs to the true world frm@iﬂ‘s E
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once gods became little more than savage beasts roaming illusory planes,
3.

the Demiurge had cast us out.

Malkuth's maglc couklm
divinity from us, but they could not strip us of our v

."

- -_— - -
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began to recover its lost power. Some say that it was

e e e

the Demlurge showed those first conjurers the way. Pos%ibly it was man's

that rejuvenated the magical arts. | j,

JOf those who began to practice maghlc few realized the true nature oct' what
Although the pmof maglc was obvious, few dared believe that the power came from within the

s TN

attrlbuted magic to the .g_ods and demons or to the movement of heavenly bodies. To this day, most practit:onersﬁ

. e

maﬁdcrmw ealizesthat power comes from within. Rituals, sacrifices, and tools are merely foci for our own

.In splte cﬂ'l;hé dooF:raYs magnc gpens for them most remain firm prisoner’s of the lllusnorﬁi ...".
" !

aso hard for any to see the truth of our power, it is almoé il
ft we once had .ﬁ*age of divinity we s aped every aspect of reality to our whim wi ,

ma 4 ; Wlthln'the cogpm% of theNlusion, magical knowledge has splintered into a myriad of different teacgmgs ' "": | o 4

jurer’s must Spefd most of their lives studying what othegstl'gve done, trying to recover bits and pleceS of their - # _

’ '-& if any, con Jurér s ever attain the power we once had. Most are content to wield a_ | - — "f b =
er magie, for even this sets them far apart the mundane humans who surround t

A endea DI U e 1-_ er the centuries have laid down path fm‘ﬂfe;

1oh of conjurers has divided itself into five lores,

-
. ——

= % | . | shatterec

. "E‘ﬂch lore-has done its best to recover a portion

| __..,.o[nur smwiwwerﬂéﬁnd each concerns melf with a d:fferent aspect of our imprisonment. If one were to
____]namfr-aﬂ the lﬁres then perhaps a part of ouﬁ lost dlwglty would be restored. But it can take a lifetime of work to
masfe'r 5 M“Qf the lores, and few cunjur%r&}nar&g‘Mn‘that Each lore has its own pitfalls, and many fall

prey to distractions along the way. ‘ " W




outlook on magic is; whether it is introspective_dr concerned with the outside world. il -

the quest for enlightenment The practice of separating the study of magic into different lores was not intentiona o

the realities that others have created for themselves.

easy sex to the lonely hermit in the wilderness. Both live and work whole-heatedly for their magicarts. '

Some con}jurer's make a further distinction when discussing the five lores, dividing them
into two classes. These conjurer’s often refer to the first class as the Realm of Enlightenment. The lores of this

realm are concerned with mastering the conjurer’s own living soul and those of other;amﬁﬁd them. the Realm of
Enlightenment includes the Lore of Passion, the Lore of Madness, and the Lore of the Dream. These are all aspects
of our consciousness and how we see the world around us. By affecting o/urﬁérception-s and those of others, we
change the world around us. The second realm is the Realm of Transcendence, and concerns itself with breaking
away from the confines of the Illusion and shaping reality. The Bea'lrm of Transcendence encompasses the Lore of

.

Death and the Lore of Time and Space. /

It is somewhat misleading to tbjﬁk of the realms as describing anything more than very
general characteristics about the conjurers who practice’lores within them. Conjurer’s are fundamentally loners

and individualists, and they vary tremendously from .pérson to person. It would be foolhardy to think that just
because a conjurer of the lore of Passion and one from the Lore of the Dream study from the same realm that they |
have anything else in common. Nor do the realmé mean that conjurers from different realms particularly hate or
like one another, such things are purely emo;{bnal issues. The realms simply describe what a particular lore's

- '
L

came about as a natural consequence of the tendency of conjurers to specialize in areas that interested them. Perhaps ™ ™

# 2
i .

Malkuth or some other power guided humanity along this path, but most historians of magic doubt that this is the case;s& >

Humans seem to like to divide and compartmentalize, and magic was no exception. The separation of the five lores into |
.

FRA . N -
two realms is almost entirely a semantic one. It reflects a general difference in demeanor between wnjgrgﬁmdymgth |
' P BT 12
lores of the Realm of Enlightenment and those delving into the Realm of Transcendence. The conjurers of the lorés'of n
enlightenment tend to be more firmly rooted in their individual needs and the bettering of themselves while they WeF .

Typically they see that goals of Death conjurers and Time and Space conjurers are either too theoretical or too morbia?

e
Passion, Madness, and Dream aré tools of the here and now and of the self. Many ask if you can not control your own ""-.. :

how can you hope to control reality. e {

The three lores comprising the Realm of Enlightenmem offer conjurers amazing powers ove "‘- |
themselves and others. Mastering any one of the lores would make an ordinary man or woman seem like a god to most .

human eyes. The Lore of Passion teaches the conjurer how to manipulate and even create emotions in others, and even
allows the conjurer influence their own reproductive cycles as well as those of other people. The Lore of Madness grants
the conjurer the power to see through the Illusion and transform the normally static physical bodies the Demiurge has

cursed us with. The Lore of The Dream allows us to create our own realities within our subcnns_cious and even influence

T HefE CONJURER

The conjurer is'a disturbed individual, an outsider and a misfit. His mental balance is |
distorted, and he is often forced to go futher'and further into the darkness in quest of the truth. Magic is out of the ~

ordinary and extreme by its very nature. It is drawn towards either light or darkness, and refuses to be balanced. This also |

applies to the conjurer. He is on the path of extremes, which in the end may lead to his awakening.

One doesn’t become a conjurer out of Eure chance, you choose to become one. It is a calling,
an inner urge that must be satisfied. The conjurer is on the path to her own divinity, and is trying to awaken it. This doesn't

prevent other forces from influencing her behavior, like greed, lust for power, curiosity, or unselfish love.'But behind any

outside forces, there is always a longing for the divinity within.

There are no half-hearted conjurers. You don't learn a handful of spells, and then spend the
rest of your time on something else. This applies to everyone, from the sect leader, who is striving for money, power, and

P e T
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'magical intuition If you want to learn magic, you must have Magical Intuition. It is an innate ability, that can be bought
for 20 points when the character is created. Those with Magical Intuition have an inbred understanding of how the illusion

e N e L

operates, and are abfe to use their hidden powers to manipulate it. Likewise, the illusion has less of a hold on them than it

does on most humans, allowing them to break free of its constraints. Magical Intuition allows you to learn all the lores of

mageic and spells as regular skills.

Magical intuition is a disturbance, making it possible for the afflicted to perceive and use
‘. discrepancies in the illusion. As a consequence only people with a distorted mental balance can have the ability. Magical

Intuition affects your mental balance in one way or the other. A character with a positive balance adds 20 to her mental

N

balance. A character that is already in the red deducts.2o from her balance. This is a result of the inherent instability

:‘ within the magic itself. It always draws one towards the extremes. Start out by calculating your balance in the usual way,

Y Yl e’ .
"L | " " ‘with all the advantages and disadvantages. Check if the end result is positive or negative, and then

P
determine if your Magical Intuition raises or lowers the resuit.

the realms and lores o} -nfugiE’l‘l'lere are five different lores of magic: Death, Passion, The Dream, Madness, and Time
& Space, Thes _touqu_ﬂjfferem parts of reality and how we perceive it. Each lore is a different skill the conjurer must

&

F? A lear; THEY ha B costs as any ordinary skill: one skill point per level up to the Ego level of the player character.
N €e skill points per level. The conjurer can only become proficient in one lore at the time, but he can
. "-‘1'[, . .
1fo tween them.
| & The skill score in a lore of magic is called a lore rating. Each spell has a lore rating. In order to
a spell the scQBEOf the lore must be as high as or higher than the score of the spell. In order to learn the spell Visions

LS

bl
of the Fool, with i€ rating of 12, the conjurer must have a skill level of at least 12 in the lore of madness. If the spell has

Migher than that of the conjurer, he may not yet learn it.

. The lores of magic are divided into the two realms. The Lower Realm, or Realm of
ent deals with magic relating to the mind and physical body and consists of the lores of Passion, Madness, and

*am, The H_i_e,h@'ealm. the Realm of Transendence encompasses the lores of Death and Time and Space. These are
’ o

, g _
geﬂally cofsidered the most difficult lores to master and are not for the faint of heart.

. i1y Conjurers have a tendency to study lores from one realm or the other, although there is no
that a conjurer could not learn from both realms. However, there are certain aspects lores within the same realm

‘that are complimentary. This makes it easier for a conjurer to master the lores of the realm he or she is most familiar with.
Copjurers must choose which realm they favor when they begin studying magic: Enlightenment or Transcendence. This

has no %ﬁgct as the conjurer studies his first lore of the realm, which is called the conjurer’s Primary Lore. However, once

a conjurer begins to learn other lores he may treat his Primary Lore rating as if it were his Ego when studying the other

lores of his realm. This means that skill levels cost only one skill point per level up to the rating of the conjurer’s Primary

ST ETW TN W T I e W

Lore, after which they cost three points. Note, a conjurer can never change his Primary Lore, as it was

while learning this lore that he laid down the foundation for learning all other magic.

S o T T T ————— i




the occult sciences There are seven occult sciences: Cabbalah, Alchemy, Astrology, Numerology, Symbolism, Tarot,

one skill point per level.

and Voudoo. They are sometimes called the seven keys, as they can be used to understand and destroy the illusion. Until
only a few centuries ago only the first of the six keys existed. They could be used to reach an understanding of man, bu

they were not enough to challenge the Demiurge and the illusion. Voudoo was added as the seventh occult teaching, when
the power of the Demiurge began to falter. It was both in contrast to the othersix sciences, and a compliment to them. The
old sciences were methodical, coming from Jewish studies, Christian mysticism and growing rationalism. Voudoo was born

from the slave rebellions in Haiti. It is rebellious, with a basis in African traditions, closely related to passion and death

| The one holding the seven keys in‘his hand can open the prison and return God's lost
humanity. The gates will open. The shadow of the Lord will rise from the pit to make him whole.« This is what an Aramaic

iInscription on the black tablet of Hermes says. It is a stone tablet from Ras Shamra, which disappeared somewhere in
Lebanon during the fighting in the 80's. The meaning of the Hermetic tablet is in great dispute. Some claim that the
Demiurge will regain the human form that he may once have had, at the same time destroying the illusions and liberating

mankind.

The occult sciences are deeply entwined with the lores of magic. Each of the lores of the
Lower Realm specialize in one occult science. Each of the two lores of the Higher Realm specialize in two occult sciences. I

s of course possible to learn all seven without ever studying magic, but conjurers have an innate understanding of the
seven keys. When learning an occult science, the conjurer may substitute her lore rating for her Ego when studying a
science attached to one of her lores. This means that the skill point cost is only one per level up to the conjurer’s lore

rating in the appropriate lore. It costs three skill points per level above the lore rating. For example, a conjurer with a

¥
|

Dream Lore rating of 25 could learn Tarot up to level 25 at a cost of

( T ~r
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nasi " | ﬁrual All spells are cast with the aid of a ritn ¥

the masiec tual focuses the pc W,
o wiille gi»;g’; him back a portion of his divinity. In his temp

‘ounded by his togis

e can for a shor it

BQIGW we will dese l_.:_ ._,hul-

part of a ritual. These are just examples of rituals. Game maser ;and players should feel fro@ie

reciting broken poetry or rhythmic phrases in dead langua

requirements for each ritual is noted in the spell descripti_,

diter rituals so that they

coincide with the characteristics of magic as practiced by in ld_ﬁa[ conjurers.

Y

might be different, casting times remain constant.

3
/3 ®
equipment These are items needed for the ritual, but which d o 10t have the sai

The mostimportant is the ceremonial garb, traditionally a Imwlme red, or bl

simple rope of hemp around the waist. Modern conjurers ofté/dress in a more castial

thﬂi’lﬂ gIC. ‘i

_“r - 9 ,'- 3”*
ﬂfu;“\g

ared foreachnew r
r ahy ﬂﬁfﬂ sually

pentagra :
agc \ n of g

still carry a symbolic meaning, and is used only in connection’

Other equipment may be candles, braziers, incense, and rhythr

imself and
aitar.

preparations The preparations are a way of getting into the right
purifies the temple by Pzturnmg incense.. __j prepares the tools n’--- de

The time for preparanons is calculated into the time for the ent e sﬁell

J . " 0
. = | ﬂ‘
w .'.i‘ |
—

the cirele and the triangle The magical circle of the temple must be nawakenedtﬁ‘agd
Candles can be lit to mark the circumference of the circle, or it canbe filled in with chal

other figure is drawn within the outer circle: a square, an eight-pointed star, a T- syp)l
If the ritual is performed in order to summon a being, a triangle is. drawn 0utsude~the cirgleof |
ﬂ_,,"’
the summoned being is written. When the spell is cast the being appearsmsude the Irlaﬂgre and IS I}él{ i m i j | B,
The triangle forces the summoned entity to obey the laws of the 11h:swn and to stay wnth1ﬂt of tF ‘TI* rer.

1
the invocation When a ritual is written down, it is often the invocation that is %o Ted: the
streamof 21bBeH

utters when the spell is cast. This can consist of an apparently meanmg,lec;s

comprehensible text in some living or dead language. When the camurer has under

!4:
spell he can create his own invocation in a language that suits him. .““

To write a good, working invocation iS not elimely €6
more than one way of doing it. You can start with your own Iangua@ andzwmte ap

L]
Lk f

spell. The rhythm and order of the words are important, like in all poetry. 'l?he noem should read fiuently.

should be at key words, those that start the spell. Often the poetic quality of the tex f.{..-,..-.u. "' -
meaning of the words. A good poem by someone else is better than a poor w&rk by th mj B
conjurers who can open gates both to Hades and to Metropolis just by changmmm‘esses Wiiﬁﬂ {

Waste Land«. The main idea is that the conjurer likes the text, and can convey a meaning to it. |

Many conjurers use invented words or phrases from forgotten lang ages in thenr invocations.
These are suggestive words full of associative meaning, but lacking any fixed definitions. Words from ancient Egyptian or [

Babylonian can be used in this way, often with excellent results. Spells found in books by well known con jurers often look -:'
like this, filled with »barbaric names«, words that once had perhaps a rather banal meaning, but which have received a }
magical authority through the ages. This is the easiest method to use by players who want their invocations to sound good |

when acted out in the game. An invocation or an exorcism must always contain the name of the being in question.

Likewise, all spells with an effect on other people must contain the name of that person.

b '



| i ,'"-.‘:_5'- lize its appearance within the triangle on the floor. Magical
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zation The visualization is the most important part of th
aﬁem his mind in order to focus the force released by the i

1ext to the invocation. The conjurer creates

Jsuahzanon Burning pentagrams are used for protection, wi aelstroms for summonmgs«@and \mnﬂus

lﬂmﬂs of gestalts for different beings. If the conjurer is going to su ain entity he must

>rgy '?ﬁsualized as light or burning fire.

geamre&% invocation is strengthened by gestures and moveme

agical tools are used as foci when the
Invoeation is pronounced. The sword is swung, the cup is lifted t

a‘: heaven the crown is put on the head of the

conjurer, et cetera. The conjurer is also moving within the circlé lin predetermined directions, and drawing

¢ -
' i
o

f

symbols in the air with his hand.

»

_.

aacnmcea A sacrifice can have two purposes. [t can serve as a gift |

on ity summoned by the conjurer, and also as a focus
to call forth the powers of the conjurer. Sacrifices convey no di

ver. The power is always to be found within the

""i'.'.'-:
],h- W

conjurer himself. The exceptions are those rare spells where th¢ ifice willingly lets itself be killed, offers blood or in

any other way is suffering some form of pain, thus helping to cast th@Spell. Many conjurers perform sacrifices anyway, as

they believe they can eain power from them. The sacrifice can ¢ from burning incense to spilling some of

the conjurer’s own bleod to the extreme mass sacrifices found in §

i

magical ecoperation Nothing prevents two or more conjurers ._ m COof eratinﬁ in order to create a temple or
perform rituals. As Iong as they have consecrated the templétogéther, everything will work without problems. If they

i Satanic rituals.

[his takes 30—Ego hours of meditation in the temple and a

performing the ritual.

successful skill throw in the lore of magic of the specific ritual. - 7ing this the conj.urers may cooperate when
on

ﬁitngh priest«. This individual
tin 0 of the high priest by one

effect by one. If several conjurers age going to cooperate
it will take *ee conjurers +

When several conjurers cooper
leads the ritual and focuses the energy. Each additional parti

{ them is app
anLII‘E'I' raises

when throwing for Ego and raises the effects when throwing

without having time or opportunity to adjust to a common té€

.
¥

to give the high priest the same increases in throwing for Ego and e

The temple is the conjurer’s haven frorn reality, and at the same time a representation of the
world. There he can gather his powers in order to meet and master the w0rid The templeis a ceremonially purified place

5,00l yused for magic, and may not be entered by anyone not initiated. Every

hallowed to the works 0[ the camurer |

reduced in * half (rounded down)

A temple should be carefully selected, it must feel right for the conjurer. It can be a room in
the house of the conjurer, a special building, a cave, or even a secluded space outdoors. It can not be too large, or else the

conjurer will not be able to take it in, or too small, leaving no room for the altar and the important protective circles.
Between ten and fifty square meters are appropriate. Conjurers building their temples from the ground up should do this

on their own. In this way the measurements for the building can be computed numerologically.

The temple is a reflection of reality. When the con%urer casts a spell, for example in order to
destroy a part of the illusion and open a gate to Inferno, he wnll see the walls of the temple as a reflection of the walls

around our reality. This connection will be supported if the temple is adorned :gh items connected to the lore of magic of
the conjurer. The temple of a necromancer is decorated with skulls, bones, perh@ps specimens in formaldehyde, and

pictures of death and destruction. The‘temple of a conjurer of passion is

decorated with pictures and items of a sexual nature.

-

. The purpose of the spell derermmes‘ﬁle Iook of
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THE TO O L M A
The conjurer uses various togisy 0 focus poeEl spell® The mo® common
tools are the sword, the wand, the cup the crown, and theig erably the -; he. ’r de by hand by the
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insight that the conjurer possesses divine powers, and the force emanating from these. The wand can be used to summon

and bind entities, and it can also be used to influence and subdue others. In esoteric magic the wand can be used to swear

‘the wand The wand is the one tool that more than any other is associated with magic. The wand represents will, the
oaths by, and it can be used to raise the mental balance of the conjurer. In the lore of passion the wand is the male
| principle and the cup is the female. The look of the wand is of a certain importance. Because it represents power, its outer
| appearance is a reflection of how the conjurer views his own power. An ornamented wand of gold is found in the hand of a

self-conscious conjurer who is not ashamed of his power over people.

