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“Rituals are arcane formulas and incantations that, if properly and skillfully enacted, can bring about powerful magical effects.  They are not, however, commonplace or easily mastered.


For each level (Basic, Intermediate, or Advanced) of mastery in the character's primary Path, she can begin to study one of the following rituals of the same level.”  (A total of two Basic, two Intermediate & one Advanced free rituals are possible to gain with this method)  “All rituals chosen in this manner are subject to Storyteller approval.  Additional rituals may be learned with experience and instruction from a mentor who has mastered the ritual in question.  The guidelines for uncovering and learning Paths also apply to rituals.”




--Minds Eye Theatre: The Masquerade 2nd ed. pg. 67

Each ritual in this compendium has the following description categories:

Time Required: Relatively simple – this is generally the amount of time that it takes to either enact the ritual or the preparation time needed to have the ritual ready to be triggered.

Duration: This is generally the duration of the ritual once it has been enacted.

Components: Components are generally all the material requirements that the ritual requires to be evoked.

Availability: A ritual’s Availability is a measure of its commonality and how easy it is for certain individuals, based on their affiliations, to obtain said ritual.  The Availability is just a general categorization and may greatly vary from location to location and chantry to chantry.  


Rituals listed as Unique should not be accessible other than via those that have learned them in character and have a signed card from the individual that taught them the ritual.

The following categories are the affiliation categories: Camarilla, Sabbat, Nagaraja, Anarch, Infernal.

The following are the commonality of the specific rituals: Common, Uncommon, Rare, Unique.

Prerequisites: 
The question arises, “Are their differences between the rituals with regards to their varied origins?”  The answer is of course is “yes.”  How to best reflect this difference in the mechanics of “Vampire: the Masquerade” leads us to set Prerequisites, for the respective rituals, before any Thaumaturgist may learn them.  The prerequisites fall into several categories: Path prerequisites, Discipline prerequisites and Ability prerequisites. 

Path Prerequisites: Many Thaumaturgical theologians have debated the basis upon which rituals, and their ilk, depend.  For most of them, they have agreed that rituals, and again their ilk, feed off of the Quiescence that is in undead Kindred Blood that is enhanced with the arts of Thaumaturgy.  To this end most believe that the “Path of Blood” is what is essential to the ability to master and utilize rituals.  This is a falsehood, in fact many other clans, such as Setites with the path of Corruption, have gained limited access to many of the rituals that are possessed by other more predominantly Thaumaturgically based bloodlines, such as the Tremere.  Thus, the perquisite of the “Primary Path” as opposed to “Path of Blood” as a prerequisite for the levels of rituals.  Also note, not all Tremere need have “Path of Blood” as their primary path of Thaumaturgical study – although no Kindred, including the Tremere, may have more than one “Primary Path” – this allows for chantries to have a multitude of adept Thaumaturgists in many paths of Arcane study.  

Discipline Prerequisites: Certain rituals, for one reason or another, require that the Thaumaturgist possess certain Disciplines to be capable of utilizing certain rituals.  For example, some rituals may actually feed off of Kindred Disciplines, other than just Blood Magic, in order to create the desired effects.  Other rituals need the Thaumaturgist to be able to use certain Disciplines in order to, for example, train themselves in properly utilizing the ritual or in order to perceive the ritual effects.  Rituals, in themselves, need not be the “end all, be all.”  Rituals may, and for many cases should, be a portion of what is necessary to accomplish certain effects.

Ability Prerequisites: Firstly, all rituals require an amount of knowledge that the Thaumaturgist must possess before being capable of utilizing the corresponding rituals.  The Occult Ability is the heart of all Thaumaturgy and thus is required for every ritual, with the exception of some Infernal and Spirit bases rituals.  As the level of the ritual increases it’s corresponding difficulty increases – to reflect this, as the ritual level increases the number of Occult Abilities needed increase.  For Basic rituals the Thaumaturgist needs only one Occult Ability, in conjunction with the other prerequisites.  Likewise, for each increasing level of complexity of the ritual, Basic, Intermediate, Advanced, Expert, Superior, the Thaumaturgist needs respectively one, two, three, four and five Occult Abilities.  

Also, there are limitations imposed primarily upon how the rituals were initial created, initial creation therefore determining what “type” of ritual it is classified as; i.e. Camarilla, Sabbat, Infernal, etc.  Essentially the ideology and practices of the ritual creator permeate the ritual’s fabric and arcane equations and may make it harder for those of vastly differing theologies or common practices to study, mastered and invoke.  To reflect this in game mechanics, Thaumaturgists that are essentially of one theology, or affiliation, need to have double the Occult ability to learn rituals of other “types.”  For example, a Tremere that was trained in the arts of Thaumaturgy by her Camarilla masters may find it intrinsically more difficult to learn some of the Sabbat created rituals – therefore for her to learn Intermediate Sabbat rituals she must have four Occult Abilities.  As a rule (see the note below on having more than five Abilities) any Thaumaturgist that wishes to become a master, and learn Advanced or above rituals, must have an equivalent number of specialized Occult Abilities in the specialized areas.

Lastly, Infernal rituals and powers, as long as they are being granted as opposed to stolen from Infernal beings, may differ from these rules.  Some Infernal beings purposefully choose those that have little in the way of Occult Abilities – the less they know the less of a threat they are to the Infernal being and it’s strangle hold on their pawn.

Note on Abilities above Five: If any ability exceeds five then the purchased abilities above five must be specialized.  For example, if a Brujah purchases her sixth Melee Ability she must say that it only applies towards one type of challenge, weapon, etc.  Therefore she could pick Melee (Rapier), thus allowing her to only utilize that particular Melee Ability when she is using her Rapier.  Or, she can choose Melee (Thrusting), thus allowing her to only use that Melee Ability when thrusting with melee weapons but could not, for example, use it when she wishes to block or slash with her Rapier.  Likewise, this rule also applies to the Occult Ability.  When a Thaumaturgist wishes to be able to master, use Advanced or above rituals, of other types of Thaumaturgical rituals she must specialize in that “type” of Thaumaturgy.  For example, Arcades, who is considered a Camarilla Tremere, wants to be able to use Advanced Sabbat rituals, for him to be able to accomplish this he must, assuming he already has five normal Occult Abilities, purchase another Occult Ability with the specialization of Sabbat Rituals.  This specialized Occult Ability reflects his study into the arcane knowledge of the Sabbat, which should reflect his activities and studies in game, and he may only utilize this specialized Ability with regards to Sabbat Thaumaturgy.  Also note, if Arcades wanted to be able to use Advanced Sabbat and Infernal Thaumaturgical rituals he must have a total of seven Occult; five normal Occult abilities, one Occult (Sabbat Rituals) and one Occult (Infernal Rituals). 
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Assamite Rituals (LoE pg. 86)

“The Tremere are not the sole masters of Thaumaturgy.  The Assamites have developed a number of rituals since their curse at the hands of the Tremere.  You are required to have mastery of the appropriate level of the Quietus discipline to be able to learn one of these rituals of the same level.”

Antitribu Rituals:

Setite Path:

Infernal Rituals: 

May be gained directly from demon – i.e. purchased as Infernal Gifts, or if Infernal Paths are known– they may purchase up to the highest level as they have the infernal path (not as high as they have other non-Infernal Thaumaturgical paths). 

Stile@xcitenet.net  - Seth

Basic Rituals

Alter Inquisition (OWBN’s Chicago the Dark Requiem)
Time Required: Thirty minutes. 

Duration: Variable.

Components: None.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Path of Blood – Blood Mastery & Inquisition of Vitae,

           Disciplines: Auspex: Heightened Senses & Aura Perception, Ability: Occult - 1.

This ritual will temporarily mask, but not change or produce false readings, when Path of Blood’s Inquisition of the Captive Vitae is used upon the ensorcered Thaumaturgist or a Trait of Blood that she has likewise enchanted.

Mechanics: With the expenditure of a Mental Trait by the Thaumaturge, this ritual will temporarily alter the readings of Inquisition of the Captive Vitae if used on the Thaumaturgist’s blood.  The only information that is obtainable is the relative generation of the Kindred, compared to the inquisitor, i.e. higher or lower generation only. Note, this ritual only effects Inquisition of the Captive Vitae, it will not fool other rituals such as Blood Walk, etc. from discerning information from the Blood.  The effects of this ritual, if cast on the Thaumaturgist, will last until the following sunrise.  This ritual may also be used to enchant a Blood Trait in a vessel.  This enchantment will have the same effect but will permanently alter the Blood Trait.  
History: Xanatos – a then Tremere Regent within Chicago - created this ritual in his studies of auras. (9-7-98)

Amulet of Respect (OWBN’s Chicago the Dark Requiem)
Time Required: Two hours. 
Duration: Variable.

Components: Material to make the amulets and the appropriate Blood Traits.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability Occult - 1.

The enchantments on ‘Amulets of Respect’ cause their bearers to be perceived as belonging to a higher social standing by all with which they socially interact.

Mechanics: When the owner of one of these amulets enters into a challenge involving Status she is perceived as having an additional appropriate Status Trait.  The amulet does not confer any real Status; it just alters other’s perceptions of the bearer’s Status.  This perceived Status applies to all line-of-sight social interactions within the Camarilla, Sabbat, Anarchs, Garou, etc.  Note the bearer gains no bonus for interaction over non-visual communications, such as e-mail, but scrying mirrors and video is considered to be visually line-of-sight interaction.  

In the ritual creation, the Thaumaturge must attune and empower the amulet by expending a Willpower Trait and coating the amulet in one of her Blood Traits.  Amulets created in this fashion last for one full lunar cycle.  Amulets may also be created for other individuals if the Thaumaturge soaks the amulet in a combination of her blood and that of the recipient.  In addition to she must expend a Willpower Trait and a variable number of Mental Traits, one for each evening the amulet is to last.  Thus, if the Thaumaturge spends 7 Mental Traits, in addition to the Willpower Trait, the amulet will be nothing but a charm in just over one week.  Note, only one of these amulets can be active on any individual at one time.  And the Thaumaturgist is limited to having a number of functioning amulets equal to the total number of Occult Abilities she possesses.  

History: (9-7-98)

Aport Item (Sabbat ST Guide pg. 51)

Time Required: Thirty minutes to prepare each object. 

Duration: Instantaneous.

Components: The item.

Availability: Infernal (Common).

Prerequisites: Thaumaturgy: Primary Infernal Path - Basic, Ability: Infernal Lore - 1.


“This ritual allows the practitioner to magically enchant an object.  The next time the Infernalist desires the object in her hand, all she has to do is speak a magic word and the object appears.”

Mechanics: To trigger the effect of this ritual the Infernalist must speak a word of summoning to ‘call’ the object to herself.  These objects, so ensorcered, may be no larger than the Infernalist may hold in both of her hands and may not exceed her twice her weight.  

Before this ritual may attune an item, it must be ritually purified in some manner.  Such things as unholy water, animal blood, mortal’s body fluids, or other means of purification have been know to work – exact means of Purification depend on the type of item and Infernalist that is employing the ritual.  To actually enchant the item the Infernalist must coat the item in three Traits of her blood while mentally attuning herself to the item for the duration of the casting.  This creates a material link with the Infernalist. Items, which are so attuned, must have this indicated on their respective ‘item card’ or recorded on the Infernalist’s character sheet.  

Aura Perception, with a difficulty of the Infernalist’s Mental Traits, will reveal an infernal taint surrounding the attuned object.  The attunement may be removed, by another who knows this ritual or any other similar ritual such as ‘Import Item’, by utilizing another cleansing or purification method on an item that is attuned to another.  Spirit’s Touch, if used on the item, will also reveal the identity of the Infernalist, but only if the individual using Spirit’s Touch knows the Infernalist’s “Spirit Impression” by having previously Spirit touched the Infernalist or her know items.

Once the ritual is triggered, for example the item is summoned to the Infernalist, the attunement fades and must be recast upon the item in order to allow her to summon it once again in this fashion.  Also, no more than one attunement may be present on any one item at any one time. 

Final note, when aported the object travels through the plane of Hades.  Seeing that items, which are so enchanted by this ritual, travel through Hades, a Ward versus Infernal will cut off their summoning via this ritual unless the Infernal Ward is attuned to the same Infernal Thaumaturgist that is using ‘Aport’.  Items that are attempted to be brought through a non-attuned Ward are destroyed and shards of the object shatter into both Hades and the Prime Material.
History: Uncovered by Xanatos in his research to summon and control the Lord of Demons. (9-7-98)

Black Water (Black Hand Book pg. 79)

Time Required: Thirty minutes. 
Duration: Once poured into the water the effect lasts for one week.

Components: Crude oil and a variable number of Blood Traits.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.
“The Thaumaturgist can pour a special pitch-black oil into a pool of water, thus turning the water solid black.  The black water cannot be seen through from the surface, but it has no other effect.  The surface of the water will remain black until the effect is dispelled, the water evaporates or the black water is diluted with a large enough amount of normal water.”  

Mechanics: This ritual creates a pint of special pitch-black oil for each Blood Trait that is utilized in the casting. This oil keeps indefinitely and when poured into water each “…pint of oil covers a small swimming pool-size area…”, approximately 5,000 cubic feet.  Water that is so affected turns black as night for a weeks time unless diluted with a four to one ratio of fresh water to its original volume or until completely evaporated.  Alternately, the Thaumaturge who created the potions may exclusively dispel the effect by letting a single drop of their blood mix into the ensorcered water as they mentally envision the darkness dissipating.  

The water acts like normal water in all respects, supporting life, putting out fires or quenching mortal thirsts.  But it does not allow the slightest scrap of light to penetrate it, making it ideal to secure a wilderness pond for the days rest or to hide unnatural beasts from the eyes of the Kine. However, it does tend to kill off any plant life in the water within a few days, as the plants from plankton to algae to seaweed cannot survive without sunlight.

History: “Ancient Thaumaturgists used this ritual to blacken the water of their moats or pools so their underwater guardians could not be seen.” (9-7-98)

Blood Call (LoE pg. 86)

Time Required: Thirty minutes. 
Duration: Permanent until the death of all but the last individual in the pact.

Components: A variable amount of Blood Traits from all participants.

Availability: Assamite (Common).

Prerequisites: Thaumaturgy: None, Ability: Occult - 1, Discipline: Quietus – Silence of Death. 

“Through use of this ritual you create a limited form of mental contact between yourself and another.” “Afterwards, if either party is destroyed, the other receives a vision containing the details of the demise.”  

Mechanics: In order for the ritual to be performed only one of the individuals needs know its workings.  But, “…both parties involved must give two Blood Traits during the casting of the ritual, and then expend a permanent Mental Trait each.”  Additionally, it has been known for more than just two individuals to enter into a Blood Call pact.  For each individual, beyond the first two, an additional Blood Trait from each is required.  So, three individuals would require three Blood Traits from each in other words nine total, and four individuals requires four each or 16 total, and so on.

The vision received upon the final death of one of the members of this pact consist of the sights, sounds and perceptions of the last scene leading up to and including the demise of the individual.  In some cases even the individual’s final thoughts accompany the vision. 

History: The visions were intended to let other Assamites know whether their comrades fell honorably in the performance of a contract or were fatally tricked or betrayed.  It is said that in the Assamite’s war against the Tremere, before the days of their curse, that many Assamites were besieged for days at a time by continuos visions from their destroyed Clan members – this could have played a large part in their final surrender to the Camarilla.

Also, disturbingly it has been rumored that this ritual has fallen into the hands of the Sabbat and now entire packs have access to the last memories of their fallen pack mates in the Jyhad.  “R..r..r..r..evenge, W..a..a..a..nda…” (9-7-98)

Peace of Blood (LoE pg. 86)

Time Required: Ten minutes. 
Duration: Permanent.

Components: Two Blood Traits from the Thaumaturge.

Availability: Assamite (Common).

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.
“A Blood Trait can be converted into a sleeping elixir with this ritual.”  

Mechanics: “It takes 10 minutes and two Blood Traits to cast this ritual.”  Once completed the ritual yields one trait of the enchanted Blood Elixir.  This remaining trait looks, smells and tastes no different from any other trait of Kindred vitae. However, Aura Perception will reveal ‘magical sparkles’ thus indicating Thaumaturgy.

“After the Blood Trait has been enchanted, it may be applied to a subject through ingestion or contact with the skin.  You must then defeat the victim in a Mental Challenge; success indicates the target falls into a deep sleep which lasts for at least 10 minutes.  Only extremely violent actions have a chance to wake the sleeper.  This ritual only works on mortals.”

History: (9-7-98)

Blood Rush (Antagonists pg. 118 & Sabbat Players Guide pg. 116)*

Time Required: One action (three seconds). 

Duration: Instantaneous.

Components: None.

Availability: Tremere (Uncommon)

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.

“Blood Rush allows the Thaumaturgist to create the sensation of drinking blood in himself.  With his eyes closed he must spin three times to the left and chant the secret phrase three times in his mind.  If the player does not enact this ritual, the character will not feel its effects.”  “The ritual is used most often for pleasure, but it may also be used to prevent frenzy at the sight of blood.”  

Mechanics: “A vampire who has performed this ritual automatically succeeds in keeping the Beast in check” with regards to Blood Frenzy.  “It will create a sensation (of)  ...about two Blood Traits being consumed, although no actual Blood Traits will be gained.”  And, “...the vampire feels temporarily sated.  The feeling lasts for approximately one hour.”  Lastly, “one Physical Trait must be spent to enact this ritual.” 

History: (9-7-98)

Blood Walk (Players Guide pg. 87, LoE pg. 80)

Time Required: 3 hours.

Duration: Instantaneous once ritual time is completed. 

Components: A trait of the kindred's vitae that is to be blood walked.

Availability: Tremere (Common)

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.
“This ritual allows the caster to trace the lineage of another Kindred. Successful casting requires a full three hours and a Blood Point from the subject to be traced.  While the caster is in a deep trance, the blood must be tasted.  This gives the caster knowledge not only of the Vampire's immediate sire, but of successively older generations as well.”  Specific knowledge of each Vampire, in the Kindred's lineage, is obtained, including the Vampires real name (the one given at birth or creation), personality (nature and demeanor) and relation to the subject (sire, grandsire, etc.).  Also, the caster becomes aware of any full Blood Bonds the subject being Blood Walked has, either as Regnant or Thrall.  

Mechanics: To obtain each member of the Kindred's lineage, older than the immediate sire, the Thaumaturgist performing this ritual needs to win a simple test for each successively older generation. If failed, these tests may be retested once with the Thaumaturgist's Occult Ability.  Also note, the Thaumaturgist only reveals the subject's Blood Bonds by performing Blood Walk; not those of regnants, thralls, or members of the subject’s lineage.

        Next, with regards to Vaulderie: because Blood Walk detects blood bonds, and Vaulderie creates a ritual effect (not a blood-bond, which it breaks) it will NOT detect the Vaulderie.

        Lastly, the blood that is “tasted” by the Thaumaturgist during the casting of this ritual it consumed by the actual casting of Blood Walk.  Therefore, the Thaumaturgist suffers no effects such as Blood Bonding, transferring Vicissitude taint, etc. from tasting the Blood.  

History: The Chantry in Vienna sent Richard Miles to deliver this ritual to the Tremere in the Chicagoland area with orders to test the entire Clan. (9-7-98)

Calling the Restless Spirit (Chicago by Night pg. 121, LoE pg. 80)

Time Required: Ten minutes. 

Duration: Five minutes or until interrupted.

Components: The corpse of or the area haunted by the one to whom she wishes to communicate.

Availability: Tremere (Uncommon).

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult or Spirit Lore - 1.

“This ritual allows the caster to speak with someone who has died.  This ritual must be cast within 10 feet of the corpse.  If the caster attempts to communicate with a ghost, she does not have to be near the body, but must be in the area the ghost haunts.” “This will work on a vampire who has died the Final Death, but not through diablerie.”

Mechanics: “By enacting this ritual, you can summon up a ghost for five minutes of conversation after succeeding on a Simple Test.”  Spirits summoned so may not be very helpful, or even cooperative, and conversation is usually haltingly at best, due to the disjointed nature of being dead.  But, once cast the spirit is required to remain present, unless dismissed, for the duration of the ritual.  Unless of course the conversation is seriously interrupted, such as combat, then the ritual and most likely the conversation ends. 

For the duration of this five-minute ritual the spirit may not attack or adversely affect the Thaumaturgist unless she takes offensive actions towards the spirit.  Offensive actions, in the case of this ritual, only include actions that would either do ‘physical’ harm to the spirit (e.g., corpus damage) or would permanently bind the spirit.  Manipulation and commanding of the spirit does not violate the protection that this ritual conveys to the Thaumaturge.  

Lastly, some ghosts may not let the Thaumaturge finish casting the ritual, especially if they have seen it before and don't feel like talking...

History: (9-7-98)

Cloak of Blood (Diablerie Britain pg. 9)

Time Required: Two nights less than the total number Blood Traits that the ritualist possesses. 

Duration: Variable – see below.

Components: An innocent mortal’s blood.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.

“Many licks would give much for a way to conceal the black stains left on their auras by diablerie.  Fortunately, there is a ritual to accomplish this effect: the Cloak of Blood.”  

Mechanics: Before this ritual's casting, the Diabolist must fast until she has only two remaining Blood Traits in her system, minimally fasting for three nights.  “During this time the Diabolist must not drink any blood, for the Diabolist's heart must be cleansed of tainted vitae.  After the (last) night, the Diabolist inscribes a rune on her chest, in her own blood (the Diabolist or another may perform the actual ritual).”


“Then the Diabolist must take blood from an innocent mortal.  The blood must be freely given and not taken through violence, force or coercion.  Deception is the usual method.  This can be very difficult, for the Diabolist is extremely low on blood at this point and is likely to go into frenzy, drinking her fill by force rather than guile.”  Depending upon how the aforementioned is accomplished, the “…use of this ritual itself often causes Humanity loss, as the deception and possible death of an innocent are always involved.”


Once the vampire drinks the mortal’s blood, the black lines in the Diabolist's aura are hidden for a number of nights equal to...” the number of successes the Thaumaturge wins in an Extended Challenge, minimally one night.

“Needless to say, if diablerie is committed after the ritual is cast, all benefits are lost and the black lines are more visible than ever.”  Also, if “…any Blood Points are spent prematurely (to heal or to enhance Attributes),..” the duration of the obscurement of Diablerie will be reduced by one evening. “If the Diabolist drinks from another source, the spell's effect is diminished…” again by one evening per Blood Trait consumed.  

History: (9-7-98)


Communicate with Kindred Sire (VtM pg. 170)

Time Required: Five minutes. 
Duration: Ten minutes.

Components: An item that belonged to the target of the ritual.

Availability: Tremere (Common).

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.

This ritual is less exciting in a world with cellular phone technology, but is still quite useful.  “This very practical ritual takes only five minutes.  Upon completion, the ritual allows a vampire to speak telepathically at any distance with (her) sire.  The ritual has been modified throughout the years to also allow the vampire to speak with any Kindred who has been blood bound to the caster, or even anyone who has partaken of the caster's blood since the most recent sunset.”  

Mechanics: “The communication is two-way, but unlike the Auspex power of Telepathy, the vampire may not probe the targets mind.  The caster needs to possess an item which once belonged to her sire…” or, if trying to communicate with others, an item that once belonged to them.


Once communication is established it lasts for up to one scene, usually no longer than 10 minutes, and has unlimited range.  The drawback to this ritual is that only communication between two individuals is possible via this ritual but this form of communication cannot be ‘eavesdropped’ upon such as via telepathy. 

History: (9-7-98)

Counting Coup (Anarchist Cookbook pg. 60)
Time Required: 15 minutes. 
Duration: Length of the message.

Components: A piece of chalk.

Availability: Anarch (Common)

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.

“This allows the caster to leave a “prerecorded” message at the scene of her crime, for the eyes of the prince or his brood only.”  

Mechanics: The Thaumaturge must spend a Mental Trait to “record” this message and may then have up to 15 minutes, which they must ‘act’ out, of sounds and moving images visually displayed when triggered.  During the casting the Thaumaturge inscribes the area with chalk markings.  These markings determine when and how the ritual will trigger and deliver its message.  But, if erased in any way, before properly triggered, the ritual is destroyed.  The Thaumaturge may have the ritual trigger when anyone enters the room or only if a certain individual or individuals, whom the Thaumaturge must have at least seen in the past, come across the ritual site.

History: (9-7-98)

Craft Bloodstone (Sabbat Players Guide pg. 117, LoE pg. 87)

Time Required: Three nights. 

Duration: Permanent.

Components: A stone and three of the Thaumaturgist’s Blood Traits.

Availability: Tremere (Uncommon)

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.


“The Thaumaturgist using this ritual can make a small magical device called a Bloodstone empowered by a vampire’s own blood.  Cast on a real bloodstone, it allows the vampire to always know the exact location of the Bloodstone, no matter where it is.  In many ways it is a mystical homing beacon.  The Bloodstone provides only mental information, in a non-visual way.  Thus, even though the vampire knows where the Bloodstone is, he cannot see it.  The uses of the Bloodstones are innumerable.  It can be used to track new recruits, enemies, ghoul slaves, other pack members, etc.  The Bloodstone’s powers wane only after a century or more of use (some have lasted more than 500 years.)”

Mechanics: “The ritual for the creation of a Bloodstone takes several nights to perform.  First, a suitable stone must be found and left in a container filled with at least three Blood (Traits) of the vampire’s own vitae.  On each of those three nights, a special invocation is said over the container and the Bloodstone ingests one Blood (Trait).  As each Blood (Trait) disappears the blood in the container becomes more and more like water on the third night, when the Thaumaturgist removes it, it is completely clear.  The stone will have an unnatural perception and depth of color.”



Additionally, you “…can infuse more Blood Traits into the stone, at the rate of one each evening.  These Blood Traits can be retrieved by anyone holding the Bloodstone at a rate of one per evening.  You must win a Static Mental Challenge against a difficulty of five Traits each time the incantation is cast over the Bloodstone.  This ritual can also be cast upon a pre-existing Bloodstone to attune it to you, as well as recharge it.”



Note the Thaumaturgist is limited in the total number of Bloodstones that she may have enchanted at any one point in time.  The limit of Bloodstones is equal to the Thaumaturgist’s total number of Mental Traits.  If another Bloodstone is enchanted, after that limit has been met, the enchantment on the oldest active Bloodstone fades as the new Bloodstone is so ensorcered. 

History: Jonathon Peters, Jonestown's childe used to use this ritual to keep tabs on his own childer. (9-7-98)

Crimson Sentinel (Vampire MET 2nd ed. pg. 67)
Time Required: Thirty minutes. 

Duration: Permanent.

Components: A Blood Trait from the individual that is the subject of the warding.

Availability: Tremere (Common)

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.

“This ritual allows the caster to inscribe a warding rune that will make it difficult or impossible for the subject to enter an area.”  

Mechanics: “The rune must be inscribed with one of the subject's Blood Traits and can affect an area up to fifteen paces across (a small room).  The caster must also expend a number of Mental Traits when casting the ritual to set the difficulty.  Once engaged, any time the subject attempts to enter the warded area, she must win a Static Challenge against this difficulty.  If the name is discovered and destroyed, the ritual is dispelled.”

History: (9-7-98)

Defense of the Sacred Haven (Vampire MET 2nd ed. pg. 67 and VtM pg. 169)
Time Required: Thirty minutes. 
Duration: As long as the structure is intact and the Kindred remains within.

Components: One Blood Trait.

Availability: Tremere (Common)

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.
“This handy ritual can be used by a Kindred to protect a haven or chantry from of the oldest banes of her kind - sunlight.”  

Mechanics: “The ritual costs one Blood Trait to cast, but lasts as long as the structure is intact and the Kindred remains within. After it is cast, no sunlight can enter the haven by a window or door (as long as they remain closed).”  “Sunlight is simply reflected by the windows... A drop of blood – the caster’s own – must be placed on each window in the ritual’s area of effect.”  “The ritual will affect a structure up to the size of a small house, but a Storyteller may rule that larger structures can be affected at a higher cost.”

History: (9-7-98)

Deflection of the Wooden Doom (Vampire MET 2nd ed. pg. 67 and VtM pg. 170)
Time Required: Thirty minutes. 
Duration: Lasts until the character suffers a result that would leave her Staked.

Components: A small wooden sliver.

Availability: Tremere (Common)

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.


“By performing this ritual...the caster can stave off the threat of staking to herself or another.

Mechanics: “The caster of this hour-long ritual must be completely surrounded by a circle of wood.  Anything wooden, even furniture or wood shavings, will work, but the circle must be unbroken. “  “The ritual costs one Mental Trait to enact, but it lasts until the character suffers a result that would leave her Staked.  If this happens, the challenge is lost, the staking implement is destroyed and the enchantment is over.  No wounds are inflicted to either party, and no Traits are lost.  To represent the presence of this ritual, the player should record it on her character sheet, and a small wooden sliver (like a toothpick) should be carried on her person.  Only one of these enchantments may be present on a subject at a given time.”


Note if someone, prior to its proper activation, breaks the wooden sliver all wooden objects on that person will disintegrate.  Also once cast, the enchantment is not transferable to another by the transferring of the wooden sliver, which is just simply the material focus for this ritual.

History: (9-7-98)

Detect Authority (Anarchist Cookbook pg. 61)

Time Required: Two minutes.

Duration: Instantaneous.

Components: None.

Availability: Anarch (Common).

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.

“This is a testing ritual, the caster cuts his palm, and does the same to the young neonate.  They clasp hands mixing their blood while the caster stares into the eyes of the neonate searching for any mystical sign of Blood Bonds or any vampiric control (disciplines)...”

Mechanics: In order to determine if the target of this ritual is under another’s influence, whether from a Blood Bond, Dominate, Presence or other effect, the Thaumaturgist must succeed in a Static Challenge versus the influencing individual’s Mental Traits.  Note this is against the influencing individual, i.e. the individual exerting vampiric control, not the influenced target of this ritual.

Each influence over the individual requires a separate test to determine.  Therefore, some influences on the target may be missed by the Thaumaturge while others are discovered.  However, vampiric control from individuals of lower generation, with respect to the Thaumaturge, is increasingly more difficult to discover.  Thus, for each two generations difference, the Thaumaturge is faced with an additional retest she must overcome to succeed in the Static Mental Challenge.  

If successful, the general effect is determined (Blood Bond, Dominate, Presence, etc.) but the Thaumaturgist must succeed in an additional Static Mental Test, with the same number of retests as before, to determine the exact identity of the influencer, but only by how the influenced individual knows them.  

If unsuccessful, the Thaumaturgist knows nothing of that influence or influencer.  Note – to reduce the Out of Character inference of the existence or non-existence of influences based upon the number of challenges and/or the number of retests, it is suggested to engage in more challenges than are actually necessary for determinations sake.  Besides not truly knowing Out of Character if there are any influences at all, you may, for example, take five retests in one challenge just to make the player very nervous…

The Thaumaturge may at most attempt this ritual once per day on any one single individual.  And the target of this ritual may not use ‘Soul Mask’ to cover up another’s influence upon themselves. 