A more humble conjurer will choose a moge non-descript wand.
&
e |

the cup The cup symbolizes develo nt,

ation, insight and perfection and is closely related to ideas about the
Grail. The cup is used in spells aiming

change, influence and seeing. It is also used in rituals of knowledge, where the

conjurer is looking fori synthesis between apparently conflicting facts. In the lore of passion the cup is the female
el

principle, surmunding ; the male. A rityl with both the cup and the sword will create a paradox, which can be used to

shake the illusiog. The cu ade in any material whatsoever, the only thing of importance is that it can hold as

much lig®id as a re W glass. The cup will give its maximum amount of energy if it is filled with some
fluid for t#e COH_] drink.

o

| the erown
Uly

n shows the supremacy of the conjurer over the forces and entiti

f his summonings.
a symbol of the divinity of man. It is used to restore the divine po

ed toﬁlsfa spell. In his

s

e ring The ring symbolizes infinity. In a ritual the ring represents that which is greater than man hin
IS used to influence time and space. The ring also appears in those few spells that can be performe

i | way will influence the true reality beyond the illusion. The ring should be made of a strong material a

T

perfect circle, large enough to be easily used in the rituals. The size of a bracelet is usually appropri‘qp_é

» .r"

GENERAL SPELL'S y

A number of spells exist in some form in all of the I@res of magic. Diie t
have gathered them in one place instead of repeating them in each of the lores. Sumrfom bmﬂ}f

tle different bej:v -_,_=
are giving the basics which are common to all. —e . l

Each lore of magic has its own beings that can be summone#. A G
summon beings of passion, and a conjurer of madness does not know the names of the®rifce
4

exorcisms of different entities are such general spells. The rituals are a littl

that he can not summon them. In the table below you will find which powers dfelate

summon all of the powers beyond the illusion you must have knowledge of all#fthe .L.-*-

must be learned five times, once for each lore.
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may only be banished (see b o ? |
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\preparations A symmetrical pentagram is painted with silver paint on the breast of the victim. Inside of this the conjurer writes
the names of the ten archons. A tau-cross is painted on the forehead of the victim, and surrounding this he writes the

| words »Tetra«, »Grammas, »Ton«, preferably with Hebrew characters. If a place or an object is possessed the signs are
drawn on the ground, or surrounding the object. Incense is burned to cleanse the location, and seven white candles are lit
inside a white pentagram on the floor. In some cases a cross or a star of David is also drawn above the body of the
possessed.

invocation and gestures The conjurer calls to the possessing entity by name and, in the name of the Demiurge and the ten
| archons, requests it to depart this reality and return to its place of origin. The conjurer summons the powers of the

I
| underworld and commands them to return their servant. This is done throughout the casting of the spell. During all this

time he may neither eat, drink nor sleep.

visual@&Zation The conjurer visualizes the possessing entity as resting in the body of the possessed. He sees how the being takes

shape and allows it to be gradually drawn out of the body.

THE AWAKENED CONJURER

All conjurers seek the awakening. Most of them are not aware of this, but deep inside they are
earching for their divinity in a maglcal way. The ability of magic to shatter and manipulate the lllusmn makes it passlble
"::j rstmding makmg | ible
to easily use practical exercises like meditation, asceticism, sexual exercises and extacytﬂ o1 ‘mental

valance. Here we describe the most common methods of influencing mental balance, an V t | ened |

to help the conjurer attain awakening. The lores of magic and occult sciences provide an-f"f’

.lnﬂuenc

madital skills. Conjurers that are consciously seeking the awakening often learn skills I

ght path The traditional methods of raisinghyour mental balance are through &
conjurer liberates himself from his body and his desires. A third, slightly more unusual

meditation: sexual exercises aiming towards harmony and the extinguishing of aggressio

All three techniques can be used to erase disadvantages
month that is successfully used for meditation, asceticism or tantric meditation the

his disadvantages or add one point to his advantages. The gamemaster and the playertc

i

: -

and disadvantages are influenced. Only one technique may be used at the time, and the exercise ¥

of the conjurer during this time. All three of the techniques are skills controlled by Ego, and.thex

fashion.

It is more difficult to influence your mental balance the high
effect needed to succeed at various levels of mental balance.

Knowledge of magic can be used to make the exercises mor
any lore of magic, or in any of the occult sciences will give the conjurer +1 to the effect of

tantric meditagien=fach score above 30 e conjurer +2, and scores above 40

It is not possible to infltsge the mental balance above +250 1
ore on the struggle with the dark shadow takes oV, _controlling

Fro _
¥

the cgnjurer’s continued path towards awakening.

MENTAL BALANCE  EFFECT

0—25 I
26—50 10

51—75 20

. 76—125 25
| 126—250 30

MEDITATION

Ability: £go

lﬁ. series of originally Indian techniques, aiming to give total control over body and mind#
| positions, mantras and other techniques used to empty the consciousness in ord

other are included. A meditating individual will not be influenced by external disturb
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ASCETICISM

Ability: £€g0

Asceticism is found in all esoteric traditions. It is a more direct method of letting go of the fixation to bedy and soul. The asceticist
eats very sparingly, sometimes not at all, will subject himself to cold and heat, humidity and dehydration. This will help

him turn inwards, forgetting the world.

TANTRIC MEDITATION
Ability: £g0

Ritualized intercourse aiming to shut oneself off from the outer world, providing a sense of harmony and release from contflicts.
Tantric meditation requires a partner also with the skill. The higher the mental balance of the practitioners, the less

charged is their lovemaking. This is the least introspective of the techniques of the light path.

the dark path Conjurers with a negative mental balance seldom strive as consciously towards awakening. It is in the
nature of darkness not to seek systematically for self-fulfilment. The dark conjurers often use their energies in order to

find power and release for their instincts and urges. As a side effect their mental balance will continue to drop. But they

are rarely striving actively for this.

In spite of this there are methods purposed to lower the mental balance, extatic techniques
used to release inhibitions and let desires run free. Extacy is a skill with Ego as the controlling ability. It is taught in

various forms in some sects and religions. A conjurer spending a month in ecstacy can add one point to his disadvantages
or deduct one point from his advantages. This works exactly like the techniques for the light path above: a low mental

balance requires a higher effect, and the effect is modified by skills of magic.

The mental balance can not be influenced in this way if it is below —250.

ECSTASY
Ability: £€g0

The practitioner gets into a state of joyous rage and sexual arousal that he can not control. He stops relating to the people around
him, doing whatever he feels like, without thinking about the consequences. The ecstasy is best achieved through the use

of drugs and wild dancing. It is a collective technique. You rarely enter into ecstasy on your own.

RAISED SENSITIVITY TO SHOCK

Conjurers with a negative balance are rarely aware of what they are doing, but Iher}are still more or less systematically working
to lower their mental balance. This is sometimes accomplished by making themselves more sensitive to shocking

experiences, and placing themselves in situations where they will be shocked.

A conjurer with a low mental balance is more sensitive to shock the higher his knowledge of
magic is. Each skill score above 20 in a lore of magic will add +1 to his terror throws. Each skill score above 30 adds +2, and

each score above 40 adds +3. Below —250 all modifications cease. The struggle with the conjurer’s light shadow now takes

over the attention of the conjurer.

A skilled conjurer with a negative balance is running a much greater risk of receiving physical
changes and getting new disadvantages. The table below will show some reasons for terror throws that are appropriate

for conjurers. Note that they can also be used for conjurers with a positive mental balance, but the risk of being
influenced is of course much less.

EXPERIENCE MODIFICATION

Temporarily influence the mind of someone -
Temporarily twist the body of someone -
Permanently influence the mind of someone

.
WJ

Permanently twist the body of someone ‘5
Influence your own mind 0

Twist your own body 0

Human sacrifice +10

Shatter the illusions 0

Raise dead +5

Twist time and space -



THE LORE OF PASSION
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""J ’ -’r»Would you like & drink? I've got some scotch, and there are a few beers in the pridge, I think.«
3 -y -
y v »I'll have a beer. «

— p."'"

beef for gch of us. Mary threw her coat on a chair and sank onto the couch. She had large,
-~ d ™. } Sy A A
at shook ponderously when she sat down. I had gone tgr the tits, they }vere natural, not
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little too large bomhhtatkn_ bogy. They tried to pop out of the tight, blue-black dress }hﬁt confined
£ ’j pelly and beautipul ass. I put away my beer and laid my atm ajﬂ:mud.herf?hg unbuttoned my
A _'\ . . 40 e bl vy shirtand slid her hand inside my wai&}iaand.
r' L:;, .- ‘ el a bl L] * »Where'’s you;' te;:tpie‘?ﬂlahz asked.
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iral staircase in the par end of tﬁe room. She nodded, and ;tmfté&tq unbuttonmy

her dress. Our gr;qqln'g ai%ﬁagl begé‘l to pill the |
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) »Shall w},- get things ready upstairs?«

along her back and peeled o
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e and candles and ocher for the chakras, but all
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p red inc
_ whp;ﬂparked Mary on'rtpeattar. She spread her legs wide.

/
gram ﬂn-mncﬂe& ﬁr&?« ahe said, taking me in her hands.
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etemple. I had

t landed on the
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"'.;r,/ i »We'll come fo that later. )
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I laid heyéwn on the altar moving myself onto her.
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OF PASSION ’

BdWith'a selfishurge to reproduce. Sexuality is an original part of
Sign;"and it functions in the same way as when we were gods. It is

N
\

pringfeedo . We argstill free as sexual beings, as the Dq;giurge could not

\®

Y i . - .“I ' -
' _touch thatip@rt Bt our charagter. T 9.‘“‘ ref gBpassion exploits this fact in order to recreate a part of his divinity. < b
\,.'-_ ¥ - e lQreé passion is Concerned with physical feelings and urges. It is the m"BS‘t‘[:!r&ct!’;ca!H' F.o e
inclined of all of the lores. ‘he cornyurer of passion use: ody and his urges to loosen the magical energies for his

L
| spells. He often has a partnenh@ping with the rituals, either another conjurer or an assistant and thexrituals usually entail

“* » A ‘

- A

' . . p " ;-; # . . g 0 ¥ r,
ritualistic intercourse. The lore of passion is not sog;rethmg you can read about in books. It is a practical skill that must be e

earnt, either from a master or on your own thrgu"éh time consuming experiments. The most well-known tradition.comes , +,

rom India, and uses various chakras, centers of force within the body, in order to visualize the magiqgl power. In the West
’

that has survi}ed from the Roman age. Western lore of passion works with conception and reproduction. In the last few

years it has béen mixed with the Indian, more senyally inclined magic.

‘ - Few sects and cults aréseriously involved with the lore of passion. It is a branch of magic for
| the individualist. The best way of learning is to find a master proficient in the art. Because a conjurer of passion

. needs a partner for many of his rituals, it is not unusual for him to accept a disciple.

the knowledsge of the conjurer of passion Passion is the lore that concerns itself least with theoretical knowledge. Itis -
| by nature an unconscious and direct, almost improviséd, art. Much of the theory that is handed out is false and " et

. misleading, used mainly to tease the sexuality of /&he conjurer rather than providing a correct view of reality.
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the lore of passion has been pushed aside and been despised during the entire Christian era, but there is still a tradition’ = = = | .
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- ,&_pis own sexuality, and is able to perform quite lengthy sexual acts. Vs y
. o __
Higher Knowledsge (skill score 11—40) ;
The conjurer knows that the human consciousness is balancing between liglit@d darkness.
He knows that paSsion andsperversions can rock that balance and throw a person in either direction. ES@sseen physica

knows the six chakras and can use them to channel his power. He knows haw the planets and th@signs of the
o :
n be used as symbols for human instincts. He knows that passion and pergr’f&are forces closely Felated to

magicpsand that they have the power to break down reality under certain circumstances. The conjurer can _p_irtly control

changes that are due to a disturbed mental balance. He also knows that the imbalance is a way towards.enli

can use the sexual tension between the male and the female in order to symbolize the pull between light "

Fson and see if he or she is fertile, and can easily guess at what makes te!

‘

B ) ‘ g
- 9 % .
4

Full Insights (skill score of

o ' The conjurer knows that we are imprisonédiingan act of b
and that onlgthe descent into hell or the ascent to heaven can‘take us. QU@L the prison. He k

ifce between light and darkness,
gws the signs of a disturbed

or chaos. The conjurer can influence another person's fertility, in order to make hirft'or her fertile when they are not
supposed 0. A male conjurer can make a woman pregnant who is menstruating, using contraceptives pills, or has passed

into the menopause. He can arouse or douse sexual interest in anyone.

of passion. They are situated around the"genitals, the navel, the heart, the throat, the forehead and the top of the head.
They are often called by name in Sanskrit: maladhara, maniptra, anahata, vishuddha, ajna, and sahasrara. The energies of

magic can be channeled through a link from the lowest to the highest of the chakras.

The Indian tradition sees the power of magic as a snake resting in the chakra of the genitals.
During the ritual the snake is wakened and starts to wind itself up towards the highest chakra, where it can be used and

controlled by the will of the conjurer.

the tools of magic The tools of magic do not have exactly the same symbolic values in the lore of passion, as

compared to the other lores. The wand and the cup represents male and female sexuality respectively. They are used
in the ritual in order to create a stronger tension between masculine and feminine. Usually female conjurers use the cup,
and male conjurers use the wand. The spell descriptions have the words wand/cup when the sex of the conjurer decides

which tool to use. The tools can also be used to create a sex transcending effect. A male conjurer using the cup ina

ritual of passion adopts a feminine aspect. The sword may also be used as a symbol for an aggressive male sexuality.

the symbols The chakras are included in almost all of the rituals, often painted on the body in the shape of roses or

lotus flower. The symbols of the planets are usedto describe human instincts, especially Mars, Venus, and the Moon.

The houses of the zodiac sometimes complement the planets in order to create a more exact picture. A flame symbolizes

passion. It can be lit and extinguished throughout the rituak

the gods of passion All the gods and goddesses of love are invoked: Isis and Ishtar, Adonis and Tammuz, Pan and

Astarte, Dionysos and Venus, Yoni and Shiva.

At times Christ is invoked in his aspect of fertility god.

The Basics (skill score up to 10) A \:___
. A~ 1
The conjurer knows that there are worlds beyond our realitigsand that passion gan open gates

|
|

— — =

i;
the chakras and the snake There are six centers of power, or chakras, in the human body, that are used in the lore |

l
|

|

1
|
|
|

|
|
|




L ORE OF PASSION | —

‘hemosexuality The traditional lore of ?assion is concerned with the conflict between male and female. Everyone has
believed that the magical power is born when the opposites meet and are umted. The symbolism of the lore of passion 1s

largely an atfair about differences and polarization. This means that homosexuality has been seen as sterile from a
magical viewpoint. This is a misconception. It is the sexual instinct itself, which gives the conjurer his power, the arousal

controlled by the instinct to reproduce, not some sort of contrast to the partner. All spells of passion, except those

aiming for a sex change, can be given a homosexual form.

the temple Rituals of passion put special demands on the temple of the conjurer. The circle of protection must be large
enough for two people to perform ritualistic intercourse. The altar can be replaced by a symbolic square painted on the

lloor in order to get it out of the way, or a very low raised dais. In western magic the rituals are often performed atop an

elongated altar of traditional looks. The conjurers of passion work in the nude. They may have jewelry or body paint,

but never any clothes intended to hide any part of the body.

i M 4o el i 8 R L SR

SPELL SKILL SCORE LOSS OF TIME TO CAST DURATION
ENDURANCE
| Behold the man 3 20 15 minutes 10 minutes
| Seduction 7 30 i hour 24 hours
Arouse instincts 7 20 20 minutes 24 hours
Extinguished instincts 7 20 20 minutes 24 hours
Change sex 8 30 i hour 24 hours
Find passion 10 50 7 hours 3 days
Magical lover 12 30 | hour 24 hours
Master and slave 14 40 i hour 24 hours
Stolen essence 15 40 3 hours 7 days
Mass seduction 16 50 24 hours 3 days
Mass arousal 17 50 24 hours 3 days
Premature birth 18 40 12 hours -
Parthenogenesis 20 40 6 hours -
Eternal love 25 50 12 hours Permanent
Fetus perversion 30 60 3 days Permanent
Sex change 35 50 24 hours Permanent
Cross breeding 40 100 21 days
The child of magic 50/50 - 9 months -

BEHOLD THE MAN The conjurer can see through the mask of a chosen individual, in order to discern the true
feelings hidden behind his behavior. The conjurer understands all of the forces motivating the individual at

present, when the spell is cast.

This understanding comes in the form of a sudden insight.
skill scores

{oas of endurance 20

tools of magic The wand/the cup
ttme to cast 15 minutes

duration 10 minutes

ego-throw to resist No

preparations A few drops of blood or a strand of hair from the individual to be beheld are put on sheet of glass on the altar,
surrounded by a pentagram painted in red. A small fire is lit in a brazier on the altar

invocation and gestures The conjurer ratties off the name of the victim as a mantra. He takes the blood or the hair and places it
| on his tongue, tasting1t, and then spits it onto the burning fire

visualization The conjurer senses how he is filled by strange feelings and instincts, suddenly feeling the things motivating the
individual, whose blood or hair he has tasted




THE WITCH

«Miriam cried and said that they had taken her
children. She was going to commit suicide. We tried to
talk to her, but she rejused to listen. and the next day

we were told that she was dead jrom an overdose o}
Valium. We gathered that night on the jield outside the
old pactory. It was the night oj the jull moon. Painting
a cirele in the grass, we summoned Pan and cried jor
revenge. The moon was darkened and a cold wind blew
over the pields. The next morning one of the social
welpare secretaries was jound dead in bed. bloody and

torn asunder by sharp claws and teeth. «

THE WITCH IS A CONJURER who has
formed a pact with Astaroth or Malkuth. She may have
sold her firstborn or her own soul. The traditional
witch was a degraded outcast, who took her revenge
through magic. Over the last 20 years a new generation
has appeared, men and women resembling new agers
believing in positive vibrations. But there are still
witches who get their power from feelings of revenge
and anger. She is outside the community and is taking
her revenge for everyone who is an outcast like
herself. Witches with a positive mental balance are less
venegeful, but are still rebels.