History: (9-7-98)

Devil's Touch (Vampire MET 2nd ed. pg. 68 and VtM pg. 170)
Time Required: Thirty minutes. 

Duration: Ends when the coin is found and discarded, or at sunrise.

Components: A coin.

Availability: Tremere (Common).

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.


“This ritual curses a mortal, causing all those around who do not have a close emotional tie with the subject to feel a distinct dislike for him.  They will hate the mortal and will do all they can to make the mortal’s life miserable.”

Mechanics: “The caster can place a temporary magical curse upon a mortal that causes others to view the subject with revulsion and disgust.  The subject must bid at least two Traits on all Social Challenges while under of the effects of the ritual.  A penny or similar coin must be slipped onto the victim by either skillful role-playing or the Streetwise or Security Ability.  The ritual ends when the coin is found and discarded, or at sunrise, whichever comes first.”

History: (9-7-98)

Dominoe of Life (Antagonists pg. 118 and Sabbat Players Guide pg. 116)

Time Required: Thirty minutes. 

Duration: The duration of the night.

Components: Two traits of mortal blood.

Availability: Tremere (Uncommon)

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.

“This allows the Thaumaturgist to invoke one aspect of human life for the duration of the night.” “The vampire can eat, drink or breath just as a mortal can.  The Thaumaturgist can assume the flesh tone of a mortal, cause her temperature to rise to 98.6, make her heart beat, or anything else she desires.”  

Mechanics: “Only one aspect may be invoked at a time.  This will not change her aura in any way.  This ritual costs one Physical Trait and the winning of a Static Physical Challenge, 2 Trait difficulty, and may only occur directly after the consumption of two traits of mortal blood.”

History: (9-7-98)

Donning the Mask of the Shadows (Vampire Players Guide pg. 87, LoE pg. 80)

Time Required: A 20-minute chant is needed to establish the Mask of Shadows.

Duration: Variable.

Components: None.

Availability: Tremere (Common).

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.
This ritual makes the Thaumaturgist appear to be a translucent spectral shadow. But, the ritual does not actually change her physical form aside from its visible appearance.  Moving about in this semi visible shadowy state is perfect for night stalking because it enables the Thaumaturgist to conceal herself in the shadows that she is passing through.  In other words, to have any effect, other than the altered appearance, the Thaumaturgist must be within shadows.  An additional drawback to this state is that when the Thaumaturgist is within shadows she cannot stop from melding into them, even if that is her wish.  Conversely, a well-lit room will utterly negate the obfuscatory ability of this ritual and those that see the Thaumaturgist will easily notice that something is amiss with her current spectral form.  

Notably, when in the presence of animals, even if the Thaumaturgist is within shadows, the animals will automatically sense the caster and will respond as they would usually.  This includes were-creatures, but only when they are in full animal form.

The Thaumaturgist may end the effects of this ritual, before its full duration has run out, by merely gazing at a reflection of her image, such as in a mirror or in a pool of water, and focusing her concentration on her normal appearance.

Mechanics: This ritual mimics Obfuscate's Unseen Presence ability, including all it's means of detection, but only while the Thaumaturgist is within shadows.  If this ritual is also being used in conjunction with the Obfuscate discipline, while in shadows, the Thaumaturgist receives a retest against any attempt to be detected. “For each Mental Trait invested, you have the ability to become invisible for one hour.”

History: One of Lord Sith's first attempts at stealth and personal defense. He later went on to more advanced powers. (9-11-98)
Engaging the Vessel of Transference (LotN pg. 102 & Vampire Players Guide pg. 86)

Time Required: Thirty minutes.

Duration: Until all the initial blood traits have been transferred. 

Components: Trait(s) of Blood and an appropriately sized vessel.  

Availability: Tremere (Common).

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.
This ritual allows the Thaumaturgist to mystically prepare a vessel that acts as a conduit, exchanging the blood it contains within with the blood of whomever it comes in contacts.  Vessels of Transference have been commonly know to be used to semi-secretly obtain samples of blood from others for use in a ritual et al., or as an especially devious means of Blood Bonding.

To enchant the vessel, during this a half-hour ritual, the initial Trait or Traits of Blood must be placed in a sealed container.  Then an arcane symbol meaning “change blood” must be engraved on the outside of the vessel, however this sigil can be concealed under another surface.  When someone touches or is touched by the vessel they feel a distinct sensation, the exact sensation depends on the Thaumaturge (see details on this below), and a trait of their Blood exchanges with the blood within the vessel. 

Mechanics: During the casting of this half-hour ritual the Thaumaturgist must expend one Mental Trait per Blood Trait within the Vessel of Transference they are enchanting. Containers used for vessels must be of sufficient size to contain the Blood Trait(s) within.  Considering that the approximate size of a single Blood Trait is 12 ounces, the size of a coke can, items such as hypodermic needles, rings, cigarette lighters, pens and other undersized items are not suitable containers for vessels.

Through the casting of this ritual, the Thaumaturgist attunes herself to the vessels she creates, the same way in which she attunes herself to the wards she inscribes.  Thus, she is exempt from the effects of contacting her own vessels.  But, if the Thaumaturge, or other individual, is forcefully trying to obtain a Blood Trait, by contacting a target with a vessel, she must engage in a Physical Challenge. On the other hand, if someone willingly or through trickery touches a vessel - no test is needed.  Note, skin contact is not necessary; vessels will transfer through cloths as long as the target feels contact.  So, leather gloves will not prevent contact but keeping a vessel, for example, in a briefcase or touching it with a metal gauntlet will keep the ritual effects from triggering.

The only instances when a vessel will not trigger are as follows; a vessel will not trigger if contacting an individual possessing no Blood Traits of their own within their system and conversely vessels will not trigger when contacting objects, including bags of blood and the like.  Also, if anyone with Magic Resistance comes in contact with a vessel, a Static Test versus the Thaumaturgist’s Mental Traits is performed.   If successful, the magic resistant target does not trigger the transference.  Otherwise, the vessel functions as normal.

When blood is transferred, via a Vessel of Transference, only the blood that the Thaumaturgist used while enchanting the vessel transfers.  In other words, if chemicals or other contaminants are added to the blood after the casting of the vessel, only the blood that was originally within transfers when triggered. And the newly transferred blood in the vessel is now tainted with the contaminants.  If on the other hand, the Thaumaturgist uses blood that is tainted in some fashion, during the enchantment of vessel, these substances will transfer when the vessel is activated and will thus infect the target of this ritual.

When multiple Traits of Blood are placed within an enchanted vessel the issuing Vessel of Transference works as follows; upon each instance of contact one Trait of Blood is transferred.  If continuous contact is sustained one Trait of Blood will transfer per round, approximately 3 seconds.  Once all of the original blood has been transferred in this manner, the magic fades, but the collected blood remains.  Note, by having a multiple Trait Vessel of Transference, the possibility arises for obtaining mixed Blood Traits within the container – a certain drawback for Thaumaturgists utilizing these.

Mixed Traits of Blood are handled as follows for Blood Mastery, the most likely use for multiple Trait vessels.  Other utilization’s of mixed Traits of Blood should be handles on a ritual-by-ritual basis.  (Important Note: Due to the nature of Vessels of Transference and their enchantment, Blood Traits must be removed from the vessel and transferred to another container prior to use for Blood Mastery or other Blood magic.)  A Thaumaturgist who is in possession of, for example, two Traits of Blood from two individuals may use the two Trait container in a Blood Mastery Challenge against either.  Blood Mastery will, due to its nature, consume only the appropriate Trait of Blood against the intended target, leaving the solely other individual’s Blood Trait in the vessel.

As alluded to above, each Thaumaturgist has a different signature effect, as opposed to the customary “shivering sensation”, when a vessel of their creation if triggered.  When the Thaumaturgist learns this ritual, the player must decide upon one sensation that is associated with the utilization of her vessels.  Once this is determined it cannot be changed unless the ritual is purchased for a second time.  In fact it is suggested that you get a card stamped from the ST’ers that describes your effect.  ST’ers may determine if the effect is appropriate or not.  Examples of appropriate effects are; “electrical shocks”, “burning sensations”, “a frigid chill”, “waves of nausea”, “waves of euphoria”, “a burning rash or skin irritation”, etc.  The effect must have the possibility of being associated with the vessel, if the effect is too vague – it should be discouraged.  Note that the above has been implemented to discourage ‘Out of Character Thaumaturgy Masters’ from knowing when a Vessel of Transference has been used on them.  It is also suggested that ST’ers require characters to have an appropriate Lore (Tremere Lore or Ritual Lore) or specially purchased Occult Ability, in conjunction with having the Discipline of Thaumaturgy, before they can even consider to have ‘noticed’ or connected the ‘sensation’ of being touched with that of a Vessel of Transference.  Of course all instances of this should still be considered on a case-by-case basis.

History: (9-7-98)

Extreme Care (OWBN’s Chicago the Dark Requiem)
Time Required: Thirty minutes. 

Duration: Instantaneous.

Components: The Thaumaturgist’s Blood Trait.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.


This ritual allows for the creation of enchanted elixirs.  These elixirs have the ability to miraculous heal mortal creatures of disease and wounds. 

Mechanics: This ritual, usable only on mortal living creatures (humans, ghouls, Garou, etc.), requires that one trait of Vampiric Blood be injected, or ingested, into a subject's body.  This has the usual effects - the subject moves a step closer to becoming blood bound to the vampire whose blood is used, and temporarily becomes a Ghoul.  In addition, the mortal automatically heals one Wound Level of damage and the Thaumaturge, if in the presence of the imbuer of the elixir, may spend one Medical Ability to cure the patient of one viral or bacterial illness (Not cancers or hereditary diseases).  

Mortals drinking this elixir may be brought back from the threshold of death without being made into a vampire.  The blood leaves no trace in the patient's system, and all but the partial Blood Bond fades completely within 3 days. 


Once the Thaumaturgist’s blood is transformed into the elixir it loses most of its connections to the Thaumaturge.  Thus, it may not be used as for such Disciplines as Blood Mastery against the Thaumaturge.  And, rituals such as Blood Walk or Disciplines such as Inquisition of Vitae merely reveal that it is altered Kindred vitae and little else.

History: Jonestown built his medical reputation through the judicious use of this ritual.  However, he noticed some patients became deranged if they were close to clinical death before being healed.  One such patient named a commune after him. (9-11-98)

Eyes of the Night Hawk (Sabbat Players Guide pg. 117, LoE pg. 88)

Time Required: Thirty minutes. 

Duration: The ensorcered seed stays potent for one lunar cycle and once consumed the bird and Thaumaturge are connected “…for one month before it must be cast again.”

Components: Birdseed, black cohosh root, hemlock bark, heartsease and other bizarre ingredients.

Availability: Sabbat (Uncommon).

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.

“This ritual allows a vampire to see through the eyes of a bird and hear through its ears.  The bird chosen must be touched by the vampire when the ritual is cast.  The vampire is able to mentally control where the bird travels for the duration of the ritual.  The bird cannot be commanded to perform any actions other than flight.”

Mechanics: “This ritual requires “magic birdseed.”  The birdseed is typical birdseed, but is soaked in a solution of black cohosh root, hemlock bark, heartsease and other bizarre ingredients.  The bird must be fed the “magic birdseed”…” and you “…must win a Static Mental Challenge against the bird (difficulty of five Traits)…” “…for the ritual to work.” “Upon success, you can then mentally control it, but where it will travel only.  To receive information, you must close your eyes and concentrate; this action will leave you unaware of your current surroundings and unable to act until you break concentration.”

“Most birds will not turn down the magic seed…” unless they’re naturally carnivorous like hawks, eagles, owls, etc.  

History: One must question the sense of humor of the Thaumaturge that named the ritual after a ‘Night Hawk’, a bird that naturally does not eat birdseed and thus cannot be affected by this ritual.  One should also note that most birds that eat seeds are diurnal and are therefore very ineffectual, being nearly blind, for any nocturnal activities.  

There is however a rumor that the Thaumaturge who created this ritual actually had two variants; the second variant being one by which squab or other food that naturally attracts nocturnal carnivorous birds would consume.  Rumor also has it that the latter variant has not found its way into the mainstream Thaumaturgical libraries because the Thaumaturge finds it most amusing to watch other Tremere trying to coax hawks into eating the “magic birdseed.” (9-11-98)

Illusion of Peaceful Death (Chicago by Night pg. 121, LoE pg. 84)

Time Required: Five minutes. 

Duration: Permanent.

Components: White feathers.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.

“This ritual heals visible wounds on a corpse, making it appear as if the person has died of natural causes.  It does not add blood to a corpse, but will remove reasons for a person to check for blood loss.”

Mechanics: “The caster must ‘dust’ the body with a white feather...” “…and expend two Mental Traits.” Also, the body must minimally have one Blood Trait within its system and must not be missing any major limbs for the ritual to be effectual.  

Anyone investigating the body, who is not specifically looking for exsanguination (death by blood loss), believes the person to have died of natural causes.  If however exsanguination is specifically investigated a Static Mental Challenges versus the Thaumaturge’s Mental Traits is necessary to diagnose the real cause of death.  The effect is virtually permanent, however normal decaying will occur.

History: (9-7-98)


Illuminate the Trail of the Prey (Sabbat Players Guide  pg. 116, LoE pg. 88)

Time Required: Thirty minutes. 

Duration: Until the target is located or until the next sunrise.

Components: None.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.
“This ritual causes an intended victim’s wake to glow in a manner that only the vampire using this ritual can see.  The footprints, tire tracks, etc., glow an almost neon color.  Even ship wakes and airplane trajectories will be revealed.”  

Mechanics: “You must have viewed the target and have a starting point where the target has been in the past.” And the “…caster must defeat the target in a (Static) Mental Challenge in order to track him.” 

“The trail begins at the starting point, following the movements of the target, with the intensity of the glow being indirectly proportional to the amount of time which has passed since the target was present at the location.”  The “…path glows until the victim is found or manages to get into a position where he will not walk, (fly), ride or drive.” 

“The ritual is nullified if the target wades through or immerses himself in water.”  However the water must come in direct contact with the target, going over a bridge or walking over an underground sewer pipe doesn't count, but rainy evenings make the ritual essentially useless.

History: (9-7-98)

Impassable Trail (Sabbat Players Guide pg. 118, LoE pg. 88)

Time Required: Thirty minutes. 

Duration: The entire evening.

Components: Soft deerskin.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.
 

“By wrapping your feet in soft deerskin, you can pass through the thickest woods…”, or even over fresh snow,  “…without leaving any visible trail.”  However the “…vampire will still leave a trail for vampires or Lupines with powerful olfactory senses, but this will be all.” 

Mechanics: “You must expend one dexterity-related Physical Trait to enact this ritual.”  And then those tracking you, with their powerful olfactory senses alone, still find you difficult to follow.  Those following the Thaumaturgist must succeed in two Simple tests for every 1/4-mile that the Thaumaturgist has moved on foot.  If at any point in time those following the Thaumaturgist fail one of their challenges, they at some point in time temporarily lost the trail.  Each such failed test delays the pursuers for one half-hour.  If at any point in time those following the Thaumaturgist lose two of their tests in succession they have lost the scent of the Thaumaturgist completely.  This wild goose chase delays those following the Thaumaturgist for a minimum of an hour and if they wish to continuing trying to track the Thaumaturge they must return to the area where they last successful found the trail and start again.  

Also note if there are strong scents, like most industrial factories or other potent smells in the air, the Storyteller may add additional Simple Tests and/or extra delays for failed tests while tracking the Thaumaturgist.

History: “This Ritual works only in non-urban settings, through there are rumors that “advances” have been made allowing for the effects to function in even the heart of the urban jungle.” (9-7-98)

Incantation of the Shepherd (Vampire Players Guide pg. 86)
Time Required: Five minutes.

Duration: See below.

Components: None.

Availability: Tremere (Uncommon)

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.

“The caster needs to spin slowly in a circle while holding some sort of glass object over each of his eyes.  He can thereby locate his entire herd, starting with the closest member and ending with the most distant.”  The Thaumaturgist enacting this ritual must have tasted the blood of each vessel that he is trying to locate on at least three separate nights.

Mechanics: The Thaumaturgist is able to locate any member of their herd, provided they have tasted their blood on at least separate nights.  By definition, those that you feed on regularly are your “herd”, regardless of type of creature. But, unless you are Blood Bound to another Kindred, or if the Thaumaturgist has a Vinculum rating of 5 or greater for the individual, they cannot use this ritual to locate them.  Thus, Thralls may locate their Regnants in this way and Sabbat Thaumaturgists may locate their Pack mates with this ritual.  But, one cannot track down another Kindred by simply ingesting a Blood Trait of another Kindred on three nights, unless of course this Blood Bonds them to that individual.

Each casting of this ritual allows the Thaumaturgist to know the direction and approximate distance of the member of their herd at that instance in time.   It does not however allow the Thaumaturgist to detect if that person has moved since the last casting of this ritual, but the Thaumaturgist can attempt to locate them again by invoking this ritual once more.  This can be continually done until either the Thaumaturgist finds that member or until they stop invoking this ritual.  If the individual that the Thaumaturgist is looking for has been destroyed then they will receive no information when this ritual is invoked - which is information in itself.

History: Marqus Spiritwatcher was able to track his regnant this way, much to her chagrin. (9-11-98)

Jeraven's Cantrips (OWBN’s Chicago the Dark Requiem)
Time Required: Thirty minutes. 

Duration: Instantaneous.

Components: None.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path – Basic, Ability: Occult – 1.


Through this ritual the Thaumaturge is able to create small special effects, called Cantrips.

Mechanics: The ritual lasts until dawn and costs one Mental Trait to perform.  Thereafter, the caster can bum a Mental Trait and do any one of the following: 

1) Dancing Lights: The caster can play with existing energy sources in the area.  He can change the light reflecting from him or an object he holds so that it appears to sparkle, dance with St. Elmo's Fire, or just change color.  If he is near an outlet he can create an aura of electrical sparks and arcs playing over his arms.  If he knows path of Flames, he can make the created flames dance around him.  Invisibility is impossible, only minor changes are allowed.

2) Sound Play: The caster can cause sounds to appear out of nowhere.  Distant thunderclaps, ghostly sounds, voices speaking from behind doors, and other effects are possible.  The sounds cannot be louder than the caster can shout and if the Thaumaturgist wishes to make the voice sound like another’s he must win a Simple Test to duplicate someone else's voice. 

3) Phantasmagoria: The caster can cause a target to feel strange sensations.  The target may feel hot or cold, get goose bumps, or feel slightly disoriented.

Ritual Notes: 

· Observers cannot determine where these effects are coming from, unless the caster makes it obvious.

· Under no circumstances will these effects cause any damage, impose any penalty, or otherwise affect the target in any way other than the perceived effects listed above.  Creative uses of this ritual might trigger the Toreador clan disadvantage, however.

History: Jeraven, Arcades Daemos’ sire, created this ritual – but shared it with none, perhaps keeping it a secret or perhaps not thinking it useful to others.  Either way Arcades came across this ritual within his deceased sire’s personal library and as a tribute to his sire has made it available to the Great Library of Vienna. (9-11-98)

Machine Blitz (Sabbat Players Guide pg. 117, LoE pg. 88)
Time Required: Thirty Minutes. 

Duration: Once activated lasts until either the Thaumaturgist ceases concentration or for the duration of one scene (approximately 10 minutes). 
Components: None.

Availability: Tremere (Uncommon)
Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.

“The Vampire makes machines go haywire with this ritual.  It takes effect instantly and lasts as long as the vampire concentrates on it.  The ritual causes machines of any sort, including appliances, weapons, power tools, plumbing, electronics, etc. to animate to a certain degree, even to the point of attacking whomever the vampire desires.  This ritual is much more effective when using cars, large machines or weapons.”


“The machines are not capable of full animation, but may perform any actions similar to those they are normally capable of.  For example, a cassette player could spit out the cassette, spew tape everywhere, fall over, turn on, turn off and change volume.  It could not slide over and hit a person or eject a tape with force to hurt someone.  The exact effects should be left up to the Storytellers.”

Mechanics: This ritual may be enchanted earlier in the evening and triggered later by the expenditure of “…a Mental Trait for each turn you desire this ritual to remain in effect.”  The ritual may affect one large machine (car or larger), or multiple smaller machines (i.e. cameras, TV’s, etc. – maximum number equal to the Thaumaturgist’s Mental Traits), to take actions within their normal operating parameters.  

Thus, a car could swerve off the road, a gun could fire or a watch stop, but a crossbow could not float through the air firing bolts. The spell does impart a bit of telekinetic animation to the object, allowing a gun to aim or a steering wheel to turn itself.  If someone is aware of the possibility of the machine’s actions, or is taking special care, then a contested challenge is needed - otherwise surprise rules will allow the first such manipulation to go unopposed.  Note, any “…attack uses the caster’s Mental Traits with a two-Trait penalty.”

History: Even as animals and nature responds most negatively towards vampires, the Tremere have learned to channel this disruptive effect towards the world of electronics and machinery. (9-11-98)

Moonlight Dancers (Black Hand Book  pg. 79)

Time Required: Thirty Minutes. 

Duration: Until sunrise.

Components: None.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.

“This ritual was created by a lonely and insane Kindred to create the illusion of ghostly apparitions and music.  The apparitions resemble five or more dance couples from some time in history chosen by the Thaumaturgist.”  “Some Toreador cast this ritual at their socials.”

Mechanics: “The apparitions are not spirits, and they are not sentient - they are merely figments which dance to the music…” that accompanies the illusionary couples.  The number of dancing couples that the Thaumaturgist may make appear is equal to her total number of Mental Traits, although no expenditure of Mental Traits are necessary when the ritual is enacted.  “The effects last until sunrise, though the Thaumaturgist can dispel them at any time.”

History: (9-11-98)

Mortal Guise (OWBN’s Chicago the Dark Requiem)
Time Required: Twenty minutes.

Duration: One evening.

Components: None.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1 & the Thaumaturge must be on the 

Path of Humanity, Path of Harmony or the Path of Heaven.
The ritual invokes the guise of mortality.  Although, the ritual does not change the caster's aura, eating, drinking, breathing, and pulsing are gained from the casting, even normal body heat returns after the Thaumaturge meditates for 20 minutes. 

Mechanics: This ritual can only be learned by a magus on the Path of Humanity, Path of Harmony or the Path of Heaven (or other appropriately ST’er deemed Paths/Ideologies) and if on the Path of Humanity may have no more than one Beast Trait.  Also, the Thaumaturge is able to cast this ritual upon another subject, so long as the other participating meets the same requirements as the Thaumaturge and the caster expends a Mental Trait.  The effect lasts for one evening.

History: Marqus uncovered this ritual from one of his numerous mentors in Indianapolis, Indiana. (9-11-98)

Mourning Life Curse (Vampire Players Guide pg. 88, LoE pg. 81)

Time Required: One hour. 

Duration: Until the Thaumaturgist ceases the ritual.

Components: Crocodile blood.

Availability: Tremere (Common)

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.

“This is a way to coax vitae from a vessel without having to injure it in any way.”  Causing “...the mortal to begin crying tears of blood.”

Mechanics: “The one-hour ritual is performed ahead of time (it involves ingesting a small amount of crocodile blood), but is not completed.  The spell is activated when the caster whispers the final power word in a hapless mortal's ear (the mortal needn't be predetermined).  This causes the mortal to begin crying tears of blood.  The victim has no defense against the curse.” 

“There is no known defense, and the victim will continue to bleed until the caster breaks the line of sight…” or removes her gaze.  The effect is not painful, but is often quite traumatic.  Sleeping mortals will not necessarily awaken because of the effects of the ritual.  The bleeding is slow, taking 5 minutes to lose one Blood Trait by this method.  The only after-effect is a slight swelling of the capillaries around the subject’s eyes, along with the normal effects of blood loss.

The ritual may be used less surreptitiously in combat to cause a mortal foe to begin bleeding to death, taking 15 minutes to die, but only 10 to fall unconscious.  A Simple Test is required, for the mortal, after the loss of the first Blood Trait to stay conscious if attempting any strenuous activity – i.e. any physical challenges.

History: (9-11-98)

Open Passage (Clanbook Tremere pg. 37, LoE pg. 82)

Time Required: Ten minutes. 

Duration: One minute.

Components: None.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.


“The caster traces an intricate design upon a barrier, such as a stone wall, which will then become insubstantial for the purpose of allowing someone to pass through.”

Mechanics: “This ritual takes 10 minutes and a Blood Trait to cast.”  And once invoked allows “…anyone to pass through it during the next (minute) without affecting the individual or the barrier.”  For instance, if Open Passage is cast “…on a cell wall, she (and anyone else) would be able to walk through the wall…, but the wall would still retain its ability to hold up the ceiling, as well as any posters taped to it, and it would continue to look like a normal wall.”

History: (9-11-98)

Power of the Invisible Flame (Sabbat Players Guide pg. 117, LoE pg. 89)
Time Required: Thirty minutes. 

Duration: One evening.

Components: None.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path – Basic and Path of Flame, Ability: Occult - 1.

“This simple ritual allows a vampire skilled in the Thaumaturgical path known as Lure of the Flames to create invisible fires.”  “The effects can be felt as normal, but aren’t visible.”  

Mechanics:  And while the flames are magical in nature and invisible they “…are just as real, …and while they cannot be seen, they can be felt…” and their effects, from scorching to smoke, as well as any subsidiary fires touched off are quite visible.

“The ritual lasts for one evening, and must be cast around a fire of at least torch size.  Each time you wish to make invisible flames, you must expend a Mental Trait.  You must have the Path of Flame before you can learn this ritual.”


Due to the fact that the targets of such powers as “Flame Bolt” cannot see where, and if, bolts of flame flying at them, the first such attack is considered to be a surprise attacks.  On all successive attacks the target is down two traits due to the difficulty of guessing where and when the attacks are coming from.  Also, it is very difficult, essentially impossible depending on the situation, to determine from where and specifically from whom the “Flame Bolts” are emanating unless the Thaumaturgist is making it obvious. 

History: It is rumored that in the darkness of the crypts of Vienna, traps of invisible flame exists that won’t even light the darkness as foolish intruders are consumed by fire. (9-11-98)

Preserve Blood (Sabbat Players Guide pg. 117, LoE pg. 89)
Time Required: Three nights. 

Duration: Until the canister is opened and the Blood is consumed.

Components: The Blood Traits, an earthen container and burdock.

Availability: Tremere (Uncommon)

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.

“This ritual allows a vampire to preserve blood in a specially enchanted container.  This ritual was very useful before refrigeration and it is still used heavily by nomadic Sabbat.  This ritual requites s covered earthenware container large enough to contain the amount of blood the vampire wishes to store.”

Mechanics: “The vampire prepares the container by burying it in the earth for two nights.  The following night the container must be dug back up.  The container is opened and the blood is poured in, with a healthy sprinkling of burdock added.  The caster recites a few incantations over the container before sealing it with wax.  The container may be carried but, if broken, the blood will spoil at the normal rate.  The container may be opened at any time, but may not be resealed containing the same blood.  The earthenware container itself can be used again, but the entire ritual must be reenacted.”  “You must win a Static Mental Challenge (difficulty of four Traits) in order to cast this ritual successfully.” 

History: (9-11-98)

Preserve Corpse (Black Hand Book pg. 79)

Time Required: Thirty minutes to prepare elixir. 

Duration: Permanent once applied.

Components: A liquid composed of decaying organic materials and rare herbs.

Availability: Tremere (Uncommon)

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.

“This ritual enables the user to create a special elixir that keeps dead things from rotting and deteriorating.” “This (ritual) is a widely known ritual among the Nagaraja…” as well amongst the rare Giovanni Thaumaturgists.

Mechanics: “The ritual requires the caster to use her hand, coating the material to be preserved with a special liquid composed of decaying organic materials and rare herbs.  Once the liquid dries into the surface, the material is protected indefinitely.  The ritual produces enough of the liquid to cover one large adult corpse.  The elixir will lose potency unless applied within a week of its manufacture.”  

History: (9-11-98)

Principle Focus of Vitae Infusion (Vampire Players Guide pg. 88, LoE pg. 81)

Time Required: Four hours. 

Duration: Until released.

Components: One of the caster's own Blood Points and an object to be infused.

Availability: Tremere (Common)

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.

“This causes an object of the caster's choosing to alter corporeally, becoming infused with a Blood Point of her Vitae.”  “Many Tremere wear several pieces of infused jewelry as a safety measure.”

Mechanics: “The object must be of a size that the vampire can easily hold in both hands; it can be as small as a pea.  One of the caster's own Blood Points must be used, and the proper incantations require four hours to complete.  Afterward, the object takes on a slightly more ruddy hue and is oddly slick to the touch.”

Others “…may be incorporated into the ritual, allowing (them) to claim the Blood Trait, but (they) must be present during the initial casting.  The Blood Trait used is still yours.”  

“You can reclaim this blood by touching the object and willingly releasing it from its enchantment, causing the object to disintegrate and turn into the Blood Trait.”  This willing of a Principle Focus back into a Blood Trait is considered a Mental Action and thus one subsequent action later, approximately 3 seconds, “...the object completely breaks down into a puddle of blood...” and may enter the Kindred’s Blood Pool.  Note, once willed to reform all Principle Foci, which are in direct contact with the Thaumaturge, are so freed.  Remember, any blood that surpasses the Blood Pool of Thaumaturgist will cause one point of normal damage per Blood Trait in excess.
History: “Blood contained in this manner will not spoil as other blood does.”  Thus, it has been rumored that Vienna has vaults full of vitae in this state in case of an emergency or mortal epidemic with special rituals that force any such Principle Focus traits into a pool of blood.  (9-11-98)

Putrescence of the Vital Fluid (OWBN’s Chicago the Dark Requiem)
Time Required: One hour. 

Duration: Three sunrises.

Components: One Blood Trait from the target.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.

The target of this ritual is rendered incapable of receiving nourishment from feeding until three sunrises have passed.  

Mechanics: To enact this ritual a Thaumaturgist, or a group of Thaumaturgists (only one needs know the ritual), consumes a Trait of the target’s Blood in fiery brazier.  Then the Thaumaturgist who possesses knowledge of the ritual engages in a Static Test versus the target’s Mental Traits.  If successful, Blood fails to provide the target with any sustenance for three evenings.  Even the very taste of blood makes the target ill.  However, the target may feed freely from the Thaumaturgists who invoked the ritual.

History: Tremere are terrible individuals to anger – and this ritual works wonders to non-lethally remind individuals of that fact.  (9-11-98)
Vitae Lapideum/“Stony Focus of Vitae Infusion“ (OWBN’s Chicago the Dark Requiem)

Time Required: Four hours. 

Duration: Until released.

Components: Any Trait of Blood and an object to be infused.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.

This ritual is a variant of the Principle Focus of Vitae Infusion that allows Blood other than that of the Thaumaturge to be infused into a focus.  

Mechanics: Foci created with this variant suffer from all the restrictions of Principle Focus of Vitae Infusion save for the restriction of the Blood being infused need not be the casters.  