Witches often gather in covens consisting of
collaborating witches who have a common pact with
the same power, for example Astaroth in the aspect of
Pan. Typically, a coven has 13 members, although this
may vary widely. Covens seldom have one leader or
any formal structure, depending instead on the

guidance of the group as a whole. Witches tend to

study the lore of passion, but can be well versed in all
the lores.

personality She’s an outsider fueled by anger and
sadness. There is often some sort of traumatic
event in her childhood, which has bred a burning
hatred against patriarchal power, or against the
falsity in the game between men and women.

disadvantages Bad rumor, Egotist, Maimed, Oath of
revenge, Sexual neurosis

advantages Animal friendship, Body awareness, Code of
honor, Empathy, Intuition, Sixth sense

dark secrets Curse, Family secret, Forbidden knowledge,
Pact with dark powers, Victim of crime

projpession Abortionist (in countries where abortion is
illegal), Acupuncturist, Seller of natural medicine,
Naprapath, Fortune teller

living standard 2—5

akills Lores of magic and spells, Academic skill: medicine,
Alchemy, Astrology, Cabbalah, Dancing, First aid,
Fortune telling, Net of contacts: witches,
Occultism, Poisons and drugs, Seduction, Tarot

E5e | oo



THE NEUROTIC
SEXMAGE

»Remove your blouse, s0 I can get a good look at you. |
think you have a talent jor this. I can tell jrom your
vibrations. Jou re letting the energies flow freely
between the chakras. Don’t be ahy, it's natural to
become aroused, it's the natural state of the body. Lust
powers the magical energies. Do you jeel how the jorces
are gathering in your breasts when | touch them?«

THERE ARE MAGES OF PASSION whoare
not interested in any insights or occult knowledge, but
are attracted to magic in order to seek release for their
own sexual desires. Such sex mages are seldom
interested in lore other than that of passion. They are
not concerned with the occult sciences or the shape of
reality. They are fully engaged in investigating their
own sexuality. The neurotic sexmage often has a
disturbed sexuality. She uses magic as a means of
experimenting with the body, and to test the limits of
erotic experience. She is commonly engaged with
tantric meditation, a school of meditation based on
different sexual positions.

personality The mage has a totally sexualized view of
herself and the world. Other people exist only as
potential sex partners.

disadvantages Bad rumor, Death wish, Depression, Drug
addict, Manic-depressive, Mental compulsion,
Mental constriction, Nightmares, Sexual neurosis

advantages Body awareness, Cultural flexibility,
Empathy, Intuition

dark secrets Family secret, Guilty of crime, Insanity,
Victim of crime

projpession Artist, Pornographic model, Pornographic
photographer, Prostitute, Writer

living standard 3—6

akills Lore of passion with spells, Man of the world,
Meditation: tantric, Net of contacts: the sex
industry, Occultism, Seduction, Tarot




She dwells with beauty—Beauty that must

And joy, whose hand is ever at his

die;

Lips

Biding adieu

John

KEATS

SEDUCTION An artificial passion is born in a chosen individual. The victim is charmed by the conjurerand is cau Nl
by an irresistible desire for him. The feeling is identical to ordinary feelings of strong love. The victim will, without |

delay, seek out the conjurer if they know each other. If they have never met the passion is awakened as soon as

the conjurer comes in view of the victim. |
akill score 7

(043 of endurance 30
tools of magie The wand/the cup |
time to caat 1 hour and 15 minutes

duration 24 hours
ego-throw to resist Yes

preparations A few drops of blood or a strand of hair from the victim. Ared rose is placed by the tip of the wand, or within the
cup. A male conjurer paints the symbols of Mars and fire, and a female the signs for Venus, the Earth and silver inside the |

circle. Two candles are lit on the altar. |

invocation and gestures Gods of love are invoked: Pan and Astarte, Venus and Dionysos. The conjurer raises the wand or the
cup and calls out the name of the viciim. He Swears by the symbols within the circle of magic and asks that the victim will

show its love.

vistdlization Thevictim of the spell is visualized nude and hesitant at first, then more and more eager to seduce the conjurer.

—— T S — v R

AROUSE INSTINCTS The spell arouses a certain feeling in the chosen victim: arousal, hatred, fear, anguish,
euphoric happiness. The feeling is not directed towards any special person, it is projected against everything and

everyone in the vicinity of the victim. Anyone filled with hate will feel an unreasonable anger against anyone

he meets. Arousal will make the victim nymphomaniac, and anguish will petrify him.
skill acore 7

(083 of endurance 20

toold of magic The wand |
time to cast 20 minutes
duration 24 hours |
eqgo-throw to resist Yes

preparations A few drops of blood or a strand of hair from the victim is put on the altar. The FIanelary signs for the intended
feeling are drawn in the circle: Mars for anger, Venus for arousal, Saturn for anguish, the Moon for fear and fury, the Sun

for happiness and joy. Twelve candles are lit around the symbol, one for each of the houses of the zodiac.

invocation and gestures The name of the victim is shouted and woven together with the name of a god or goddess, archon or
angel of death representing the feeling the conjurer wants to arouse. The wand touches the physical traces of the victim

on the altar and then briefly touches each of the candle lights around the circle. |
visualization The conjurer imagines that he is the victim of the spell, and allows himself to be filled with the feeling he wants to |
create.

EXTINGUISHED INSTINCTS The conjurer can extinguish a basic instinct of a chosen individual, either sexuality,
aggressiveness, or fear. The instinct will be entirely gone for the duration of the spell, and can not be aroused by

any circumstances. Anyone with an extinguished sexuality will not be aroused, anyone with an extinguished

aggressiveness can not be excited, and anyone with an extinguished fear will not be scared by anything.
skill acore 7

loas of endurance 20
tools of magie The sword
time to cast 20 minutes
duration 24 hours

ego throw to reasist Yes

preparations A strand of hair or a few drops of blood from the victim is placed on the altar together with the sword. The sign
representing the feeling that is to be extinguished is drawn within the circle, either Venus, Mars or the Moon. A red candle

is lit in the middle of the sign, and a pentagram is drawn surrounding all of it.
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linvocation and gestures The name of the victim is called out, together with the instinct that is to be extinguished. The conjurer
raises the sword and reads a rhyme where he curses and banishes the influences of either Venus, Mars or the Moon. He

finishes the spell by chopping down on the candle using the sword

visualization The conjurer puts himself in the place of the victim, and starts by summoning the feeling he wants to extinguish
When he is entirely filled by the feeling, he visualizes himself cutting with the sword the pillar of force that has risen from

his genitals to the top of his head, with the force dying like a blown out candle

CHANGE SEX The conjurer can change his own or his assistant’s sex for the duration of the spell. He will receive
the physical attributes, including a changed hormonal balance and sexual behavior, of the opposite sex. His looks

will change as much as is needed. The lines of the face will become finer or rougher, the hips will become broader
or more narrow, et cetera. lf the spell is cast on someone else the conjurer must overcome the ego of the person

' with the effect of the spell. The spell may not be cast on anyone not cooperating with the conjurer.
Akill score 8

loss of endurance 30

tools of magic The wand and the cup
flimt" to cast 1 hour

‘duration 24 hours

ego-throw tc reatst Yes

requires a partner of the cpposite sex

preparations Three candles are lit on top of the altar, one red, one white and one pink. A pentagram is drawn in the circle, and
the symbols of Mars, Venus and Mercury are drawn within. The conjurer marks the chakras on the bodies of himself and

his partner using red roses or lotus flowers. The name of the person undergoing the sex change is written nine times
around the pentagram, either that of the conjurer or the partner

invocation and gestures The conjurer summons Pan and Hermes, Lingam and Yoni. He puts the wand at the tip of the pentagram
and the cup next to its left »foot«. The conjurer and his partner touches the chakras of each other’s bodies and then makes

love until the one that is going to change his or her sex climaxes. He or she then falls into unconsciousness while the body

Is transformed Hﬂdfhi‘iﬂﬂﬁ'd I am the one you warned me of

visualization The conjurer sees his own sex transferred to the body of his partner, or vice versa b

FIND PASSION Thisis more a form of meditation than a regular spell. Find passion is a long, ritualized intercourse
strengthening the connection between the conjurer and the lore of passion. During the next three days his skill

score is increased by +5 for all spells of passion (provided he knows them, of course). He can not cast spells

from other lores during this time.
sKkill score 10

1033 of endurance 5o
itools of magic The wand/the cup

time to cast 7 hours

S S e il

duration 3 days
requires a partner

‘preparations The conjurer and his partner paint the chakras with red paint on each other's bodies, in the shape of lotus flowers,
roses or abstract points. Nine red candles are lit around the circle of maeic, and next to each candle is written the name of

one of the planets. Incense is burned on the altar, and a mandala according to the Indian pattern is drawn, nine triangles
and six circles within a square

nvocation and sestures Slow, meditative intercourse using différent positions. The male partner is holding back, avoiding
release. The conjurer is continuously rattling off a mantra. This can be the name of a god or a word without meaning, in

order to focus his power

visualization The power is seen as a red flame by the genitals, gradually rising towards the head, and then flowing back and forth
between the upper and lower chakras

MAGICAL LOVER The conjurercan distort his own body and Per‘;nnallty until he completely corresponds to
another person’'s idea of the perfect lover. The spell changes the conjurer as much as is needed. Both age, looks

and behavior can be changed completely for the duration of the spell. The spell gives the conjurer +20 for each

attempt to seduce the intended partner. The spell can not be used to change sex.
Akill score 12




Early one morning, just as the sun was rising,
1 heard a maid singing in the valley below:
»Oh, don 't deceive me; Oh, never lLeave me!

How could you use a poor maiden s$07?«

l0ss of endurance 30
tools of masgie The cup
time to cast 1 hour
duration 24 hours
ego-throw to resist No |

preparations The conjurer needs an item that has belonged to the intended victim, preferably a photograph. It is placed on the
altar, together with two candles and incense. A pentagram is written within the circle of magic, and the words Lechidah,

Ruach, Neshamah, Nephesh, and Chiah are written by the tips of the star.

invocation and gestures The conjurer summons the intended form. He lifts the cup using both hands and asks tor divine |
guidance in order to form himself according to the will of the loved one. The cup is placed in the middle of the pentagram

and the conjurer spills a drop of his own blood into it. He summons Isis and Ishtar, and asks for their help in transtorming
his body and soul. He finally falls to the floor and is shaken by painful convolutions while the body is gradually changed
and the soul is transformed.

visualization A picture of the perfect lover is visualized within the pentagram, gradually melding with the body of the conjurer,
until he feels the change taking hold of him.

MASTER AND SLAVE Anindividual is made to totally submit to the will of the conjurer for the duration of the
spell A strong sexual connection is created between the conjurer and the victim, where the victim is filled by a

desire to be dominated. The submission has masochistic undertones, the victim is willing to be dominated and
degraded. He looks upon anything the conjurer commands him to do as part of a sexual game, even such things that
result in the victim hurting himself and others. The victim will seek out the conjurer if they know

each other, otherwise he will submit to the conjurer as soon as they meet.
ARill score 14

loss of endurance 40
tools of masic The wand |
time to caat | hour
duration 24 hours
ego-throw to resist Yes

preparations A strand of the hair of the victim is placed on the altar. All of the planetary signs are drawn around the inside of the
circle, and the names of the six chakras are written inside of these. A candle is lit in the middle of the circle. The conjurer

paints the chakras with red paint on his own body, in the shape of stylized roses or lotus flowers.

invocation and gestures With wand in hand the conjurer calls the victim by name and commands him to come. He swears by
Gamaliel and by each of the chakras while he touches the flowers on his body, feeling the snake rising up along his spine. |

Sitting on his haunches by the burning candle he summons Mars and Venus, Saturn and Luna. Finally he takes the hair

from the altar and burns it on the candle while he commands the victim to give up its will and to submit. |

visualization The conjurer sees how the victim s taking shape in the burning flame in the middle of the circle, nude and initially
reluctant, then more and more submissive. When the conjurer is burning the hair the victim falls on its knees and starts |

licking the feet and genitals of the conjurer.

STOLEN ESSENCE The conjurer can temporarily raise his own endurance by »stealing- endurance from another
person during ritualistic intercourse. He exploits the uncontrolled power released by the partner during orgasm.

——wm

Each level of effect of the spell will give the conjurer five of the endurance points of his partner. A level of effect of

10 means that he will receive 50 points of endurance (provided that the partner has that much). The -stolen«

endurance is added to that of the conjurer, making it possible for him to cast taxing spells that he normally would

not be able to cast. He will recover normally, but for the duration of the spell he will have an increased endurance.

The spell can not be used to Kill the partner, the worst that may happen is that |
he or she reaches zero endurance, and faints.

skill acore 15

loss of endurance 40

tools of magie The sword

time to cast 3 hours

duration 7 days

ego-throw to resist Yes
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‘preparations A hexagram is painted inside the circle of magic, where the upward pointing triangle is painted black, and the lower
is painted white. The symbol for Mercury is written in the hexagram. One black and one white candle is placed on the

altar. The sword is moistened with bodily fluids of the conjurer, and is placed on the altar. The conjurer marks the chakras

on his body with red and black paint. He leads his partner into the circle and lights the candles on the altar

invocation and geatures The conjurer summons Gamaliel and daubs his partner with rose oil. With his right hand he touches the
sword. and with the left the genitals of the partner. This is followed by intensive intercourse where the partner should

have repeated orgasms in order to lose as much essence as possible to the conjurer

visualization The essence of the partner is seen as a red light radiating from the genitals. The conjurer catches it by his lowest
chakra and leads it towards the highest. When the partner is emptied of ¢ssence he or she collapses from fatigue.

MASS SEDUCTION The conjurer can arouse artificial passion in a large groulp of people. The victims are charmed
by the conjurer and are gripped by an uncontrollable desire for him. The feeling can be compared with a senseless

love affair. The victims will love the conjurer unselfishly. They will seek him out immediately if they know him.

Their passion for the conjurer will be aroused as soon as they see him if he is unknown to them.

Up to the Ego of the conjurer x 10 individuals can be affected by the spell. They need not
be present when the spell is cast, but they must be fairly close to each other in time and space, or be bound to each

other in some other way. Possible groups are religious sects, school classes, participants in a conference, or guests

at a party.

The conjurer needs an item related to the group. The perfect link is a group photo, but
even a club badee or a guest list where the participants have written their names will do. If the group is larger than

the capacity of the spell the ritual will fail.
skill score 16

loss o endurance 50

tools of magic The wand and the crown

ttme to cast 24 hours
' duration 3 days

| ego-throw to resiat Yes

Cover her face; mine eyes dazzle: she died young

'preparations The item connected to the group is placed on the altar, preferably a group picture. Five candles are placed around
John WEBSTER

it and lit. The conjurer draws a symbolic picture of the group in the circle with the aid of planetary signs and pictures from
the zodiac. He paints his genitals red to mark the lowest of the chakras, and places the crown on his head to mark the
highest

invocation and gestures The conjurer touches the picture or item on the altar with the wand and calls the group by their names,
preferably all of the participants by their individual names if he knows them. He spills a drop of his own blood over the

item. and summons Dionysos and Venus. He dances around the symbol on the floor while he commands the group to come

out and show their love.

visualizaticn The victims of the spell are visualized outside the circle, nude and gradually more and more devoted in their
attempts to reach the conjurer

MASS AROUSAL The spell arouses some feeling or other in a large group of individuals: sexual arousal, hatred,
fear, anguish, euphoria. As with Mass seduction the conjurer can affect a group of people of Ego x 10 in size. They

must belong to each other in one way or another, either by being in the same place, or through some other ties.

The conjurer needs an item connected to the group, preferably a photograph.

Mass arousal is often used to create mass psychosis in a sect or another closed group.
The spell provides the victims with a very strong sense of belonging. They are turned into a flock controlled by a

single feeling. The feeling that is aroused is not directed against any particular individual, but is projected against
everything and everyone in the vicinity of the victims. A group of people filled with hate will feel an unreasonable
hatred against everything coming their way, but not towards each other. They will assault the innocent and break
anything within reach. Sexual arousal will turn them into nymphomaniacs abandoning themselves to an orgy of

| group sex. Anguish can paralyze them and cause them to commit mass suicide.
skill score 17

loss of endurance 50
tools of masic The sword
time to cast 24 hours

duration 3 days




Tears, such as Angels weep, burst forth
John MILTON

ego-throw to resist Yes

preparations The item that ties inwith the group is put on the altar, preferably a group portrait, Five candles are placed around
it and lit. The planetary symbols representing the feeling are drawn in the circle: Mars for anger, Venus for arousal, Saturn

tor anguish, the Moon for fear and madness, the Sun for happiness. Twelve candies are placed around the symbol and lit,
one for each house of the zodiac. The conjurer paints his genitals red and moistens the sword with bodily fiuids.

invocation and gestures The conjurer touches the picture or item on the altar with the wand and calls the group by their names,
preferably each participant in turn. He spills a drop of his own blood on'the item, and summons Dionysos and Pan. He

dances around the symbol on the floor and at the same time commands the group to come and let go of their inhibitions.
The sword touches the physical representation of the victims on the altar, and then barely touches each of the candle

flames. |

visualization The conjurer imagines himseli as the victim of the spell, letting himself be filled with the feeling he wants to create. |
He sees his victims in front of himself, outside the circle, and eradually transfers the feeling to them in the formof ared, |

white or yellow flame that is thrown out from the sword.

PREMATURE BIRTH A pregnancy can be hurried on so that only a few days pass between conception and birth. At
most the pregnancy can be shortened to seven days. The spell must in that case be cast at the same time as

conception occurs. Otherwise the birth will take place seven days after the spell is cast, regardless of how far the

pregnancy has gone. Neither the mother or the infant are damaged by the spell. The child will be fully developed.

and the womb and the belly of the mother develop in the normal fashion, just a lot faster.
skill score 18

lcas of endurance 40

teols op magie The cup

i T E— . — e —l 1. ——— 1 —

time to cast 12 hours
duration —

ego-throw toi r)eaiar Yes, for the foots. (Ego1—7. It is.1 during the first three months, it then increases by 1 for each additional
month

preparations A pentagram is painted on the tloor within the circle. Five candles are placed around it, and lit. The candles should
be made out of bee’s wax. The altar and the pentagram should be sirewn with red roses and pink rose petals. The pregnant

woman is brought into the circle. The conjurer draws a stylized rose or lotus flower on her belly, right on top of the lowest |
l

chakra. He marks his own chakras with blue dots on the skin.

invocation and gestures The conjurer summons Binah, Isis and Yoni. He touches his chakras and the sign on the belly of the
mother, and asks the child within to grow and step out into the world. The mother sits down inside the pentagram, and the

cup is placed on her womb. The child is called to gather force from it in order to grow, Binah, Isis and Yoni are summoned
dlew.

visualization The conjurer sees his own power as a blue fire, flowing out between the chakras of his body. He lets it flow out of
his body and into the cup on the mother’s womkb, where the child can pick it up in order to grow. The child is seen only as a

shadow in the belly of the mother. |

PARTHENOGENESIS The conjurer can magically make a woman pregnant, without any meetinF between egg and
sperm. The child that is created will get —5 for all Ego-throws against the Fetus perversion spell. In all other aspects

the child is quite normal, with traits from both »parents«. The conjurer and the intended mother need never to
meet. The only requirement is that the conjurer has a strand of hair or a few drops of blood from the woman when
the spell is being cast. If the conjurer is a woman, the child is always a girl. If the conjurer is male, there is a 50/50
chance of the child being either sex. A female conjurer can cast parthenogenesis on herself and bear

an exact copy ol hersell, a clone. She can also let herself be fertilized by an absent man, and bear the child herself.
akill score 20

loss of endurance 40

tools op magice The cup

time to cast 6 hours

duration —

ego-throw to resist Yes (not when fertilizing yourself)

preparations The strand of hair or the blood from the intended mother is put in the cup and placed on the altar. A pentagram
with planetary symbols and the zodiacal sign of the mother is drawn in the circle. The floor is strewn with growing corn of

wheat, and nine white candles are lit around the circle.
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invoeation and gestures The conjurer summons Binah and Chokmah. Lingam and Yoni The cup is placed in the pentagram on
| the floor-and the conjurer calls the mother by name. A male conjurer then spills his seed over the cup in the pentagram, a

female conjurer spills a few drops of her blood. The gods are once more summoned and the conjurer commands the

mother to be lertilized

visualization The conjurer sees the woman in front of himself, rising from the strand of hair or the blood in the cup. They make
| love. and the child is born in the form of a white light within the mother.

ETERNAL LOVE This is a stronger version of the Master and slave spell. An individual is made to fully and forever
submit to the will of the conjurer. A strong sexual connection is created between the conjurer and the victim,

| where the victim is filled by a desire to be dominated. This connection will last even unto death, and will be

' released only in the forgetfulness before rebirth. The whole thing goes so far that the lover can return from
Inferno after death to visit the conjurer. The submittal has a masochistic trait; the victim wants to be dominated
and degraded. He views everything the conjurer commands him to do as a sexual game, even acts intended to

" hurt himself or others. The victim must be present in the temple when the spell is cast.

skill score 25

l033 of endurance 50

tools of magie The wand and the crown
time tc cast 12 hours

‘duration Permanent

eqo-throw to resist Yes

preparations The victim of the spell is brought into the temple and is bound to the altar. Around the inside of the circle the
names of the angels of death are written, and inside of these the name of the victim is repeated thirteen times. A lighted

candle is placed in the middle of the circle. The conjurer paints the chakras usineg red paint on his own body and on the
victim, in the shape of stylized roses or lotus flowers.

invocation and gestures The conjurer, with wand in hand, calls the victim by name and commands him to give up his own will
- He swears by Gamaliel while he touches the flowers on the body and feels the snake rising along his spine. He then

touches the chakras on the body of the victim and summons Astaroth and Gamaliel, Binah and Chokmah. Finally he And they are gone: aye, ages long ago
These lovers fled away into the storm

releases the victim from his shackles to perform ritualized intercourse with him, where the victim is gradually moreand | U=

more submissive.

visualization The will of the conjurer is seen as a red flame in the lower chakra, and is ¢cast out and infused with the victim until
he grovels by the feet of the conjurer.

FETUS PERVERSION The conjurer can change and pervert an animal or human fetus. The spell can double
| abilities. lower or raise the mass by three, or increase or lower the number of limbs or inner organs. The conjurer

must get a higher effect on his skill throw than the ego throw of the fetus.
BRI sccre 30
loss of endurance 60
tools of masgic The sword and the cup
time to cast 3 days
duration Permanent

!ego*thrcw to reaist Yes. for the fetus (Ego is 1—7. 1 during the first three months, it then receives «1 per month.)
I

requires a partner

preparations The placenta from an animal of the kind to be perverted is placed on the altar (a human placenta if the tetus is
| human). One black and one red candle is lit, and a pentagram is drawn in the circle, where the conjurer symbolically

draws the changes he wants to take place. A fire is lit in a brazier in the middle of the pentagram. The name of the mother
of the child is written around the circle.

invocation and gestures The conjurer summons Hermes and swears by Mars and Mercury. He splits the placenta with the sword
and brings the edge of the sword through the flames from the brazier. He calls on the child and commands it to follow his

| will. and allow itself to be changed. He summons Binah and Isis, Yoni and Astarte, demanding that the child submits to his
will With his own blood he marks the chakras on the bodies of himself and his partner. He then channels his power to the

fetus and perverts it

'visualization The fetus is shaped by the flames in the brazier. The power of the conjurer is a black light that is cast out to pervert
the fetus.




&
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SEX CHANGE The conjurer can permanently change the sex of himself or someone else. This is such.a revolutionary
change that the person will be reborn with the new sex from now on. The one changing sex must have someone of

the opposite sex to start from in his visualization. In order to change the sex of another individual the conjurer
must throw higher than the ego of the victim. The sex change can not be done on anyone not willing

to submit to the ritual.
skill acore 35

loss of endurance 50

tools of masie The cup and the ring
time to cast 24 hours

duration Permanent

requires a partner of the oppoasite sex

preparations The ring is placed on the altar, and the cup is placed in the middle of the circle. A pentagram is drawn around it.
filled with symbols for the sex the conjurer is switching to. Five candles are placed in the points of the pentagram. The

conjurer covers his body with symbols for the opposite sex, and marks his chakras in red.

tnvocation and gestures The conjurer and hus parner steps into the pentagram, and lights the five candles. During a day-long,
meditative intercourse, the conjurer gradually transfers the genitals of the partrier to his own body, or vice versa. There

are no invocations, only a concentration on the force rising from the genitals, which is used to change the body and soul” |
of the person changing sex.

visualization The force is rising like heat from the genitals, warming the body. The heat then changes the body.

CROSS BREEDING The conjurer can fertilize another human or an animal with traits from another animal, a
demon, or even a machine. Any combination is possible, but a cross breeding between a man or animal and a

machine will give the conjurer a —10 to his skill score. The being is born after a pregnancy of (for the mother)

normal length. With unusual cross breedings the birth can be quite difficult, requiring a Cesarean section.

The throw for effect shows the success of the combination. 1—5: the child dies within one
hour of birth, 6-10; the child is mad, and lives for idio months, 1i—i5: the child is sickly and distressed, but its life

span is the same as that of the mother. 16—20: the child is a successful combination of the best parts of both
parents. If the effect is greater than 20 the whole is greater than the parts. A new species has been created. The
genes of the creature are dominant, allowing it to reproduce with animals or humans of the same kind
as the mother. In all other instances the cross breeds are sterile.

Akill score 40

l0ss op endurance 100

tocls of magie The wand and the cup

time to cast 21 days

duration —

ego-throw to resist Yes, for the mother

preparations The temple is cleansed for three days using incense and rose water, splashed on the floor and the walls. The
conjurer spends his time meditating on the kind of being he wants to create. During the night of the fourth day he begins

to draw a symbolic picture of the being inside the circle of magic. He lights nine tall candles, which are going to burn for
three days, and lets them burn while he draws the symbols on the floor. During the seventh night the «parents« of the child
are brought into the temple. This can be two living beings, or a creature and a machine. Humans partaking in the ritual
must normally be drugged if they have not voluntarily submitted to the ritual. This is when the actual spell is begun. From
this moment on the conjurer may not leave the temple. |

invoeation and gestures The canljurer summons Sathariel and Kali. He asks them to help him create the child. For the next seven
days he repeatedly makes love with the »father« of the child, picking up his abilities until they become a part of the

conjurer. This is followed by a day and night of fasting, no food or drink of any kind is allowed. During the last seven days
the conjurer is making love with the mother seven times, transferring the traits from the father to the mother. He finally
summons Sathariel and asks that the child will be strong and healthy when_it IS born.

visualization The reproductive powers of the father is visualized as a white fire, This is transferred to the conjurer, and then to
the mother, where it is shaped into a clearly burning point, the new child. >
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the influence of symbels Symbolism is easy to abuse for rﬁpa anda urpmﬁytwtsﬁngsymbols and stories the
symbolist can influence others. The idea of healthy self-sacrifice and physical exercise can be united with a religious

doomsday belief to create an idea that total war is & good thing. This is how the nazis managed to indoctrinate millions of

people to believe in war as a purifying bath of ste’él. in spite of the fact that they all had clear memories of the trenches of

the first world war. / |

Many symbolists are careful not to address too large an audience, as they are well aware of
the danger of strong symbols. Others ignore the risks. The movie industry has become an effective way of influencing the
collective subconsciousness. Film creato‘g'é have managed to shift the mental balance of entire groups of people by

manipulating symbols with deep roots in our subconsciousness.

The table below notes the effect needed for the symbolist to influence his audience.
Strengthen instinct means that the symbolist will strengthen a trend that is already present in the audience, for example a

/
dislike of tax authorities. Create an irj-;tlnct-means inciting entirely new feeling, for example a hatred of the meat industry.

Establish a new truth means for examﬁle mt a majority of all Americans decide that it is unhealthy to drink beer. 1

This of course assumes that the symbolist is able to get his message across. The upper table
row indicates his available channels. One medium can be for example a TV-series or a film. Two or three media can be a

series, a book and an advertising cémpalgn with the same contents. A media campaign presupposes that the symbolist will

have his message presented in all thf the mass media, at least for a month. The table should not be taken too literally.
Certain truths are of course too difficult to sell. Modifications must be made depending on the target group, and

o S K L Y

the contents of the message.

MEDIA CAMPAIGN 2-3 MEDIA ONE MEDIUM

|

|

Strengthen instinet for 24 hours 5 10 15

Create instincet por 24 hours 10 15 20 |

Permanently strengthen instinet 5 20 25 ,

Permanently create instinct | 20 2 & 30 - |
Eatablish a new truth | 25 30 . 35

g i e ol ———

the knowledge of the symbolist Symbolism is closelﬁ related to humanistic scholarship. The symbolist will find his
working material in art, literature and religion. He automatically receives half his skill score of symbolism in humanistic

scholarship. Most symbolists have additional knowledge of religion, psychology, literature, art, film and television.

cultural anthropology, history and languages.

The Noﬁiee (skill score of 1—9)

The novice knows the most important symbols of different cultures, and understands that
they can be used to interpret the behavior of man.

e o e O el i

The Student (skill score of 10—19) ’

The student will recognize symbols that are common to all of mankind. He knows a little
about interpreting dreams, thereby learning something about a person. He can describe how a society is made up by |

taking part of its symbols and myths. He knows when a symbol is used in a manipulative way, and is not easily influenced

by pmpaga'nda.
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The Adept (skill score of 20—29)

| The student knows howsymbols have changed throughout history. He can describe how
humanity as a group has changed by studying symbols and myths. He is aware of the great changes of the past 200 years,

el e Il T A ——

and that parts of our symbolic heritage, that which is a part of our imprisonment, IS in disarray. From the remnants a

-

number of fixed symbols, those that existed before the imprisonment, are coming back.

The Master (skill score of 30—39)

The master can tell what instincts and abilities we had before the imprisonment by studying
myths and symbols. He can play around with the symbols, giving them new and unexpected interpretations.

- il e S T W -

The Symbolist (skill score of 40+)

The symbolist can begin to chart man's ori%inal myths and symbols, the original versions of
our fairyMﬁries. inordento find out what they looked like before the imprisonment. He is also able to interpret

facts about the illusion, the Demiurge and the guardians of the illusions, by reading symbols and myths.
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T HE L O R E 0 F D REAMS

~ They had chased me for weeks, men in dirty yellow coats and staring pig eyes with guns hidden in sofit
shoulder holsters. They showed up when I went over to Massid’s for a drink. They stood waiting in the
doorway when I goi‘ back xhome. They bugged my phone; cli-rrrr-click, it said each time I tried to call anyone.
| Now I knew at last what they were after. B told me about it.

»Jou haven’t much time left. They're going to take you as soon as they get the word from above. Pull out while
you ean.« he warned me.

I prepared. Sold all my stupp and left the cat with B. I barricaded the door, and locked myself in my temple
with a bottle of whiskey and a jew sandwiches. It would take a week. A week of hell, then I would be pree. |
ate the sandwiches and emptied halp the bottle. I almost threw it all up, as iy my body understood what I
was going to do, and protested against it. ] was a little shaky when I started drawing the pentagrama.
Glowing lines. Sofit, elusive Hebrew letters. Star houses. Planets. I drank the rest of the whiskey and burned
some incenase.

Somebody rang the door; it was a weak, distant signal. But I didn’t listen. I held the wand in my hand and
pointed it towards the sign of the Capricorn.

»You are no more!«

The goats head paded away. Then Aquarius, Pisces, Aries. I extinguished the glowing signs on the floor, one
by one, until all was dark. Limbo. As i the world had gone out around me. I sank down onto the floor. Going
slowly to sleep. Seven days. Hangover at first, then hungry, then thirsty, then faint and sleepy, until a
splintering sound made me open my eyes. The door of the temple had been broken down. Two men in dirty
yellow coats stood on the threshold. But they were too late. | was already on my way. They reached into the
circle; I got a glimpse of their true fjorms, swollen, yellow skinned, slithering black tongues. Before they
where able to break the circle I was gone. I got up and stepped into the other world, in among the shadows,

and saw them rip my dead body from the floor.

Bl E LORE OWYW THE W RYENA M

The dream is our inner universe. This is where we are the masters, with limitless power
over both the spirit and the material world. This power can be transferred to the waking world. In the dream world

we can create beings which then step out into the waking world. The dream can tear the veils of the illusion, and

open gates to other realities. We can change our dreams, and thereby change reality.

The dream world is reached through the Art of Dreaming. It is a skill that is not magical in itself, and involves
learning to control and manipulate your own dreams, and is described in the Beyond the Dream chapter in the
regular rules. Every dream conjurer has the Art of Dreaming skill automatically, of the same skill score as the skill

score of the lore of magic. They do not need to pay extra for this.

The lore of the dream works on the borderland between dreams and reality. The magic
can be used to influence the dreams of other individuals, or to twist reality. Almost all of the conjurers of the

dream are originallyjust dreamers. They have created dream worlds, and have passed from these into other

dreams. Somewhere they have met other dreamers with-enough knowledge of magic to start teaching them.

There are few books in our world describing the lore of the dream and how to use it.
The knowledge is gathered in the dreams, collected in secret libraries or in the heads of the dream masters, far

away from any curious meddlers. That is where the dream conjurer can learn the secrets of the lore. He builds his

temple and creates his tools in the world of the dream. There are usually no physical traces in our world to show

that he is a conjurer. Powerful dream conjurers are almost always dream wanderers. They gradually transfer
their essence to their dream realms, leaving their waking selves behind as dead shells.
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the knowledge of the dreain conjurer Dream conjurers have extensive knowledge about the dream worlds and other |
dreamers, but they know little about the servants of the Demiurge. The dream is an escape fromreality. The

dream conjurer has withdrawn from the normal existence of mankind. As long as they stay hidden in the dream they will

never search for the awakening, or ask troublesome questions about man’s rightful place in the universe.

A dream conjurer’'s knowledge about the Art of Dreaming is equal to his Lore Rating.

The Basics (skill scoreless than 10)

The conjurer knows that dreams and reality can meld, are able to influence each other and
become one. He knows that man is more than his bodily shell, that he can move into the dream and be distorted beyond

recognition.

Higher Knowledge (skill score off 11—40)

The conjurer knows about the Vortex and the worlds of the dream princes. He knows that
dreams can be individual or shared, that there is a collection of general human ideas in the Vortex that can be used to

create common dreames.

Full Insights (skill score off more than 40)

The conjurer knows that the dream is an escape from the illusion, the prison of humanity. He
also knows that this is an incomplete escape, a dead end that can never lead to a full awakening. He knows about the

archons and the angels of death, Inferno and Metropolis, but he generally does not care about the outside world. He has

invested too much in his dreams to wish to leave them behind.

drugs Drugs are a closely related part of the dream. Drugs are an escape from reality in the same way as dreaming. Many
conjurers of the dream use drugs in order to get into a stupor deep enough to let them stay for days and days in the realms

of the dream. This is something which adversely affects the body and many conjurers become drug addicts. To be awake

and unaffected by the drugs becomes more and more depressing. The body can not stand being without the drues. Using

heroin, morphine and different kinds of tranquilizers, often combined with liquor, is common among the conjurers of the

dream. Even conjurers who do not become drug addicts use mildly narcotic drugs in their rituals in order to

achieve a sleepy atmosphere. Common incense is often mixed with cannabis, hashish or opium.

the tools of magic The tools of the dreamer are not used to influence reality, but to escape into the dream. The most
important is the wand, as a sign of the conjurer’s power over his own dreams. The second most important is the cup, which

in the lore of the dream represents drugs and the escape from reality. The ring is very seldom

used in the lore of the dream.

the symbols Colors and smells are important. Qil lamps of different colors and different kinds of incense are used to send the
dreamer into the right state of mind. The dréam is about going into its own world, which means that the human soul is

important. The hexagram is often used as a symbol for the connection between the soul and the image of the soul in the
dream. The names of the soul in both Egyptian and Hebrew are used in dream rituals. The houses of the zodiac and the

planets are used to provide an image of the inner being of the conjurer.

Archons and angels of death are rarely summoned.

the gods of the dream There is only one dream god, he who is called Hypnos in Greek, the lord of the dream. He is
summoned in many dream rituals.

Other gods are used more as symbols.