The objects into which the Blood may be infused is also further restricted to being either a stone, rock, gem, or already-fired porcelain/pottery.  If the item is smashed or otherwise destroyed then the blood is irretrievably lost and the magic dissipates.  Note no matter how large or small the item is, it will only hold one Blood Trait.

While in this state Blood may not be utilized for Blood Mastery or any other Thaumaturgical rituals, etc.  And, while in this state Spirit’s Touch may be utilized to discern the Blood’s origins.

History: Bethany uncovered this ritual while learning magic from the Zadkiel chantry, hidden in a journal from the childe of Graham Dunwich, Salvatore Calverto. (9-11-98)

Purity of Flesh (Vampire MET 2nd ed. pg. 68 & Vampire Players Guide pg. 86)
Time Required: Ten minutes.

Duration: Instant.

Components: One Blood Trait from the target.

Availability: Tremere (Common).

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.


“This ritual allows the caster to cleanse a target of all foreign matter.”  

Mechanics: “The (target) must sit on the ground in a lotus position, surrounded by a circle of 13 sharp edged stones, and concentrate for 10 minutes.  The ritual requires the expenditure of one Blood (Trait)...” from the target, after which the target's “...body and blood are completely purged of impurities such as dirt, poison, alcohol and drugs (making this ritual a good way to keep clean).  It is important for the Kindred to be completely naked - wearing no jewelry, makeup or clothes - because the spell dissolves all foreign substances, leaving a nondescript ring of gray film around the place where the target sat.  If analyzed with the right equipment, the residue will show traces of the ejected material, and of the caster's blood.  This ritual clears the body of everything from wooden slivers and bullets to prosthetic limbs and silicon implants, but is useless against diseases of the blood, magical effects and any sort of mind control.” A Storyteller may require a Simple Test or challenge for particularly stubborn substances.

History: (9-11-98)
Query the Vitae Grown Cold (OWBN’s Chicago the Dark Requiem)

Time Required: Thirty minutes. 

Duration: Variable.

Components: Blood Trait of the deceased.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.

This ritual allows the Thaumaturgist, who is in possession of the deceased’s Blood Trait, to converse with their spirit.  

Mechanics: Each question asked requires the expenditure of a Mental Trait.  Mortal spirits answer in brief statements while Kindred contacted answer only yes, no, or not at all.  Note, this ritual does not “consume” the Blood Trait and therefore may be used indefinitely as a focus for this ritual.

History: (9-11-98)
Recure of the Homeland (Sabbat Players Guide pg. 117-118)

Time Required: One hour. 

Duration: Permanent.

Components: Dirt from the homeland of the vampire.

Availability: Tremere (Uncommon)

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.

“The vampire can draw upon the soil of her homeland to heal any aggravated wounds she may have.  The Thaumaturgist must have at least a handful of dirt from the city or town of her birth.  She then places an enchantment upon it so it will heal her at a later time.  One handful heals one aggravated wound, and only one handful can be used each night.”

Mechanics: “Any amount of soil may be so enchanted over a period of time, but this ritual can only be cast once per night.  It takes one (full) day for the soil to heal the wound.  The soil turns gray and chalky after it works its magic, and cannot be used again.”

History: (9-11-98)
Rebirth of Mortal Vanity (Vampire Players Guide pg. 86, LoE pg. 81)

Time Required: One hour. 

Duration: Until cut.

Components: A mirror and a strand of hair from a mortal child.

Availability: Tremere (Common)

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.

“This simple ritual allows you to grow hair after the Embrace.”
 

Mechanics: “This ritual requires an hour of complex gestures in front of a mirror, and a strand of hair from a different mortal child, for each inch of hair that the caster wishes to grow.  The caster can use this ritual on others, but both must stand in front of the mirror while the ritual gestures are made.  The vampire's hair follicles again die after the ritual is finished, but the hair will remain at the new length until cut.  If the vampire's hair is ever shorter than its length at the time of embrace, it will return to its normal length after a day's sleep.”

History: This ritual can be “…useful in facilitating disguises.” (9-11-98)

Rite of Introduction, The (Vampire Players Guide pg. 86, LoE pg. 81)

Time Required: Thirty minutes. 

Duration: One scene.

Components: Cloud of water vapor.

Availability: Tremere (Common).

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.

“This is a method by which a Tremere announces her presence to the others of her clan in a city.”

Mechanics: “When the caster recites a 30 minute incantation and speaks into a cloud of water vapor (such as steam or fog),…” she sends a telepathic message to members of House and Clan Tremere.  She “…may speak with a recipient for five minutes for every Mental Trait expended.  This starts with the Regent of the chantry within the city and progresses to the others according to their knowledge of Thaumaturgy, from greatest to least.”

“The casting allows you to write down a short introduction which is then given to all Tremere.  If a conversation is then desired by one of the city residents, you must expend a Mental Trait before you may speak.  Only one person may be spoken to at a time; traditionally only the Regent replies to the announcement.” “Thus, although the other Tremere will know of the caster's presence, the caster will only know of those others at their discretion.”

Note, when the Rite of Introduction is utilized all members of Clan Tremere who bear the Mark of Goratrix do not receive these telepathic messages.  They can however still learn this ritual and still use it to broadcast and converse with their Camarilla brethren.

History: This is a very old and formal ritual, and no longer as common as it once was; many younger Tremere aren't even aware of its existence.  However, some Regents are very insistent that it be used when any Tremere enters “their” city, and tolerate no excuses if it is not done.  This ritual can also be used as a distress call.  


As of late Vienna has made a push to reinstate this ritual as one of the corner stones of the clan.  Regents are being ‘required’ to teach this to their apprentices if they do not already possess knowledge of the Rite.  Is this recent emphasis a prophetic message about the days to come?  No one knows – well at least no one but the Council of seven and Tremere himself – and they’re not talking...  (“Unless the player can produce an overwhelming reason not to select this Rite as her basic ritual, characters should default to Rite of Introduction.”) (9-11-98)

Rituals De l'Eau: Squirt (OWBN’s Chicago the Dark Requiem)
Time Required: Thirty minutes. 

Duration: Until released.

Components: Liquid and solid object.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.
The caster mystically places up to a gallon of liquid, although said liquid cannot be Vitae, into a solid object that must be roughly baseball sized or larger. 

Mechanics: The fluid can be released like a controlled jet of water, in a 360 burst, or anywhere in between.  All that is required is that the object either be in line-of-sight or that the Thaumaturgist knows where the item was placed.  Mentally willing the liquid out of the object (at the cost of one Mental Trait) is required to trigger the release of the fluids.

History: (9-11-98)
Rotten-Wood (Antagonists pg. 118 and Sabbat Players Guide pg. 118)
Time Required: Thirty minutes. 

Duration: One night.

Components: One inch thick piece of wood.

Availability: Tremere (Uncommon)

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.


“This ritual protects the caster against wooden stakes and similar wooden weapon weapons.  It makes wooden objects so rotten that they crumble to dust.”  

Mechanics: “The ritual must be set up in advance, but for the entire night all the vampire has to do is speak one magical command word to turn any wooden object she touches to dust.”  This will work on anything from an enormous antique table to a stake.  Note, since speaking is a physical action – and Celerity speeds up all physical actions – one could, for example, conceivable, if matching one’s opponent in Celerity actions, ‘rot’ stakes that strike them in Celerity actions.

History: (9-11-98)
Scent of Garou's Passing (Clanbook Tremere pg. 37)

Time Required: Five minutes. 

Duration: One hour.

Components: Herbal mixture containing milkweed, wolves bane, and some other more noisome materials.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.

“By sniffing a strange herbal mixture containing milkweed, wolves bane, and some other more noisome materials, a Kindred can detect the presence of Garou by smell,... The Thaumaturgist must actually be able to smell the Werewolf in question,... This ritual lasts for one scene.”

Mechanics: After the Thaumaturge sniffs the concoction for the five-minute duration of this ritual; she can smell out any Garou in the vicinity by winning a Static Challenge versus the Garou’s Mental Traits.  She can also tell if any Garou had passed through the vicinity in the last day or so by winning the same challenge but with a one-trait penalty per hour that had passed since the Garou was there.  The use of Heightened Senses is not suggested when sniffing the concoction, but if used when trying to locate a Garou – it grants the Thaumaturge one retest. And as always, if the Garou possess any ability to hide her identity or presence (excluding Doppelganger), the caster must pierce through that first.

History: (9-11-98)
Steps of the Terrified (Sabbat Players Guide pg. 118, LoE pg. 89)
Time Required: Thirty minutes. 

Duration: Five minutes.

Components: A small cube of dried mud, perfectly square on all sides.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.

“This ritual lets the caster slow down any specific foe.  The harder the victim tries to run, the slower she becomes.”  “This ritual is often used to catch tricky prey or terrify an opponent.  The vampire is often able to walk while the victim is trying to run, and still catch up with her.” 

Mechanics: “The material component of this ritual is a small cube of dried mud, perfectly square on all sides” which needs to be enchanted ahead of time in the thirty minute ritual.  To enact this ritual the Thaumaturgist must crush the cube of dried mud and “…win a Mental Challenge against the target.”  

“Afterwards, each turn the victim tries to run she is slowed to half her speed.  A normal run would only go half as far, while someone using Celerity would only get half as many actions as normal to run away, possibly slowing her down enough for lower levels of Celerity to catch her.  As the victim tries to run each turn, she slows down by half again, eventually to a walk.”  Note, this ritual only affects the speed of movement and does not decrease the amount of Celerity actions that the target may take. 

History: (9-11-98)
Summon Guardian Spirit (Sabbat Players Guide pg. 118, LoE pg. 89)
Time Required: Thirty minutes. 

Duration: 24 hours.

Components: None.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path – Basic, Ability: Occult or Spirit Lore - 1.

“This power allows the vampire to summon a spirit for the express purpose of guarding him.  The spirit aids the vampire in no way except to alert him to danger.”  

Mechanics: The Thaumaturge “…must win a Static Social Challenge (difficulty of five Traits) to summon the spirit.”  If successful the “…spirit cannot do more than warn you of danger through interaction with the surrounding environment.” “Though the spirit cannot speak, it may communicate by ringing a bell, knocking on the bed, etc. In addition, the spirit will only be visible to the vampire during times of danger.  The spirit serves the vampire for 24 hours.”

Once this ritual is enacted the Thaumaturgist “…cannot be surprised for the duration of this ritual.”  

History: “Vampire often summon spirits to fill this duty while they sleep.” (9-11-98)

True Sight (Diablerie Britain pg. 9)

Time Required: Five minutes. 

Duration: One hour.

Components: None.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.

“This ritual turns a vampire into an undead polygraph.  It is often used by Justicars to catch Diabolists.  Once the short ritual is performed (requiring about five minutes), the vampire's senses become amazingly enhanced, allowing her to hear the slightest quaver in a person's voice, see the minute twitching of a liar's mouth, or notice how a liar's eyes blink too much.”

Mechanics: “True Sight only detects deliberate, willful lies.  If the other party believes he is telling the truth, then what he says will appear to be true.  The ritual detects the state of nervousness, not whether the truth was spoken.”

In effect, the Thaumaturge has an extra Subterfuge ability and five extra social traits, for the duration of the ritual, for the purposes of subterfuge challenges that they initiate.  These traits may not be bid, but are added to the caster's total for purposes of comparison or overbid.  They do not aid in subterfuge challenges initiated against the caster because the ritual does nothing to alter the Thaumaturgists ability to hide their own reactions, nor the other person's ability to perceive the Thaumaturgist’s actions.

To indicate that this ritual is in effect, the player should get a card denoting the extra traits and the time cast from a storyteller.

History: (9-11-98)
Wake with Morning's (Evening's) Freshness (VtM pg. 169, LoE pg. 82)

Time Required: Thirty minutes. 

Duration: Until the following nightfall.

Components: Feathers.

Availability: Tremere (Common).

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.


“The ritual allows the protected Kindred to immediately awaken at any sign of danger during the next day.”

Mechanics: “This half-hour ritual must be performed immediately before a vampire prepares for sleep through the coming day.  A period of complete meditation is required…” wherein the Thaumaturgist “…must spend a Mental Trait to get (into) the proper meditation.”  “Any interruption or performance of other activities after the ritual, but before sleep, will render the magic ineffective... Feathers are required to perform this ritual, and they must be burned and the ashes spread over the sleeping area.”  

“At any sign of danger during the day,…” the Thaumaturgist “…will immediately awaken…” and “…will be able to act normally, as if it were night, except for being able to go into the sun.”

If the ritual does not activate during the day, the caster awakens at the instant of the suns setting, regardless of his number of Beast Traits, making this ritual quite useful to Elder Thaumaturgists, whether they expect attack or not.

History: (9-11-98)
Ward Versus Ghouls (LotN pg. 102 and Vampire Players Guide pg. 87)

Time Required: Ten hours. 

Duration: Permanent.

Components: A Trait of mortal blood.

Availability: Tremere (Common).

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.

“This ritual creates a mystic symbol upon a object.  The symbol protects the object from”...”creatures such as ghouls, who have both mortal and Kindred blood”...”and transforms it into a potent weapon that can be used against them.”  

Mechanics: To enchant a sigil the Thaumaturgist “...must use a Blood (Trait) of a mortal blood.  This blood is poured onto the object to be empowered – usually a small piece of treated parchment, a coin, or some other small object.  In 10 hours, the ritual is complete and the strange symbol appears, emblazoned on the object.” Anyone who will be affected by a Ward can sense their presence within five feet of themselves, unless, for example, the bearer is Obfuscated in which case its presence is ignored.  Any “…ghoul who touches the warded object immediately suffers a burning jolt...” and suffers the corresponding aggravated wounds.

“The warded object can be placed on an unbroken circle (or loop) of any consistency...”   “The ward produces discomfort in ghouls approaching the edge of this barrier (from within or without) and causes three aggravated wounds to ghouls crossing the barrier.  Alternately, placing a ward on a melee weapon causes it to inflict an aggravated wound (in addition to normal damage) on ghouls.”

“In general, a ward can be destroyed by most normal means, but not by beings which it is dedicated; indeed, such beings can hardly force themselves to approach it.”  “As long as the ward touches the ghoul, she repeatedly suffers this damage, and once a ghoul has touched the ward, she must spend a Willpower (Trait) to touch it again willingly.”  


To inscribe the sigil on an item “...you must destroy a Trait of mortal blood and permanently expend a Mental Trait.  If the symbol is somehow discovered and destroyed, the ward’s magic is destroyed.  If you wish, you can exclude individual ghouls from...the ward if they are present at the casting and donate a Blood Trait to attune the ward to ignore them.”


Additionally, wards may be reattuned by a Thaumaturgist that possesses the appropriate warding ritual and who are capable of handling the item for the ten-hour duration of casting.  In essence, the enchantment procedure is the same – save that that Thaumaturgist need not expend the permanent Mental Trait or have additional Blood Traits of individuals to which the Ward is already attuned.  Individuals may be added to or removed from the ward’s attunement during the recasting.  However, if the Thaumaturge wishes to add another individual a Blood Trait of theirs is required as normal.


Final note, if two Wards are forced upon one another there is a chance they may permanently lose their respective enchantment.  Each time a Ward comes in contact with another ward, which is not attuned to at least one of the same subjects, a Simple Test, with no Ability retests, is required.  If failed, the ward is permanently destroyed.  If there are multiple wards on the same item – each ward receives an individual Simple Test to determine whether one or more wards have been destroyed.  

While warded areas are not susceptible to being dispelled in this manner, they do have a good possibility of destroying other Warded objects as they pass through. This can only be avoided if the wards either share an attunement to a common subject or are being carried by an individual that is attuned to the warded area.

History: (9-11-98)
Will o'the Wisp (Sabbat Players Guide pg. 117, LoE pg. 89)
Time Required: Thirty minutes. 

Duration: As long as the vampire concentrates upon the Wisps.

Components: A small branch from a willow tree.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.
    
“This ritual allows a Thaumaturgist to produce a supernatural ball of light.  The ball of light, referred to as a Will o’the Wisp, can be made to travel anywhere within sight of the vampire and perform tricks.”  “Among the things the ball of light can do are: glow brighter, glow dimmer, divide into many smaller balls, fly about, bathe someone in its magical glow, swirl, remain stationary or perform whatever maneuver the vampire can imagine.  This ritual is useful as a diversion or simply a light source.”

Mechanics: “This ritual requires a small branch from a willow tree.  The vampire must recite the magical incantations and throw the stick into the air, whereupon it bursts into the ball of light.  The light lasts as long as the vampire concentrates upon it…” and a “…Mental Trait must be expended each hour you wish the light to remain active.”

The antics of a Will o’the Wisps can be very distracting.  The Thaumaturgist can engage an opponent in a Mental Challenge; if successful the Will o’the Wisps distract that foe to such a degree that she is two Traits down in all challenges.  A Setite or other nefariously Light-Sensitive Kindred so affected are four Traits down on all challenges in such a case.
History: (9-11-98)
Intermediate Rituals

A Touch of Nightshade (Sabbat Players Guide pg. 118, LoE pg. 91)

Time Required: One hour. 

Duration: Until triggered.

Components: Juice from bittersweet, deadly nightshade, or some other potent form of nightshade.

Availability: Tremere (Uncommon).

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.

“This ritual gives you a touch that is literally fatal.”  “The ritual causes the vampire to produce a magical effect similar to poisoning in the first person she touches after casting the ritual.”  “The vampire Thaumaturgist using this ritual must rub a little juice from bittersweet, deadly nightshade, or some other potent form of nightshade on her hand for the ritual to work.” 
Mechanics:  “After you have cast this ritual, the first mortal you touch must engage in a Physical Challenge with you.  If he loses, he dies, instantly and painfully.  If he ties, he is in severe pain from cramps for the rest of the evening, and is down two Traits in all tests during that time.  Winning the Challenge allows the victim to avoid the effects, but he remains unaware of the attack.”  

“To complete this ritual you must rub juice from some form of nightshade onto your hands.  The attack is only good for a single target; the second mortal you touch after performing the ritual is safe from its effects.”

History: (9-11-98)

Binding the Beast (Vampire Players Guide pg. 89, LoE pg. 82)

Time Required: Ten minutes.

Duration: One evening.

Components: Iron spike and the Blood Trait of the target.

Availability: Tremere (Uncommon).

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.
“This powerful ritual will pull a fellow Kindred out of frenzy and even separate the vampire from his Beast for a time.”  

Mechanics: “The ritual takes only 10 minutes to perform, and the caster does not have to see the subject, but he must imbibe a full Blood (Trait) of the frenzied character's blood (it can have been drawn earlier) and push an iron spike through his own hand...” “…causing a normal wound.”   “The subject doesn't need to be in a frenzy, nor does she need to be willing, but the caster may never use this ritual on himself.” 

“Upon completion of these acts, the subject suddenly emerges from frenzy, and often becomes uncharacteristically passive...” “…gaining the Negative Traits Submissive x 2.” And, due to her now passive nature she must win a Static Challenge to initiate any hostile action.

History: (9-11-98)
Blade Ward (OWBN’s Chicago the Dark Requiem)
Time Required: Sixty minutes. 

Duration: One evening.

Components: None.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path – Intermediate, Movement of the Mind – Force Bolt, 

Ability: Occult - 2.

With this ritual the Thaumaturgist can invoke an invisible barrier that extends six inches from her skin.  The barrier will visibly deflect all bladed and other metal weapons that come in contact with the exterior of the barrier.  

Mechanics:  To engage the Blade Ward the Thaumaturgist, during the casting of this hour-long ritual, expends a single Mental Trait. Upon completion the Blade Ward will last until the next sunrise.  However, if the Thaumaturgist employs any bladed weapon (sword, knife, chainsaw, etc.) in a physical conflict, the ritual is nullified.  

Each time the Thaumaturgist is struck, which still requires a successful Physical Challenge against the Thaumaturgist, with a bladed weapon two Simple Tests need be performed.  If both are successful, the blade was completely deflected and does not weaken the Blade Ward.  If one out of two are successful, the blade was still deflected but the Thaumaturge must expend a Mental Trait to continue to sustain the Blade Ward.  If both are failed, the blade slices through the Blade Ward and contacts the caster. 

Note if two Wards are forced upon one another there is a chance they may permanently lose their respective enchantment.  Each time a Ward comes in contact with another ward, which is not attuned to at least one of the same subjects, a Simple Test, with no Ability retests, is required.  If failed, the ward is permanently destroyed.  If there are multiple wards on the same item – each ward receives an individual Simple Test to determine whether one or more wards have been destroyed.  


For example, if an aggressor is attacking a Tremere, with a doubly warded weapon, the aggressor must make two Simple Tests to avoid the destruction of their Wards.  The Thaumaturge that has Blade Ward cast upon themselves must also perform a Simple Test, retestable with Occult Ability, to determine whether the Blade Ward ritual is destroyed as well.  These tests are performed every time the Thaumaturgist is struck.

History: Sith learned from his studies with Puissant Shield the usefulness of defense. (9-11-98)

Bladed Hands (Milwaukee by Night pg. 54, LoE pg. 82)

Time Required: Ten minutes. 

Duration: One evening.

Components: Two Blood Traits.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.

“This ritual gives the Tremere very sharp hands...” 

Mechanics: “This ritual requires you to expend a Blood Trait and takes 10 minutes to cast.”  Upon completion the Thaumaturgist’s hands do not appear physically different but are in fact ‘magically’ sharp. In hand-to-hand conflicts she does one normal wound and gains the “…bonus Physical Trait Sharp until next sunrise.”

“Be careful when handling fragile objects or touching people; a handshake could be dangerous.”  In fact, the Thaumaturge must win a Physical Challenge to avoid causing damage to all that she touches, including herself!  If she comes into contact with unsuspecting target, say via a handshake, she automatically surprises that individual.  This could lead to an interesting opening line, “Oh, I'm sorry, but are those your fingers on the floor?” 

ST'ers should watch the player closely and assign damage with malice whenever she forgets and, for example, slicks her hair back without displaying appropriate caution...

History: (9-11-98)
Bone of Lies (Vampire players guide pg. 90)
Time Required: One hour. 

Duration: Until all charges are spent.

Components: A mortal bone that must be at least 200 years old and has never tasted Kindred vitae.

Availability: Tremere (Common).

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.

“The Thaumaturgist can enchant a mortal bone to ascertain if the holder is telling the truth or not.  The bone must be at least 200 years old from a mortal who has never tasted of Kindred blood.”  

Mechanics: “This ritual requires a mortal bone – usually a skull, but even a string of teeth will do.  The mortal must have been dead for at least 200 years.  The ritual can be performed in a single night, during which the bone must absorb 10 Blood (Traits) of Kindred vitae.  This process darkens the bone to a dull red color.”  “Thereafter, each time someone bearing the bone lies, it will visibly darken.”  “The bone absorbs each of the holder’s lies, causing it to become blacker and blacker until all 10 Blood (Traits) are used and it is black as sin.”


“The ritual binds the spirit of the mortal to whom the bone belonged in life, and it is the spirit that forces the holder to tell the truth.  Needless to say, this is a very degrading and cruel way to spend eternity.  Although this fact is generally unknown, it is the reason that an anonymous bone is usually used; if the spirit of the bone is called forth it will be a most malevolent and devious spirit, corrupted by the vile sins that have been forced upon it.  This is also why the blackened bone is traditionally buried after use.  The bone can never be reused for this ritual.” 

History: (12-2-98)
Bottled Voice (Sabbat Players guide pg. 119, LoE pg. 90)
Time Required: One hour. 

Duration: Until the seal or the bottle itself is broken or for a full lunar cycle after the voice has been stolen.

Components: A bottle and a Blood Trait of the targets.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.

“The Thaumaturgist draws out an individual’s ability to make any sound with the voice.”  

Mechanics: “By winning a Mental Challenge versus the target, speaking an incantation and gesturing toward an empty bottle, you are able to trap the target’s voice within a bottle.  The bottle must be sealed with wax in addition to any other closure, such as a cork.  While the seal or bottle remains intact, the target cannot speak.” Note, if the bottle is not broken for one full lunar cycle, after the Thaumaturgist has stolen the voice, it will return to the victim of the ritual.


One of the main benefits of bottling another’s voice is that whomever possess the bottled voice need only make a Simple Test to successfully mimic the voice and vocal mannerisms of the victim of the ritual (usually over the phone to her Retainers, bankers, Influences and Allies...).  If the Simple Test is failed the recipient hearing the voice may make a Mental Challenge versus the individual utilizing the bottle’s Social Traits, where Acting Ability is an appropriate retest for the individual using the bottle.

Note a Thaumaturgist without her voice may be severely crippled because many rituals require semantic components.  So, whilst a Thaumaturgist is without her voice ST’ers should enforce restrictions on which rituals she may cast, if any at all.
History: (9-11-98)
Clinging of the Insect (Sabbat Players Guide pg. 118)*

Time Required: Twenty minutes. 

Duration: Lasts until the casters feet again touch ground.

Components: Small living spider.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.

“The vampire can crawl on walls and ceilings using this ritual.  The only material component is a small living spider, which must be eaten alive.  The vampire is then able to crawl upon any surface that will support her weight.  Completely smooth, slick surfaces (such as Teflon or slime-covered glass) will negate this ritual.” 

Mechanics: The Thaumaturge may only walk on surfaces able to bear her weight so, for example, she cannot walk upside down along ceiling tiles and cannot retain her traction on near frictionless surfaces (like ice or wet glass).  

This power will usually allow for a Surprise Attack on unsuspecting individuals and will also usually increased difficulties for Physically Challenges, in Melee or Brawl combat, on a case-by-case basis.   Also, for example, hanging from a high ceiling while firing a gun makes all but ranged retaliation unlikely.  

This ritual only lasts until the casters feet again touch ground, meaning that he could hang from the ceiling while sleeping the day away or it could lapse almost immediately if he is knocked from his perch unexpectedly.

History: (9-11-98)
Drawing Upon the Bound (Sabbat Players Guide pg. 119)

Time Required: One hour. 

Duration: Until activated and then the Disciplines last for one scene.

Components: A drop of Blood from the Thrall.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.

“This special ritual allows a vampire to utilize the Disciplines of any individual, Kindred or Kine, who is Blood Bond directly to her.”  

Mechanics: “This ritual is used most often with ghouls, calling upon their Potence or other Disciplines.”  In order to accomplish this the Thaumaturgist is required “…to carry a small vial containing a drop of the Bound individual’s blood.”  The vial with the drop of blood is empowered during the one-hour ritual when the blood is removed from the Thaumaturgist’s thrall. Note, this “…ritual does not work for the Vinculum created by the Vaulderie, as the individual must be Blood Bound directly to the vampire.”

At this time the Thaumaturgist must choose which Discipline or Disciplines she wishes to ‘borrow’.  However, she is limited in the number of Disciplines obtained in this manner by the number of Willpower she permanently possesses and the level of the Disciplines she chooses.  Each level of the Discipline (Basic, Intermediate and Advanced) is equivalent to one, two and three points of Willpower Traits respectively.  

Thus, if the Thaumaturgist has, for example, five Willpower Traits she may choose to have one Advanced and two Basic Disciplines at her disposal or any combination equating to her permanent Willpower.  Disciples need not be chosen in order – thus, for example, a Thaumaturgist need not choose ‘Alacrity’ in order to have ‘Swiftness’ at her disposal.  But, the Discipline chosen must also not exceed generational limitations with such things as Expert or above Disciplines.  Also, while the thrall’s blood is held within the vial the specific Discipline associate with it may not be used by the thrall. 

The Thaumaturgist needs merely will the Discipline to activate, this is not considered an action, and then the drop of Blood evaporates into mist.  Once activated the Discipline lasts for one scene. 

History: “This ritual was originally employed in Haiti, but has rapidly spread.  Unfortunately, it is of much less use to Sabbat than it is to other Kindred.” (9-11-98)
Eldritch Glimmer (Sabbat Players Guide pg. 118, LoE pg. 90)

Time Required: One hour. 

Duration: One evening or until the power has been exhausted.

Components: Piece of sandstone soaked in vinegar.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.

“This ritual allows the vampire to draw upon sort of magical force that bathes the vampire in a pale green glow.  In addition, the vampire is able to fire bolts of energy from this magical source.”

Mechanics: “By casting this ritual, you are able to surround yourself in a green glow. You can then throw fire bolts of energy at a cost of one Blood Trait per bolt.” If at any point in time the Thaumaturgist has no more blood within their system the ritual’s effects have been exhausted and the ritual ceases.  “These bolts inflict one aggravated wound, and may only be cast at the rate of one per turn.”  

“You must win a Mental Challenge versus the target’s Physical Traits in order to hit.  Each time a bolt is fired, you must win a Simple Test or expend a Mental Trait to keep the ritual from ending.  The ritual’s duration is only until the next dawn.”  “The material component for this ritual is a piece of sandstone soaked in vinegar.”  

History: (9-11-98)
Eyes of the Past (Chicago by Night pg. 121, LoE pg. 83)

Time Required: One hour. 

Duration: Five-minute span of time can be viewed.

Components: None.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.

“This ritual shows what happened in the caster's present location at a specific time in the past, up to five years ago.”  The caster can see and hear what happened in the past as if she had been standing where she is now.

Mechanics: “By expending two Mental Traits and casting this ritual, you are able to view events at the location of the casting, up to five years prior.  A specific time and date must be chosen.  Up to a five-minute time span can be watched, and during this full sensory enchantment, you will be unaware of your physical surroundings.”
 

History: Note, Kindred should be wary of triggering Beast Traits with this power as the feeling of sunlight on ones flesh can be quite disconcerting even if just a memory. Several ‘unprepared’ Tremere have found this to be most unpleasant and potentially mentally unbalancing.  (9-11-98)

Fire in the Blood (Sabbat Players Guide pg. 118 and LotN pg. 105)

Time Required: One hour to prepare. 

Duration: Once triggered it is active for the remainder of the night.

Components: None.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.

“This ritual allows the vampire to cause the victim’s body to become extremely warm.  The victim can feel the heat from her blood as it passes through her body.”

Mechanics: “This ritual causes your victim to suffer one aggravated wound every time she engages in a Physical Challenge.  It requires physical contact between you and the victim (a Physical Challenge) and may be performed as a separate challenge during combat or in advance.  You must also speak aloud a word of command, such as “burn” or “boil.”  In a non-combat situation, this word, though it must be audible, may be delivered quite subtly.  When activated during combat, the ritual is an obvious attack, and the victim will be aware of what you are doing to her.  In either case, you must win a second challenge against the victim in order for the ritual to be effective (your Mental Traits vs. the victim’s Physical Traits).  If you are successful, for the duration of the night, the victim experiences extreme pain from the heat of the blood in her body whenever she engages in a Physical Challenge.”


“If you perform the ritual in advance with the physical contact being, for example, a handshake, the Storyteller may wish to give the victim an envelope to open when she engages in her first Physical Challenge (not including the original challenge against you) which explains the effect of this ritual without directly revealing its source.”

History: (9-11-98)

Fire Walker (Sabbat Players Guide pg. 119, LoE pg. 90)

Time Required: One hour. 