THE NEW AGER

»Jou're not opening up. That's why you re not peeling
anything. Relax and peel how the force is jlowing
through the crystal and into your hand. Can you feel
how it prickles and gets warmer? It's your mental
energies that are being channeled. Don 't think about
anything. Just let your mind reach out fjor the origin,
the power in your soul. The world around you i jull o}

spirituality, and ia responding to your unconacious

attempts to attain harmony with it. Try to visualize the

soul of the world, try to merge with it. Sense how you
can read the thoughts of the flowers. «

THE NEW AGER HAS SEEN that mankind is
on the verge of a huge step towards a new state of
consciousness. Through spiritual exercise it is possible
to strengthen the forces of good in the world, and
prevent war and other disasters. If we can just
recognize our forgotten parts and admit our ties to the
living, conscious earth, we can achieve something
heretofore unknown in the history of humanity. The
new ager is part of an international movement, and is
happy to meet those of like mind through seminars and
classes.

personality A seeker, convinced that truth can be found
within every human being, and that we all are part
of a larger, cosmic consciousness.

disadvantages Fanaticism, Intolerance, Mental
constriction, Paranoia, Phobia, Unwilling medium

advantages Body awareness, Empathy, Enhanced
awareness, Intuition

dark secrets Occult experiences, Possessed and haunted,
Supernatural experiences

propession Laborer, Healer, Artist, Consultant, Part-time
farmer, Therapist

living standard 3—6

akills Lores of magic and spells, Astrology, Cabbalah,
Computers, Fortune telling, Hypnosis, Martial
arts: kendo or ju-jitsu, Modern languages, Net of
contacts: the new age movement, Occultism,
Parapsychology, Pictorial arts, Poisons and drugs,
Rhetoric, Tarot, Written report




THE WHITE
CONJURER

-Magic ia not an end in itaelf. It's a means, among i N *
many. tn our striving jor a better and more humane
world. | see magic as a way to reach a higher level of '8

conaciousness. There are methods where you can

release your conscicusness from yourbody in or
gain an inner harmony, which is directed towards the
nigherspheres. towards a more enlightened and truer

-

exiatence. « 1‘

.-
A WHITE CONJURER ALWAYShasa'
positive mental balance. He spends more time
meditating and studying than working at his magic. His
goal is to reach nirvana, samadhi, enlightenment, the
awakening, or whatever he chooses to call it. He's
involved with excruciating physical exercise in order
to liberate his thoughts from the shackles of the flesh,
often isolating himself in the wilderness or some
remote location. White conjurers living among people

are often engaged in welfare work or similar.

personality a self-sacrificing, clean-living individual
trying to liberate himself from the pressing needs
of his body. He is friendly and understanding
towards everyone, an attitude which is often
considered slightly patronizing and self-
absorbed.

disadvantages Compulsive thoughts: perfectionist,
cleanliness, Continually reeling off mantras,
Fanaticism, Mental constriction, Nightmares

advantages Altruism, Animal friendship, Body
awareness, Empathy, Endure
hunger/thirst/cold/heat/torture, Forgivineg,
Honesty, Largesse, Pacifism, Resistance toillness

dark secrets Family secret, Forbidden knowledge,
Haunted and possessed, Occult experience

profession development assistance worker, hermit,
priest, doctor, teacher

living standard 1—5

skills Lores of magic and spells, Academic skills, Alchemy,
Astrology, Cabbalah, Craft, First aid, Hypnosis,
Meditation, Modern and dead languages,
Numerology, Occultism, Parapsychology, Play
instrument, Poisons and drugs, Survivalist skills,
Tarot



THE LORE OF DREAMS

T HE SPELLS

SPELL SKILL SCORE LOSS OF TIME TO CAST DURATION
ENDURANCE
Behold the Dream 5 10 10 minutes 10 minutes
Summon Dreamer 5 10 10 minutes One dream
Dream Gate 7 20 20 minutes 10 minutes
Send Dream 7 20 45 minutes One dream
Shared Dream 8 30 1 hour One dream
Dream Temple 10 50 8 days Permanent
Lasting Portal 15 40 24 hours Permanent
Escape to the Dream 16 All 7 days Permanent
Dream Walk 17 40 24 hours 3 days
Dream Creation 18 40 6 hours 24 hours
Prophecy 19 40 9 hours | year
Seeker 20 30 7 hours —
Dream Hero 25 50 12 hours 24 hours
True Dreams 30 40 7 hours 24 hours
Killing Dream 35 60 24 hours One dream
Dream Realm 40 80 7 days Permanent
Dream & Reality 45 80 7+7 days Permanent

BEHOLD THE DREAM The conjurer can see into another individual's dream with the aid of a mirror. He can not
influence anything in the dream, and he sees everything with the eyes of the dreamer. The dreamer is usually not

aware of such peeping toms. An experienced dreamer may sense that something is amiss if

he successfully resists the spell.
skill score s

loss o endurance 10
'tools of magie The cup
time to cast 10 minutes
'duration 10 minutes
lego-throw to resist Yes

preparations A blue mirror is placed on the altar. White paint is used to write the name of the individual whose dreams are to be
studied. Narcotic incense is burned in a brazier on the altar, and a hexagram is drawn on the floor. Four yellow candles

are lit, and then the conjurer puts himself into a meditative trance.

nvocation and gestures The conjurer summons Hypnos and asks him to open the gate to the realm of the dreams. He raises the
cup and moves it above the burning candles, and at the same time calls on the dreamer and asks to be let into his world.

visualization A dark point materializes in front of the conjurer and glides over to the mirror. There it explodes into darkness and
opens the road into the dream.

SUMMON DREAMER The conjurer can summon a sleeping person and force him to enter his own dream. If the
spell is successful the dreamer will be brought into the dream world of the conjurer the next time he falls asleep.

This requires that both of them are asleep at the same time. A skilled dreamer can summon several people at the
same time, one for every 5 points of his skill score. If the sleeper is a skilled dreamer whose skill score in

the Art of Dreaming is higher than his Ego, he can use his Dream Art to resist the spell.
skill acores

loss of endurance 10
tools o magie The wand
time to cast 10 minutes
duration One dream
ego-throw to resist Yes

' ipreparations The conjurer burns white sandal wood in a brazier and lights a bee’s wax candle on the altar. He paints a triangle
with one red, one yellow and one blue side on the floor, and writes the names of those he wishes to summon inside it. On

the outside of the triangle he draws a pentagram in white.




Whilst yet the calm hours creep,
DPream thou—and from thy sleep

Then wake to weep
Percy Bysshe SHELLEY

invocation and gestures The conjurer swings the brazier above the triangle on the floor, turns to each of the four cardinal-points|
and forbids all ichthyrians, psyphagi, and other dreamers to disturb the summoning. He chants the names of those he |

wishes to summon, and bids them to enter his dream.

visualization The summoned individuals are seen as floating forms getting closer to the circle and the conjurer.

DREAM GATE The conjurer can open a portal into dreams or dream worlds and move physically into them. The gate
can be opened to one of his own dreams, which he has previously visited, or to another person’s dream. Creatures

in the dream are aware of the conjurer and can see him when the portal is opened. If the spell is cast from within a
dream the conjurer can then step out into waking reality. He can not bring anything with him through the portal,

unless he has cast the Dream Creation spell first.
skill score 7 1

loas of endurance 20
tools of magic The sword
time to cast 20 minutes
duration 10 minutes |

preparations The conjurer burns musk in a brazier and splashes rose water on the altar. He places a mirror on the altar and
writes, using white paint, a symbol for the dream he wishes to open a gate to on the mirror. Inside the magic circle he then

draws a pentagram in blue and marks the points with lit candles.
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invecation and gestures The conjurer follows the lines of the pentagram with his hand and commands all hostile powers not to
interfere with the ritual. He strikes the surface of the mirror with the sword and calls the name of the dream he wants to

open a gate into. |

visualization The conjurer sees a black opening in front of him, growing out of nothingness. A rift in space is created when the
mirror shatters. The rift is widened to create a portal to the other side.

SEND DREAM The conjurer can send a dream to another individual, or change the dreams of someone according to
the wishes of the conjurer. He can subject his victim to horrendous nightmares, or change anguish-filled dreams

into pleasant images of paradise. It is quite possible to drive a person insane by sending horrible nightmares night
after night. After a month or more of manipulated dreams the victim is prone to develop a neurosis, and be the

subject of permanent attacks of dread.

Experienced dreamers and dream conjurers have a natural protection against external
influences. They can add their skill score in the art of dreaming or the lore of the dream to the effect for

the ego-throw to resist the spell.
aKill score 7

loas of endurance 20
tools of magie The wand
time to cast 45 minutes
duration One dream
ego-throw to resist Yes

preparations The conjurer burns incense fitting the dream he is going to send: sulfur and Fepper oil for evil dreams, camphor
and white sandal wood for ethereal dreams, musk and myrrh for dreams of a sexual nature. He lifts an oil lamp with a blue

flame on the altar, and draws the signs of the planets representing the dream on the floor: Saturn and Mars for the
physical and violent, Venus and Luna for the sensitive and sensual, Mercury and Jupiter for the impartial and concrete, the
Sun for the spiritual and lofty.

invocation and gestures The dreamer is called by name, and the conjurer raises the sword to show his capacity to shatter and
distort the dreams of the victim. The dream to be sent is described, preferably in a poetic fashion, while the conjurer

moves his hand in sweeping circles over the blue flame. |

visualization The conjurer sees how the flame is distorted to a picture of the dream he wants to send or distort.
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'SHARED DREAM Thisis a dream shared by a number of people. Up to the Ego of the conjurer number of individuals
may share the dream at the same time. They do not only dream the same things, they also meet in the dream, and

- ————

will remember it afterwards. A shared dream can be used to bring people together from far away, people not
| otherwise able to communicate with each other. It can also be used to send a dream, to subject a number of people

to a horrible nightmare. If the shared dream is going to work, all of the participants must be asleep at the same
time.

The conjurer can choose if he wants to be part of the dream or not.
b e
skill score 8

loss off endurance 30

itools of magic The wand
[

time to caat 1 hour
duration One dream

ego-throw to resist Yes
l
preparations Narcotic incense is burned in a brazier on the altar, and a white candle is lit for each person that is going to share

the dream. The conjurer needs a strand of hair, some nail clippings, or a few drops of blood from each one. He places the

items next to each one of the candles, and draws an octagram on the floar, in the form of two superimposed squares. One

- of the squares is painted blue and the other brown.

linvocation and gestures The dreamers are called one by one by name. The conjurer burns the hair, the nails or the blood in each
| respective candle, and commands everyone to come to the dream. He describes the shared dream using poetic language

| and moves the wand over the burning candles on the altar.

lvisualization The dream takes shape out of the candle lights on the altar, and is turned into a lucid image.

|
!

DREAM TEMPLE A permanent temple is built in the dreams of the conjurer. It will always be available to him,
regardless of how his dreams change. He can always find the way to his temple, and it will not be subjected to

| outer forces, or the inevitable mutability of the dream world. The temple functions exactly as normal. It can be
used to cast spells affecting both dreams and reality. All the material for the temple is picked out of the dream, Farewell, happy fields,

e . . . : : A e 3 . Where joy for ever dwells! Hail, horrors! hail
there is no need to bring anything in from the waking world. The spell is special, as it is prepared in a waking state, = .. "~/

| but the important invocations are spoken while the conjurer is asleep and dreaming.
\skill score 10

\loas of endurance 50

]too!.& of magic The sword, the wand and the cup

itime to cast 8 days
‘duration Permanent

':preparatiom The conjurer burns narcotic incense and lights forty wax candles in a tight circle around the circle of magic. He
| meditates for twelve hours, creating a mental image of the temple.

linvoeation and gestures The conjurer summons Hypnos and lays down in the circle to sleep. He holds the wand in his right hand
and the cup in his left. When he steps into the realm of the dream he carries his tools with him. He locates a place in the

i dream where the temple is to situated, and draws, by walking three times counter clockwise in a circle, a circle of magic on
I‘.
|

1

the ground. The circle will be permanent from now on. The conjurer returns each night during the next seven days to
| continue his construction of the temple. During this time he has the ability to create and shape items out of nothing. He
can build an immense, colonnaded temple with an altar of marble, with grand statues of the gods of the dream, if he wants
to. But he can only create items belonging to the temple, nothing can ever be removed from it. When the seven days of
construction are over, the temple is consecrated in the usual manner.

visualization The conjurer keeps a steady image of the templein his mind, and gradually summons it out of the dream.
t

LASTING PORTAL A permanent portal is created between the dreams of the conjurer and our reality. He can
always walk with his waking body between the dream and his waking state. The portal works just like a dream

|
|
|
|

portal, but it exists permanently. It must be placed where there is a natural gate, like a door or an opening of some

other kind. The portal can only bé used by the conjurer or by creatures with his permission. Everyone else is kept

away by spells of protection. The spell is cast in two steps. One part is performed in our reality and lays the

foundation for the portal on this side, the other part is cast in the dream. The first part of the spell is always cast in
the temple of the conjurer, regardless of whether it is situated in reality or in the dream.




I have often wondered if the majority of mankind

ever pause to reflect upon the occasionally

titanic significance of dreams, and at

the obscure world to which they belong
HP LOVECRAFT

AKRiLl score 15

loss of endurance 40
tools of masic The sword
time to cast 24 hours

duration Permanent

e S —

preparations The conjurer marks the §ate on the side where he has his templé by drawing its outline with red ochre. Above the
portal he draws a Tau-cross and writes the word Tetragrammaton in order to keep all enemy powers away. He then

withdraws to his temple where he burns aloe incense and draws a blue pentagram marked with five candles within the
circle of magic.

—

invocation and gestures The conjurer raises the sword and points it in each of the four cardinal directions, warning the princes
and powers of the dream to keep away. He shouts his own name, also naming the portal, making it able to recognize the

conjurer when he wishes to use it. He calls the portal and commands it to open, at the same time cutting a gate in the air
using the sword. He then reclines inside the pentagram and goes to sleep (or wakes up, if the temple is inside the dream.,
and he is casting the first part of the spell in the dream temple). He then repeats the ritual from the other side: draws the
gate, draws the Tau-cross and Tetragrammaton, draws a pentagram, warns the powers to stay away, names the portal and |
commands it to open. |

|
|
visualization The darkness is Eathering around the place where the portal is going to open, and the conjurer sees how a rift |
opens in front of him, the air seems to crack, leaving a gate in the air. |

|

{

|

ESCAPE TO THE DREAM Thisisa srpell used by a person who wants to completelg move his essence to the |
dream. The conjurer is gradually transferring himself into the dream, until his living body is nothing but an empty

shell that he can leave behind. He has his usual abilities in the dream, and looks like himself, but he can change
himself with the help of the art of the dream. He can never return to the waking world for more than short visits
through portals. After a day in reality he is always thrown back into the dream. A person escaping to the dream
buys a temporary immortality for himself, for the price of never again being able to live in reality. He does not age

A

or die, but sooner or later the powers of death will take notice of him. No man is allowed to live forever, and
dreamers trying to cheat death will be chased by the servants of the angels of death until caught.

The entire spell must be cast from a temple in the real world.
Akill score 16

loss of endurance all

tools of magie The wand and the cup
time to cast 7 days

duration Permanent

ego-throw to resist No

preparations The conjurer draws a pentagrant on his own body and writes the names of the five parts of the soul next to it:
Chiah, Nephesh, Neshamah, Ruach and lechidah. He then burns myrrh, amber and musk. Another pentagram is drawn

inside the circle of magic. He begins by writing the names of the houses of the zodiac, then the nine planets around it.
Finally he draws a triangle surrounding everything, with the word Tetragrammaton written along all three sides.

invocation and dgeamrea Turned towards the west, with the wand in one hand and the cup in the other, he denies the influences
of the zodiac, then the planets, and finally the existence of God's entire creation. He is then able to walk into his own soul.

He reclines on the floor in a fetus position and closes his eyes. Half meditating, half sleeping, he mumbles his own name as
a mantra, and is gradually sliding into the world of the dream, while his body deteriorates and dies.

visualization The conjurer sees his own essence as a blue IiFhI permeating the body. The light is gradually fading and is
transferred to the dream, which he imagines as a half transparent world, gradually becoming more substantial, until the

waking reality has disappeared completely.

DREAM WALK The conjurer can walk uninhibited between his own dreams and dream worlds of others. He can let
his own dream gradually glide into those of another person, and step into the worlds of the princes of the dream,

and the twisted shared dreams around the Vortex. The dream is not a fixed landscape, the dream walker is

gradually changing his environment in order to move about. In order to get inside the dream of another individual

the effect of the dream walk must be greater than the effect of the Ego-throw of the dreamer. An experienced

dreamer can use his skill score for either his art of dreaming or lore of the dream, instead of his Ego in order to
keep the dream walker away.




THE LORE OF DREAMS [ —

\skill acore 17

loss of endurance 40

tools of magie The wand and the.cup
time to cast 24 hours

ego-throw to resiat Yes

preparations A mirror is placed on the altar. The conjurer writes, using white letters, the name of the dream realm he wants to
enter first. Seven lamps with blue flames, which should be burning for 24 hours, are lit around the circle of magic. Next to

each lamp is written the Egyptian sign for one of the parts of the soul: Ren, Sekem, Khu, Ba, Ka, Khaibit, and Sekhu. In the
\ square outside the circle he draws five stars for the five cardinal points of the dream. The conjurer removes the clothes
’ from his upper body and rubs himself with rose oil. He fills the cup with scented oils and places it within the circle. He then

|

” lies down on the floor.

invocation and gestures When the seven lights go out the conjurer shuts his eyes and summons his Khu, the soul that is going to
guide him in the realm of sleep. He dips the tip of the wand in the cup and splashes the oil on the five stars on the outside

| of the circle, calling the name of the dream realm and asking for the protection of his Khu-soul. He then falls gently to
sleep, while weaving a spell where he says that he is seeking the way into the realm of the dream, the way to the landscape
of the heart, the way to the lands of forgetfulness. He drinks the last drops of oil from the cup. The mirror is shattered, and

1 a gate is opened towards the dream.

visualization The dream realm is taking shape in the darkness on the other side of the circle. When the conjurer empties the
contents of the cup, he looks into the dream of his visualization.

DREAM CREATION This spell is used to create an item in the dream. The item can then be brought out into the

real world. The conjurer can create an object with a mass of approximately his skill score in kilograms. The object

can be of any kind, but it may not be in violation against the natural laws of our reality. If it is in violation the item
will cease to exist when it leaves the dream world. The conjurer can take the item through a dream gate, and he

il e T el

will then have the item in his hand when he wakes up. When the duration of the spell ends the item disappears.

The spell must be cast in the dream.

(akil[aeorEIB So I awoke, and behold it was a dream
John BUNYAN

l0ss of endurance 40

;too!a of magic The wand

time to caat 6 hours

duration 24 hours from the moment the item leaves the dream.

preparations The conjurer lights seven blue candles around the magic circle. Next to each candle he draws the sign for one of the
planets. In the middle of the circle he paints a white pentagram with blue outlines, and in the middle of it he draws the

1
|

| signs for Mercury and Mars.

invocation and gestures The conjurer raises the wand and points it in turn towards each of the planetary signs, and summons
the powers of the planets. He then stands on the sign of Mercury, describing in detail the item to be created, at the same
i

time making a drawing of it in the air using the wand.

i
lvisualization The tip of the wand is a glowing point, drawing the outline of the item in the air, filling in shapes and colors until
| the item is fully present.