Duration: One hour.

Components: A specially made salve rubbed on the soles of the vampire’s bare feet.

Availability: Tremere (Uncommon).

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.

“This ritual protects the vampire from the fire for a short period of time.  The ritual temporarily toughens the vampire’s skin, and lasts up to one hour.” 

Mechanics:  “The vampire is by no means invulnerable and would be extremely dumb to actually walk through a fire, but this ritual can allow the vampire to participate and even show off in the Sabbat ritual involving fire.”  “A special salve must be rubbed on the soles of your feet, and two Mental Traits must be spent to cast this ritual.”

“The vampire may still be burned during this time, but...” “...whenever (she is) attacked by fire and win(s) a Simple Test, no damage is taken.”  The ritual once cast by the Thaumaturgist lasts until it is invoked.  Once invoked, the effects of this ritual last for one hour.

History: (9-11-98)

Flesh of the Fiery Touch (Vampire Players Guide pg. 89, LoE pg. 83)
Time Required: One hour. 

Duration: Until dusk of the next day.

Components: A burning ember.

Availability: Tremere (Uncommon).

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.


“This ritual turns the caster’s own skin into a protective trap.  After the ritual is completed, any Kindred who…” “…lays bare hands upon…” the skin of “…the bespelled Warlock’s flesh will receive...a searing burn.”

Mechanics: “This ritual lasts until the next nightfall.  For each touch, or once per turn for continued touches, the target takes one aggravated wound.  Casually brushing against someone will not cause damage, nor will your cloths be set aflame.”  “The effect works only for skin on skin – even a thin layer of clothing destroys the effect.”  And, “…the caster cannot inflict this damage by touching someone; he must himself be touched.”

“This ritual is not without its drawbacks.  During this two-hour ritual, you must spend a Willpower Trait, and swallow a burning coal, which causes an aggravated wound.  This can be reduced with Fortitude or healed as normal.  While you are enchanted, your skin has a noticeable bronze tint and feels hot to anyone touching it.”  “This hue can be noticed with a...” Simple Test “...by a character who intensely inspects the Warlock.” 

History: (9-11-98)

Friend of the Trees
 (Sabbat Players Guide pg. 118, LoE pg. 90)

Time Required: Two minutes. 

Duration: As long as the caster remains in within the woods or until the next sunrise.

Components: An acorn.

Availability: Tremere (Uncommon)

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.
“This power causes those who try to follow the vampire through woods to become entangled in roots, branches, and vines that just seem to be in the way.  The power has the subtle effect of causing trees to animate slightly to provide this protection.”  

Mechanics: “Those trying to follow the vampire will only be able to move at half their normal speed.”  And, at any point the Thaumaturge may enact a Fair Escape if she succeeds in Mental Challenge versus the pursuer’s Physical Traits.

“This ritual can only be performed in woods, and requires the vampire to plant an acorn…” and “…spend two Mental Traits to cast this ritual.”  “It lasts as long as you remain in the woods or until the next sunrise.”

History: (9-11-98)

Gentle Mind (Chicago by Night pg. 121, LoE pg. 83)

Time Required: One hour. 

Duration: Until utilized.

Components: None.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path – Intermediate, Ability: Occult – 2.


Through this ritual the Thaumaturgist may grant others a greater control over their Beast.

Mechanics: “With this ritual, you are able to bestow an extra two Willpower Traits upon the subject for the purpose of resisting frenzy.  You and the target must exchange one Blood Trait each, consuming one from the subject in order to cast this ritual; the caster may never cast this on himself.  The extra Willpower Traits can only be used to resist frenzy and nothing else.  The duration of this ritual is one night.”

History: (9-11-98)

Haunted House (Milwaukee by Night pg. 54, LoE pg. 83)

Time Required: Three hours. 

Duration: Ten years.

Components: Three Blood Traits.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path – Intermediate and Path of Spirit – Spirit Eyes, 




Ability: Spirit Lore – 1 or Occult – 2.

 “This ritual may be cast on any Kindred’s haven.  After casting, rumors begin to circulate of the location being haunted, leading many to shun it.  Even those who profess disbelief will avoid the place.”

Mechanics: “You must spend three Blood Traits to cast this ritual, with more Blood Traits increasing the effect.  The ritual will last for 10 years, at which time, mortals will begin to rationalize the place as merely run-down or just weird.”  

Any mortals, including ghouls and Garou, who wish to approach the ‘Haunted House’, must succeed in a Static Mental Challenge against the number of Blood Traits that were expended in the ritual’s casting.  If unsuccessful, they experience a sense of macabre and must avoid the area completely for a week’s time before they can muster up the courage to try again, if ever.

This ritual may have its negative effects however – depending on how you look at it.  In terms of Wraith: the Oblivion – the ensorcered location is considered a Haunt (W:tO pg. 161) and a wraith “…automatically gains a Mental Trait (which can be bid for purposes of crossing the Shroud).”  So the Haunted House may in fact actually become legitimately haunted.  Commonplace Shroud ratings vary from 4-10, with the average being 8, but buildings so ensorcered have Shroud ratings from 2-8, with the average being 6.

History: Many Tremere consider the use of this ritual to be a breach of the Masquerade, as it tends to draw undue attention to the more supernatural aspects that generally tend to really be scurrying about the fringes of mortal awareness.  However, many older vampires disregard this, preferring their privacy. (9-11-98)

Haunting Breeze (Black Hand Book pg. 79)

Time Required: One hour. 

Duration: As long as the Thaumaturgist remains within visual range of at least a portion of the affected area.

Components: None.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path – Intermediate and Path of Spirit – Spirit Eyes, 




Ability: Spirit Lore – 1 or Occult – 2.


“The Thaumaturgist can summon a light, supernatural wind which serves more to frighten than to harm.  It is chilling, and those who listen can hear the warnings, curses, screams and laughter of the dead carried on it.  Those who look closely can see the shapes of people swirling about in the wind.  The wind can even be summoned inside an enclosed area.”

Mechanics: The Haunting Breeze increases the difficulty of all perception-based Mental Challenges by four Traits, even for the Thaumaturgist. And, unless individuals, save for the Thaumaturge, within the affected area succeed in a Static Mental Challenge against the Thaumaturgist for each round they attempt to take an action, they are down two additional Traits in all Challenges.  Any mortals within the area, who fail the Static Mental Test, run away in fear and cannot return for a minimum of one hour or until they spend a Willpower Trait to regain their nerve.

The ritual lasts as long as the Thaumaturgist remains within visual range of at least a portion of the affected area (she need not remain within, or even relatively near the area), expiring when she leaves the area or wills the ritual to end.

This ritual actually opens a type of window into the Shadowlands for its duration. And, in terms of Wraith: the Oblivion – the ensorcered location is considered a Haunt (W:tO pg. 161) and a wraith “…automatically gains a Mental Trait (which can be bid for purposes of crossing the Shroud).”  Also, the Shroud within the area is reduced by half of its normal rating.  Commonplace Shroud ratings vary from 4-10, with the average being 8.  

History: Note, most wraiths will look most favorably upon the Thaumaturgist whilst this ritual is in effect – for it gives them the chance to more easily interact with the material realm – one in which most ‘gravely’ miss.  Some Thaumaturgist’s actually utilize this ritual as a sort of reward for wraiths that have served her well… (9-11-98)
The Haunting (Sabbat Players Guide pg. 120, LoE pg. 90-91)

Time Required: One hour. 

Duration: Variable.

Components: None.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path – Intermediate and Path of Spirit – Evil Eye,

Ability: Spirit Lore – 1 or Occult – 2.
“By casting this ritual, you may summon a malevolent spirit to cause fear in a target.  Like a poltergeist, this spirit will play tricks on a subject, but its intentions are to frighten, to death if it can.”  

Mechanics: “This spirit cannot directly harm the victim, but if it wins a Social Challenge against her, the spirit makes Simple Tests until it loses to determine how much harm it can do.” The customary spirit that is summoned with the ritual will possess 12 Social Traits; this may vary with ST’er discretion. “Exactly what the spirit does…is determined by the Narrator playing the spirit.”

	
	

	1 Successes
	Panic and alarm “ …freezes the target in place for a few minutes”.  After the incident the victim is down one Trait on all Challenges for the remainder of the evening.

	
	

	2 Successes
	Horror and shock “…causes her to faint…”  Upon waking the victim is down two Traits on all Challenges for that evening and the following evening.

	
	

	3 Successes
	Absolute fright “…causes her to become Incapacitated.”  When consciousness is regained she will be three Traits down for the following three evenings and will be temporarily be suffering from Paranoia of Spirits.  At the end of the three days the victim engages in a Static Test versus 8 to see if she suffers a permanent Derangement – perhaps keeping the Paranoia.

	
	

	4 Successes
	Terror incarnate “…can kill the target unless she wins a Static Physical Challenge…” versus 12 Social Traits.  If successful, survivors “…may awaken to find their hair turned white from the experience.”  In addition, survivors must engage in a Static Test versus 12 to see if they suffer a permanent Derangement from the incident.  The Thaumaturgist may use those not so lucky as to survive in their next existence on other victims of this ritual.

	
	


While Kindred cannot be ‘frightened to death’ – they can and will be terrified if they are relatively ignorant of the Spirit World.  Being told that such a place exists does not in itself strengthen one’s reality against the terror that can be unleashed by one of its denizens.  This ritual will affect kindred that are on the Path of Humanity with two or fewer Beast Traits, or any others that are similarity following naive ideologies unless they possess at least one Spirit Lore or two Occult Abilities.  If four successes are scored against the Kindred victim, instead of dying, she receives a Beast Trait check or a Psychological Flaw as she is driven insane – ST’ers discretion.  Beast Traits and Flaws gained in such a manner should have some correlation to the Haunting – such as Phobia of Spirits or Paranoia.

The spirit will remain for a period of time based on the number of Occult Ability that the Thaumaturgist possesses (as follows).  Each night, past the first, the poltergeist will attempt another ‘haunting’ against the victim of this ritual.

	
	1-2
	Occult
	One Evening

	
	3
	Occult
	Two Nights

	 
	4
	Occult
	Four Nights

	
	5+
	Occult
	Seven Nights


History: (9-11-98)
Heart of Stone (Vampire Players Guide pg. 90, LoE pg. 83)

Time Required: A full seven to nine hours to complete. 

Duration: As long as the caster wishes.

Components: Earthen circle and a wax candle.

Availability: Tremere (Uncommon).

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.
“This interesting ritual transforms the Thaumaturgist's heart to solid stone - completely stake proof.”  

Mechanics: “The ritual requires an earthen circle three inches high and six feet in diameter to be formed on a natural stone surface (poured stone, such as concrete, is not acceptable).  You must lie prone in the center and place a lighted candle directly over you heart….”  The candle is then “allowed to burn until the wick is gone and the flame is smothered by the candle's own wax.  The wax melts all over the Warlock's chest, causing one aggravated wound.”  

“The ritual takes a full seven to nine hours to complete, but lasts as long as the caster…” “…desires, dispelled with a thought. While under this enchantment, you cannot spend Willpower.  If you are forced to spend Willpower, the ritual ends immediately.  While under the effects of this ritual, you lose all Friendly or Compassionate Social Traits, and gain a number of Callous Negative Social Traits equal to half your remaining allotment of Social Traits.” 

History: Shortly after uncovering Flesh of the Fiery Touch, Sith also uncovered this ritual.  He enjoyed using them together wandering Elysiums, impervious to most attacks. (9-11-98)


Illusion of Perfection (Milwaukee by Night pg. 54)

Time Required: One hour. 

Duration: One evening or until the mask is removed.

Components: A plain white mask.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.

This “...is the perfect ritual for vampires deformed in some way or who want to remain hidden... The illusion allows the caster to blend easily into crowds.”

Mechanics: “The ritual takes a little under an hour and requires a plain white mask, put on at the very end of the ritual.  Once complete the caster looks like an ordinary person, in his mid-20's, with a nondescript face and an average body.... It also changes the caster's face to facilitate escapes...Note that Kindred with Auspex can penetrate the guise and, much to one Tremere's final amazement, so can Lupines.”  

The illusion allows 'Fair Escape' when used in crowds of 10 or more.  Those with Auspex may challenge as if the caster were using Mask of a Thousand Faces.  This ritual lasts either until the mask is removed or until the end of the evening.

History: (9-11-98)
Innocence of the Child's Heart (Chicago by Night pg. 121, LoE pg. 84)

Time Required: One hour. 

Duration: One evening.

Components: A child’s toy.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Disciplines: Auspex – Aura Perception,

           Ability: Occult - 2.

“This ritual masks the vampire from the Auspex power of Aura Perception.”  

Mechanics: “Anyone using that Discipline successfully upon you sees a white aura, devoid of any signs of vampirism.  A mortal child’s toy…”, which was slain in the casting of this ritual,“…must be carried throughout the duration of the ritual, which lasts for one hour per Mental Trait invested at the time of the casting.”
History: (9-11-98)
Import Item (OWBN’s Chicago the Dark Requiem)
Time Required: Thirty minutes. 

Duration: Instantaneous.

Components: The item that is to be attuned and three Blood Traits.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path - Intermediate and Movement of the Mind: Forcebolt 

& Minor Manipulate or Path of Conjuration: Summon the Simple Form. 

    
           
Ability: Occult – 2.

This ritual allows the Thaumaturgist to call forth an enchanted item into their presence, avoiding all physical barriers in its path.

Mechanics: Unlike this ritual’s Infernal predecessor, ‘Aport Object’, it does not use external forces – such as demons and their ilk – to accomplish its task.  Without these forces to make the ritual possible the Tremere looked to other rituals, such as ‘Teleport to a True Friend’, to re-derive their means of translocation.  The Shadowlands, while not as secure as an Umbral Pocket realm, was deemed to be the most achievable means by which this translocation could be accomplished.  Although this was the decided upon means – it does take a considerable trained Thaumaturgist to master it’s utilization.  Unlike its Infernal cousin that even a neonate can master – or is that ‘its masters will utilize them’?

To enchant an item, so its capable of such a journey, the Thaumaturgist needs soak the item in three of her Blood Traits, for the thirty-minute ritual, and expend a Willpower Trait.  Items attuned in this manner may be no larger than the Thaumaturge can hold in both hands or be more than twice her mass.  Items, which are so attuned, must have this indicated on their respective ‘item cards’ or recorded on the Thaumaturgist’s character sheet for the ST’ers review.

To summon an object so ensorcered through the Shadowlands, the Thaumaturgist must will the object into her presence, thus expending a Mental Trait and taking one action.  If however she does not have either hand free, the item will appear where she wishes but no more than five feet from her.  Note, the item will not imbed itself within anything or anyone.  Also noting the medium by which the ensorcered item travels, Ward versus Spirit hampers the utilization of this ritual.  Thaumaturgists not attuned to the Spirit Ward being crossed cannot call an item to themselves without expending a Willpower Trait and winning a Static Mental Challenge against the Thaumaturge that inscribed the Spirit Ward.

Upon reaching the Thaumaturgist, items summoned in this manner lose their enchantment.  This is important because a Thaumaturgist may only have one enchantment of their own placed upon any one item at a time.  Thus, hypothetically two Thaumaturges may each have an item enchanted by this ritual.  However be warned, if both Thaumaturgists summon the same item at the exact same instance (same action) the object goes to neither.  In fact Arcades, the creator of this ritual, postulates that items lost in this manner are displaced into the depths of the Shadowlands – but as of now this is only a hypothesis.

History: Arcades Daemos drew upon some of Marcus Spiritwatcher’s research, which was working under his tutelage and direction, to create this ritual.  Its purpose was to give Tremere a means of safely calling objects to themselves – thus keeping items of importance safe until the Thaumaturgist is in need.  (9-11-98)

Incorporeal Passage (Vampire Players Guide pg. 89)

Time Required: One hour. 

Duration: Variable.

Components: A mirror.

Availability: Tremere (Uncommon).

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.

“This allows the caster to become intangible and move about.  In this state, the caster still maintains a slightly hazy image of herself.  This means that the Kindred can travel unhindered through all obstructions, even walls.”

Mechanics: The caster performs this ritual, taking an hour’s time, by focusing her gaze upon a mirrored surface.  Once completed she becomes “...impervious to most attacks, just as if she were utilizing the Protean power Form of Mist.”  But, while sunlight will affect her, unlike Form of Mist, fire will not.  This effect lasts until the caster’s reflection is no longer captured in the mirror – this does not necessarily mean that she must see her reflection – merely that it is held by a mirror.

If the caster wishes to be mobile while utilizing this ritual she “…must have a piece of broken mirror to hold her image as she moves incorporeally.”  While moving about incorporeally she “…must walk in a straight line through objects; once she begins, she must continue through - she cannot draw back.  Thus the vampire may not travel downward into solid ground, for it would be an impossible walk.”  While in this state she may choose at any time to move the mirror in such a way as to no longer hold her reflection and thus end the ritual’s effects.  Note if any obstruction is placed between the caster and the mirror, such as while passing through material objects or while in complete darkness of any type, the Thaumaturge will still see her reflection in the mirror even if she is unable to see the mirror itself…  This last effect is not completely understood by many Thaumaturgists, save for the initial creator presumably, but is necessary for not losing one’s ‘reflection’ while passing through, for example, walls.

If the Thaumaturgist does not take a straight path through an object, or if she shifts the mirror while within a solid object, the ritual will fail and Thaumaturge will be expelled from the surface that she entered, suffering an aggravated wound.  All objects that the Thaumaturge was holding (even another individual) when she invoked this ritual will travel with her, but if expelled only she will suffer a wound.

Note, while in this state Disciplines and Abilities, which require physical contact, can of course not be utilized. Mental and Social Disciplines however may.  But, be warned, where the caster may use her Mental and Social Disciplines such Disciplines may conversely be utilized against her. 

History: (9-11-98)
Iron Mind (Antagonists pg. 119)

Time Required: Fifteen minutes. 

Duration: One evening.

Components: A piece of iron.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.
“This ritual, performed when the vampire wakes, will render the caster almost entirely invulnerable to Auspex for the duration of the night.”

Mechanics: “A piece of iron must be worn on the caster’s head, and she must spend one Willpower Trait to engage the ritual.  She must also sit in uninterrupted meditation for 15 minutes before joining play.  If another character wishes to perform a Mental Challenge to use any of the powers of the Auspex Discipline, she must spend a Willpower Trait to perform the challenge.  If the challenger is willing to do this, and wins the challenge, the effects of Auspex will continue as usual.”

Iron Mind affects all uses of Auspex against the Thaumaturge, including Heightened Senses, Aura Perception, Telepathy, etc.  But it does not come without a down side, even if the caster is willing to be the target of Auspex challenges, such as Telepathy, the challenger must still spend a Willpower Trait to attempt a telepathic link.  Also, if the piece of iron is removed from the Thaumaturgist’s head, for any reason, the ritual has been interrupted and must be recast, including spending another Willpower Trait, before it will be effective again that evening.

History: (9-11-98)
Keening of the Banshee (Sabbat Players Guide pg. 120, LoE pg. 91)

Time Required: One hour. 

Duration: Instantaneous.

Components: A necklace bearing a pendant carved from an old tombstone.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.
“The vampire makes a horrific sound so loud as to be deafening.”  Mortals unlucky enough to be assailed with this Banshee’s wail are unnaturally and instantly aged.

Mechanics: The Thaumaturgist makes ready this ritual, during the hour long casting, by creating a necklace with a “…pendant carved from an old tombstone.”  When she screams – the pendant starts to reverberate – and as her scream reaches its crescendo the pendant cracks and falls to pieces. 

Once activated the Thaumaturgist “…must win a Mental Challenge against the target in order to affect him.”  If successful, the “…ritual’s effects are instantaneous.”  Even if unsuccessful, all within the area, save the Thaumaturge, are deafened for three actions.  And, those that are unlucky enough be enhancing their hearing through Heightened Senses or its ilk are not only deafened but are two traits down for the remainder of the night due to the loud ringing in their ears.

“The person closest to the vampire when this ritual is used suffers the full brunt of the assault.  His hair turns white and he ages...”  “…13 years minus his total Physical Traits.”  “This does nothing to Kindred but can harm mortals, ghouls and werewolves.”  The ‘aging’ caused by the ritual is more precisely a form of withering – as children exposed to it do not suddenly become adults, they simply show signs of advancing aging.

History: (9-11-98)

Kiss of the Lasombra (OWBN’s Chicago the Dark Requiem)
Time Required: One hour to enchant vitae. 
Duration: One evening.

Components: The blood of a Lasombra.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.


Through this ritual the Thaumaturge may bestow the curse of the Lasombra unto others.  The curse inherent to the Lasombra being their inability to cast a reflection.  In the modern age this lack of reflection has shown itself to be even more crippling.  Lasombra, as well as whatever they are wearing and carrying, not only cast no reflection in mirrors, but also cripples any electronic means of detection including tape recorders, video cameras, thermographic sensors, etc.

Mechanics: To enact this ritual the Thaumaturge needs to extract a Trait of Blood directly from the body of a Lasombra, no matter if it’s willing or in torpor.  The blood is slowly drained, over a span of an hour, into a silver chalice.  This process allows the Thaumaturge to enchant the vitae; yielding a Trait of seemingly normal vitae, save for the magical aura.  

The Trait of enchanted Lasombra vitae remains potent only for one lunar cycle, after which it loses its enchantment and ‘is’ only a normal Trait of Lasombra Blood.  If however, before the lunar cycle has elapsed, any creature imbues the vitae – that creature receives the Lasombra’s cursed inability to cast a reflection for the remainder of the evening.  This effect will be prematurely ended if the affected individual uses or loses all Blood within their system.

History: This ritual was created by Arcades Daemos for several purposes.  Among those purposes was the ever-increasing frequency of the Technocracy in the Chicago area.  The ritual was meant as a means of hiding individuals or groups of Tremere from the Technocracy sensors and their robotic/cybernetic drones.  After this immediate threat subsided, the ritual became useful in reducing breaches of the Masquerade from being recorded on security or surveillance systems. (9-11-98)
Light of Vengeance (LoE pg. 86-87)

Time Required: One hour per application of each Blood Trait. 
Duration: Lasts until all of the Blood Traits on the light source are used or until the end of the evening.

Components: Blood Traits from the Thaumaturgist.

Availability: Assamite (Common).

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.
“A focused artificial light source (such as a lamp or flashlight) can be changed into a weapon with almost the power of the sun.”

Mechanics: For each hour the Thaumaturgist maintains a state of meditation she may, upon emerging from this state, “…expend a Blood Trait and smear it on the light source.”  Hand held light sources, such as flashlights or lanterns, require one Blood Trait per application.  And then for each round, approximately 3 seconds, that the light is on it “…burns a Blood Trait from the light source….”  “When you wish to attack someone with the light, you must win a Mental…” or Physical “…Challenge versus the target’s Physical Traits.  Success means that the target takes an aggravated wound.”  Note, hand held light sources may only be used in attacks “…directed at a single target.” 

Larger light sources, such as flood lamps or ceiling lighting, require the Thaumaturgist to expend multiple Blood Traits to coat them and thus she must spend multiple hours in meditation.  When the light source is illuminated all targets in the effected area must win must win a Static Physical Challenge (difficulty of three Traits per Blood Trait used to cover the light source) to leap to safety.  If there is nowhere for a victim to escape (Narrator's discretion), she fails the test, or if she cannot or will not leave the area, she will suffer one aggravated wound.  Once such a light source is illuminated all of the Thaumaturgist’s Blood burns.  

Note the Thaumaturgist that coated the light source with their own Blood is immune to the effects of the light that is emitted.  And, the “…ritual lasts until all of the Blood Traits smeared upon the light source are used up or until the end of the evening, when the blood is considered to have evaporated.”

History: (9-11-98)
Major Focus (OWBN’s Chicago the Dark Requiem)
Time Required: Three hours. 

Duration: Permanent.

Components: The physical object that will become the ‘Focus’.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.

Through the casting of this ritual the Thaumaturgist enchants an item to become a mystical focus for a specific path of Thaumaturgy.  

Mechanics: Upon completion of this ritual the Thaumaturgist must choose a Thaumaturgical Path to which the focus will be attuned and then must expend either one permanent Willpower Trait or Three Mental Traits. The focus that is so ensorcered grants it’s owner two additional Mental Traits (Disciplined x2) and an additional Occult Ability.  These Traits and the Occult Ability may only be used for Challenges involving the Thaumaturgical Path to which the focus is attuned.  


Only one Focus per Thaumaturgical Path may be utilized by the Thaumaturge at any one time.  Thus, while the Thaumaturge may, for example, possess two Major Foci attuned to the Path of Blood, only one will enhance her aptitude with that path.  However, she may create and simultaneously utilize Major Foci attuned to different paths, for example, the Path of Blood and Movement of the Mind.   


Be warned, once a Thaumaturge uses a Focus she becomes mentally dependent upon its power.  If the Focus is then ever separated from the Thaumaturge, for more than one evening, she gains 3 negative Mental Traits of her choosing and may not use any of her Occult Abilities to retest Challenges involving that Path for the duration of separation.  The only way this dependency may be avoided is if the Thaumaturge herself destroys the Focus, thus willingly severing the dependency, or reestablishing the link by either reacquiring or recreating the Focus.

History: (9-11-98)
Mirror Walk (Sabbat Players Guide pg. 120, LoE pg. 91)

Time Required: One hour. 

Duration: Until utilized.

Components: Any mirror and an emerald ring. 

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.

“The vampire can step into any mirror large enough for him to crawl through, and use it as a supernatural portal and transport to the closest mirror large enough for him to exit.  If no mirror is present, the vampire exists through the closest sheet of glass.  The vampire may use this ritual to transport from place to place, but it is especially useful during escapes.  The mirror “liquefies” when the vampire Thaumaturgist steps through, forming ripples.  Once the vampire has stepped through, it reverts to its original shape, but the vampire cannot be seen.”

Mechanics: The Thaumaturge “…must expend three Mental Traits to enact this ritual.”

“The material component is a ring bearing an emerald, which glows when the ritual is in effect.” The ring, of which the Thaumaturgist may only wear one and only works for her, is the material component that is enchanted during the one hour casting of this ritual.  During said casting the Thaumaturge may expend a variable number of Willpower Traits.  For each Willpower Trait spent in such a manner – she may use the ‘Mirror Walk’ ritual’s effects once. 

The Thaumaturge “…may safely take one person with (her) through the mirror…” when she steps through herself.  “If the person does not come through the mirror willingly,” after the Thaumaturge wins a Physical Challenge to pull her through, the unwilling subject “…must win a Static Physical Challenge against a difficulty of 6 or be (potentially) killed, one half of her lying in front of the entrance mirror and the other half lying in front of the exit mirror.”  Individuals suffering such a devastating wound take 5 aggravated wounds.

If the Thaumaturge is “…being chased, this ritual may be used as a Fair Escape.  However, the pursuers, or anyone within five feet of the mirror when this is cast, may immediately state their intention to follow (her) through the mirror; otherwise the opportunity to follow is lost.”  In addition they must also “…win a Static Physical Challenge against a difficulty of 6 or be (potentially) killed…” just as above.  Note, ST’ers discretion must be used when determining how many individuals can possibly attempt to follow the Thaumaturge through the mirror the instance after she passes through, taking into consideration the size of the mirror and the speed and size of the pursuers.


History:  It is prudent for the Thaumaturge to know, before triggering the ritual’s effect, where she is going – as the ritual allows no control over the destination. Unprepared Thaumaturgists trying to escape their enemies have, to their surprise, been know to step through a mirror on one side of a room to only reappear back on the other side of that same room – such miscalculations have been known to fatal or worse. (9-11-98)
Pavis of the Foul Presence (Vampire MET 2nd ed. pg. 68)
Time Required: Thirty minutes. 

Duration: Until its power is invoked or until sunrise.

Components: A blue silken cord.

Availability: Tremere (Common)

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.

“It is rumored that this ritual was created by the Tremere primarily to counter the power of their chief rivals in the Camarilla, the Ventrue.”

Mechanics: “The ritual costs a Mental Trait to cast and lasts until its power is invoked or until sunrise, whichever comes first.  When a Presence Discipline is used against the caster, a test is performed as normal, but if the ritual caster wins, the user of the Presence Discipline is instead affected by the Discipline. If the caster loses, the Presence power has no effect.  In either case, the ritual is used and must be recast.  Only one of these enchants may be present at one time.  To represent the presence of this Discipline, the player must record it on her character sheet and wear (not necessarily visibly) a blue silken cord about her neck.”

Seeing that Majesty is a continuously present around those that possess that Discipline, Pavis doesn’t counter the effects of Majesty because it is not specifically being used against the Thaumaturgist.

History: (9-11-98)
Pavis of Foul Corruption (OWBN’s Chicago the Dark Requiem)
Time Required: Thirty minutes. 

Duration: Until its power is invoked or until sunrise.

Components: A white silken cord.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.

It is rumored that this ritual was created by the Tremere primarily to counter the power of one of their chief rivals in Thaumaturgy, the Setites. 


Mechanics: The ritual costs one Mental Trait to cast and lasts until its power is invoked or until sunrise, whichever comes first.  When a Path of Corruption Discipline is used against the caster, a test is performed as normal, but if the ritual caster wins, the user of the Path of Corruption Discipline is instead affected by the Thaumaturgy.  If the caster loses, the Corruption power has no effect.  In either case, the ritual is used and must be recast.  Only one of these enchantments may be present at one time.  To represent the presence of this ritual, the player must record it on her character sheet and wear (not necessarily visibly) a white silken cord around her neck.

History: Supposedly developed by Graham Dunwich to battle the Setites Thaumaturgy, the Path of Corruption.  In fact, it is said that he developed it to battle those in his clan that had a greater knowledge, and much closer proximity, of the Path of Corruption than the Setites.  The ritual has been humorously nicknamed ‘Pavis of the Foul Arcades’ by Arcades himself. (9-11-98)

Protean Curse (Chicago by Night pg. 121, LoE pg. 84)

Time Required: One hour. 

Duration: Permanent.

Components: A vial of blood from a rabid vampire bat.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.

“This ritual turns the target into a bat as per the...Protean Discipline.”  

Mechanics: “The target of this ritual is turned into a bat, as with the Protean Discipline Form of the Beast.  The target must drink a Blood Trait taken from a rabid vampire bat.  If the target is unwilling, the caster must defeat him in a Physical Challenge. This ritual affects only Kindred and humans, and lasts only one night.”  The target may change back at any time if she happens to know the Protean Discipline - Shadow of the Beast. 


History: (9-11-98)
Puissant Shield (Diablerie Mexico pg. 24)

Time Required: One minute. 

Duration: One hour.

Components: A piece of cowhide.

Availability: Tremere (Uncommon)

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.
By blowing on a piece of cowhide and concentrating for one full minute the ritualist may establish an invisible kinetic shield.  The shield extends approximately one inch around the caster and visibly deflects all inanimate mundane missile projectiles – including bullets, thrown knives, etc.

Mechanics: Projectiles visibly deflect from the shield; those in close proximity receive a Mental Challenge versus 8 to notice the deflection. This shield cannot stop a character--mortal or Kindred--from closing and entering melee with the caster, nor has it any effect on a melee weapon (a spear, perhaps) in the grip of an attacker. Neither will it stop the effects of Thaumaturgy or other Disciplines. Fire, air, sunlight, water, etc. will all pass unaffected through the shield.

Establishing the shield requires the expenditure of a Mental Trait and one minute of concentration while the caster blows on a strip of cowhide. The effect lasts for one hour. Multiple shields may not be activated.  The ritualist may only start casting a second shield when the first is no longer active.

History: (9-11-98)
Rending Sweet Earth (Chicago by Night pg. 121, LoE pg. 84)

Time Required: Thirty minutes. 

Duration: One night.

Components: None.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.

“This ritual opens a 10-foot by 10-foot chasm leading to the subterranean resting place of a vampire in an Earth Melded state.”  

Mechanics:  “If the Earth Melded Kindred is asleep, he is automatically awakened, but will not do so if in torpor.  The ritual must be cast exactly where the vampire entered the ground.  The caster strikes the ground repeatedly with a leather whip and must defeat the subject in a Mental Challenge.  If the target is in torpor, the ritual automatically works.  The effect lasts for a single night.”  After that night the disturbed ground returns, looking as it did prior to the casting of the ritual.

History: This ritual is the Tremere alternative to the backhoe. (9-11-98)

Respect of the Animals (Sabbat Players Guide pg. 120, LoE pg. 91)

Time Required: One hour. 

Duration: Four hours.

Components: None.

Availability: Tremere (Uncommon)

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.
“The vampire who casts this ritual may travel through the wilderness without danger from animals.  Animals will not be afraid of the vampire, nor will they dislike her.  Animals will accept the vampire as an equal and allow her to pass, though they will not aid the vampire in any way.”  


Mechanics: “Two Social Traits must be expected to enact this ritual...”  “No components are required, and the effects last for four hours.”  For that duration – all disciplines, rites, etc. – especially those of the Garou – will not detect the taint of the Wyrm upon the Thaumaturge – it is not gone but just masked by this ritual. 

History: Tremere most often uses this ritual before dealings with Garou or their ilk – the less things that enrage them the better.  Also this ritual has been found to be quite helpful in not attracting attention of Sprits within the Umbra if that treacherous realm needs be entered. (9-11-98)

Ritual of Darkness (Milwaukee by Night pg. 53)

Time Required: One hour. 

Duration: Until sunlight contacts the darkness.

Components: Soot from a coal fire.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.

This ritual “...creates a very powerful darkness in the user's Haven.”  

Mechanics: “This darkness cannot be seen through by intruders, but the caster can of the spell can see easily.  The caster must rub soot from a coal fire on the windows, and the ritual takes a full hour...The darkness will last until sunlight hits it (if the haven is underground this could be forever).”

History: (9-11-98)
Rutor's Hands (Clanbook Tremere pg. 37)

Time Required: One hour. 

Duration: Permanent.

Components: The hand and the eye of the Thaumaturgist.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.

“An ancient Tremere ritual, Rutor's Hands, requires that a vampire cut off one of his own hands and pluck out one of his eyes.  He then works the ritual, which will animate the hand, allowing it to move about and serve its owner.” 

Mechanics: “The eyes rest on the back of the hand, and provides both sight and hearing.  The hand makes a useful spy or messenger, and a magus can create as many of these as he likes (as long as he regenerates his hands and eyes). Each one must absorb a point of blood each week, although it does not matter where this blood comes from.”  

When the magus initially removes her hand and eye she takes two levels of aggravated damage, which can be healed normally.  Each hand servant has three Wound Level and the equivalent of two Physical Traits, dexterity based, and one Mental Trait.  The hand will follow verbal instructions from the magus to the literal end.  The magus may give telepathic commands to the servant if he has the Telepathy discipline, up to any distance.  Any negative perceptual effects that occur to the hand while the caster is seeing or hearing through it also occur to the Thaumaturge, provided the event effects the eyes or ears. 

History:  Stories of hands whose masters have died and which roam the night murdering stray cats for their blood are doubtless sheer fantasy... right? (9-11-98)
Shadowgate (Black Hand Book pg. 79)

Time Required: Five minutes.

Duration: One hour.

Components: None.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.

“This ritual allows the Thaumaturgist to enter or leave the Shadowlands by painting an X over each eye and then stepping into an extremely dark shadow.”  

Mechanics: “The shadow will open up into the corresponding Shadowland, and the character can bring anything that he can carry.  The X must be marked on with powder made of coal and human ashes.”  
History: (9-11-98)
Shaft of Belated Quiescence (Vampire Players Guide pg. 89)

Time Required: Five hours. 

Duration: A stake.

Components: Sharpened shaft of rowan wood. 

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.

“This particularly vicious ritual is cast on a stake that is meant for the heart of a vampire.  During a five-hour ritual, the caster must carve an ornate series of symbols onto a sharpened shaft of rowan wood, coat the stake with her blood, and blacken it in an oak-wood fire.  The darkened shard then becomes one of the most feared Kindred-slaying weapons known.  A simple hit with the stake, even in the leg or arm, causes the tip to break off inside the victim and begin burrowing into the victim's body.  The point then slowly works its way to the heart.  The victim of this attack may not even know what is occurring until it is too late.”

Mechanics: “During the time of the stake's journey, the sufferer will occasionally feel sharp pains.  These pains grow closer together and more unbearable as the tip nears its unmissable target.  Damage caused by the thing's journey isn't enough to remove Health Levels from a vampire, but will harm a mortal or ghoul.  One of the ways to be rid of the thing is to dig for it - a very grisly process that won't necessarily work.  The vile thing may actually try to elude the operator, automatically burrowing away from the open wound.  The “surgeon” does more and more damage as he digs deeper after it.  Needless to say, this weapon is a death sentence for a mortal, and may well destroy a Kindred, because who knows where the vampire might be when she is immobilized...”

The accuracy with which the wielder originally hits the target determines how long it may take the tip of the stake to reach the target’s heart.  Missing only one of the Simple Tests for staking means that the stake is already close to the target’s heart and will receive their first attempt at staking the target sometime that evening (or anytime within that game session at the ST’s discretion).  If the tip of the stake broke off else where, i.e. neither of the two Simple staking challenges were successful or the tip was purposefully broken off elsewhere in the target’s body, the following method is used for determining the success of the stake. 

The process requires the stake to make a Simple Test each day; if successful it inflicts a normal level of damage to non-Kindred and is immediately allowed to make an additional Simple Test.  If the second test is successful the subject is staked through the heart!  Staking paralyzes Kindred normally and kills mortals, Garou, etc. immediately! If it fails the first Simple Test it makes no progress that day.  While the stake is in the target’s body she is two Traits down on all challenges due to the pain that she is experiencing. 

The stake actually resists attempts to remove it, burrowing away from surgeons and inflicting more damage in the process.   But, there are ways to remove the splinter before it reaches its objective.  The first way, and by far the most inadvisable, is the target of the ritual trying to remove the splinter herself.  To accomplish this task the victim must cut, rip or claw themselves open, noting the latter causes aggravated damage.  The subject is considered to have half of their normal Physical Traits when making a Static Challenge against the Thaumaturgist’s Mental Traits.  In addition – the splinter receives one free retest for each attempt to remove it from the Victim.  For each failed test, including retests, the Victim takes one wound.


The more intelligent alternative to foil this ritual’s effects is to have a trained surgeon attempt to remove the splinter from the victim.  To be successful in this endeavor the surgeon must succeed in two Static Mental Challenges against the Thaumaturgist’s Mental Traits.  But the surgeon only receives as many chances to gain these two successes as she has Medical Abilities.  Each failure in this process causes one non-aggravated wound to the victim.  The surgeon may proceed with these challenges as many times as she wishes – however each failed complete surgery allows the splinter an additional set of tests – as if a day had passed...

Once the stake makes its way into the heart of the Kindred, the surgery becomes that much more difficult.  To be successful in this endeavor the surgeon must succeed in three Static Mental Challenges against the Thaumaturgist’s Mental Traits.  If successful the stake is removed, and if the subject is not in torpor, the target awakens.  However, if unsuccessful the surgeon causes one ‘aggravated’ wound, which if the Kindred is in torpor, as opposed to just being staked, destroys them. 
History: (9-11-98)
Sign of the Moon (Sabbat ST Guide pg. 52)

Time Required: One hour. 

Duration: Lasts until sunrise of the following day.

Components: None.

Availability: Infernal (Uncommon)

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Infernal Lore – 2.

“This ritual makes claw and fang attacks from Garou cause normal wounds, instead of aggravated wounds.”  

Mechanics: “In turn the caster receives aggravated damage from silver.  The ritual lasts until sunrise of the following day.”

History: The precursor to 'Dark side of the Moon', this ritual is steeped in bad Karma. (9-11-98)

Splinter Servant (Vampire Players Guide pg. 90)

Time Required: One hour. 

Duration: Until used.

Components: The wood of a graveyard tree, nightshade twine and wax.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.

“This is one of the most horrific and bizarre of the rituals practiced by Thaumaturgists.  This ritual creates an anti-Kindred weapon.” 

Mechanics:  This ritual “…involves carving a stake from the wood of a graveyard tree, or at least a tree that has nourished itself on the dead.  After a two-night period of incantation and preparation, the shaft is endowed with a form of limited, if dormant, sentience.  To finish the ritual, nightshade twine must be wrapped around the stake and sealed with wax to form a brittle sheath.  If the sheath is subsequently torn off, the enchantment is activated and the one who released the Servant must command it within one turn”, (one action or approximately three seconds), “to attack someone, or it will attack its wielder.  The stake then leaps into action, splitting apart and splintering to form makeshift limbs, which it uses to propel itself toward its target.  The little terror is relentless and will stop at nothing to impale its target's heart.  It will continue trying until it has either succeeded or torn itself to small pieces...”.  “The fragmentary nature of the thing sometimes causes other side effects: often, if it does impale its victim, it will continue splintering inside the heart, making it difficult to pull out, or maybe even leaving parts of itself behind (and still leaving the target immobilized).  The Splinter Servant cannot be commanded to do anything other than attack, and it always goes for the heart.  It will always find its target unless it is stopped.”

If the wielder gives many names, the Servant will engage the first one and only change targets if another Splinter Servant immobilizes that target.  But, the wielder may, at any time, give the command to the Splinter Servant to attack another. Servants have as many Physical Traits as their creator has Mental Traits divided by half, rounded down.  These Traits are not lost if they fail in a Physical Challenge – as they do not tire.  Also, Splinter Servants receive one Wound Level per Occult Ability of their creator.  And upon taking the final Wound Level they crumble into a pile of splinters.  Lastly, if a Splinter Servant is unlucky enough to meet with Deflection of the Wooden Doom  – it is destroyed.


Upon successfully striking a target in the chest, which it does by launching itself at the target, the Splinter Servant’s attack does one Wound and it makes a regular Staking Challenge.  If a Splinter Servant manages to succeed in staking an individual they will continue to splinter within the target’s heart, making it nearly impossible to unstake the victim.

History: Variations of the Splinter Servant ritual have been known to exist; some that are even more difficult to stop, some that have exploded into wooden shards, or a few that have even been inscribed with the target’s True Name and attack anytime that individual comes within range. (9-11-98)
Soul of the Homunculi (Clanbook Tremere pg. 37)

Time Required: Weeks if not months. 

Duration: Permanent.

Components: A body part of the Thaumaturgist; fingers, toes, teeth, etc.

Availability: Tremere (Common)

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.

“Magi find that there are few they can trust, and their homunculi often make up the heart of this group.  A homunculus is more than just an animation doing the vampire's bidding. It is an extension of the vampire, much like his arms and legs.  It bears her physical features and does her bidding as though she herself inhabited the tiny form.  A homunculus takes weeks if not months to create.”  

Mechanics: This ritual creates a Homunculus that can very from a rat-sized to cat-sized humanoid servant creature, in appearance much like a miniature Gargoyle with wings, to serve the caster as a spy and tiny helper. Variants are known that are wingless leapers and even some that are slug-like burrowers.  Regardless of the creature’s form, all require the caster to sacrifice a part of his body permanently to create the link between Thaumaturgist and homunculus; fingers, toes and teeth seem the most common choices.  The caster suffers no additional loss if the creature is destroyed and can then regrow the part of her body that was sacrificed to create the Homunculus.  The creature has a facial appearance that resembles the caster allowing anyone seeing the creature that also knows the caster to make a Static Mental Challenge (Difficulty of 5 Traits) to recognize the casters features. 

The caster has an empathic link with his creation and with a success in a Simple Mental Challenge may concentrate enough to experience events vicariously through the homunculus, albeit she may have a distorted view.  Commands, likewise, can be given empathetically.  The creature always tries to do what is in the best interest of the caster.  The caster for the most part is incapable of using her Disciplines through the Homunculus, save for Auspex and other perception powers, although it is rumored that some Elders have developed Advanced Dominate levels that can be used through their creations eyes.  

The time and effort that a Thaumaturge puts into creating their Homunculus determines the relative power and usefulness of the creature.  The basic Homunculus possesses Trait Categories of 1/3/5, 3 Abilities, 3 Wound Levels and 3 Advantages (see below).  However, through her Occult knowledges, raw intelligence and through the expenditure of perhaps a great deal of time she may create more powerful and thus useful, albeit twisted, versions of herself.  

To create any Homunculi the Thaumaturge must spend a great deal of time weaving the ‘Soul of the Homunculi’.  This amount of time increases as the Thaumaturge ‘improves’ his Homunculi.  A base Homunculus, as shown above, costs no additional development points.  A Thaumaturge may improve his Homunculi in a number of ways: increasing their Trait Categories up to a maximum of 10, purchasing Merits (including the mostly unique Merits below) and conversely adding Flaws (from which she gains development points for the Homunculi) and purchasing Disciplines that either she herself possess (i.e. the powers that are within her Blood being passed on to the Homunculi) or the Physical Disciplines of Potence, Celerity or Fortitude.  The entirety of the above development of the Homunculus is up to the ST’ers discretion – things that don’t fit or that are not disadvantages under the circumstances should be scrutinized.  The maximum number of development points that a Thaumaturge may invests in a Homunculus is equal to their Mental Traits.  But, for each point invested in such a manner the Thaumaturge’s number of development challenges increase by one.

The base number of development challenges is four – add one additional challenge for every development point invested in the Homunculi.  Each week, in which the Thaumaturge spends a minimum of eight hours crafting the Homunculi, she may make a number of Mental Challenges equal to the number of Occult Abilities she possesses.  The Challenge Difficulty is equal to the development points plus four.  

Thus, for example, a Thaumaturge that is in the process of creating a Homunculus that has 5 points in increased Traits and 6 points in additional Merits – must minimally have 11 Mental Traits.   And, if we assume she has two Occult Abilities she will be able to make two Mental Challenges against 15 (which is 11 plus 4) per week – of which she must eventually win 15 (again 11 plus 4) to finish the creation of the Homunculi.  A daunting task that will minimally take her 8 weeks – but will most likely take approximately 23 weeks or nearly 6 months.  Note – Occult Ability cannot be used to gain retests in these challenges – it’s already being factored in as the number of challenges that you are receiving each week.  However, depending upon the Thaumaturge and the way in which she describes how she is conducting the casting of the Ritual – Abilities such as Medicine may be appropriate.

Finally, the Thaumaturgist may have a maximum number of Homunculi equal to the number of Willpower Traits she possesses.  If at any point the Thaumaturge possesses her maximum number of Homunculi and she permanently loses a Willpower Trait – the latest Homunculi she created parishes…

Special Merits (Note – these are just some of the possible Merits that a Homunculi could have – you should feel free to follow these examples and speak with your Storyteller about adding additional ones.): 

	Merit
	Cost
	Description

	  Wings, Small
	1
	Creatures with this may fly slightly faster than a bat or other similarly sized creature.  However, due to the nature and physical structure of Wings – they also gain negative Physical Trait of ‘Delicate’.

	  Burrowing
	1
	Allows the creature to dig underground at a rate of about one-foot, in any direction, per action.

	  Leaping
	1
	Allows the creature to propel itself approximately 10 feet straight up or 20 feet forward – note this distance is not necessarily covered in one action.

	  Fire Breathing
	3
	The creature can expel fiery gases (such as methane) from their mouth reaching a range of 20 feet and spread out similarly to that of a shotgun blast.  Those struck by this attack take one aggravated Wound Level.  Such gases take time to reaccumulate and thus the creature may only make one such an attack at most every three actions.

	  Regeneration
	3
	Creatures with this advantage have a much higher metabolism, causing them to heal at a vastly accelerated rate.  These creatures heal one Wound Level every three actions.  But, seeing that their metabolism is so increased their need for feeding is likewise accelerated, requiring three times the normal amount of blood per week.

	  Extra Limbs
	2
	Creatures with this receive one extra set of limbs, each time this advantage is purchased, and a corresponding two extra Physical Traits (which are only appropriate for comparing Traits and overbidding) for each extra set of limbs.  If the creature has enough Physical Traits to perform an Overbid Challenge, they may instead elect to perform an additional Physical Challenge.

	  Tail
	1
	Creatures with tails or similar appendages receive an additional Physical Trait for challenges involving Balance, Dodging or other Acrobatic related Physical Tests, ST’ers discretion.

	  Sonar
	1
	Those creatures that possess Sonar can sense the distance and location of objects in complete darkness.  Thus allowing them to navigate in the pitch-blackness of the night or within unlit enclosed areas.  This does not allow the distinction of such things as color, etc. which are strictly due to light within an area.  Those creatures with this advantage receive no Physical Trait penalty for being without sight or within darkness.

	  Claws
	1
	Claws allow a creature to grasp onto things and objects that they usually would not be able to.  Thus one of the advantages of having claws, in most cases, is that they allow for climbing of and clinging to surfaces.

	  Razor Claws
	3
	As with Garou and Kindred who possess the Protean Discipline, creatures with these preternaturally sharp claws do aggravated damage in Physical Challenges where they rake or tear at their opponent.  Note, to purchase this, the creature must of either already had claws or the Claws advantage must be purchased.

	  Extended Fangs
	1
	Creatures that have unusually enlarged fangs have the advantage of being able to strike opponents with said fangs.  When a Physical Challenge is declared with these the creature is two Traits up.

	  Larger Size
	1
	Creatures with this can be up to twice their normal size for each instance that this advantage is purchased.  What, if anything, this accomplishes besides such things as increased reach is up to the ST’ers discretion.

	  Smaller Size
	1
	Creatures with this can be as small as half of their normal size for each instance that this advantage is purchased.  Each time this is purchased the creature receives an additional Dexterity related Physical Trait, but this Trait is only useable for dodging or other appropriate Challenges.  What, if anything else, this accomplishes besides being that less noticeable is up to the ST’ers discretion.

	  Extra Wound Level
	3
	A maximum of three extra Wound Levels may be purchased in this fashion.  These extra health levels can be attributed to a variety of physical alterations, such things as a ‘thick scaly hide, ‘stone like skin’, etc. may be the descriptive reasons for the creature’s increased damage level.  But, these same physical alterations cause the creature’s appearance to become more disturbing to those that see it – thus these creatures receive one physically descriptive negative Social Trait for each extra Wound Level they possess.  If these creature’s negative Social Traits exceed their positive Traits they are as repulsive as a Nosferatu and suffer the same Social penalties.


History: (11-10-98)
Summon Mischievous Spirit (Sabbat Players Guide pg. 118)*

Time Required: One hour. 

Duration: Variable.

Components: None.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path – Intermediate and Path of Spirit – Evil Eye, Ability: Occult - 2.
“The vampire with this power is able to summon a poltergeist.  The poltergeist will cause a ruckus, messing with appliances, furniture, plumbing, electronic devices and any other types of inanimate objects.  The spirit may cause almost any object to animate and move about, but it will seldom directly harm a person.  However, it will readily cause indirect injury, such as dropping a chair on a victim’s head or causing a knife to fly across the room.”

“It is important to keep in mind that the spirit does not intend to harm the victim – it just wants to annoy the hell out of him.  The effect of the spirit is left up to the Storyteller.”

Mechanics:  The length of time the spirit stays is biased on the number of Occult abilities the Thaumaturgist possesses.  And, for the purposes of challenges, the spirit has 8 Traits in all categories and 2 Willpower Traits.

	
	1-2 
	Occult
	
	One Hour
	

	
	3
	Occult
	
	One Night
	

	
	4
	Occult
	
	One Week
	

	
	5+
	Occult
	
	One Month
	


History: (11-18-98)
Starvation Ordeal (OWBN’s Chicago the Dark Requiem)
Time Required: One hour.

Duration: Until removed.

Components: Saline solution.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.

This ritual allows a Thaumaturgist to place an artificial lining within another Kindred.  This lining prevents the affected Kindred from being able to digest or utilize the Blood that is within their system.

Mechanics:  This ritual requires the extraction of all of a Kindred's blood and subsequent replacement with an inert saline solution that coats the blood vessels within the ensorcered Kindred.  The process is extremely painful, enough to drive an unrestrained vampire into frenzy – those who are unrestrained or just wish not to enter into Frenzy during the excruciating pain must expend a Willpower Trait and win a Simple Challenge.  Until successful she may continue this process of expending Willpower to try and avoid Frenzy.  

Any Thaumaturge willing to take this chance is foolhardy – for upon completion of this ritual the ensorcered Kindred emerge from their Frenzy – although they are not much better off.  Afterwards, the vampire will be on the cusp of starvation – and due to the rituals effects she will be one fateful step from Blood Frenzy for the rest of that evening.  Such inner cravings distract her greatly and thus she is down two Mental and Social Traits for the sake of challenges for that evening as well.  Note, the Thaumaturge should be aware – any Kindred with the Beast Trait of Blood, even through the influence of this ritual, will not be able to resist the Frenzy and will not emerge normally without the ritual being undone and then subsequently gorging themselves to quench their thirst.  

Any blood that she ingests is kept from entering her system by the coating, so it is as if she has been transformed into a blood bag.  No blood will give her sustenance and conversely drinking Kindred blood will not move her towards a blood bond to that individual.  

While the ritual is in effect, all blood extracted from her body is untainted.  Such untainted vitae can be used in such things as Thaumaturgical rituals, etc.  Note, the Thaumaturgical Path of Blood’s Theft of Vitae (LotN pg. 97) states – “Once in (the Thaumaturgist’s) body, the blood is considered (hers) and cannot be used against the original owner….”  But, since the blood never enters her system, what is being referred to above as her ‘body’, the blood may be used to power Thaumaturgical effects against whom it was stolen from upon its extraction from the ensorcered Kindred.

To undo this ritual the Thaumaturge needs spend approximately 20 minutes removing the saline lining.  If this is not accomplished the subject will fall into torpor the following day, starving no matter how much blood lies within her body.

History: This is another ritual Jonestown liked to use to test his apprentices. (11-18-98)
The Unseen Change (Chicago by Night pg. 121, LoE pg. 85)

Time Required: One hour. 

Duration: Lasts for one evening.

Components: Wolf's blood and a silver jug.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.

“This ritual effects an area delineated by wolf's blood poured from a silver jug.  From then on, any Lupine who enters the area will automatically change to Lupus (full-wolf) form...” 

Mechanics: “This ritual requires marking an area with wolf’s blood poured from a silver jug and investing a number of Mental Traits.”  The enchanting of this blood and the silver jug requires an hour of casting time and the expenditure of the Mental Traits.  Once so enchanted these components remain potent for one lunar cycle from the night of casting. 

“Any Garou entering the area must win a Static Mental Challenge, difficulty determined by the number of invested Traits, or be forced to automatically change to Lupus form and stay that way while within the circle.  Once activated, the ritual remains in effect for one evening.”

History: (11-18-98)
The Watcher (Milwaukee by Night pg. 53, LoE pg. 85)

Time Required: Twenty minutes. 

Duration: One evening.

Components: The rat and a minute amount of alcohol.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.
“This ritual summons a rat, who then goes wherever the caster directs and looks for whatever the caster indicates.  When the rat returns,…” she may “…by pressing heads with the caster, 'show' the Thaumaturgist what she saw.”  “The caster may even have the rat steal small objects, but she must be exacting in detail about the object’s appearance and location to avoid any mistakes.”

Mechanics: “This little ritual takes about 20 minutes to enact and requires feeding the rat minute amounts of alcohol...The rat will remain in service until sunrise.”  “You must win a Static Social Challenge, the difficulty determined by the number of rats nearby, in order to cast this ritual.”  “The summoned rat is still subject to Animalism Discipline.”

In addition, if the Thaumaturge possesses the discipline of telepathy, this ritual allows for her to establish a mental link in order to communicate with the Watcher.  And, although images and sounds will be severely distorted, she can see through its eyes and hear through its ears.

History: (11-18-98)
Ward Versus Lupines (Vampire MET 2nd ed. pg. 68)
Time Required: Ten hours.

Duration: Permanent.

Components: Silver dust.

Availability: Tremere (Uncommon)

Prerequisites: Thaumaturgy: Primary Path - Intermediate, Ability: Occult - 2.

“This ritual performs exactly like the Ward Versus Ghouls except silver dust, not blood, is used to cast it.”  

Mechanics: “The ritual affects Lupines in all their forms.”

History: (11-18-98)
Advanced Rituals


Abandon the Fetters of Blood (Vampire Met 2nd ed. pg. 69)
Time Required: Ninety minutes.

Duration: Permanent.

Components: All the blood from the subject and a single Blood Trait from her Regnant.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 3.

Through this powerful and taxing arcane ordeal, a target can be freed from the legendary Blood Bond. 

Mechanics: All blood from the Kindred having the bond broken in addition to a single Blood Trait from her Regnant must be used to fuel the ritual.  If however, there are multiple Regnants, which would occur if the Thrall imbued a mixed Trait of each of her future Regnant’s blood as her third taste of each, a Blood Trait from ‘each’ is simultaneously needed to break all the bonds.  If any one Blood Trait from the multiple Regnants is missing Abandon the Fetters will fail completely.  

If all of the requirements are met, at the climax of the ritual, when the last of the target's blood leaves her body, she suffers the permanent loss of a Physical, Mental and Social Trait of her choosing as a result of the ordeal.  The subject's blood is then returned and the Blood Bond is no more.  The Regnant's Blood Trait is consumed during the course of the ritual.

History: (11-18-98)
Alter Aura (OWBN’s Chicago the Dark Requiem)
Time Required: Ninety minutes.

Duration: Permanent.

Components: The object – usually a ring - that is to be enchanted.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path - Advanced, Disciplines: Auspex – Aura Perception, Ability: Occult – 3. 
The Thaumaturgist may craft an object, most of the time being a ring or another such object that the Thaumaturge wears upon her person, which allows her the ability to make alterations to how others perceive her Aura when viewed with powers such as the Auspex Discipline of Aura Perception. 

Mechanics: Before the Thaumaturgist can craft an object that allows her to alter her Aura – she must first be able to perceive the Auras of herself and of those around her - thus the requirement that the Thaumaturgist possess the Auspex Discipline of Aura Perception in addition to the Thaumaturgical and Occult Ability requirements.  

Once these requirements are fulfilled, the Thaumaturgist may, during this ninety-minute ritual, attune the object to herself by permanently expending either a Willpower Trait or 3 Mental Traits.  The object so empowered by this ritual will then allow the Thaumaturgist the ability to alter her aura, by expending two Mental Trait, to reflect any pattern or intensity she wishes.  This ability to manipulate her aura once initiated will only last for one scene, approximately five minutes, and may only be utilized three times per evening.  Note, objects created with this ritual will only function for the Thaumaturgist and if lost or destroyed must be recreated – thus expending additional Willpower or Mental Traits.

History: Originally Xanatos was able to create two such object, one to be used to affect another’s Aura, however since his disappearance (and subsequent demise), no one else has been able to completely learn from his intricate, and albeit maddening, concepts. (3-7-99)

Blood Contract (Vampire Players Guide pg. 90, LoE pg. 85)

Time Required: Three days.

Duration: Permanent or until the one meets the criteria for contractual completion.

Components: The contract must be signed in the Blood of both parties.

Availability: Tremere (Uncommon)

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 3.

“This ritual creates an unbreakable bond between the two parties of a contract.  The contract must be written in the caster's blood and takes about three days to complete.  The ritual is finished when both parties sign the agreement in their own blood, after which they are compelled to abide by the terms as stated.  The only way out is to complete one's part of the bargain or burn the contract.” 

Mechanics: To initially create a Blood Contract the Thaumaturgist must enchant a parchment, over the span of three days, and legibly inscribe it’s written contents in the Thaumaturgist’s own blood.  During the process of enchantment, the Thaumaturgist designates a specific number of individuals, minimally one, needed to sign the Blood Contract.  Until the specified number of individuals signs the Blood Contract it remains inactive.

The name, or names, signed on the Blood Contract do not affect its viability, the Blood by which the name, or names, is signed does.  For a Contract to be valid the signer, or signers, must sign in their own blood.  If any one of the individuals signing the Contract does not sign in her own Blood the Contract becomes active but is non-binding.   Thus, the Contract turns to ash – reference the select ways in which a Contract can be destroyed below for more details.

Blood Contracts can be utilized to restrict or compel the actions of those that sign them.  The nature of Blood Contracts dictates that those who sign the Contracts are “compelled to abide by the terms” of the Blood Contract.  Thus, the signers cannot unwillingly or unknowingly breach any portion of the Contract by delusion, trickery or other such means.  
If the individual who is contractually bound unwittingly attempts to break any clause in the contract she feels a sense of “impending doom.”  If she ignores the sense of “impending doom” and wishes to continue with her course of action she must expend 3 Willpower Traits and succeed in a Difficult Test.  If she is successful in breaching the Blood Contract, in the aforementioned manner, she then takes 2 Aggravated Wounds every action, approximately every 3 seconds, until she is completely and utterly destroyed.  Note Aegis will not save someone that breaks a Blood Contract.  In fact, as long as the Contract is in tact it will continue to deal its deadly damage to those who are in abeyance of its contractual agreements. 


There are, in fact, only a select few ways out of a Blood Contract and they are as follows: A Blood Contract’s power will fade once the “…completion of one’s part of the bargain…” is achieved, such as the acquisition of an item or the completion of a specified task.  The next way out of a Blood Contract is to have the actual Contract physically destroyed by “…burn(ing) the contract.”  Note no other means of physical destruction is possible.  The Contract cannot, for example, be torn asunder and will not deteriorate over the centuries.  Also, the Blood Contract will be destroyed if the Contract was, when originally drafted, signed by multiple individuals, which is not a requirement, and only one individual remains due to the others meeting Final Death or having met the final criteria which follows.  Lastly, if the individual having signed the Contract’s physical form meets with Final Death – but they survive on as a wraith or in some other manner – the bond of the Blood Contract is broken.  Not likely, but possible.  Overall, once a Blood Contract is non-binding the Contract turns to ash and the Thaumaturgical Aura surrounding it dissipates.