PROPHECY The conjurer is able to see the future. He can prophecy in the dream how a certain event is going to come
about. The prophecy is an image the conjurer creates out of his knowledge of a certain situation. He can not

| prophecy about a chain of events that he does not know anything about, and the events must, in some capacity, be
a cause and effect chain. The conjurer can not prophecy about events that are entirely a matter of chance. He can
not use the spell to find the winning lottery numbers, for example, or whether it is going to rain on the first of May

| next year or not.

If the prophecy is going to be reliable it must be about a clearly defined event not too
far ahead in time. The conjurer can not say anything of any consequence about events a year from now, and the

reliability is already much compromised even if the prophecy only stretches a few months ahead. It is no real
picture of the future that is created, for that to be the conjurer must have some knowledge of the magic of time and
space. There is always a small risk that the prophecy is false, but the risk is diminished the more precise the
question is. Possible questions are: »Will Bob Sisko, the drug peddler, be caught by the police?« or

»Will Bob and Lisa get married?« or »Is Bob going to die from his cancer?-
sKill scere 19




You can't wake up
Fields of the Nephilim

loss of endurance 40
tools of magic The cup
time to cast 9 hours
duration i1 year
ego-throw to resist No

preparations A white candle is lit on the altar. An inner circle is drawn inside the circle of magic, and the situation that is the
subject of the prophecy is described inside. This is expressed in astrological terms using the twelve houses of the zodiac

and the nine planets placed in their correct positions. It is also possible to describe the situation in other ways, like
placing the proper cards from a tarot deck. The conjurer places and lights five thuribles of myrrh, amber, musk, sulfur, and
camphor around the description.

invocation and gestures The conjurer summons Thoth and Hermes. He raises the cup and walks three times counter clockwise
around the signs on the floor, while he asks the powers of the dream to show him the truth. He stops by each of the

thuribles, inhaling deeply. Finally he meditates on the picture on the floor, and gradually slides deeper and deeper into
the dream

visualization A dream is shaped out of the signs on the floor, pulling the conjurer away from the temple. He ends up in a dream,
where he is the spectator to the events that he asked about in the prophecy.

SEEKER The conjurer can find a person by searching for him in the dream, and then by following him into the waking
world. He must know the name of the person he is looking for, and he must have a focus, a strand of hair or some

intimate possession belonging to the person. Anyone can be looked for, regardless of where he is, provided that he
sleeps occasionally, which is the most important requirement. Only living people may be found in this way.

Those being tormented in Inferno no longer dream.
akill score 20

losa of endurance 30

tools of magic The cup and the ring
time to cast 7 hours

duration —

ego-throw to resist No

preparations The item belonginﬁ to the target is placed on the altar. White sandalwood is burned in a brazier, and a lamp with a
clear, white flame is lit. The cup is filled with clear water. The conjurer paints a square in the circle, where he writes the

signs for the four elements. Within the square he draws a hexagram. He then places the ring in the middle of the
hexagram.

invoeation and %eamrea The conjurer holds the cup in one hand and the lamp in the other. He stands in the hexagram and calls
by name the person he wants to find. He commands him to appear, to reveal his abode, show his dreams. He swears by

Anubis and asks him to show the way through the veils of the dream. He swears by Horus and asks him to illuminate the
way. He swears by the gods of the dream and asks them to aid him.

visualization The conjurer glides into the dream and sees before him a road ﬁpeninithrﬁugh the dream land. Barkir:jg dogs are
heard in the distance. He walks along the road until he finds the one he is looking for. He then looks down and below

himself, as if floating in air, he sees the place where the individual is sleeping.

DREAM HERO The conjurer can change himself using the art of the dream, and retain the changes when he wakes
up. An experienced dreamer can change his looks, improve his abilities, and obtain skills and abilities that he

normally does not have. This process is described in the basic rules. Using this spell the conjurer can bring his

dream persona out in reality. After a day and a night he returns to his normal self.
skill score 25

loss off endurance 50

tools of magie The wand and the sword
time to cast 12 hours

duration 24 hours

preparations A lamp with a red flame is lit. The sword is placed on the altar with a fresh oak twig. The symbols for Mars and
Jupiter, surrounded by a pentagram marked with five red candles, are drawn in the circle. Around the circle the conjurer

writes the names of the ten sephiroth (the archons).
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invocation and gestures The conjurer walks counter clockwise around the circle with wand in hand. He draws a Ipentagram in
the air ten times using the wand, and each time he commands one of the Sephiroths to turn its sight away from what is

happening. He begins with Malkuth and ends with Kether. He then takes the sword from the altar and steps into the

' pentagram. He calls his own-name, summoning Mars and Jupiter to be the guides to his own change. He raises the sword
saying that he is taking his strength from the dream, that he has his true self in the dream, that he is drawing his power
from the dream. He then falls into a trance that is slowly passing into sleep.

visualization The conjurer perceives his dream self-as a twin in front of him. The pair glides towards each other until the conjurer
| feels the power of the »twin« permeate his own body. At this time he is already in the dream, and has used the art of the

! dream to change himself. When he wakes up he willbe wearing the body of his dream persona.

TRUE DREAMS A true dream may change reality. It can not change the past or work against the laws of nature, but it
can influence a chain of events according to the will of the conjurer. In order to succeed the conjurer’'s knowledge

about the situation must be intimate enough to let him imagine a possible development. He can, for example, force
a member of a board to leave his post, provided that the member is torn between a desire to leave the board and
demands that he should remain. If the member never even considered leaving the conjurer will not be able to make

him do this. Impossible things can not be made to happen.

The true dream can only influence a chain of events in the immediate future, within a
day from the casting of the spell. As the conjurer must have a very clear picture of the situation, only quite precise

events can be manipulated in this way. The spell can used to influence people to make a certain decision, or give in
to a specific impulse. It can also be used to influence the physical world in order to make a certain event happen. A
dream conjurer in London during the Blitz could, for example, make one of the German V2-rockets crash

on the house of an enemy conjurer.
akill score 30

loas of endurance 40
tools of magie The wand

time to cast 7 hours
Ladybird, ladybird,

duration 24 hours Fly away home,

ego-throw to resist Yes Your house is on fire

: , _ : + \ s And your children all gone
‘preparations The conjurer obtains a focus for the spell. This can be a picture of the person to be influenced, a strand of hair, a

possession, or a part of an item. The focus is placed on the altar. Camphor incense is burned in a brazier. An octagram of
two superimposed squares are drawn in the circle. The upper is painted blue and the lower is painted white. Symbols for
the four elements are drawn next to the points of one of the squares, and the names of four of the parts of the soul are
written next to the other points: Ruach, Neshamah, Nephesh, and Chiah.

invocation and gestures The conjurer stands in the octagram and turns towards the four cardinal points. He commands in turn
the four elements to follow his will. He then turns towards the four names of the soul and summons them. He says that he

is merging his soul with matter, that his dream is superior to matter, that his dream will give him power over matter. In
poetic form he describes the situation he wants to influence, and what is going to happen. Finally he sits down in the
octagram and sinks into a stupor.

visualization An image of the events is created in the mind of the conjurer. The image must be as lucid as possible. He allows the
| image to gradually slide into a dream describing the chain of events that the spell is going to influence.
E

KILLING DREAM A connection is made between a living individual and his dreams. The conjurer transmits a dream
that can kill or severely injure the dreamer. The spell works like send dream, but everything happening to the body

| of the victim is also happening in reality. If he falls from a height, the sleeping body will receive the appropriate

injuries, if he is burned, he will have burn marks, et cetera, The conjurer decides what is going to happen.
skill acore 35

l0ss of endurance 60
tools of magie The sword
time to cast 24 hours
duration 1 dream
ego-throw to resist Yes

preparations A strand of hair from the victim is placed on the altar. The conjurer burns incense mixed with sulfur and pepper oil.
He lights an oil tamp with a red flame, and draws the signs for Mars and Saturn in the circle of magic. Outside the circle he

writes the name of the individual that is going to receive the dream.




invocation and gestures The dreamer is called by name, and the conjurer raises the sword in order to show his power to destroy |

and corrupt his dreams. The dream that is to be sent is described, preferably in a poetic fashion, while the conjurer is

burning the hair in the red flame.

visualization The conjurer sees how the flame is distorted to a picture of the body of the dreamer, which is either injured or

killed.

DREAM REALM The conjurer can create his own, independent dream worlds, and destroy the dreams of other

|

people in order to banish them completely. This spell is used in the battles between conjurers of the dream and

powerful dreamers in order to attack and destroy the dreams of others. It can also be used to create dream worlds.

—

The conjurer can create a dream world which remains even while he is not asleep. Other dreamers can enter the
realm and stay there even when the conjurer is awake. The conjurer can change and improve his realm with the art |
of the dream. The spell is only used to lay the foundation of the realm. A dream realm can be of any size. It is

expanded when the conjurer adds pieces to it, and old dream realms can be as large as countries or continents.

In order to destmz the dream or dream realm of another individual the effect of the
spell must be greater than the ego-throw of the dreamer. A conjurer of the dream can add his skill score of the lore |

of the dream to the effect of his ego-throw in order to protect his dream realm from attacks. Anyone staying in a
dream world when it is destroyed will experience the end of the world as a series of earthquakes and raging fires.

==

Dreamers lacking physical bodies in the waking world are killed with the world 5

if they are not able to get out in time.
skill score 40

loss of endurance 80

tools of magic The wand creates, the sword destroys
time to cast 7 days

duration Permanent

ego-throw to resist Yes

preparations Ared, blue, yellow, green, black and white hexagram is painted on the floor. The secret name of the conjurer, his

invocation and gestures In order to create a world the conjurer raises his wand and points it in each of the four cardinal

visualization The conjurer visualizes the world that is being created or destroyed. |

ren, a name he bears that only he knows, is written in the middle of the hexagram. The name gives him the power to shape
the world, and it prevents others from destroying his dream world. It can also give him the power to destroy other dream
worlds. At the points of the hexagram he writes the words: sekem, khu, ba, ka, khaibit, and sekhu. A lamp giving a white
flame is lit on the altar. |

directions, commanding, in turn, all the archons and the angels of death and their servants to look away and not
interfere with the ritual. He draws a pentagram in the air around the circle of magic to prevent any snooping, raises the
wand and summons Hermes Hypnoticus for guidance in creating strong foundations for his inner world.

In order to destroy a dream world the conjurer raises the sword, and summons the power of the ten archons in order to
shatter the dream. He walks three times counter clockwise around the hexagram, commanding, in the power of his secret
name, the dream world to show its true self as an illusion, and to evaporate when meeting the physical edge of the sword.
Then the conjurer sinks into a torpor, seeing in the dream how a world is either built or destroyed. He will be completely |
unconscious for seven days, seeing how the world is created out of nothing, or destroyed by raging storms and fires until
nothing remains.




THE LORE OF DREAMS

i
!DR EAM & REALITY The conjurer can create a world in the borderland between dreams and reality, an area
where the dream and the waking world slide into each other. The illusions break down and reality becomes a

dream. The result of this is that a part of reality, up to a square kilometer in size, will be distorted and shaped by
the mind of the dreamer. The area is torn away from the waking world, and is partly brought into the dream. It can

| be reached both from the waking world and from the dream, but it is still situated outside of what normal people e e——————
would be able to see. It can, for example, be an abandoned industrial park that is brought into the dream. The area

o I e mm mn sarm—

will disappear from all maps and from visible reality, but it will stay in the minds of those people who visited the

area before the spell was cast. Individuals remembering the area can still find their way there, if they make an
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effort. Anyone searching through the borderland to the lost area can step through the illusion to enter the dream

| world. The conjurer can distort the area exactly as if it was a created dream world, but he has the advantage of

being able to work with existing matter. Dream worlds created out of reality in this way become more real and

e E——

solid than those created out of the imagination of the dreamer. They are also protected against destruction.

A dream world of this kind can not be destroyed by the dream realm spell.

idkill acore 45
|

loas of endurance 80

tools of magic The wand

time to cast 2 weeks
duration Permanent

preparations The area that is going to be part of the dream world is marked out. This is done with a mixture of salt and sulfur
which the conjurer has cleansed from evil influences by signing a pentagram and commanding the archons and the angels

of death to turn away their attention. The mixture is spread in a line around the chosen area. Inside the area a temple is
built and consecrated, to be used exclusively for this spell. It is marked with a black square around a blue circle, with a
golden pentagram in the middle. At the tips of the pentagram the words: Chiah, Nephesh, Neshamah, Ruach and lechidah
are written. The conjurer also writes his ren, his holy name, in the middle of the pentagram. When the temple has been
consecrated the conjurer lights five candles in the points of the pentagram and burns incense mixed with amber and
myrrh.

invocation and gestures The conjurer raises the wand and summons Hermes. He commands all malign influences to leave the
area, and declares that it is his in the name of his secret name and his human divinity. He commands all beings and powers

in the area to bend to his will and to let themselves be shaped according to his soul, in the power of the divinity of his
lechidah, the power of his Chia, the insight of his Neshamah, the understanding of his Ruach, the essence of his Nephesh.
He then falls into a torpor and sees in the dream how the world around him is shaped into a dream and is torn away from
the waking reality. He is gone for seven days while he lets the area meld with the dream. When this is finished he can begin
to change the area with the art of the dream.

visualization The conjurer sees his own power as a golden light filling and encompassing the world around him. The light is
intensified, when the area leaves reality and is pulled into the dream, until jt shines bright enough to send the world

READING THE TAROT

Tarot is a representation of man in theform of a deck of cards. It is used to foretell the future
and in interpreting the innermost instincts and desires of an individual. The roots of tarot are lost in the haze of time. The

tarot was spread by gypsies all over Europe during the 15th and16th centuries and as an occult science it has since been

connected with the Cabbalah. But where the Cabbalah describes the guardians of the illusion and the servants of the

Demiurge, tarot provides an image of individual man. It js a way to self understanding, a way of getting in touch with the

divine and original in each individual.

As one of the seven keys tarot is a method for the individual to get in touch with himself. By
interpreting yourself in the terms of the cards, the student of the tarot can get to know himself well enough to reach for

the awakening. The cards can also be used to foretell the future of a person, or make a reading about her past.
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history of the tarot The oldest known tarot deck is from the 15th century, but the cards are much older than that. The |
origin is to be found somewhere in the eastern Mediterranean, during the time of the fall of Rome. That is when an image |

of the awakened man was created in a book, of which only a very few copies were made. When the Library of Alexandria
was destroyed a single copy of the book was saved and sent to Fez in Morocco, where several occult masters were
|

gathered. With the rise of both Christianity and Islam all over the world, having knowledge of the contents of the book

was becoming dangerous. Since it could not be openly spread, the book was transformed into a deck of cards, and spread

north into Spain, which at this time was a steaming kettle of variouscultures and religions, and where the Cabbalah was in |

the process of taking on a new guise. Here cabalistic symbolism was added to the cards,

and they received their final design by gypsy masters.

the meanings of the cards The deck consists of 22 major arcana and four suites of 14 cards each: wands, cups, swords
and coins (or pentacles). The 22 major arcana correspond to the 22 letters of the Hebrew alphabet and the 22 chapters

of the Book of Revelations in the Bible. Each of the cards can be interpreted either positively or negatively, depending on |

the mental balance of the individual. Here isa very short account of the meanings of the 22 major arcana,

and for the suits as a whole.

0 THE FOOL Inventiveness and spirituality, a choice between different paths. The Fool is related to gods like

Dionysos and Loki. He is ignorant man on his route to the awakening.

1 THE MAGICIAN Determination and wisdom. The Magician is also a juggler, a jester playing with the illusion.
He is related to Thoth and Hermes.

2 THE HIGH PRIESTESS Female wisdom. Female knowledge and understanding. Hidden secrets. Dynamic
change or stagnation.

3 THE EMPRESS The power of motherhood, the force of birth and creation. Continuity and family relationships.
All goddesses of fertility are tied to this card.

4 THE EMPEROR The ruling power. Authority and power to rule, but also despotism and misuse of power.

5 THE HIGH PRIEST Male wisdom. Male knowledge and understanding. Education and excellence. Religion and
learning available to everyone. i

&6 THE LOVERS Reproduction. Sexuality. Masculine and feminine. The synthesis when opposites meet. |

7 THE CHARIOT The power over the elements of the awakening man. Triumph and victory over inner failures,
but also a lust for destruction and violent mental lack of balance.

8 JUSTICE Danger in lack of balance. The importance of being careful when the mental balance becomes extreme. |
9 THE HERMIT The seeker and the pilgrim. The occult sciences. Secret understanding.

10 THE WHEEL OF FORTUNE Fateasasymbol of-'man's imprisonment. Inability to control your own life.
External circumstances.

N
11 STRENGTH The courage and the strength to seek awakening and knowledge, but also foolish and reckless
™
courage. >

H_‘-"

12 THE HANGED MAN Sacrifice as a way to higher wisdom. The descent of the spirit into flesh. The card is tied
to Christ, to Odin’s self-sacrifice, and to the death of Osiris. The card also symbolize man’s imprisonment in the
illusion as a way to higher understanding.




13 DEATH Rebirth. Forgetfulness and rebirth. Death as life's companion.

14 TEMPERANCE Balance. A combination of cooperating forces.

T HE

LORE

OF

DREAMS

15 THE DEVIL Agegressiveness and creativity without consideration of the result. Thoughtless excess and the

destruction brought on by this, but also male strength and potency.

16 THE TOWER Man's fall into the prison of the illusion, but also the fall of the illusion and man'’s reborn divinity.

17 THE STAR The hope of liberation, but also fruitless dreams and escapism.

l';'l 8 THE MOON Walking through the shadow of death, fear and hardships in order to reach a goal. Man's painful

journey towards the awakening.

19 THE SUN Honor and success, brightly glowing self-consciousness, but also arrogance and vanity.

5:20 JUDGMENT The last step before awakening. Nirvana and Chaos. Also the last step before every important

f
|
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decision.
THE
THE SUIT OF
THE SUIT
THE SUIT

THE SUIT

WORLD True reality, but also the limitations of the illusion.

WANDS Life, honor and determination, ideas and growth, fire.
OF CUPS Understanding and love, feelings and care, water.
OF SWORDS Struggle, battles and desperation, courage and ambition, air.

OF COINS Material objects and the power of the illusion, earth.

’predictiona and understanding The cards can be used to predict the future, or to interpret the past life of an

individual and to see the inner urges in yourself or in another person. The tarot deck is at its best when

interpreting yourself or a person you know well.

In order to predict the future of another person you place a number of cards showing
different aspects of the past, the present and the future. In order to interpret somebody’s personality or instincts the

cards can be laid out in the form of a Tree of Life, and be interpreted according to a cabalistic pattern, or in some other

figure symbolizing the mind of the person.