Note, regarding the Discipline of Dominate, because “The command cannot be blatantly suicidal or self-destructive…” attempts to Dominate someone, who is bound by a Blood Contract, into breaking said Contract will fail outright.  But note, Dominate may be utilized to force some to sign a contract in as far as the Contract is not “…blatantly suicidal or self-destructive …” – in other words if the Contract allows the individual a means of survival, no matter how stringently their actions may be  restrained, they cannot avoid signing it in this manner.


It should also be noted, to players and Storytellers alike, that it is a VERY bad idea to leave any of the clauses in a Blood Contract AT ALL ambiguous.  Clauses for the most part should be black and white in their interpretations; this cuts down on endless amounts of strife over interpretations of the clauses.  Thus, things like “One must follow the Oath of the Tremere”, something that is purposefully riddled with inconsistencies and contradictory phrases, should NOT be included in a Blood Contract.  Specific clauses out of the Oath, on the other hand, which have black and white interpretations such as “I shall obey those the House sees fit to name my superiors…”, are commonly found in Blood Contracts.  Also, such sweeping statements like “One must follow the Traditions of the Camarilla” are highly unadvisable.  Why this is highly unadvisable is, for example, if a Prince removes her “acknowledgement” from a Kindred within her Domain, whose contract bears the aforementioned restriction, the individual is in abeyance of the 5th Tradition of Hospitality, which brings a more literally deadly meaning to “Without the word of acceptance, thou art nothing.” Also, the contracted individual may not even disagree on any level with a Prince without breaking the 2nd Tradition of Domain, for “None may challenge thy word while within thy domain.”  So overall, it is suggested that one does not elude to any other ‘laws’ or ‘codes’ from within a Blood Contract – instead writing them out in detail to avoid any potential problems or contradictions.

History: Transcript of the Council of Seven’s dictates on Blood Contracts. 
From the written records of the Versailles Tribunal of the year seventeen hundred and eleven. 

Presiding over the Tribunal, Lord of the 6th Circle Malcolm Xavier 

“Although magi are allowed great latitude in the treatment of their apprentices, apprentice Antoinette Gallaudet’s appeal for the formation of this Tribunal has been deemed justified by the evidence presented to the Council of Seven.  Her unblemished record of excellent service to the Tremere clearly contraindicates the need for such restrictive measures as the Blood Contract placed upon her by her Regent.  And thus, the Council of Seven has ruled that one of our original addendums to the Peripheral Code, concerning Blood Bonds, sets the precedence for this issue.  To refresh the Tribunal’s memory, the addendum concerning Blood Bonds is as follows - ‘Loyalty to House and Clan Tremere, and to the Pyramid, is paramount.  Therefore, we conclude that Bonds of the Blood to individuals within the Clan, without express written permission directly from the Council of Seven, are strictly forbidden.  Any Tremere found responsible for one Tremere being Blood Bond to another shall be considered to suffer the penalty of our harshest punishment, that of the Final Death.’ “


“It is the Council of Seven’s wishes that the aforementioned addendum be the model for which we handle the utilization of Blood Contracts.  The addendum proposed and ratified by the Council, concerning Blood Contracts, is as follows - ‘Loyalty to House and Clan Tremere, and to the Pyramid, is paramount.  Therefore, we conclude that Bonds due to Blood Contracts to other individuals within the Clan are to be highly discouraged.  Any Tremere found responsible for one Tremere being Blood Contracted to another, without sufficient reason and express written permission from one’s direct superior in the Pyramid, shall suffer the appropriate punitive measures from a properly constituted body of magi.’  Furthermore, the Council has defined ‘sufficient reason’ to encompass the following - ‘Blood Contracts are appropriate punishments for Tremere who have shown the need for such restrictive measures for crimes proven by a properly constituted Tribunal.  But, Blood Contracts should by no means be utilized as a generic means of control over Tremere.’  As the Oath states, ‘I shall treat my apprentices with the care and respect that they earn,’ this too applies to Blood Contracts, apprentices shall not earn punitive measures without first showing lack of care and disrespect requiring the restrictions of a Blood Contract.  But remember, ‘Sunt pueri pueri, pueri puerilia tractant’ - ‘Children are children, and do childish things.’ 


“Note that these restrictions only reflect the utilization of Blood Contracts on members of House and Clan Tremere and in no way restrict this most useful of tools from aiding us in dealing with other individuals and Clans.”

“This tribunal has been bound by the spirit of the Code of Tremere, has been supplemented by the Peripheral Code of the Tremere and has been interpreted by a properly constituted body of magi.  All Tremere shall abide by all decisions of this tribunal, and respectfully honor the wishes of the Inner Council of Seven.” (3-7-99)

Chill of the Windsaber (Antagonists pg. 119 and Sabbat Players Guide pg. 122-123)

Time Required: One hour.

Duration: Instantaneous. 

Components: A voodoo doll of the intended victim.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 3.

“This ritual enables the vampire Thaumaturgist to create a sheet of telekinetic force so thin and so accurate that it can decapitate anyone toward whom the vampire points his finger.  The effects of this ritual are additionally terrifying because all the viewers see the head separate from the body.”

Mechanics: “This very potent ritual costs two Willpower Traits and a Mental Challenge against the target.  The Thaumaturgist must prepare it in one hour of solitary uninterrupted ritual (the player must remain alone, out of game).  This allows the Thaumaturgist to decapitate a victim with sheer telekinetic force.  She must create a voodoo doll of the intended victim using some piece of the victim's clothing, hair, flesh or blood (a card representing the item or a Blood Trait from the target character must be shown to a Storyteller before the challenge can occur).  The Thaumaturgist must then chant over the doll and tuck it safely away with a small piece of glass.  To activate the ritual, the Thaumaturgist must be within 50 feet of the individual and snap the piece of glass in half.  She must also point her finger at the target and engage in a Mental Challenge.  If the caster wins, the victim's head is chopped off by the force of the Thaumaturgist's ritual.”

“There is no warning for this very advanced and rare ritual unless the character targeted manages to find out what is going on and put a stop to it before the ritual is enacted.  Storytellers should disallow this ritual if it unbalances their game.” 

History: (3-7-99)
Curse of Clytaemnestra (Milwaukee by Night pg. 53, LoE pg. 85)

Time Required: One day.

Duration: Permanent.

Components: A personal possession of the target as well as some of his blood.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 3.
“Through use of this ritual…” the Thaumaturge is “…able to destroy one male mortal (including ghouls) by aging him rapidly, decaying him into nothing.”

Mechanics:  The Thaumaturge “…must have a personal possession of the subject, as well as at least one Blood Trait.  The ritual takes one full day to cast.  The target can resist by winning a Static Physical Challenge, the difficulty determined by the number of Blood Traits invested by the caster during the ritual.  If the subject ties, then he is merely crippled and takes three normal wounds.” (3-7-99)

Dark Side of the Moon (OWBN’s Chicago the Dark Requiem)
Time Required: Ninety minutes. 

Duration: Until sunrise of the following day.

Components: None.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 3.
With this ritual that Thaumaturge is capable of making the claw and fang attacks Vampires, Were-Wolf and other Supernatural creatures cause Normal Wounds instead of Aggravated.  In return she the Thaumaturgy becomes vulnerable to the much more common bane of Kindred, namely Wood.  Thus, any attacks with, for example, a stake that would normally cause her to take a Normal Wound instead deals her an Aggravated Wound.

Mechanics: Once enacted the ritual lasts until sunrise of the following day or until it is dispelled by the caster.  

History:  Sith saw the potential of the ritual Sign of the Moon, and created this one.  Of course not using the Infernal intricacies of the former. (3-7-99)

Diamond's Doom (OWBN’s Chicago the Dark Requiem)
Time Required: Ninety minutes.

Duration: Permanent.

Components: A stake.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 3.

This ritual transforms a wooden object into a powerful anti-Kindred weapon.  The object can be as large as a wooden stake or a cane, or as small as a letter opener; in any case, it must be roughly shaped like a stabbing weapon. 

Mechanics:  To create such an enchanted and severely deadly weapon the Thaumaturge must bath the stake in the blood of an animal, whether it is human or animal, that was killed by having their heart removed from their breast whilst still beating.  While the wooden object soaks up the blood the Thaumaturge must expend a temporary Willpower Trait in ritual incantations. 

When such a weapon is used in a Physical Challenge the Diamond’s Doom provides an additional Bonus Trait to determine the success of said challenge.  Additionally, when used to impale and immobilize a vampire the attacker makes three simple tests, instead of the customary two simple tests, and if they succeed in any two of them the defender is staked.

Once the enchanted weapon is impaled within a vampire's heart it takes root in the vampire's soul as well as body, thus rendering them even more completely helpless.  Thus, the staked victim is completely incapable of any form of action, awareness or communication.  In addition, diablerie is not possible while the stake is within the heart of the victim.  

The only means by which the stake can be removed is if the true name of the one who impaled the victim is spoken by whoever is pulling upon the stake.  If the name is not spoken and a sufficiently physically powerful individual attempts to force the stake from it’s position – the portions of the weapon that are not within the heart will sever – leaving the victim still very much impaled.  No amount of surgery or other means will be sufficient to remove the shards of the Diamond’s Doom without knowing the proper true name – and depending upon how such attempts are undertaken, they may prove fatal.

Any who Aura Perceive such an enchanted weapon will notice a shimmering cloud of menace and hate around the weapon.  Anyone who are foolish enough to Spirit's Touch it, or its ilk, will be overwhelmed by visions of pain and violence from the malevolent pseudo-intelligence that inhabits the weapon, and must win a Difficult Mental Challenge or fall unconscious.  And whether successful or not, they gain no useful information from the Spirit's Touch.

History: This ritual is a trademark of John Diamond, Dr. Jonestown's sire and a Pontifex of North America.  Jonestown enchanted a wooden knife of Sabbat design with this ritual and gave it to his apprentice, Bhalderaithe, to use against a Brujah Antitribu, Anton.  Bhalderaithe, a Quasitori assassin, tried to use it against Jonestown instead, but only succeeded in killing one of his clones.  The Knife's whereabouts are unknown, as is the location of Jonestown's cane which was likewise enchanted.  

This ritual is not at all wide spread as it was created by John Diamond who is un-alive and well, and is thus his property for a millennium since it’s inception – thus no Tremere may possess the knowledge of this ritual without John Diamond’s explicit permission lest they be in abeyance of the Council’s edicts on ‘Ritual ownership and Acquisition’ from the Tribunal of Buda within Transylvania in the year twelve hundred and ninety-nine. (3-7-99)

Dominion (Sabbat Players Guide pg. 120, LoE pg. 92)

Time Required: Three hours. 

Duration: One week.

Components: None.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 3.

“This ritual makes a highly effective defense.”  “This ritual prevents all uses of Animalism, Auspex, Domination and Presence performed by anyone except the caster within its bounds.”

Mechanics: “This three-hour ritual…” requires the Thaumaturge to expend “three Mental Traits to cast…” And once enacted it’s effects “…last for a week…” In which time it “…provides an effective defense against certain vampiric Disciplines.  Proper casting of this ritual renders an area up to 500 square feet immune to all effects of…” “…Animalism, Auspex, Domination and Presence performed by anyone except the caster within its bounds.” In addition it is also proof against most forms of even non-Kindred scrying, including Garou Gifts, numina and many other magical means of intrusion – not to say that it is by any means fool proof against extremely potent versions of scrying – but it does cover the majority.

“Preparing the area properly mandates that iron seals be embedded over all the doors within the area of effect, and they must remain so for the duration of the ritual’s effect.  If any of the seals are marred or removed, the effect ends instantly.”  “The Thaumaturgist may only have one such 500 (square) feet area enchanted, at any one point in time, and cannot attune this ritual to any others besides themselves.”

History: It is said that that in tandem with the Master Level ‘Ritual of Holding’ that elder Thaumaturgists are no longer restricted to having just one 500 square foot area enchanted and may additionally attune individuals beyond themselves to be capable of using the Disciplines within the area. Many, if not all, of the Chantries of the Lords and above have the aforementioned combination in effect.  (3-7-99)
Escape to a True Friend (Vampire Players Guide pg. 90)*

Time Required: Three to four days plus an additional ninety minutes for additional individuals.

Duration: Permanent.

Components: Three of the Thaumaturgist’s Blood Trait and one Blood Trait from each ‘True Friend”.

Availability: Tremere (Uncommon)

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 3.
The Thaumaturge may enchant a teleportation circle that allows them to “...at any time step into the circle while repeating a friend's true name and be mystically transported to that friend.”

Mechanics: “This ritual must be prepared ahead of time, but it can be of great use in a tight situation.  A one-meter circle must be burned into the ground, and many arcane symbols must be precisely placed about it.  The entire process takes about three or four days and...” requires three of the caster’s own Blood Traits and a Blood Trait from each “True Friend” to which that Circle is being currently attuned.  

Stored samples of other’s Vitae will not suffice for this attunement.  For the circle to be properly attuned these “true friends” must themselves pour their Blood into the inscribed runes representing their name.  After the initial circle is inscribed, to add another’s name needs only that individual to pour a Trait of their Blood into a newly inscribed rune, again which denotes their name.  This process takes an additional ninety minutes for each individual added in this manner.  

“Once this is accomplished, the caster (and only the caster and what they are) may at any time step into the circle while repeating a friend's true name and be mystically transported to that friend.  The Warlock will not suddenly appear before his friend, but will materialize someplace nearby and out of sight (usually within earshot of the friend's location).  The enchantment may be reused until the circle is broken or the symbols are marred.”

History: There are several false rumors about this ritual that have been perpetrated for one reason or another.  The first and most obviously untrue rumor is that the individual that is attuned must be a so-called ‘True Friend’.  On the contrary, the name was just a clever misnomer by the originator of this ritual.  Think about it – would you even consider attuning yourself to a Ritual named “Teleport to you whenever the hell I want to” – or would you be more willing to do so to a ritual named “Teleport to a True Friend”?  Think about it…  

Finally the unfounded rumor is that the inscribed circles must remain stationary and must be inscribed in stone.  These have been dispelled in modern times with the arising needs to have one’s chantries move from time to time – at least much more frequently than in times past.  There are now written transcripts of more than one chantry removing the stone slabs that have such ensorcered circles inscribed upon them and moving them intact to their next chantry’s location.  And to make this process even easier for some – for some Transitionalists the classical stone medium has given way to more modern materials such as steel or aluminum plates – it is even rumored that some have utilized modern polymers – but that is merely a rumor. (3-16-99)
Eyes of the Beast (Sabbat Players Guide pg. 121, LoE pg. 92)

Time Required: Ninety minutes.

Duration: 24 hours.

Components: None.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 3.
“Similar to Eyes of the Nighthawk, this ritual allows you to see through the eyes of any animal you have previously enchanted to serve as a conduit for the power.” “This is a particularly useful power when using the animal to keep watch over the vampire’s haven.”

Mechanics:  “To prepare an animal properly, (the Thaumaturge) must touch it on the forehead (not as easy as it sounds) and then win a Static Mental Challenge against seven Traits.  Thereafter (at least for the duration of the ritual)…” the vampire must close their “…eyes and, by concentrating, see through the enchanted beast’s eyes.”  “…but will have no control over what the animal looks at or does” However, the Thaumaturge may use other means of control such as Animalism or other rituals to accomplish such control.

If the Thaumaturge elects to expend the Willpower to stay awake during the daylight hours she still retains the connection with the enchanted creature and may carry on monitoring daylight occurrences.  However, the kindred may not use any of her Disciplines while seeing through the eyes of the beast, even mental ones save for the visual powers of Auspex and other purely visual sense related powers.

Finally, the “…ritual’s effects last for six weeks, no matter how far the animal wanders…” from the Thaumaturge.  But she  “…may only cast this ritual on one animal at a time.” 

History: (3-16-99)
Invisible Chains of Binding (Antagonists pg. 120)

Time Required: Ninety minutes.

Duration: One evening.

Components: None.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 3.

“This ritual allows the Thaumaturgist to render another creature immobile by summoning a supernatural force.  The victim is actually chained with invisible chains and ties which force her to remain where she is.”  

Mechanics: “The Thaumaturgist may chain up to four people with this ritual, but must spend one Willpower Trait for each.  The caster must make bold hand gestures like tying and be sure the victim(s) sees her.  The Thaumaturgist must be able to see those she is trying to bind.  If the victim wishes, he may spend a Willpower Trait to resist, then a challenge must occur using the Thaumaturgist's Mental Traits against the victim's Physical Traits. A Storyteller or the caster should inform any victim of Invisible Chains of Binding of his option to spend a Willpower Trait to initiate a Physical Challenge.  Most players will be unaware of this option.”


Once the target has been so ensorcered by this ritual, the Thaumaturgist need not concentrate, or even view the target, hence after.  All attacks upon the target are considered a ‘Surprise’ attack for the purpose of mechanics.  This is because once chained the victim cannot move, but may speak and make small movements.  For example, wiggling fingers or moving your mouth is permitted but moving your hands, arms, legs, head, etc is not.  However, the chains do not hamper the use of Mental or Social Disciplines or the ability to resist damage with stamina related tests.

History: Even small groups of relatively neonate Tremere all armed with the knowledge of this ritual are a considerably deadly force. Such coordinated forces have been utilized to destroy even the physically deadliest of foes.  (3-16-99)

Lion Heart (Sabbat Players Guide pg. 121, LoE pg. 92)

Time Required: Ninety minutes.

Duration: One scene.

Components: A Blood Trait from a Lion and one Blood Trait of the Thaumaturge.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 3.

“The vampire using this ritual may temporarily increase her abilities as a warrior.”  “This can be a very dangerous ritual to cast, but its effects are incredible.”

Mechanics:  This ritual requires the caster to prepare an elixir consisting of an equal mixture of Lion’s blood and one of her own Blood Traits.  When the Thaumaturgist consumes the elixir the rituals effects are activated.  The Thaumaturgist is the only one that gains the benefits from the consumption of the elixir and only one such elixir will benefit her when consumed per evening.

 
“The ritual bestows … the Physical Traits of Brawny, Tough, Quick and Enduring.  When in a challenge that might cause…” the Thaumaturge “…to flee, or be subject to a Fear frenzy, … an extra Willpower Trait…” is gained.  Finally, the Thaumaturge also gains “…two Abilities in Brawl and two Abilities in Leadership.”

“This ritual only lasts for 20 minutes.” And requires a “…Willpower Trait…” in addition to the consumption of the elixir “…to enact…” After the initial 20 minutes have passed – the Thaumaturge must rest for one complete hour – failure to do so causes the Thaumaturge to “…take one Health Level of damage for every 10 minutes…” in which she takes any thing close to a strenuous physical action.  If such actions are taken she must start the hour of rest over once again. 

History: (3-16-99)
Mass Grave (Black Hand Book pg. 80)

Time Required: Ten minutes.

Duration: Variable.

Components: A silver dagger, a sentient sacrifice and empty graves.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 3.

“Most members of the Black Hand first reach Enoch via this ritual, which is similar to Shadowland Passage except that it can affect an entire group.  Everyone going to the Shadowlands must be buried together in one grave, using dirt mixed with the remains of at least one freshly killed sentient creature.”

Mechanics: To enact this ritual the Thaumaturgist must sacrifice a sentient creature (Mortal, Vampire, Garou, etc.) by plunging a specially prepared pure silver dagger into its chest.  The blood, flowing from the dagger’s wound, then pours out and soaks the moist soil of the empty grave. This blood soaked soil is then used to lightly cover the Thaumaturgist and her entourage.  This is usually accomplished by having Ghouls do so, whilst they lay in graves.  Due to these actions, the Thaumaturge and her entourage will cross the Shroud into the Shadowlands.  

The Thaumaturge must have been in the location in the Shadowlands sometime previously if she is attempting to transport herself, and her possible entourage, to somewhere other than the directly corresponding Shadowlands.  Once in the Shadowlands, the Thaumaturge can return herself, and the others, to either the place in the Skinlands where the ritual was enacted or to their current corresponding location in the Skinlands, and therefore ending the ritual.  If she does not accompany them, they may only step forth into the corresponding Skinlands.  

History: (3-16-99)
Mindcrawler (Sabbat Players Guide pg. 121, LoE pg. 92-93)

Time Required: Ninety minutes.

Duration: Variable.

Components: A small tick dyed red and painted with a mystic symbol.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 3.
“The vampire employing this ritual creates a magical force in a victim’s head which causes the victim to slowly lose his mind.  The effects are dreadful and extremely effective. The Thaumaturgist simply places her hands on the victim’s head for this ritual to take effect.  The victim will feel only a minor burning sensation.”

“The material component for this ritual is a small tick dyed red and painted with a mystic symbol.  The tick is then crushed and applied to the head of the victim.”

Mechanics: “An insidious force within a victim’s mind is created by this ritual.”  The Thaumaturgist must place her “…hand upon a victim’s head, which may require a Physical Challenge; the victim feels a slight burning sensation.  For each day afterwards, the victim loses one Mental Trait until all are lost.  After all Mental Traits are lost, the ritual ceases.  The victim may regain these lost Traits by putting forth effort in recovering them, at the rate of one Mental Trait per week.” 

“You must dye a small tick red, paint it with an arcane sigil, crush it, apply it to the victim’s head, and then win a Mental Challenge against the target.”

History: This ritual has been used by many insidious Thaumaturgists to make their enemies – which would be very dangerous or impossible to ‘knock off’ – slowly decent into madness as they lose their faculties.  Such opportunities to point out such ineptness and take advantage of the situation has been the undoing of many of the Tremere’s enemies – numerous Ventrue princes have fallen mysteriously into madness…  Guess they couldn’t take the pressure. (3-16-99)
Nectar of the Bitter Rose (Vampire MET 2nd ed. pg. 69)
Time Required: Three hours.

Duration: Permanent.

Components: The “Guest”.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 3.

“The mysteries of this ritual are held in strict secrecy by those able to cast it.  The ritual's very existence is a threat few in the Camarilla would tolerate.  During the course of this three-hour ritual, the life essence of a Kindred is drained and devoured by the participants.  The victim must be present and some how restrained throughout the entire process.”  

Mechanics: “The end result is a draught that may be shared by up to five Diabolists. Each drinker may benefit from the generation of the victim, if applicable, though only once per victim and ritual. There are risks, however.  Each Diabolist must engage in a Simple Test (no Traits are risked) against the victim.  If the Diabolist wins or ties, she lowers her generation.  If she should lose, the blood rejects her and she gains nothing from the ritual nor may she ever benefit from the ritual in the future.”  In other words, if the Thaumaturge consumes the first vial and the blood rejects her – she may not consume a second in renewed hopes of success – for that casting of the ritual she gains no benefit.  This does not however indicate that in successive castings of the ritual upon other hapless victims that she has have no chance of succeeding – merely that the original casting garners no benefit. Also note, the draughts cannot be saved for later consumption once the ritual has ended they lose their potency.

“At the very least, the victim of the ritual is utterly destroyed. His soul is consumed in the process.” Namely, this ritual in itself destroys the soul of the victim, even if the draughts are not consumed.  

History: This ritual has become the socially acceptable, although very secret, way for Diablerizing those that need to stay dead.  It has been so popular that it has gained a multitude of euphemisms such as “a Tea Party”, “Dinner for Five” or a “Self-improvement Seminar”.  

However, it should be noted that by just even possessing knowledge of the workings of this Ritual one may face potential destruction by those outside of the Tremere in the Camarilla.  For this reason, as well as absolutely securing the knowledge of this ritual, The Tremere do not allow any below the level of Regent to possess even cursory knowledge of Nectar of the Bitter Rose.  And, direct permission is usually required from one’s superiors before utilization of the ritual can bring strength to members of the Clan and their allies. (3-16-99)

Night of the Red Heart (Vampire MET 2nd ed. pg. 68)
Time Required: 2 one-hour sessions.

Duration: Permanent.

Components: Three of the victim's Blood Traits.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 3.
“If enacted successfully, the target dies horribly upon rising of the morning sun.  His heart boils and is consumed as if by the burning rays of the sun.”

Mechanics: “This ritual is performed in two sessions of one hour each. The first is cast just after sunset, and the other is performed just before sunrise... The ritual requires three of the victim's Blood Traits and two fellow Thaumaturgists (though only one needs to know the ritual). The target of this ritual becomes immediately aware that she is the target of a ritual after the first part of the ritual is completed, although she may not be aware of the origin of the ritual.  The target can only save her life by killing one of the Kindred performing the ritual or otherwise preventing the second ceremony.  Both parts of the ritual must be cast in the same place and within the same city as the target.  To invoke the final effect of the ritual, each caster must permanently expend a Mental Trait.”

History:  While this ritual is quite deadly – it has as of late been used much more as a means by which internal Clan security can be maintained. Many unscrupulous Kindred, in their drive to obtain the Occult arts of Thaumaturgy, have stooped to the kidnapping of Tremere who they believe they can force to teach them these forbidden arts.  Most Tremere will eventually succumb to the will of their captors… Death is much preferred to this breach of the Oath and empowerment of the Tremere’s enemies.  Most Tremere know the feeling of this ritual and those who are captive seldom inform their captors before its final ‘kiss’ sends them into the Oblivion.  Better to be dead than to be a traitor to the Tremere.  (4-6-99)
One Mind of the Covens (Vampire Players Guide pg. 91)*

Time Required: One hour.

Duration: Variable.

Components: A silver mirror.

Availability: Tremere (Common)

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 3.

“This is a very exclusive ritual used by the Regent of a given chantry during a simultaneous communication with his equivalents across the world.”

Mechanics: This ritual is enacted by one Thaumaturgy engaging in an hour-long meditative chant while gazing into a silvered looking glass.  When the hour has been completed the Thaumaturge may establish communications with others by softly whispering their name while steaming the mirror with their whispered breath. 

This means of communication may span the globe – and while not nearly as remarkable now with the advent of technological communications – was instrumental in coordinating the Tremere effort in the early days of the House and Clan.  Once established, this means of communication can be maintained for an entire evening and can be targeted to communicate with one individual after another or with an entire group at once. 

When contacted by the initiating Thaumaturge her fellow clan mate or mates will feel a compelling feeling, much like that sent by the Rite of Introduction, alerting her to the fact that there is another who seeks her attention.  Now this compulsion need not be responded to – for it is not known who exactly has initiated the communication – but it is considered bad form within the Tremere to refuse such a communication, especially when one is not sure if it is from one’s superior.  For this very reason, many Tremere carry pocket mirrors in compacts or cigarette cases to easily facilitate just such events.

Any observations of the caster, or any observations of those who are contacted, see only the individual blankly staring into the mirrored surface at their own reflection.  Telepathic means of spying, however, are effective to pick up the targets thought – but only the target’s thoughts alone – so at best only half of a conversation is discovered.

Additionally, this “…ritual is one of the main reasons that the Tremere clan is so controlled and organized - it allows the elders to demand current information concerning the progress of all its members' schemes.” To this end, there are four known variants of this ritual, one for each level of the Pyramid above the rank of apprentice; those being Regent, Lord, Pontifex and Councilor.  Each of these variants allows for a means of a limited form of mental control over those utilizing the inferior variants of the ritual.  During this ritual any demands for information from an individual utilizing an inferior version of the ritual is required to respond truthfully or not at all.

A Lord, for example, when conversing with her Regents may exert control over said individuals, but cannot affect her superiors save for communicating ‘truthfully’ to them.  Therefore, this ritual is a perfect means for the superiors in the Pyramid to find out what their subordinates are planning, plotting and scheming.

History: On All Hallows Eve all ranking members of the Pyramid, save apprentices or below, engage in a world wide One Mind of the Coven.  Additionally, it is rumored that Tremere himself has a unique version of this ritual – which is one of the many means by which he controls and monitors his seven Councilors. 

Note this ritual has many safe guards that make the ritual nearly useless, and potentially deadly, to those outside of House and Clan. Several stories have circulated of those who tried to use it against Tremere or in an attempt to spy upon the Pyramid.  It is said that many attempting such nefariousness have mysteriously perished – or even more commonly gone mad blithering on about a ‘Great White Worm’ burrowing into their minds. (4-6-99)


Paper Flesh (Sabbat Players Guide pg. 121, LoE pg. 93)

Time Required: Ninety minutes.

Duration: Until sunset of the following evening.

Components: A piece of paper soaked in one of the victim’s Blood Traits with a picture representing her.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 3.


“This ritual causes a victim’s Stamina and Fortitude (if she has the Discipline) to be...” greatly reduced for one evening. This can be a powerful ritual to cast on opponents who have a great threshold for resisting damage – and thus robbing them of their unnatural fortitude.  

 “The material component for this ritual is a piece of paper with a picture representing the victim…” which had been previously soaked in the blood of the intended target.  To enact the ritual…“the caster rips apart the picture…”

Mechanics: This ritual causes the victim, if the Thaumaturgist succeeds in a Mental versus Physical Challenge when the blood soaked paper is ripped asunder, to be “…bereft of most of the benefits of Fortitude and endurance-related Physical Traits.  Victims of eight generation or higher loose all but one endurance-related Physical Traits and Fortitude powers.  With each succeeding generation, the victim hangs onto an additional Trait and Fortitude power.”  

Note, the victim need not be present when the Thaumaturge enacts this ritual but will know of her currently weakened condition.  Once enacted, the victim remains this way until sunset the following evening.  Note Physical Traits lost in this manner may not be replenished with the expenditure of a Willpower Trait or by any other non-Thaumaturgical means.  

History: (4-7-99)


Sands of Time (Chicago by Night pg. 121)

Time Required: Five hours.

Duration: Variable.

Components: A marble bowl full of white sand and glass shards.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 3.

“The caster must enchant a marble bowl full of white sand and glass shards in a five-hour ritual.  Provided the ritual was successful, the sands will mystically slow anyone upon whom they are sprinkled.”  

Mechanics: Upon completion of the ritual and the expenditure of a temporary Willpower Trait, the Thaumaturge must engage a Storyteller in an extended Simple Test.  When the target of this ritual is affected – for each success in the initial extended challenge – the target loses an action.  Celerity may of course be used to make such missed actions pass more quickly.  For example, if the Thaumaturge affects a target, which possesses and is using Celerity up to Rapidity (3 Physical actions per round), with a drought of sand that she won 3 Simple Tests for – the target would be frozen for one entire round.  If the target did not possess Celerity – they would be frozen for 3 full rounds.

The “Sands of Time” need only be sprinkled on a target to take immediate effect.  This action may be taken in any way varying from a straight up Physical Challenge to trickery – and needs not be performed directly by the Thaumaturge herself – a 3rd party or an apparatus may be utilized.  Since the sands may be sprinkled over an area of effect – up to three adjacent targets may be affected by one application of this ritual.  

Note, that the target can always resist damage by bidding endurance related Physical Traits during the effects of this ritual.  But, actions that only require touch or the like are uncontested and thus automatically succeed.  Note, Mental and Social Challenges are unaffected by the target’s inability to move.

Note, once enchanted the “Sands of Time” remain so empowered for one lunar cycle.

History: (4-7-99)

Sanguine Simulacrum (OWBN’s Chicago the Dark Requiem)
Time Required: Ninety minutes.

Duration: Varies.