The table below notes the required effect in order to get an appropriate result from a reading
or an interpretation of a personality. Only the most skilled tarot masters can lay out the cards without prior knowledge in

order to find anything.

IMPRECISE
Read mental balance :
Read advantages and disadvantages i
Read dark secrets 10
Ask about earlier lives 10

Ask about the puture 10

GOOD

5
5
15
15
15

Generally the one laying the cards must be seeking the answer to a specific question.

RELIABLE

10
10
20
20
20
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the knowledge of the tarot reader Tarot is a science of psychology.

The tarot reader automatically receives half his skill score of Tarot in psychology. ]

The Novice (skill score of 1—9)

The novice views the tarot deck as a tool of pure prediction. He can use it for predictions and
to see the past and the mind of a person, but he does not perceive any deeper implications.

The Student (skill score of 10—19)

The student has realized that the tarot deck is an image of man. He can use it to discover the
instincts and conflicting wills that govern man. He has seen'that an individual can have a positive or a negative mental

balance, and that it reflects in the way his instincts and-ambitions are released.

The Adept (skill score off 20—29)

The adept can read such things in the cards that a person is not readily willing to admit, and
may also get answers to questions the individual is not willing to ask. He can see if the subject has committed any crimes,

or has any hidden secrets that he will not reyeal. He can perceive the exact mental balance of a person.

The Master (skill score of 30—39)

The master can see how the awakening mind shows through the positive or negative mental
balance. He can create a rough image of the »original« mind of a person, and can advise him about what to do to get

further along on the road to the awakening. He can get answers to questions that neither he nor the subject has asked.

The Tarotician (skill score of 40+)

The symbolist can interpret the entire mind of a person, even the »a
the subject, whether he formulates any questions or not or even divulges any infor n himse

perceive where the light and dark shadows of his subject are, and whi

ch rout 1e should ta 110 getclosertohis
awakening.
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T HE L O R E 0 F M ADNTESSS

I —

I By the time midnight approached I had almost forgotten what Boa had said about the spell. The place was
| pilling up with people, blinking lights and dancing bodies, the smell of sweat and a cool sense off energy and
control that came from the powder I'd gotten from Boa. Feet and hips jollowed the rhythm. I danced with

raised arms through the crowd, and caught a backwards glance. The digital clock said 11:59. Only one

minute till midnight, my heart beat in anticipation. I stood in the middle of the sea of people, in the middle

op the hangar, at least a hundred and pifty feet jrom the doors to the sleepy industrial park. Make sure you
are out before midnight, Boa had said. Hell breaks loose at midnight. I pushed my way towards the doors,

checked my watch, got halfway across the floor, was caught in the thickest part of the crowd, plowed my

1 E = R e il e S

way through a bunch of laughing teenage girls. But it was too late. The digital figures flickered: 0o:00.

I secreamed. A mad, desperate seream when my head was emptied of all thoughts and was filled by a white
hot, wordless fury. ] wasn’t the only one sereaming. The veices echoed through the hangar. The smiling faces
of the dancers broke apart. They broke away jrom the rhythm, eyes gleaming with jear, panic and pury. I

| was swept up in a maelstrom o} fighting, clawing bodies. Clothes were torn to shreds, heads were smashed
| on the floor, there was a crunching of broken bones, painfpul screams, desperate laughter. The lights went
out. Something sharp cut my thigh, maybe a knife. Feverish hands caught me and dragged me down onto the

floor.

The lore of madness works on the human mind. Madness can provide the power to see the
truth beyond the illusions, but it can also distort the senses and give physical form to imaginings born of anguish and fear.

1 TEACHINGS ABOUT THE MADNESS
A madman cannot separate lies from the truth, or fantasies from reality. It is both a strength and a weakness. The lore of
madness can, more than any other lore, break down the illusions and provide a true insight on man’s divinity and the

nature of reality. It can also provide you with false visions, a false sense of power and understanding, sending the

conjurer on a desperate journey into darkness. T PR

:
! The culture of the madmen teaches a form of insane magic requiring a mental balance of —50
or lower if you are to understand it; complicated rituals excluding anything that is logical or structured. There is also a

lore of madness of a more traditional form, with spells influencing the senses, and taking its power from disturbed mental
balances. Most of the rituals in the lore of madness belong here. They use the same tools and rituals as the other lores,

and can be performed by regular conjurers.

The incomprehensible rituals of the madmen are the basis for the more sensible lore of
madness. Almost all books about the lore of madness have been written by'‘conjurers who have lived among the madmen

and have studied their unstructured magic, and then given it a traditionalform. This is the reason why the spells become
more and more unstructured the more difficult they are. The most complicated of the rituals are reserved for those with a
really low or high mental balance, they are incomprehensible to anyone else. In order to attain

 skill scores of 40 or more the conjurer must have a mental balance of less than —50 or more than +7s.

the knowledge of the conjurer of madness The lore of madness provides insights about the human mind, mixed with
views of the true reality. No conjurer of madness is re§l|y able to separate man from the outer reality. They are

intimately connected to each other. By changing his bpdy the conjurer of madness is influencing reality, and

by changing reality he also changes himself.

.'ff

."‘l-.‘
-

~ 'me Basics (skill score of 10 or less)

The conjurer knows that man is both a god and a soulless animal. He knows that madness can
twist reality and open gates to-other realities. He also knows that inner demons can take physical form in order to attack

us. The conjurer can study a person and see if she has a positive or negative mental balance. He has a strong instinct to
lower his own mental balance, if it is already negative, or raise it, if it is positive.




Higher Knowledge (skill score of 11—40)

The conjurer knows about the culture of the madmen and their magical abilities. He knows
where to find the madmen when he needs them. He knows that we are prisoners in the illusion,-and that a raised or

lowered mental balance is the road to freedom. He knows about the archons and the angels of death, and knows that
Metropolis is an original part of reality. People with a mental balance of —25 to+25 will instinctively avoid the conjurer. His

own mental balance can no longer advance towards zero. As long as he is-practicing the lore of madness at this level, his
balance can only move away from the zero point.

Full Insights (skill score of more than +40)

The conjurer knows about those that have awakened, and knows that they are people who
have retained their divinity. He knows that the road leads through Chaos or Nirvana. The conjurer automatically receives |

a mental balance of —50 or +75 when he attains a skill'score of 40, if he isn't already at this or a lower/higher level. He can
watch a human being and tell his mental balance exactly.

body magics The conjurer of madness often uses his own body. He distorts the body and influences reality through that act.
Body paint, scars. piercings, and tattoos are common in the lore of madness. Sometimes self mutilation, starvation or

overeating are used to channel the magical energies. The conjurer of madness has no great respect for his body. It is a

fragile vessel that he is living in for a while, something that he can toy with and stretch the limits to until it breaks.

the tools of magic All the tools of magic have a dual meaning in the lore of passion. The wand and the crown are signs of
power and authority, but they also symbolize the powerlessness and irresponsibility of the fool. The cup is a symbol of

truth and lies, knowledge and confusion. The ring symbolizes the ties between eternity and the short human life span,

cosmos and the frail body. The sword is more unequivocal, the cutting weapon, but it can also be used to make fun of

masculinity and strength.

the symbols The pentagram is drawn irregularly, never using points of equal length, and rarely with any points
directed up or down. The hexagram occurs rarely. The triangle is drawn with unequal sides, as a reminder of the

absence and unpredictability of god. The square occurs infrequently. Primitive signs and pictograms invented by the
conjurer himself are more common. Incense is burned in all rituals, often stinking and unorthodox incense spiced with
pepper and sulfur, manure and evil-smelling plants. Lit candles are rarely placed in any kind of order, more often in

clumps where different colors and lengths run riot.

The four elements are almost never used. The planetary symbols are used to describe human
instincts. The seven Egyptian souls provide a picture of man as shattered and lost in the illusion. A unique feature of the

lore of madness is the view of the archons and the angels of death as expressions of human instincts and feelings,

rather than independent beings and powers in the universe.

the gsods of madness Pan is the god above others. He is the highest and the lowest at the same time, madness and divine
understanding, the lust for destruction and passion. Next to him can be found various gods of chaos, like Tiamat and

Apophis. Every rebellious god may be invoked by a conjurer of madness. Loki and Coyote, Set and Dionysos. Particular for

the conjurers of madness is their devotion of the Demiurge as the creator of madness and the illusion.




T H E NATURAL

TALENI1

«In the beginning it was just a lot o} jun. | drew little

squiggles on the floor. and suddenly a window would

open in the air. | was able to look out onto a ruined

cityscape, like those pictures you see from the second

; _ , world war. Then | discovered how to make littlie doors

. | & that | could step through. Suddenly | was in the middile
| | op the ruins.

THE NATURAL TALENT HAS been gifted

from birth with a magical intuition, and out of pure

. chance, for example through books in the library or
fantasy role-playing games he has managed to learn a

few spells. But he's in total ignorance of everything

occult. The natural talent is young and innocent. He's

not aware of the uniqueness in having a magical talent,

and looks upon the whole thing as a kind of game. He's

) an easy target for older conjurers and external forces

\ » _ - 1 5 % trying to use his abilities or manipulate him for their
own nefarious purposes. The natural talent usually has

a positive mental balance.

personality A young innocent viewing everything as a
' & game. Magic is just an entertaining pastime, the
odd skill he’s just happened to have acquired.
There are more important things to life.

disadvantages Curse, Haunted, Mental constriction,
Nightmares, Unwilling medium

L advantages Altruism, Animal friendship, Artistic talent,
Empathy, Enhanced awareness, Forgiving,
- b ‘ Honesty, Intuition, Luck,
. .r . 1
: . - BN dark secrets Curse, Family secret, Occult experience,
\ | Supernatural experience

S propession Schoolchild or student
, .
:  ° living standard Varies

® |
¢ | akills Lores of magic and spells, various other skills
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THE REBEL

«[ don'tdeny that there may be hidden nusgsgets in asome
of the old texts. But, honestly speaking, i4 it worth the

trouble to sift through twenty volumes op ancient §

Hebrew in orderto pind just one usejul g -~

correspondence? Ninety percent of the old stupp is §
rubbish, that s all. Superstition and mumbo-jumbo.
You have to start with yourselp and find your own
system, orelse you get stuck without getting

anywhere. «

THE REBEL IS REBELLING against the
traditions of magic. The old ways are nothing but
ballast blocking creativity. A true mage starts with
himself and invents his own path. The rebel has usually
had a traditional schooling in magic with a master, or
else he wouldn't have had a basis on which to build his
own, personal system. He doesn't see it that way,
though. He thinks that everyone should get rid of the
traditions and create freely. In spite of this he is a part
of the occult community. He knows both a lot of
conjurers and a number of occultists, although he is
looked upon as a troublemaker by everyone. He is
often leading the life of the vagabond, looking for
support for his ideas in this place and that, taking off as
soon as he feels shackled.

personality A free-thinker and rebel trying to find his
own way in every situation. He runs away from all
close relationships and refuses to become part of
any larger contexts. Most of his time is spent
working on his own, brilliant system of magic,
which is soon going to amaze the world.

disadvantages Bad rumor, Habitual liar, Mortal enemies:
all the people he has let down, Touchy

advantages Artistic talent, Enhanced awareness,
Intuition, Luck, Sixth sense

dark secrets Family secret, Forbidden knowledge, Occult
experiences, Pact with dark powers

profession Astrologer, Writer, Healer, Consultant
living standard 3—6

skills Lores of magic and spells, Academic Skills:

humanistic scholarship; theology, History,
Philosophy, Alchemy, Astrology, Cabbalah,
Cryptography, Fortune telling, Man of the world,
Meditation, Modern and dead languages, Net of
contacts: conjurers and occultists, Numerology,
Occultism, Parapsychology, Pictorial arts, Tarot,
Written report




raE SPELLS

L SPELL SKILL SCORE LOSS OF TIME TO CAST DURATION
\ ENDURANCE
| Gate to Metropolis 5 30 I hour 10 minutes
| Figment of the Imagination 7 40 I hour 30 minutes
l Summon the Fools 8 40 3 hours -
| Find Madness 10 50 7 hours 3 days
Visions of the Fool 12 40 3 hours I hour z
Gift of Madness 13 60 6 hours 24 hours
Madness Walk 17 60 24 hours 3 days
[llusions of Grandeur 20 50 12 hours 3 days
Demons of the Soul 25 50 9 hours 24 hours
Change Form 27 70 24 hours 24 hours
Bacchanal 30 70 24 hours 3 days
| Ancient Memory 35 80 3 days Permanent
Body Distortion 40 70 24 hours Permanent
Divine Insight 45 120 7 days —

—_ _——, =

GATE TO METROPOLIS The conjurer can open a gate through the illusions to Metropolis. A door opens to the
city on the other side of a broken mirror. Beings on the other side are immediately aware of the conjurer and can

enter our reality through the gate. If the spell is cast in Metropolis, the conjurer can see into our reality and

open a gate back into the illusion.
skill score s

loss o endurance 30

ltﬂola of magic The wand

‘time to cast 1 hour
duration 10 minutes

:gpreparatiom A shattered mirror or a piece of polished glass is placed on the altar. An irregular pentagram is painted in the circle.
| Theword METROPOLIS iswritten 778 times within the pentagram, forming a hopeless muddle.

invocation and gestures The conjurer draws a pentagram in the air and commands all evil powers to stay away. He walks around
the pentagram five times and then picks up the mirror from the altar. The mirror is then broken apart above the

pentagram, while the conjurer calls that he wants to view the City, the Citadel of the Gods, the yawning pit, the colorless

sky. When the broken pieces have fallen onto the pentagram, the conjurer walks over them with bare feet until they are
bloodied.

ivisualization A dark mist is formed out of the bloodied shards, rising up and forming a portal towards Metropolis.

FIGMENT OF THE IMAGINATION The conjurer can influence the mind of an individual, making him see and
hear things that do not exist, or to prevent him from seeing something that really does exist. The figment can be

anything: a man, a house, a terrible monster, sea water flooding the streets around the victim. The illusion cannot
influence anyone in a physical way, but it can frighten the victim in such a way that it may jump off a roof or run in
front of a car. The entire field of vision of the victim is affected in the illusion, making him believe he is in the
middle of a desert or on the bottom of the sea, for example. If the figment of the imagination is breaking all

relevant natural laws or suddenly twists the world entirely out of proportion, the victim must make a terror throw.
skill score 7

loss of endurance 40
tools of magic The sword
time to cast 1 hour

duration 30 minutes

}ego-throw to resist Yes

preparations The conjurer lights afire in the circle of magic. Around the fire he draws two triangles, which sort of overlap each
other to form an approximate hexagram. He fills the circle outside the hexagram with burning candles, many if the figment

IS going to be large, few il it is small and sublime. A strand of hair or a piece of skin of the victim is placed on the altar.




invocation and gestures The sword is swung above the altar, and the conjurer summons the power of the Demiurge to twist the
illusion. He walks once around the hexagram, not caring if he knocks any of the candles. The hair or the skin is picked up

. e e o

from the altar and cast into the fire in the hexagram. The conjurer calls the victim by name and-commands him to see a
new world around him, a truer illusion, a better lie than the one he usually sees. The sword is swung through the flames
and the conjurer calls out that he is rending and creating the illusion.

visualization The conjurer sees how the figment of the imagination is taking formout of the flames, sound coming first, followed
by colors and shapes, and finally smells.

SUMMON THE FOOLS Thisis away of summoning individuals with a very low or a very high mental balance. The
conjurer sends a message that will reach every human with an extreme mental balance within an area of a hundred

e

square kilometers. The message can take many different forms. The fools will often hear a voice in their minds
commanding them to seek out the conjurer, but they may also see it as a sign in the air, or having a hallucination.

.

The recipient always understands the message, but he always decides for himself if he wants to obey the command |
of the conjurer or not. Those who are willing to listen will immediately head for the temple of the conjurer, 1

unless some outside force stops them.
skill score 8

loss of endurance 40

tools of magie The wand |
time to caast 3 hours
duration — |
eqgo-throw to resist No

preparations The conjurer drenches the temple in stronglr smelling incense, and lights a flaming fire, a magical beacon, on the
altar. He writes his ren, his secret name, with large letters in the middle of the circle, surrounding it with an irregular

pentagram of burning candles. Outside the pentagram he writes the sign for Mercury. |

invoeation and gestures Hermes and Pan are summoned together, as one god, by the conjurer, who is hammering on the altar
with his wand, and stamping on the floor. He calls his secret name, together with six other, false, names in order to

Will you, won't you, will you, will you confuse all evil powers. He calls all of the fools, all of the children of Pan and Dionysos, all the lost and terrified and angry
join the dance
Lewis CARROLL
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and mad, all the broken creatures walking the earth. He moves back and forth within the circle, rhythmically stamping the
ground, calling his secret name, mixed with any of the false names, with the command that they should all come to him.

visualization The darkness outside the circle is getting heavier, and the conjurer sees an army of fools emerging from the
shadows. They are dirty and broken, with mad eyes, and hodies twisted by anguish. |

FIND MADNESS Find madness is not a real spell, but rather an uncontrolled outburst of madness to strengthen the
conjurer’s connection to the lore of madness. During the three days of the spell his skill score is raised by +5 for all

the spells of madness (provided he knows them, of course). He cannot cast spells from other lores for

the duration of this spell.
skill score 10

loss o endurance 50
tools of magic The cup
time to cast 7 hours
duration 3 days

preparations The spell is begun at midnight when the moan is full. The conjurer places a mirror on the altar. He paints himself
using red paint, covering the entire body with meaningless symbols and words. The cup is filled with strong liquor flavored

with henbane if his mental balance is negative, otherwise he fills it with clear spring water. He writes the signs for the

Moon and Saturn on the floor within a pentagram with two points towards the altar if his mental balance is negative, with
one point towards the altar if the balance is positive. The last-thing he does is chaining his feet with symbolic shackles of |
cloth, so that he may not move.

invocation and ﬁeamrea The conjurer summons Pan, the prince of madness; using a loud voice. He tears the shackles and
empties the cup in one draught. At this moment his mental balance drops by 50 points, or goes up by 50 points if his

mental balance is positive. He runs screaming from the temple, filled with ra'ge.._qr euphoric happiness, depending on his
mental balance. He has no self-control, and is totally possessed by his rage until the sun rises.

visualization The madness is a yellow shimmering in the cup, emptied by the conjurer, filling him with a glittering, yellow fluid.