Components: Blood of the Kindred that is to have the Simulacrum fashioned after them.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 3.

This ritual creates an ephemeral clone body from the blood of a vampire.  The clone resembles the original in every detail, but may be physically weaker. 

Mechanics: During this ninety-minute ritual the Thaumaturge must use one Trait of Blood for every three Physical Traits that the Simulacrum is to possess – with an upper limit being the generational maximum of the Kindred’s Vitae being utilized to create the creature.  However, the Simulacrum will only possess 2 Mental and 2 Social Traits – which cannot be augmented with additional Vitae.

Additionally during the Simulacrum creation – the Thaumaturge may have the Simulacrum ‘inherit’ some of the minor Physical Disciplines from the Vitae of the Kindred.  The limitations on this are that the Kindred must possess said Disciplines and that Simulacrum can only gain the Basic Levels.  Additionally - a single Blood Traits for each Discipline gained in this fashion needs be consumed by the ensorcering of the Simulacrum.  

The Thaumaturgist may utilize the Blood Traits of other Kindred to create a corresponding Simulacrum of them.  For example, the Thaumaturgist may use the Blood of a Brujah to make a more physically potent and resistant Simulacrum.  But there are disadvantages to this method of creation.  The most obvious being that the Simulacrum takes on the exact physical appearance and physical weaknesses possessed by the Kindred - such as lame, one-eye, cripple, etc.

When the ritual is completed the Simulacrum will possess some of the original memories of the Kindred from whom it was derived – a Difficult Static Test is required for each question that is asked on any one particular situation or subject.  If successful the Simulacrum will remember only generalities of the situation or answer to the question.  If failed – the Simulacrum did not retain any of those memories.  Most likely the Simulacrum is quite a bit less Mental and Social than their originator – if not this make be overlooked – and thus anyone familiar with the original Kindred may notice the differences and conclude through role-playing that they are a fraud.


The Simulacrum obeys its creator faithfully but quite literally, much like an overtly Conditioned individual – absolute obedience but with no creative spark. These mental limitations make them poor agents when left to their own devices. However, a telepathic creator may give the Simulacrum instant commands much as a puppeteer controls her marionettes.  So if the two are close together the creator may substitute her own Mental or Social Traits for the Simulacrum's during challenges, although she is two Traits down in all such tests.

She can likewise experience all five sensory sensations through this link – but as usual – others with the Telepathy can sense that the Simulacrum, whom they most likely assume to be who it looks like, is in telepathic contact with an unknown individual.  Since this communication is readily apparent to other telepaths – the player that is controlling the Simulacrum is required to wear, or physically denote, that they are in almost constant telepathic contact.  Alternately, a creator with high enough Dominate abilities may simply possess her creation, but be wary so may another.   

If the Simulacrum is telepathically ‘spied’ upon the spy will hear what the Simulacrum ‘s thoughts and know what their physical actions will be a split second before they make them – unless of course something such as Soul Mask is used to remove such surface thoughts.  And thus the spy receives a free retest for each Physical Challenge that they are engaging in with the Simulacrum and it’s telepathic puppeteer.

For the most part another telepath cannot interfere with that of the puppeteer’s control.   The one exception to the latter is if the Kindred, from who’s Vitae the Simulacrum was derived, also possess Telepathy.  If this situation occurs, and the second telepath wishes to gain control of the Simulacrum – she may initiate a Mental Challenge against the puppeteer.  The winner of such a contest of wills seizes or retains control of the Simulacrum for a minimum of one half hour, at the end of the half hour both parties may again duel for control of the Simulacrum if so desired.

For the most part the Simulacrum have the abilities of normal Kindred, though they can neither be diablerized nor gain any benefit from drinking blood other than to fuel their Disciplines and Traits.  Also, once created, the Simulacrum’s blood is not that of their creator.  Therefore, the Blood Traits of the Simulacrum cannot be utilized against their creator or against those from whom the Simulacrum was derived.  Additionally, the Simulacrum loses one Physical Trait at the end of each evening.  Between the evenings that they are reduced from one to no Physical Traits they undergo a rapid Physical degradation until they are reduced to a puddle of crimson protoplasm.  They do not heal in any way, and if they are reduced to torpor they likewise dissolve.

“Blood Walking” or using “Inquisition of Vitae” may reveal that the Simulacrum is not truly who or what it appears to be.  Blood Walk will only reveal that its Sire is the one who’s Vitae was used to create the Simulacrum.  But, Inquisition will reveal the appropriate generation and clan of the Vitae that was utilized in its creation.

History:  Dr. Jonestown used clones whenever he felt violence was immanent.

Separating the Beast (a.k.a. Binding the Beast) (Vampire Players Guide pg. 89)

Time Required: Ten minutes.

Duration: Variable number of days.

Components: Iron spike and the Blood Trait of the target.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path – Advanced, Rituals: Binding the Beast (Intermediate),

Ability: Occult - 3.
“This powerful ritual will pull a fellow Kindred out of frenzy and even separate the vampire from his Beast for a time.”  

Mechanics: “The ritual takes only 10 minutes to perform, and the caster does not have to see the subject, but he must imbibe a full Blood (Trait) of the frenzied character's blood (it can have been drawn earlier) and push an iron spike through his own hand...” “…causing a normal wound.”   “The subject doesn't need to be in a frenzy, nor does she need to be willing, but the caster may never use this ritual on himself.” 

“Upon completion of these acts, the subject suddenly emerges from frenzy, and often becomes uncharacteristically passive...” “…gaining the Negative Traits Submissive x 2.” And, due to her now passive nature she must win a Static Challenge to initiate any hostile action.

 The difference between ‘Separating the Beast’ and ‘Binding the Beast’ is the extent to which the Kindred is separated from their very nature.  ‘Separating the Beast’ does just that, the victim’s “…bestial side (is) separated from his psyche for a number of nights...” equal to the number of successes the Thaumaturge gains in an extended challenge (minimally one night).  “During this time, the subject cannot frenzy, cannot regain Willpower...”, has limited access to the Vampiric Blood within her system “… and cannot even feed without...” difficulty.  “In addition, the vampire...” has difficulty using “...any Discipline.”


In essence, the victim of this ritual cannot and will not frenzy for any reason.  They cannot regain Willpower until the duration of this ritual passes.  They can only spend a single Trait of Blood per turn (3 seconds).  And, they cannot even feed or use any of their Vampiric Disciplines without winning a Static Mental Challenge against the Thaumaturgist’s Mental Traits.  


History: “Legend states that some Kindred have starved into torpor after having been subjected to this ritual.” (9-11-98)

Shadow of the Wolf (Sabbat Players Guide pg. 123)
Time Required: Ninety minutes.

Duration: One night.

Components: A cloak made from the skin of a wolf.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 3.
 “This powerful ritual actually lets the vampire become a Lupine for one night.”  “The type of Lupine depends on the exact nature of the ritual.  There are several variations of this ritual; each imbues a different form.”  

Mechanics:  “The vampire must develop a separate Lupine character using (her) basic statistics.” The type of Lupine depends on the exact nature of the ritual. There are several variations of this ritual; each imbues a different form (Tribe) based upon which Garou skin is used in the transformation, although each form has the markings of a Theurge.  While in this new form, the Thaumaturge loses access to all Physical Disciplines, because she no longer has the physical Vampiric form, but she retains her Mental and Social Disciplines. The new Lupine will NOT automatically begin with any Gifts, Rites, or knowledge of how to be a Garou. But, she will begin with two Rage for each Beast Trait possessed, and starts with only one Gnosis – which she may attempt to raise like any other Lupine would.  

While in this form the “...vampire is subject to the same limitations and advantages that all Lupines possess.”  And the Garou Gift: Scent of True Form will detect something unusual about the character, but that is all and can usually be explained away.  Also, the Garou Gift: Sense Wyrm will detect true if the Kindred has two or more Beast Traits (three or more if a Gangrel.) or if she’s utilized any of her Vampiric Disciplines above the Basic levels.  The more she utilizes Intermediate and Advances Disciplines the more evident the Wyrm Taint becomes.

“The material component is a cloak made from the skin of a wolf.”  

History:  The Tremere are rumored to be the most wary and correspondingly the most prepared for the end – namely the dreaded time of Gehenna.  To this end it is rumored within the Pyramid that the Tremere have many positions of power in the Garou nation – constituting a secret Theurge Council of Seven.  And when the time comes the Garou will unknowingly do the Tremere’s bidding against whoever stands in their way.  

But – even more quietly rumored is that some of the Tremere Theurge have been so long in the form of Garou that they have forgotten their true form and have somehow become what they meant to control. (4-7-99)

Shadowland Passage (Black Hand Book pg. 80)

Time Required: One action.

Duration: Variable.

Components: A silver dagger.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 3.

“The vampire can physically pass into any location of the Shadowlands, provided that she has been in that location before.” “Members of the Black Hand use this ritual to get to Enoch.”

Mechanics: “This requires that the vampire symbolically ‘kill’ herself by plunging a specially prepared dagger into her heart...” (doing one Wound Level) “...and falling into a body of water deep enough to cover her.  The dagger must be made from the purest silver, and the hilt must have at least one vampire fang worked into its construction.” The Thaumaturgist, similarly to Shadowgate, may carry any items, which she carried on her while casting this ritual, into the Shadowlands.

The Thaumaturge must have been in the location in the Shadowlands sometime previously if she is attempting to transport herself to somewhere other than the directly corresponding Shadowlands. “When she returns from the Shadowlands, she will reappear in the water.”

History: (4-7-99)

Spider’s Web (Sabbat Players Guide pg. 122)
Time Required: Ninety minutes plus 10 minutes per each 1000 cubic feet.

Duration: Permanent.

Components: A black widow spider.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 3.

“The vampire is able to create a web that resembles an actual spider’s web in all respects, except the web is big enough to fill a large room, and sticky and strong enough to capture and hold victims.  The vampire spins a web using her hands, spreading it out to make a web of any shape desired.  The vampire is able to use this web to coat a haven for protection or some other area to trap food.  It is not possible to use this webbing as a form of attack, because the web comes out slowly and must be woven into shape.”

Mechanics: “The vampire is immune to any webbing she has created herself and cannot get stuck in it.”   But, others that attempt to move through the webbing must succeed at a Physical Challenge versus the Thaumaturgist’s Mental Traits for every 10 feet traveled through the webbing.  Each retest, after the initial challenge and save those gained by Potence or similar means, is an additional and cumulative Bid down.  Meaning that most will be helplessly ensnared in a few minutes.  Even those breaking free must flee immediately or risk being recaptured, making the rescue of comrades problematic at best.  


The webbing, being as strong as steel and approximately as resilient, is very difficult to destroy.  Bladed weapons or projectiles, such as bullets, have little to no effect upon the webbing – and in most cases will be trapped in the supernaturally sticky webbing.  Additionally, it only takes measurable damage from fire based attacks and even then is considered to have “Resilience”, as per the Fortitude Discipline, for the sake of resisting the damage from fire.  If successful, it takes no damage, but if unsuccessful approximately 10 cubic feet of webbing is incinerated as it slowly burns away over the span of10 minute s.  Even then the fire will slowly fade until the remaining scorched webbing is left around the burned section – as supernaturally sticky as it was when it was ensorcered.  Note, the smoke and debris generated from such a slowly smoldering fire will easily darken an entire room.

“The material component is a black widow spider that must be crushed and eaten.”

History: (4-7-99)

Spirit of Torment (Sabbat Players Guide pg. 121, LoE pg. 93)

Time Required: Ninety minutes.

Duration: Varies.

Components: None.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path – Advanced & Spirit Thaumaturgy - Basic, Ability: Spirit Lore, Occult - 3.
“Similar to ‘The Haunting’, this ritual lets you summon a spirit to do your bidding.  This time, the spirit is capable of taking on physical form and doing real damage to others.”

Mechanics: “In order to summon the spirit, you must win a Social Challenge.  Once the challenge is won, the spirit obeys your commands to the letter, until to it takes damage to its physical form.  At that point, the spirit flees.” …unless other means of control are exerted over the spirit.

“The spirit will stay only for a limited time…” based upon Thaumaturgist’s Occult Ability and/or her Spirit Lore.  Only one such Spirit can be summoned and sustained, without other means of control, at any one point in time.

	1-2
	One Scene
	Occult / Spirit Lore

	3
	One Hour
	Occult / Spirit Lore

	4
	One Night
	Occult / Spirit Lore

	5+  
	One Week
	Occult / Spirit Lore


“The spirit has 13 Physical Traits, three Social Traits and seven Mental Traits.  It has three Willpower Traits, the Abilities of Brawl x 4, Intimidate x 3 and Occult. It also has the following Disciplines: Heightened Senses, Aura Perception, Might, Unseen Presence, Mask of 1000 Faces and Cloak the Gathering.  When trying to frighten someone, the spirit gains three bonus Social Traits (Frightening x 3).  Furthermore, by winning a Mental Challenge, the spirit can see and identify anything in the local Near Umbra.”

“In its normal form, the spirit is incorporeal, but it can spend a Mental Trait in order to become corporeal for five minutes.  The appearance, actions and other details of the spirit are left up to the discretion of the Narrator.”

History: (4-7-99)

Stone Slumber (Vampire Players Guide pg. 90, LoE pg. 85-86)

Time Required: Two hours.

Duration: Until sunset.

Components: None.

Availability: Tremere (Uncommon)

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 3.

“This ritual creates a nearly impregnable protection for a sleeping vampire.  The caster must begin the ritual two hours before dawn.  At sunrise, once the ritual is finished, the caster becomes solid stone.  Just like a stone statue, the Kindred can be transported from place to place, even in direct sunlight, and will remain suspended in that state until the following sunset.”  Also, “most kinds of communication and telepathy are impossible, as the Thaumaturgist's mind is dormant.”

Mechanics: “To rise from this form, three Blood Traits must be expended, as opposed to the normal one.  You are immune to staking and most forms of fire.  Pieces can be broken off, though, doing however much damage the Narrator decides.” However, damaging the status is much harder than it would seem.  “While in statue form, all of your Physical Traits are changed to Enduring, and you have double the Health Levels with regards to any physical damage attempted upon you.” Also, any attacker must minimally do two Wound Level to even scratch the statue – for one Wound from each attack is automatically subtracted from the overall damage.  Additionally the Thaumaturgist can make a Simple Test for each normal Wound that does actually damage the statue – if successful she reduces that damage to ‘but a scratch’ – taking no damage.

“Activating this ritual requires the expenditure of two Mental Traits and a piece of rock broken off from another statue.”

History: (4-7-99)

Teleport to a Safe Haven (OWBN’s Chicago the Dark Requiem)
Time Required: Ninety minutes.

Duration: Instantaneous when activated.  

Components: A material focus and an inscribed summoning circle. 

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 3.

Via the utilization of a material focus and an attuned summoning circle the Thaumaturgist is capable of teleporting from anywhere to their “Safe Haven.”

Mechanics: During the ninety-minute ritual a one-meter circle is inscribed and enchanted with the proper arcane sigils.  This is done in conjunction with enchanting a material focus.  These two in tandem make the ritual capable of transporting and receiving the Thaumaturgist's physical form, of which she is in possession during the casting this ritual, and all of her possessions into the summoning circle.  

The material focus can be created out of any material but is commonly made of ceramics or something else that is easily broken when the need presents itself.  After the amulet had been physically fashioned it is then imbued, during the casting of the ritual, with a Blood Trait of the Thaumaturgist's physical form and will remain so enchanted until broken.  When the material focus is broken, in any manner, the physical form that is attuned to the circle is drawn to it directly.  Thusly, teleporting the attuned body into the center of the circle.  Only one such attunement may be placed upon any physical form at any one time.  



Unlike other teleportation rituals, such as Escape to a True Friend, the transformation to the ‘immaterial’ without a relatively fixed attuned point – being the strength and weakness of this ritual - is not an easy one.  To this end when the Thaumaturge breaks the material focus to active the ritual she will – one arriving within her “Safe Haven” – lose a total of either 3 Physical Traits, due to the ‘immaterial’ stress, from the form that she possesses or one of her Willpower Traits if she exerts her an extraordinary effort to hold her form together.


The ‘immaterial’ transformation and transportation of the Thaumaturge is via a Shadowland like dimension – and while she cannot be affected or impeded by those within the true Shadowlands – Rituals that affect all levels of the spiritual realm can possibly disrupt her transportation.   For example, a Ward versus Spirits barrier, which is not attuned to the Thaumaturge, will unexpectedly knock the Thaumaturge back to her material form – leaving her physically stunned and unable to act for one action if she does not win a Simple Test.  So in the latter case, she will appear on the exterior of the Ward’s barrier – in a direct line of the path between where she teleported from and to where she is teleporting, in this case that being her attuned circle.

History: Lord Sith unsatisfied with the applications of the Ritual of Escape to a True Friend developed this one to remove himself from trouble in a pinch.  Since then this ritual has become a fiercely guarded secret that has saved many a Tremere’s existence from enemies that believe that their physical destructive powers are enough to destroy any enemies – they quickly find that they cannot destroy what is not there. (4-17-99)

Thirst Unquenchable (Antagonists pg. 120 and Sabbat Players Guide pg. 121)

Time Required: Ninety-minutes.

Duration: One evening.

Components: Salt.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 3.

“The Thaumaturgist creates within another vampire the sensation of the Hunger for the remainder of the evening.  No matter how much the victim feeds, he will remain starving.”

Mechanics: “The Thaumaturgist must stand in the presence of the victim...and sprinkle salt around her in a circle.”  The Salt, in whatever amount the Thaumaturge wishes – must have been prepared ahead of time in this ninety-minute ritual, is used to form a circle of any size around the target.  The circle may encompass more than just the intended target but can only be invoked against one target.  As long as the circle remains unbroken the caster may invoke the power of this Ritual every ten minutes until the Thaumaturge succeeds in Mental Challenge against the target.

Once affected the “…prolonged effects of this ritual almost always induce frenzy…” with the target gaining the blood related Beast Traits of Blood, Hunger, Lust and Blood Smell for the remained of the evening.

Note the Thaumaturgist may only have as many containers of Salt prepared to enact this ritual as she has Occult Abilities and with each such ensorcered container the Thaumaturgist must expend a temporary Willpower Trait to initially create it.

History: (4-17-99)

Tremere’s Bane (OWBN’s Chicago the Dark Requiem)
Time Required: Two one-hours sessions spanning seven days.

Duration: A year and a day.

Components: See below.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 3.

Tremere’s Bane – once successfully enacted – hinders non-Tremere Thaumaturgists when they attempt to utilize almost any form of Thaumaturgy.  Including, Kuldonic Sorcery, Spirit Thaumaturgy, the Setites’ Path of Corruption, etc – but not including such arts as Necromancy and it’s rituals.  Those who are affected find it much harder to empower their forbidden arts – which under the effects of this ritual consume vitae to even try to enact.  And, in some cases for those who are foolish enough to risk their utilization within this area – Thaumaturgy just does not work or may even turn dreadfully against them.


To enact this very potent ritual requires five Thaumaturgists to engage in two one-hour sessions.  The first session of the ritual beginning no later than one hour after sunset and the final session of the ritual – seven days later – ending no earlier than one hour before sunrise.


One of the Thaumaturgists, who while sustaining the Thaumaturgical power of Hand of Flame, needs burn a pentagram onto a stone floor with the top of its orientation being northward.  Each Thaumaturgist is then positioned at each of the points of the pentagram – with the casting Thaumaturgist, who’s the only one who needs actually knows the ritual, being positioned at it’s northward apex.  A mortal is then levitated by one of the Thaumaturgists utilizing Movement of the Mind into a prone position over the center of the pentagram.  The casting Thaumaturgist takes a silver chalice – placing it beneath the levitated mortal – and readies a ceremonial silver dagger, which is levitated over the mortal’s heart.  


At this point the Thaumaturgists initiate chanting.  When the chanting has reached its rhythm the dagger plunges it self into the heart of the mortal with its tip protruding out of the mortal’s back.  Instead of killing the mortal, as a dagger through the heart would normally do, the ritual allows the mortal to not only not perish but to feel no pain as her life’s blood begins to slowly drip from the protruding point of the dagger.  Drop by drop – in unison with the beat of the chanting – the blood slowly fills the chalice over the next hour.  When the chalice is filled – the casting Thaumaturge takes the chalice and pours the blood at the northern apex.  As the casting Thaumaturge pours, the blood flows over the burnt pentagram – like liquid flowing in a channel – eventually coating the entire pentagram.


When the pentagram is completed the mortal must then be removed from levitating over the pentagram.  When this is done she must immediately – within less than five minutes – drink the blood of a Tremere and thus become one with the House and Clan.  The first session of the ritual ceases with the embrace and swearing of the sacred Oath of the Tremere.


The time that passes between the two phases of this ritual is when the Thaumaturgists are most vulnerable.  Fore any non-Tremere Thaumaturgist of sufficient power that sees any of those that were involved within the first session of the ritual feel anything from enmity to hatred to a nearly uncontrollable urge to destroy the Thaumaturgists.  And even worse – those non-Tremere Thaumaturgists who possess advanced mastery of more than one path of Thaumaturgy are immediately aware that there is a threat to their powers.  Who and where exactly this threat is coming from are unknown – but they have a feeling that to protect their Thaumaturgy they must act to solve this mystery before the week is over.


If all the Thaumaturgists and the newly created Tremere survive and join together at the following session a similar ritual casting ensues. Note, the site need not be the initial site that the first casting of the ritual occurred at – and in fact it is more secure that is not be as will be gone into later.  The ritual differs in that instead of the now neonate Tremere being levitated within the pentagram – she stands with in the center and must herself draw the blade across her wrist – holding it there – and unto the rhythm of the chanting watch the blood pour, drop by drop, from the tip of the dagger unto the chalice.  When this completed the Thaumaturgists pass the chalice to one another – starting at the east apex of the pentagram and being passed clockwise until the casting Thaumaturge drinks a swallow of the vitae.  (Note – all Thaumaturgists will be one step Blood Bonded where possible to the newly embraced Tremere after this session.) The remaining vitae is poured once more onto the pentagram and flows to cover the pentagram.  As the vitae is making its journey and completing the pentagram the Thaumaturgists’ chanting approaches it climax – and the blood on the pentagram begins to boil.  The boiling becomes violent, eventually starting to smoke and as the Thaumaturgists climax – bursts into flame.  This signifies that the ritual is complete.


As alluded to above, the casting locations of the two sessions determine the area of affect for the Tremere’s Bane.  The approximate area is that of a circle with the two locations being two points on the exterior of the circle – not to exceed approximately a 50-mile radius of affect.  Geometrically the casting Thaumaturgist chooses which direction the area of influence effects - seeing that geometrically two points on the exterior of a circle can be used as coordinates for two different areas – being nearly mirror images of one another.


The effects of this ritual may be ended in several ways.  The ritual will normally fade after one year and one day from the final night of casting.  This end may be averted if the casting Thaumaturgist and at least the new Tremere – who will be at least one year embraced by this point in time – gather together and reenact the second session of the casting of this ritual.  The other Thaumaturgists need not be the originals – but Thaumaturgists must fill these positions for this to succeed.  If successful the ritual is extended for another year and a day.  This may continue as long as the original casting Thaumaturge and the originally neonate Tremere can and wish to continue these ceremonies.  The only other way that the ritual may end is with the demise of all six of the Thaumaturgists – however – as each Thaumaturgist meets their demise the rituals powers fade with them.  In either case – when the ritual is broken or not reenacted – the Bane’s effects will slowly fade. 


Note, non-Tremere Thaumaturgists may be attuned to this ritual and thus not suffer the effects of Tremere’s Bane in one of two ways.  While the casting Thaumaturge and the mortal that gets embraced must be or end up being Tremere by blood to successfully enact this ritual – the other four Thaumaturgists need not be Tremere by blood.  Those Thaumaturgists, not of Tremere Blood but successfully engaging within the rituals casting, are attuned to the ritual as if they were Tremere by blood.  Alternately, a non-Tremere Thaumaturgist may be attuned after the fact if they drink a mixture of the six Thaumaturgist’s vitae on three different evenings.  Note – of course – if the individual was not already blood bound to another, drinking three times of the mixture of all the Thaumaturgist’s vitae does blood bond the non-Tremere Thaumaturgist to the six individuals.

Mechanics: All those who possess Thaumaturgy, of at least an Intermediate level or above, that see any of the Thaumaturgists between casting sessions must make a Test with a Storyteller before or during the game session in which they will see the involved Thaumaturgists.  The effects that follow last for that evening and the non-Tremere Thaumaturgists do not know exactly why they feel these feelings – they just react accordingly.  On a win, the individual feels complete Enmity towards the Thaumaturgist, wishing them ill but not necessarily acting on these feelings.  On a tie, she feels hatred for the individuals and will seek to do them harm in some way.  Lastly on a loss, the individual feels complete rage at the sight of the Thaumaturgists and must spend a Willpower Trait to not attack them on site.


At the end of the second session – if all goes well – the five Thaumaturgists all need to expend a permanent Willpower Trait and a variable number of permanent Mental Traits to complete the enchantment.  The sum total of Willpower Traits – with each counting as three – in addition to the variable number of Mental Traits determines the Bane’s difficulty level.  Thus the Bane will minimally have a difficulty of fifteen plus the number of additional Mental Traits.


When this is complete any non-Tremere by blood, which have not been attuned to the Bane, are severely hindered when employing any of the Paths of Thaumaturgy.  Additionally such individuals cannot even attempt the casting of Thaumaturgical rituals within the area of effect – but this does not include Rituals that have been prepared outside of the Bane’s area of effect and only requires triggering – such as a vessel of transference.  


When any non-attuned Thaumaturgist attempts to utilize any Thaumaturgical Discipline she must first expend twice the cost for said power, for example when Cauldroning an individual she needs expend two Mental Traits – not just one – for each Trait of Blood she wishes to Cauldron within the target.  Likewise, if the Discipline requires Blood to activate, such as Potency of the Blood, she needs spend twice the number of Blood Traits to successfully enact said power.  If however the Discipline she wishes to utilize does not usually cost Blood or Mental Traits to activate – it will require one of each to initiate while within the Bane’s area of effect.


Once the Thaumaturge has met the initial cost to activate the Thaumaturgical Discipline she additionally needs to succeed in a Challenge versus the Bane’s difficulty – even for Disciplines that do not have required tests to activate.  If she succeeds the Discipline works as normal – if however she fails the then the opposite effect of the Discipline occurs.  Note – the ‘opposite’ effect is not obvious for many Disciplines – so the Storyteller may determine what is ‘opposite’ to suit the situation.


For example, an 11th generation Brujah tries to lower her generation to 7th with Potency of the blood. Normally it would cost her 8 blood traits, but with Tremere’s Bane being present it will cost 16 blood traits and requires a successful Challenge to succeed.  If on the other hand, she fails the test then instead of lowering her generation – she raises her generation to 13th.  Additionally, a Malkavian that tries, for example, to Forcebolt another vampire must spend 2 Willpower Traits instead of one, and if she loses the challenge she suffers the effects of Forcebolt herself.


As mentioned above – the effects of this ritual may be ended in several ways.  The ritual will normally fade after a year and a day unless the Thaumaturgists reenact the latter session of the ritual – each spending the aforementioned Willpower and a variable number of Mental Traits.  Additionally – if during the duration of the Bane’s existence any of the Thaumaturgists that enacted the ritual meet with their demise – the Bane’s difficulty is decreased by their contribution.  For example, if she spent one Willpower Trait and two Mental Traits in the casting of the ritual – when she is destroyed the Bane’s difficulty will decrease by five Traits.  Lastly, if the Bane exceeds it’s duration of a year and a day – it will fade at the rate of one Trait per week until completely gone.

History: Originally created by Xanatos in his studies to counter those not of the House and Clan Tremere that possessed the sacred arts of Thaumaturgy.  (4-26-99)

Umbral Walk (Clanbook Tremere pg. 38)

Time Required: Ninety minutes.

Duration: One evening.

Components: An intelligent being that is sacrificed.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 3.

“There are innumerable planes of existence.  The astral plane, where creatures with astral projection walk, is known to many Kindred.  Tremere have also learned to enter a land of eternal night, known as the Umbra, although this is hardly a safe place for them.  Entering the Umbra requires the sacrifice of an intelligent being.  The success of the vampire's ritual also depends on the magnitude of the being's supernatural power.  The vampire can also bring others into the Umbra, though each person brought along requires a separate sacrifice.  The Tremere appears in the Umbra naked, though any magical items she may have come along.”

Mechanics: The Thaumaturge may step back through at any time, but the ritual ends immediately upon her return to the material world, and she returns to the corresponding locale in the material world (which could be miles from where she left his clothes). Otherwise the ritual lasts for the remainder of the night. 

History: (4-26-99)

Vitae Humanitus (OWBN’s Chicago the Dark Requiem)
Time Required: Eight hours.

Duration: Permanent.

Components: One Blood Trait.

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 3.

This ritual – being peripherally based on the ritual that was used to Curse the Assamites – permanently renders a vampire unable to gather sustenance from human vitae.  The Kindred so affected will still hunger for the Blood of mortals but no matter how much human blood they consume – their thirst cannot be slaked.

Mechanics: Through the use of this ritual the Thaumaturgist creates an arcane serum utilizing using a Blood Trait of the intended target.  Once said target then reingests their enchanted Vitae they will have one last chance to avoid the permanency of this rituals effects.  The only means by which to avoid said fate is as follows, the target must hunt a mortal before the sunrise of the eve on which she imbued the elixir – and when she feeds she must give herself over to her beast wholly.  This release of her Beast breaks the elixirs hold – but conversely – she gains a Beast Trait, Derangement or Flaw that directly correlates to the thirst of the Kindred’s Beast for the life’s blood of others.  The latter being decided upon jointly by the player and her Storyteller.

History: Jeraven, as a special 'favor' to Guy Darlingfoot, performed much of the developing research for this ritual before handing it over to Lord Janet Trice to create.  It was used in some strange Alligator cult. (4-26-99)

Ward Versus Infernal
Time Required: Ten hours.

Duration: Permanent.

Components: Blood of an Infernalist.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 3.

This ritual is performed precisely akin to that of Ward Versus Ghouls, except that blood of an Infernalist – whether it be from a Kindred, human, Daemon or other infernal or infernally tainted creature – be used for the enchantment.  Once so ensorcered the ward then adversely affects all Infernal entities; including Denizens of the Infernal Realms, true Infernalists or any that have any Infernal taint from ‘binding contact’ with such creatures.

Mechanics: As mentioned above – this Ward variant is in essence identical to all other wards save in the following instances.  The first being that if cast upon an object such as a ring, for example, any infernal or an infernally tainted being coming within approximately ten feet of a properly knowledgeable bearer of said item, whom is either wearing or holding said warded items, will become aware of the presence of such beings as the object will vibrate silently – which is easily noticeably to the possessor but not to those around her. 