-
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invoeation and gestures Pomegranate seeds are strewn over the goatskin while the conjurer summons Dionysos of the forests,
the bull'herned, Liknites, the son of god, the king of the gods. The conjurer turns towards the east and empties the

i wine-filled cup. He'throws the cup aside and picks up the wand, takes the goatskin from the floor, placing it on his

| shoulders. He calls the name of the place where the bacchanal is to be held, and asks the spirits of the place to release the
I madness, to whip the souls of the people to let them be distorted by the truth. He calls for Dionysos and implores him to
send his divine madness and his animal'rage. The conjurer then dances round and round the circle of burning candles
until he falls into a heap.

visualization The conjurer sees how the flames of the dancing candles are shirtinﬁ colors. They become fiercely red and angrily

|
|
|
|
|
| flickering, the colors shifting and seemingly vibrating in anguish, until the flames take off from the wicks to dance crazily
|

in the air around him.

ANCIENT MEMORY Ancient memory is a way of giving an individual access to memories from earlier lives, even
from the time before the imprisonment. The conjurer »reads« the memories in a ritual, and then writes them on the

body of the individual. The recipient of the spell will be covered from head to toe by non-figurative tattoos,
consisting of ever smaller signs. Each tattoo is made up of smaller signs. These seem to dive down into the infinite,
in ever more microscopic signs and pictures. When the person closely studies one of the pictures he receives
memories of cities and people, hears names and perceives smells that he thought he had forgotten. But the
memories do not form any comprehensible contexts if he does not know what he is looking for. When he stops

concentrating, the memories fade away into oblivion. The spell is often used to find some hidden detail in an
earlier life of

the person, or to reach truths that were forgotten when the Demiurge created the illusion.
akill score 35

loss of endurance 80
ETOOL& of magic The cup and the ring
Etime to cast 3 days

:".durau(}n Permanent Do not go gentle into that good night,

Old age should burn and rave at close of day;
‘'ego-throw to resist No :

|
]_

Rage, rage, against the dying of the Light

|

l

!

preparations The conjurer needs needles and paint for the tattoos and some anesthetic to keep the recipient of the tattoos bylan THOMAS
| quiet. He lights a single white candle on the altar, and incense is burned during a couple of hours in order to cleanse the
|

|

|

temple. A cabalistic tau-cross is drawn on the floor, and the names of both the angels of death and the archons are written
in the squares. The conjurer draws a nine-pointed star to the left of the cross, and writes the names of Astaroth, Shaitan
and Belial within. He draws a triangle to the right of the cross, and writes the names of Adonai, Jahve, Sebaoth and
Tetragrammaton within.

\invoeation and gestures At midnight the person to be read is brought naked into the circle, and is cleansed from evil influences
by the conjurer, who draws a pentagram and a hexagram above him, then rubs him with rancid oils, and writes his secret

name, his ren, on the recipient’s forehead. Now all of the guardians of the ilusion must be carefully shut out from the
ritual. In turn all of the angels of death, and their servants, and the archons, and their servants, and then Astaroth, and
finally the Demiurge and those powers that are still bound to his name, are banished. The recipient of the spell is now
drugged and placed on the floor. The conjurer draws a pentagram around him, cutting across all of the lines of the other

signs. The conjurer curses the illusion and commands it to go away to show the truth. He calls his secret name,
commanding truth to reveal itself. He then brings out his tattooingtools and starts to draw signs on the body of the
recipient. He works like a stonecutter, who is coaxing the statue to come out of the block of stone; he picks the pictures
that are stored in the body and skin of the person, without knewing their meaning. The entire work takes up to three days

i e e e e E———

to complete.

il e

visualization There is no visualization. The conjurer works just like an artist. He teases the images out of the skin of the recipient,
and draws them as he goes.

BODY DISTORTION The conjurer can distort the body of another person. The changes are gradual over the span
of a month, with small changes at the beginning, which gradually becomes worse and worse. The conjurer can

halve or double one ability, freely change the sex and the looks of the victim, and even give him an inhuman visage.
The victim can easily be transformed into a monster or into another person, but he cannot be transformed into an

animal or a plant. The mass of the victim can be tripled or lowered to a third of the original.
skill score 40

'
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loss of endurance 70
tools of magie The sword
time to cast 24 hours

duration Permanent

ego-throw to resist Yes

preparations A lock of hair of the victim is placed on the altar with the sword; which has been rubbed with rancid oil and dun |

This is covered by a black veil. Nine oil lamps are lit around the circle of magic, and an irregular hexagram is drawn witﬁin
the circle, with a burning fire in the middle. The name of the victim is written within the hexagram, gradually more and
more perverted until it is impossible to recognize. Simple images showing the form the conjurer wants to give to the victim

e R

is drawn outside the hexagram. |

invecation and gestures The conjurer rips the veil from thealtar and strews the hair over the fire in the hexagram. He summons
the Demiurge and asks for knowledge to change the/illusion, and to pervert the victim. He summons himself in the form of

his secret name and asks for the power to twist the body of the victim. He raises the sword over his head and stalks the
hexagram until all the names are rubbed into an unreadable mess. He finally places the black veil on his head, shouting
that he commands the victim to change, to be'distorted by madness, to be formed by the imprisonment of the illusion.

visualization When the veil is placed on the head of the conjurer he sees the new body and face of the victim.

DIVINE INSIGHT For a short while the conjurer can cut through all of the illusions and regain some of his original
knowledge. He gets insight about a part of the illusion, one single fact that cannot be refuted. This can be

something concrete, like the fact that the Lictors are our prison guards, or an esoteric fact, that god in his nature is |
altogether human. The spell is formed like a question, and the answer will come in the form of a sudden insight.
This insight can only be about things that the conjurer would know if he was one of the awakened, regaining all of
his memories. He cannot get an answer to where the Demiurge has gone after his disappearance, or what Astaroth
is planning to do with humanity. If he formulates a question like that the answer will be more of an educated guess,

rather than the absolute truth.
skill score 45

loss of endurance 120
tools of magic The cup
time to cast 7 days
duration —

preparations At midnight, when the moon is on the wane, the conjurer paints seven irregular pentagrams in his temple. He lights
a small fire using prepared wood in the middle of each star. The wood is going to burn for seven days. In the middle of the

circle he draws a triangle, where he writes his own name.

invocation and gestures The conjurer sits in'the triangle and starts to rhythmically beat with his hands on the floor. He mumbles
strings of meaningless words and thumps his hands bloody against the floor. He neither eats nor drinks or sleeps. He sits

there for seven days, babbling and beating, until his head is emptied of all thoughts, his hands are broken, and his tongue
is glued to the palate. At midnight of the seventh day the fires go out and all is dark. He stops, and suddenly realizes the
answer to his question.

visualization The conjurer constantly sees the question in his mind as an errant flame dancing among the seven fires. When the
fires go out the flame is lit within him, and he understands.

T'RE STUDX 0O0F £ ARBRBALAHNH

Cabbalah is a Jewish teachin . providing a description of the servants of the Demiurge, and
their relationships with each other. Here is told how the Demiurge (called Ain Sof) created the ten archons (the sefiroths),

and how Malkuth then created the illusion, imprisoning man. Cabbalah can be used to understand—and gain protection

against—the guardians of the illusion. Among the occult sciences Cabbalah is numbered as the first. The occultist generally

learns Cabbalah first of all, in order to protect himself from the Lictors and the angels of death.

But Cabbalah also provides a description of the Demiurge. The ten archons and their shadows,
the angels of death, are extensions of the mind of the Demiurge. All his servants; from the highest archon to the lowest

servant, are extensions of himself. In that way Cabbalah is also an image of man, because the Demiurge
s

i
-

is human by nature. By studying God the cabalistic can reach an understanding of himself. B G




the history of the cabbalah The Cabbalah is a Jewish mystical tradition, closely connected with the study of the
sacred writings. According to legend the Demiurge taught the secrets of the Cabbalah to some of his archons before the

imprisonment of man,.and the archons then divulged the secrets to a few humans.

The cabbalistic writings existing today originated during the Christian era. There are a few
standard works from which almost all later texts get their information. The four oldest are Sepher Yetzirah, which is said

to have been written by Rabbi Akiba, circa AD 120; Sepher Ha Zohar by Ben Jochai, circa AD 160; The Book of Revelations in

the Bible; and Rabbi Ezra’s Comments about'the Ten Sephiroths, from the 13th century.,

Cabbalah spread extensively during the 13th century. The teachings were developed and
renewed by Jews living in Spain, where Christianity, Judaism and Islam met and enriched each other for over a century. In

Up to the year 1600 Cabbalah was incorporated in the Christian occult traditions,
iIncorporating aspects of Christianity. The Jewish Cabbalah continued to prosper on its own, principally concentrating on

|

|

!

' 1305 the most well-known of the cabalistic texts was published; Zohar by Moses de Lyon.

| text analysis. The original text in Hebrew of the Old Testament was analyzed using a complicated system of
correspondences connected with the Hebrew alphabet. That branch of Cabbalah never got any wider recognition within

Christian occultism, as very few practitioners read Hebrew.

During the 17th and 18th centuries Cabbalah was brought together with the other occult
sciences. Connections were made with astrology, tarot and numerology. A common field of science was developed, a

| magical »cross science«, with Cabbalah as the hub. This connection was completed by the free masons,

the rosicrucians and other occult societies, which grew and prospered during the 18th and 19th centuries.

t
'the tree of lipe The basis of the Cabbalah is the Tree of Life. It is a graphic representation of the relationships between the
| archons and the angels of death. At the beginning of this book is a representation of the Tree of Life. The ten circles are

called sefiroths. Between them there are 22 »paths«, describing the relationships between the various archons and angels
of death. Each path also represent a group of the guardians of the illusion. The 22 paths and the 10 Sephiroths make up the
32 »roads«. By following these roads the occultist liberates himself at each point from the influences of the guardians,

% braking away from their power, and freeing himself from a part of the illusion. This is the secret of the Cabbalah, which is

the first of the seven keys.

Some mystics say that the Cabbalah can be used to liberate the Demiurge. He has imprisoned
himself by locking his mind in the ten Sephiroths, and in the paths between them. If the 32 roads can be destroyed

| the archons and the angels of death will also be destroyed, letting the Demiurge regain his human form.

ithe four worlds Cabbalah also provides a schematic description of the universe through the four worlds: Atziluth,
| Briah, Jetzirah, and Assiah. Atziluth is Metropolis, the origin and inspiration for the other three. Briah is the realm of

the archons, the part of the imprisonment that came directly from the Demiurge. Yetzirah is Inferno, the shadow of Briah,

s T EEEREW W o me ame m

and the world where the mind of man is transformed by forgetfulness. Assiah is the illusion, our reality.

ipracticing cabbalah The cabbalist strives to understand the illusion, liberating himself from its guardians. He
| accomplishes this through the 32 roads represented by the Tree of Life. Traveling a road means gaining an understanding

of one of the guardians of the illusion and symbolically surmounting everything that the guardian represents. When he

he has surmounted that which the road represents he has made himself untouchable. The guardians can no longer touch

|

[ understands a road he has made himself invisible to the guardians bound to that road. They can no longer see him. When

|

| him. The one who wanders all of the 32 roads can make himself invulnerable to all of the guardians of the illusion, reaching

the 33rd, the invisible road. It is called Daath by the cabbalists. By understanding and surmounting this the cabbalist can

break away from the power of the Demiurge.

| To walk the 32 roads means in practice that you study long and hard, reading sources most
,' often available only outside the illusion. The cabbalist must learn what each guardian stands for, what beings serve it,

how they work, and what their weaknesses and strengths are. He must adopt the nature of the guardian and realize how it

is upholding the illusion. Using this knowledge he can symbolically confront and learn to control that which the guardian

stands for. Afterwards the guardian can no longer touch him.




The cabbalist starts his wandering on the last of the roads, the one numbered 32. Here hewill |

meet the lowest of the guardians of the illusion, the human servants of the Lictors. He then works his way-up through all of

the paths, learning all t

reaches the sephiroth,

until

INvisi

he has power enough to confront that w

hle road to the Demiurge.

here is to know about

peginning with Malkut

Lictors and razides, nepharites and legionnaires. After the 22 paths he
h. He learns all about the archons and théir corresponding angels of death,

hich they symbolize. He is finally reédy to take the last step, along the

The road is long and arduous. Few cabbalists ever go further than a handful of the paths.
Those who have reached the level of the Sephiroths have extensive knowledge about the illusion and its guardians. They

are protected against the lower powers, but there is a great risk that they will come to the personal attention of angels of

death and archons, and are thus removed from any further effort.

Below are the powers associated with each of the roads, and what the cabbalist must
surmount at each level. The planetary symbols and the Hebrew letters have been provided, as they are of

great importance for the interpretation of many cabalistic documents.

ROAD

10

12

13

14

15

16

17

18

19

SYMBOL OR
HEBREW LETTER

Ain, Ain Sof, Ain Sof Aur
Premium mobile

The zodiac

Saturn

Jupiter
Mars
The Sun
Venus
Mercury
The Moon
The elements

Aleph

Beth

Gimel

Daleth

He

Vau

Zain

Heth

Teth

GUARDIAN

Demiurgos—Astaroth
Kether-Thaumiel
Chokmah—Chagidiel

Binah—sathariel

Chesed—Gamichicoth
Geburah—Golab
Tiphareth—Togarini
Netzach—Hareb-Serap
Hod—Samael
Yesod—Gamaliel
Malkuth—Nahemoth
The Black Messiah
The white birds of Hermes
—The sons of Chagidiel
'%"The virgin oracle of Tiphareth
" The sons of Binah
—The blood angels of Sathariel

The heavenly dragons of Kether
and the enlightened lictors

The lictors

\“% W
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The Loving Dead
—The Daughter o the Demiurge

The angels of Samael

The hermits of Ras Sharim
~Hauries

WHAT TO UNDERSTAND
AND CONTROL

The awakening
The crown, the power to dominate
Fatherhood, wisdom

Motherhood, understanding,
the intellect

Compassion, mercy, love
Justice, strength
Victory, triumph
Relationships, beauty, the soul
Punishment
The basis of the world
The world, the rebel

Divine madness, rashness,
crossing boundaries

Creative knowledge, magical will
Insight, understanding of secret
relationships, virgin wisdom

Female mysticism
and sexuality

Male dominance, strength
and sexuality

The structure of the illusion,
acceptance of the power of the Demiurge

The union of opposites,
love and beauty

Victory and triumph, lust for
destruction and bestiality

Restraint, balance, the attraction
of huneger and the Stunted

|
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| Yod rapk ,_ ~ Fallenbeau
T Kaph The honour gua Black angels, attraction
of cold and perfection
Lamed “" The children ob Sexuality as an escape
N —Gamaliel’s red vl
Mem “..Geburah's court servants Compassion without
‘ —~Nepharites understanding, pain, torture
Nun - Razides Death, forgetfulness, change
Samekh Geburah’s executioners
v —Exerucies
gl ks Ayin The legionnaires off Antichrist
et P »
-‘ R b
Pe The black guard War, the apoealyps.the atu
—The legionnaires of Death T of de 0|
- Tzaddi The dream hunters of Geburah ! Dreams as escape
| A9 Ny
Qoph Cairath | : Madness as escape
" m ‘
Resh | Servilian Submissiveness to honour
oi ',"-.:i;._; % .,- & ?, b | _and the blinding light
LT AT e | YL
Shin “éﬂ‘; PR ation and belief in fa
R 4 -._ } 2 ::r-‘;.‘;“.{;-;';r; s by,
’ :f—if",ﬁ-‘ hl.. 'y o . SRS
! i i

ﬂle knowledge of the cabhauat The Ca

J B ‘&Em occult science El
§ the illusion and the servants qf.j he Demiurge. A cabbalist often knows th ‘
; regular conjurer. He has memortﬁeﬁ the hlerarclﬂes of the Lictors, and the ranks ‘
-'- given the roads of study the cabb&m ﬁ&l‘lh@pem tread at different skill scores. Tt '?small guide £ .
I the knowledge of the various roadﬁ. The C"'”lilst always has half his knowledge of th piting and readingl
: Hebrew. |
5 Note that the skill score of the Cabbalah is not a measure of how far along the 32 roads the
g student has traveled. The Cabbalah is only the basis making it possible to study the 32 roads. It is fully possible to attain
very high scores in the Cabbalah without ever getting anywhere along the roads on the Tree of Life. Each of the 32 roads
must be consciously stepped onto, the information must be sought out, and the cabbalist must symbolically absorb and
/
learn to master that which each guardian represents. 7
f!? b | :
it ;
The novice can do sim %; ext analysis. He knows about the four worlds, the Tree of Life and
the 32 roads, but does not have a clear understanding of how t¢ gnto the roads in order to provide knowledge. H
4 knows the cabalistic story of creation, and can d- e the relation | Lthe Cabbalah, astrology, numerology
;i and tarot. ’
" The Stud de il score of 10—19) F
The student is ready to ff e from the 32nd to the 20th road before he
must increase his knowledge of the Cabbalah in order to get *:*: rth ier. He has realize wnnecnons between human
/ nature and the nature of God. He knows about l\(tropohs nferr ernt e othe ?..':;v'h ds beyond the illusion. i
| The Adept (skill score of 20—29) :i
S The adept can walk up to the 11th road. He knows that man is imprisoned, and that the Tree of
‘Life describes the prison guards and their relationships. He can begin to study the connections between the illusion and
“'man, which both may be described through the symbols of the Tree of Life.
- | a -
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of the archons an&— the angels of death. He. hat the Dem,lumhas-disa and that the illusion is ready to

__break.apart. He knows that four of the archons are gone, and that Infernois about to shatter. He knows that the Cabbalah .-
b/ RC - e e —ar . —" )
B g . - =s s is one of the seven keys. . -. o P L
D BB 5l o ™ . . ¥ 0 The Cabbalist (skill score of 40+)
- T Y SO abbalist is ready to search for the invisible 33rd road. He knows thé secret theories about
the nature of the Demlurg,e thgt %5ta.|:mh IS his dark shadow, W‘ﬂf perhaps a humarnbeing: He knows several -
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the conjurer's guide to PASSION, MADNESS, and DREAMS
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The Lore of Passion opens for conjurers power over the emotions
of themselves and. others. Using sex and ecstasy to open up the power of magic within ourselves, the

-

conjurer of passion can control the ﬂBrﬁﬂleiﬁna551on from feel1ngs to the process of conception itself.
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i T e -fw.-:t-q p————

away from the illusion, exert1ng contrnlipuef their very bodies through force of will alone.
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The soul remains eternal, despite thé“Demiurge's curse, and in our dreams

our souls seek out our Lost divinity. Within the uorld of Dreams we are again masters of our own
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