Next, unlike other Wards - Infernal beings do not feel uneasy around Infernal Wards and thus have no warning before being struck with such a Ward.  Similar to all the other Wards – if a Ward versus Infernal is kept in contact with an Infernal being it continuously inflicts damage.  But, this has the additional effect that if an Infernal being succeeds at inhabiting/possessing a wearer of an Infernally warded object, such as a ring, the Infernal being (not the host being possessed) takes an aggravated wound each action (approximately 3 seconds) until they cease possessing the bearer of the item or the object is removed from the person.  Note however, that for the Infernal being to even attempt the removal of said item or items from the possessor she still needs to follow the contact restrictions, which are listed within Ward versus Ghoul.  In essence she needs to spend a Willpower Trait to even receive a chance of removing said object.

Lastly, areas that are warded versus Infernal behave slightly differently than other warded areas.  Infernally warded areas do No aggravated damage to Infernal beings, but are also impossible for any Infernalist to cross, destroy, or use any of their powers through or within the Warded area.  This was done because most Demons can eat three aggravated damage for breakfast – then the summoner is usually next.

History: Found in the Journal of St. Vincent, Graham Dunwich enjoyed littering his body with wards to taunt Demons and other Infernal creatures. (4-26-99)

Ward Versus Kindred (Vampire MET 2nd ed. pg. 69)
Time Required: Ten hours.

Duration: Permanent.

Components: Kindred Blood.

Availability: Tremere (Common)

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 3.

“This ritual performs exactly like the Ward Versus Ghouls, except that Kindred blood is used to cast it and it affects vampires of all sorts.”

History: (4-26-99)

Ward Versus Spirits (Vampire Players Guide pg. 90)

Time Required: Ten hours. 

Duration: Permanent.

Components: Pure sea salt, or other spiritual materials.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 3.

“This ritual works in a manner similar to Ward Versus Ghouls, but of course it affects ghosts (wraiths) and spirits.  The component needed is pure sea salt.” 

Mechanics:  Through this ritual the Thaumaturgist may create a Ward that affects non-corporeal entities – including, but not exclusively limited to, Spirits, Wraiths, Banes, Ghosts, Umbral Spirits, Specters, Mummies who are ‘between lives’ in either Ka or Ba form, or ‘Psychically Projecting’ individuals using Psychic Numina, Necromancy, Auspex or other means.  All of the afore mentioned creatures are considered ‘Spirits’ with regards to this Ward and are affected thusly. 

As with all other Wards they may be ensorcered in two distinct ways; on an item or encircling an area.  The former variant allows the Thaumaturge to inscribe runes upon an object.  The runes ensorcer and empower the Ward so that upon ‘contact’ with a Spirit the Ward inflicts one Aggravated Wound in addition to the normal weapon damage.  Additional weapon damage is only applicable if the entity is ‘physical’ and can thus be struck with the weapon – such as in the case of a Risen.

Conversely, the Thaumaturgist may Ward an area to prevent Spirits from crossing its boundary and keeping them from manifesting any of their powers through the Ward and into the area.  As Spirits approach a Warded area, and objects for that manner, they feel discomfort unless attuned to the enchantment.  For the latter attunement to be achieved, the Thaumaturgist may at any time include Blood from the Spirit’s body, from before its physical demise, or include a crushed portion of one of the Spirit’s material Fetters.  Additionally, the Thaumaturgist may use the Vitae of other creatures, such as Kindred with ‘Psychic Projection’, to exclude them from being affected by the Ward’s powers.


Additionally, if a Spirit possesses a mortal form – for example as a Risen, via the Wraith Arcanoi of ‘Puppetry’ or when a Spirit ‘skin-rides’ another creature – the Spirit within will be affected by the Spirit Ward’s powers.  For example when such a creature is struck with a Spirit Warded Weapon the Spirit within will minimally receive the one Aggravated Wound from the Ward - but the entity within which the Spirit is residing receives only the damage from the weapon’s blow and not from the Ward itself.  This method allows for ‘physical’ exorcisms or sorts without destroying the physical entity within which the Spirit dwells.  Important note – the aforementioned Does Not include the Discipline of Dominate’s Possession powers since that Discipline has nothing to do with the Possessor’s spirit inhabiting the ‘possession body’ – a common but very untrue misconception upon the mechanics of Possession.

Spirit Wards will not affect Garou in the Near-Umbra (the Near-Umbra being the Umbral Realm that directly and physically correlates to the Material World) unless it has been cast in conjunction with Ward Versus Garou.  In the latter case said warded items or areas will affect Garou within the Umbra or in the Material World alike - with the one alteration being that Garou struck with a Garou/Spirit warded weapon while in the Umbra receive only one Aggravated wound from the Ward and not from the weapon or its wielder.  Conversely, if a Kindred somehow finds himself within the Shadowlands or within the Umbra the item must as well have a Kindred Ward in conjunction with the Spirit Ward to affect them in the same fashion as with the Garou.

Areas that are cross-warded against Spirits and either Kindred, Garou or Ghouls, etc. function in the above manner as well.  The Thaumaturgist can inscribe, for example, an area with a Spirit, Garou and a Vampire Ward.  Therefore if Spirits, Garou or Vampires attempt to cross the barrier, via any medium, the Wards will affect them in one form or another.  Noting that a Garou or Kindred who comes across a cross-warded area while they are either in the Shadowlands or in the Umbra cannot penetrate the barrier while within those realms – for the Spirit Ward’s effects supercede the Kindred or Garou Ward’s protection.  They can however exit the Umbra or Shadowlands returning to the Material World and then cross through the barrier - taking the damage that the barrier normally inflicts.

Finally noting, area wards are not easily circumventable.  All Wards fully enclose the area around which they protect.  Thus, a Spirit may not ‘go over’ or ‘under’ a warded area – fore the Warded area will form either a sphere or cube of encasement with the exact shape being chosen by the Thaumaturgist upon the enchantment of the area.  Lastly – Spirits may additionally not circumvent the protection of the ward by shifting, for example, deeper into the Shadowlands and then attempting to exit within the warded area of effect.  In the latter case the Spirit upon emerging from the Shadowlands will find themselves shifted to the exterior of the Ward – still unable to penetrate the area.

History: (5-2-99)
Master Level Rituals
Divorcing the Soul (Player’s Guide pg. 92)*
Time Required: Variable – 10 minutes to several years. 

Duration: As long as the seeds are in place.

Components: Pomegranate seeds.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 4 

            and the Thaumaturgist must be 7th Generation.

“This is a devastating ritual that separates one's spirit from its physical element, although the spirit is kept imprisoned in the body.” “The true strength of this spell is that it can be used on a nearly limitless number of people.  During the ritual, the Thaumaturgist drops dead pomegranate seeds in a ring around the target, saying a short, enigmatic chant with each one.  The target could be a single person, a house, an office building, a city block or even a city.”

Mechanics:  All of the individuals inside of the ring of seeds, save the Thaumaturge and those that she excludes by mentally attuning them by spending one Mental Trait each, are affected as long as they are within the ring. These individuals, which are affected by this ritual, are subject to the following restrictions; they cannot use or regain their Willpower Traits, all of their Abilities decrease by one level (i.e. if they has two Occult they lose one, if they have one Occult then they have none), all of their Mental and Social Trait categories are decreased by three Traits, and they become almost incapable of creative thought.  They have no motivation, little emotion and are twice as susceptible to mind attacks and control if Dominate, Presence or the like are used against them (They can only declare half of their current Traits against the afore mentioned disciplines).  They also gain the Negative Mental Traits of Careless and Depressed and Negative Physical Traits of Lethargic and Slow.   If an individual leaves the enchanted area they must make a simple test to shirk off the enchanted area’s effects, if they fail this test they may make another for every hour they are outside of the region.



“The caster must be walking (one seed per pace), so after the initial seven-hour incantation, the ritual can take anywhere from 10 minutes to several years to complete.  The enchantment stays in effect until one of the seeds is displaced (burying them is a good idea).  Still, even if the seeds are dispersed over a wide area, it is only a matter of time before one is disturbed.”

Divorcing the Soul, MST 

A variable casting time ritual—This is a devastating ritual that separates one’s spirit from its physical element, although the spirit is kept imprisoned in the body. The affected individual cannot use or regain Willpower Traits, all of her Abilities drop to three Traits each, and she becomes almost incapable of creative thought. She has no motivation, little emotion and is twice as susceptible to mind attacks and control if Dominate, Presence or the like are used against her. (The victim must succeed in two challenges instead of one like normal to resist.) She becomes lethargic, careless, depressed and slow. The true strength of this ritual is that it can be used on a nearly limitless number of people. 

During the ritual the Thaumaturgist drops dead pomegranate seeds in a ring around the target, saying a short enigmatic chant with each one. The target could be a single person, a house, an office building, a city block or even a city. The caster must be walking (one seed per pace), so after the initial seven-hour incantation, the ritual can take anywhere from 10 minutes to several years to complete. The enchantment stays in effect until one of the seeds is displaced (burying them is a good way to keep this from happening.) Still, even if the seeds are dispersed over a wide area, it is only a matter of time before one is disturbed. 

Raise the Dead (Player’s Guide pg. 91)*

Time Required: Eight hours. 

Duration: Until the ‘Raised Dead’ decomposes as normal.

Components: Black candle wax, a corpse, salt, candles.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 4 and Spirit Lore - 1

            and the Thaumaturgist must be 7th Generation.


“This ritual allows the Thaumaturgist to do just that - resurrect a dead being, allowing it once again to dwell in the world of the living.  This is not a “resurrection” in the truest sense, however; the creature is not alive, nor is it undead, but is in fact as dead as the day it died.  The corpse is animated by a spirit the caster forces into it during an eight hour ordeal.  This ritual involves the pouring of black candle wax over the throat and heart of the corpse.  The wax is what initially binds the spirit to the body.  The corpse must also be branded on the forehead with a mystical symbol meaning ‘debtor.’ “



“The entire ritual must take place within a circle of salt, the diameter of which must equal the length of the corpse from head to toe.  Furthermore, the ritual requires complete darkness, save for the candle's light.  The body used must be fresh enough to have tissue still remaining on the bones, for the bondage of the spirit lasts only while tissue remains (decomposition continues at the normal rate); the fresher the cadaver, the better.  This is a tortuous existence for the spirit trapped within the rotting frame, and most resurrected beings will wish release as soon as possible.  This is the Warlock's main bargaining measure to get the spirit to do her bidding, for only she holds the power to release the spirit.  Other than that, the immured being may do as it wills with its new body.  Obviously, the spirit used must have been summoned or obtained before hand.”

Mechanics:  The creature has Physical Traits equal to half, rounded down, those the body possessed in life.  Also, while the spirit is trapped within the corpse, its Mental & Social Traits are halved as well.  Although, it does retain all of it’s Mental Disciplines in this form.  Lastly, this ritual cannot raise a destroyed vampire.

Raise the Dead, DST 

This ritual allows the caster to animate a corpse. It does not bring the subject back to life as the ritual's name implies, nor does it create an undead zombie. It merely provides a limited form of ambulatory mobility for the corpse The caster must brand a mystical symbol (the translation of which is “debtor”) on the forehead of the corpse and pour black candle wax over its heart and throat (signifying the bonding of the spirit to the body). Enough flesh must still be found on the body to allow mobility. The entire ritual is performed within a circle of salt (the diameter of which being equal to the length of the body from head to toe) in a room devoid of light—save for the black candle used in the ritual. The Thaumaturgist may only perform this ritual if a spirit is present to be forced into the body (requiring a Social Challenge against the spirit). This is not pleasant for the spirit, and it can only be released by the caster, or decomposition of the body (whichever comes first). The caster generally uses this fact to coerce the corpse into doing its bidding, as the spirit will usually wish to be released as soon as possible. 

Aside from the bargaining, the corpse maintains its own free will. The animated corpse has half the Physical Traits as it had when alive, as well as half the Mental and Social Traits possessed by the spirit trapped within (original traits may need to be established by the Storyteller). This ritual may NOT animate the body of a destroyed vampire, unless it was recently embraced (within the last few weeks.) 

Ritual of Holding (Player’s Guide pg. 92)*
Time Required: Six hours in addition to complimentary ritual. 

Duration: Dependent on complimentary ritual.

Components: None.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 4 

            and the Thaumaturgist must be 7th Generation.


“This is simply a way of extending the effect of another ritual.  Use of this ritual adds six hours to another ritual in order to extend its duration or enhance its effect.  Of course, this spell's results differ for every ritual to which it is added.”

Mechanics:  “Examples: It will lengthen the reach of Blood Walk to include the subject's progeny, and perhaps those whose blood he has tasted as well.  It will cause the container of Engaging the Vessel of Transference to exchange only one Blood Point for two Points that it takes.  It may render a ward virtually indestructible.  It may make it impossible for Cleansing of the Flesh to eliminate the Shaft of Belated Quiescence.  It may keep a spirit trapped by Raise the Dead indefinitely immured in the corpse.  The caster can make suggestions as to how it should work, but the Storyteller is the final arbiter of the extent of the “holding.” “

Ritual of Holding, RST 

This is simply a way of extending the effect of another ritual. Use of this ritual adds six hours to another ritual in order to extend its duration or enhance its effect. Of course, this ritual’s results differ for every ritual to which it is added. Examples: It will lengthen the reach of Blood Walk to include the subject’s progeny, and perhaps those whose blood he has tasted as well. It will cause the container of Engaging the Vessel of Transference to exchange only one Blood Trait for two Traits that it takes. It may render a ward virtually indestructible. It may make it impossible for Purity of the Flesh to eliminate the Shaft of Belated Quiescence. It may keep a spirit trapped by Raise the Dead indefinitely immured in the corpse. The caster can make suggestions as to how it should work, but the Storyteller is the final arbiter of the extent of the “holding.” 

Utter Destruction of Bonds (Player’s Guide pg. 92)*
Time Required: Ten minutes. 

Duration: Permanent.

Components: The caster’s tongue.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 4 

            and the Thaumaturgist must be 7th Generation.
“This is an incredibly powerful ritual, although many do not realize the extent of its potential, and it must be used with discretion.  This simple incantation takes a mere 10 minutes to recite, but requires that the caster's tongue be removed, crushed and smeared on the object to be affected.  The tongue is removed at the very end of the ritual, so there is no point in cutting out and saving one's tongues in one's free time.”

“... this ritual opens any designated object, and that object will never again be able to be closed.  This includes manacles, handcuffs, chests, boxes, windows, doors, safes, zippers, wounds, walls, books, eyes, mouths, throttles, holes in the earth, and the mouths of volcanoes.  It also opens dimensional boundaries that are tied to physical objects, and permanently destroys wards.  Not included are Blood Bonds, mental control or slavery.”

Mechanics: For the Thaumaturgist to accomplish cutting out her own tongue, she is required to expend a Willpower Trait. After that, the severing of the tongue causes an aggravated Wound that cannot be healed, or have Resilience used to make it a non-aggravated Wound, for the next three days.  Due to this wound the Thaumaturgist is not able to speak properly, while the tongue is gradually growing back, for this duration. 

Utter Destruction of Bonds, RST 

A ten-minute ritual—Although a very powerful ritual, many Thaumaturgists have not come to the realization of its potential. This simple incantation takes a mere ten minutes to recite, at the end of which the caster removes his/her own tongue (obviously, this must be done at the end of the ritual--no storing up tongues, folks), crushes it and smears it on the object to be affected. This action will cause the caster two aggravated wounds, and requires a Willpower Trait to be spent to actually do it. (It will take roughly two to three days to re-grow the tongue.) This ritual will open any designated object, and the object so affected will never again be able to be closed. This is not limited to physical objects—but also includes dimensional apertures that are tied to physical locales or objects, as well as permanently destroying wards. Blood Bonds, mental control and other forms of slavery are not affected. At any rate, the Storyteller is the final arbiter in determining precise effects in all cases. 

Superior Level Rituals

Chain of the Blood Line (Player’s Guide pg. 92)*
Time Required: Three nights. 

Duration: Permanent.

Components: The Kindred who is to be diablerized.

Availability: Tremere (Ultra Rare)

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 4 

            and the Thaumaturgist must be 5th Generation.


“This ritual grants the Warlock power over another vampire's extended brood, similar to a limited form of Blood Bond.  This ritual takes three nights and must end on the night of a new moon with the death of the Kindred whose brood the caster wishes to control.  The subject is completely drained of blood until his life essence is sucked from his body by the caster.  In addition to the normal effects of this act of diablerie, the Thaumaturgist learns all of the subject's brood, and all of her brood in turn, down to the last of the bloodline. When any of these Kindred (are) encountered, the caster may command (them) in any way, impelling (them) to obey.”  

Mechanics: Multiple Mental challenges are performed, between the Thaumaturgist and the “enslaved” Kindred, until the commanded Kindred succeeds in winning a challenge. The total number of successful challenges that are won by the Thaumaturgist determines the minimum number of hours before the commanded Kindred may even attempt to resist the Thaumaturgist and her commands.  The Thaumaturgist can easily bend the will of a weak minded Kindred, and can command him for extended periods.  In addition, the affected vampire begins to grow fond of the caster and before the commanded Kindred is able to attack, plot or otherwise act against the Warlock a similar Mental challenge, versus the Thaumaturgist, is needed.

History: It is rumored that this is the ritual Tremere himself cast before diablerizing Saulot.
Bone of the Kindred (Player’s Guide pg. 92)*
Time Required: Two nights. 

Duration: Permanent.

Components: The lifeblood of a Kindred and weapon made of bone or ivory.

Availability: Tremere (Ultra Rare)

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 4 

            and the Thaumaturgist must be 5th Generation.

“This two-night ritual creates an enchanted weapon made of bone or ivory.  The ritual requires the lifeblood of a Kindred.  This blood is absorbed into the weapon and cannot be used for any other purpose.  The enchanted weapon inflicts aggravated wounds.  When in use, the weapon seems to “drink” any blood that is on it.”

Mechanics: When in the hands of the one to whom the Weapon is attuned, it not only does an aggravated damage, but it steals a Blood Trait every time it strikes a target.  The Blood Trait that is stolen is absorbed into the blade; it may not be extracted from the blade but may be utilized by the Thaumaturgist for Blood Mastery against that target.  The number of Blood Traits that blade may hold, at any one time, is equal to the Mental Traits of the wielder.  If the number of Blood Traits is exceeded the blade consumes them wholly.  Within the blade the Blood Traits may remain for centuries if not longer.  

History: These weapons were rumored to have been created for the Tremere’s war against the Tzimisce in Transylvania, shortly after the Mages metamorphous.  It has been rumored that several of these weapons still exist that hold the blood of those that faced the Tremere centuries ago.

Weapon of the Kindred Soul (Player’s Guide pg. 92)*
Time Required: One week. 

Duration: Permanent.

Components: The lifeblood of a Kindred who is an expert in the use of that weapon.

Availability: Tremere (Ultra Rare)

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 4 

            and the Thaumaturgist must be 5th Generation.


“This ritual creates an enchanted weapon much like the “Bone of the Kindred” weapon from the above ritual.  The ritual requires the lifeblood of a Kindred who is also an expert in the use of the weapon to be enchanted.  As above, this blood is absorbed and may not be used in any other way.”


“The weapon created by this ritual becomes the vessel for the slain Kindred's soul and Willpower.  The Thaumaturgist conducting this ritual has a great deal of control over the weapon's new personality and goals, and commonly imbues the weapon with an overriding desire to protect the Thaumaturgist.  The weapon maintains all of the Abilities, Disciplines, etc. of the Kindred slain to create it, but all of its memories seem distant and unimportant.  The weapon is given a new name during the ritual, and can communicate with its user telepathically.  In effect, the weapon is a freethinking being with its own goals, Abilities and mystical Disciplines.”

Antediluvian Level Rituals

Invulnerable Weakness (Player’s Guide pg. 93)*
Time Required: An entire year. 

Duration: Ten years.

Components: Large diamond.

Availability: Unique to Tremere himself.

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 5 

            and the Thaumaturgist must be 3rd Generation.

“This is a jealously guarded ritual, allegedly known only to Tremere himself.  The ritual takes an entire year to cast and a massive number of complex components to complete.  The most important component is a large diamond bathed in the sun's rays for an entire, cloudless day and engraved with the symbols of life and death.  This gem is then consumed on the final night of the ritual.”  While the diamond is decomposing the Thaumaturgist is immune to fire, heat and sunlight.  Furthermore, the vampire can remain awake during the day.


“It should also be noted that the elder's blood takes on amazing qualities because of the decomposing diamond - he who drinks a single Blood Point will not only gain the normal benefits of elder vitae (Discipline enhancement, increased Blood Pool) but will also be immune to the destructive powers of flame, heat and the sun's light for an hour per Blood Point.”

Mechanics: The Diamond will stay inside the Warlock's body until it slowly and mystically decomposes over a period of 10 years.  During that time (or until the diamond is removed from the caster's body) the caster is immune to fire, heat and sunlight.  Furthermore, the vampire can remain awake during the day for a number of hours equal to the number of simple tests they win, one for each hour of the day.  

The Path of Blood

Basic

Blood Mastery

In possessing power over a portion of a subject's blood, you can, in turn, exercise power over him.  You can declare the use of Blood Mastery before or even during a challenge, as long as you do so before a test is performed.  To use Blood Mastery, you must possess a Blood Trait from the subject. Activating the Discipline destroys this Blood Trait.  However, you automatically win that single test, and no re-tests allowed.  If either party bid any Traits, they are not lost.  This process often acts as a prerequisite to other Thaumaturgical rituals.

Mixed Traits of Blood are handled as follows for Blood Mastery, the most likely use for such vessels.  Other utilization’s of mixed Traits of Blood should be handles on a ritual-by-ritual basis.  (Important Note: Due to the nature of Vessels of Transference and their enchantment, Blood Traits must be removed from the vessel and transferred to another container prior to use for Blood Mastery or other Blood magic.)  A Thaumaturgist who is in possession of, for example, two Traits of Blood from two individuals may use the two Trait container in a Blood Mastery Challenge against either.  Blood Mastery will, due to its nature, consume only the appropriate Trait of Blood against the intended target, leaving the other individual’s Blood Trait in the vessel.

Static Test for each dilution by half.  

Not dissapear against wrong individual

Inquisition of Captive Vitae

You are able to ascertain certain bits of information by astutely examining the blood of an individual.  You must have at least one Blood Trait to use this power, and the blood is destroyed in the process.  Some types of information that may be gained are: clan, generation, creature type, diablerie (up to one year) and physical nature.  The ritualist must win or tie a Simple Test for each question asked.

Intermediate

Theft of Vitae


Through concentration, you can visibly coax blood from a container or target into your body.  The source of the theft will be obvious, and one should expect an immediate attack if this is used on another Kindred.  Against a visible receptacle, even one in the possession of another, the power is automatic.  If the source of the blood is another creature or a Hidden (but known) source, you must first win a Mental Challenge against the target. If you win, you may choose to expend a Mental Trait for each Blood Trait you want to siphon out of your target.  Any Blood Traits above your maximum must be spent immediately or they are lost. Once in your body, this blood is considered yours and cannot be used against the original owner in any other use of Thaumaturgy.

Potency of the Blood


You can manipulate the blood within you, distilling it and making it more potent, effectively lowering your generation.  The more dramatic the alteration, the greater the price. These costs are cumulative.  For example, it would take the prodigious sum of ten Blood Traits to lower a 10th generation vampire to 6th generation.  While few Kindred can contain that much blood, there is nothing to say she couldn't have more blood externally present for the process.  Kindred may only be under the effect of a single application of this Discipline at one time, and the effects fade at the next sunrise.



      

     Potency Generation

                 Generation             Traits / Generation      
      12 11 10 9  8  7  6  5  4 
13th to 10th 
1 Blood Trait
13 1  2  3  5  7  10 13 17 22
10th to 8th 

2 Blood Traits 
12 -- 1  2  4  6  9  12 16 21
  
  8th to 6th

3 Blood Traits 
11 -- -- 1  3  5  8  11 15 20

 
  6th to 5th 

4 Blood Traits 
10 -- -- -- 2  4  7  10 14 19

  
  5th to 4th 

5 Blood Traits 
9  -- -- -- -- 2  5  8  12 17

      




8  -- -- -- -- -- 3  6  10 15




 

7  -- -- -- -- -- -- 3  7  12

Advanced

Cauldron of Blood


With a touch, you can cause the very life-fluid inside a foe to boil and burn within her veins.

Unless the victim cannot resist, you must first win a Physical Challenge to establish a firm grip on the victim. Once this has been achieved, you spend a Willpower Trait to activate the Cauldron of Blood.  At this point, you may choose to expend a variable number of Mental Traits.  Each Mental Trait spent will destroy a single Blood Trait and inflict an ordinary wound.  You may not inflict more wounds than the victim has Blood Traits.  A human who loses two or more of her Blood Traits in this manner will die.

The Path of Blood (Pg. 97)

Basic

Inquisition of Captive Vitae

Note: As per Laws of the Night, only ONE question may be asked per Blood Trait sacrificed in this manner. 

Clarifications-When used to detect clan; it cannot differentiate between an Antitribu and a normal member of the clan (same with Brujah vs. True Brujah.) It can, however, determine if the person has traces of a Vaulderie (the effects of which last up to a year and a day like normal blood bonds) in their blood, which may be proof enough. Additionally, blood bonds, blood disorders, negative Physical Traits, and Disciplines are some other types of information that can be gained in this manner. A Garou's tribe may not be determined from this power. 

Tremere learning this power are trained to know the differences between Clans. Part of their training is to try the base 13, Baali, Salubri and all the major Bloodlines. When a Tremere first tests a Kiasyd, Bushi, Child of Osiris, Hengeyokai, Blood Brothers and Gaki and ask what Clan the answer delivered will be Unknown. Later, they may learn to tell that Clan/Bloodline as a separate entity. For characters of other Clans that learn Inquisition, they will need to start piecing together what clans they can correctly identify, as they have had no prior training. A Storyteller must approve all identifications for these characters. 

As a point of clarification between Laws of the Night and the Diablerie section in Chapter Three, while the actual taint of Diablerie and the essence of the victim may only be detected in the blood for a year, evidence of Diablerie can be detected forever unless masked somehow. All one needs do is determine their generation at Embrace and their current generation (both of which require a separate test if done in this manner), and the pieces come together. 

Intermediate

Theft of Vitae

Clarification-This power is not obvious to anyone other than the victim. Any victim, whether Mortal or Kindred. She and the Thaumaturgist are the only ones who can 'see' the effect (which appears something like a shimmering crimson light between both vampires.) If the power is used against a visible container, onlookers may notice the contents of the container diminishing, but will not automatically know why or where the blood has gone. This power does not filter the blood so the Kindred employing this power may be affected by diseases, Blood Bonds and the like as appropriate. 

Potency of the Blood

Keep in mind that collecting huge amounts of blood may become a violation of the Masquerade if detected. And we assure you, Storytellers are encouraged to make an issue out of it. Clarifications-This power does not grant the Thaumaturgist with any additional Attribute Traits, Abilities, Willpower or Disciplines(or ability to learn Disciplines), however it does 'energize' their blood enough to hold the higher Blood Pool amount. It also allows the vampire to function as a lower generation for the purpose of Disciplines (like Dominate), and such things as using their blood to bring other vampires out of torpor. Its effects are not lasting however, so if a Thaumaturgist decided to embrace a mortal while under the effect of this power, the newly created vampire would start one generation higher than the Thaumaturgist's true generation, not the temporary generation gained by Potency of the Blood. 

Advanced

Cauldron of Blood

Clarification-A Physical Challenge is necessary if the Thaumaturgist is already in physical contact with the victim (or vice-versa) because you must get a FIRM grip. Example: Tony Tremere is shaking Gary Gangrels hand and activates Cauldron of Blood. Gary says, 'No. You forgot the Physical challenge, I yank my hand away as you start to steam me.' The two then engage in a Physical challenge. Once again, even if the Thaumaturgist is in physical contact with the victim, she still must initiate a Physical challenge to establish a FIRM grip with the victim. You must also win the Physical Challenge so someone grabbing you is not sufficient. It only requires physical contact, not skin-on-skin contact, so gloves are okay.
Biothaumaturgic Experimentation, MST (NPC only)

Almost like a “dark science” unto itself. Practitioners of this path need a laboratory and all sorts of strange equipment to carry out their experiments. The average cost of experimentation varies with the level of the Path. The Basic level requires $1,000 per week; the Intermediate levels require $3,000 per week; the Advanced level requires $5,000 per week. Unless indicated below, each use of this path requires a week of uninterrupted time. 

Basic

Animal Experimentation

The vampire may Thaumaturgically alter lesser life forms. The vampire can change the size, Attribute Traits, Abilities, instincts, nature, ecology, internal makeup and appearance of animals and other creatures less complex than humans. With a successful static Mental Challenge (retest: Medicine) against 12 Traits, the vampire may elect to spend up to 5 Mental Traits toward altering the creature. Each Mental Trait expended allows them to subtract, or alter one Attribute Trait, two Ability Traits (within reason), one instinct, one behavior pattern, one aspect of the creature's ecology (such as diet or climate) or some physical feature (such as a leg, tentacle, set of feelers, etc.) The Storyteller must approve all modifications. 

Intermediate

Thaumaturgical Surgery

The vampire can perform Thaumaturgical surgery on patients using all sorts of wickedly shaped tools. The surgery can heal all sorts of wounds in both natural and supernatural creatures, including aggravated wounds. With a successful static Mental Challenge (retest: Medicine) against 10 Traits, the vampire may elect to spend a Mental Trait for each non-aggravated wound they wish to heal, and/or two Mental Traits for each aggravated wound they wish to heal in this manner. Surgery cannot be performed on the same patient more than once per injury. Note that this surgery does not necessarily require one week to perform, but it takes at least that long to recover from. 

Human Experimentation, MST anytime used

The vampire can perform alterations on humans just as she can on animals. Treat as Animal Experimentation, except that it functions on humans. The total number of Traits may not be increased but may be altered. Example: Tommy Tremere decides to redesign his secretary Suzie. Suzie had 5 Phys, 6 Soc. and 3 Men, for a total of 14 Traits; Tommy fiendishly redesigns her to be 10 Phys, 3 Soc and 1 Men. Tommy cannot exceed the Trait Maximum for humans (10) but can make Suzie pretty buff. 

Advanced

Supernatural Experimentation, MST anytime used

The vampire can perform alterations on supernatural creatures, such as vampires, Garou, mummies, mages, faeries (changelings), and sometimes wraiths (Risen), just as she can on animals and humans. Treat as Animal Experimentation, except that it functions on supernatural creatures. The total number of Traits may not be increased but may be altered, and the Trait Maximum still applies. 

The Path of Conjuring
“The ability to create things out of thin air is a traditional occult power, and those who practice the Path of Conjuring can do much more than pull a rabbit out of a hat.  These conjured items differ from their real counterparts in a number of ways – the most notably their lack of defects.  In addition, each item lacks defining characteristics.  For instance, a wolf created via Power over Life will have uniform patterns on its skin and a Mini-Uzi brought to hand via Magic of the Smith will lack scratches, marks or personalized additions.” 

“Note that nothing larger or heavier than the conjuror can be called into existence through this power, though the Tremere are said to have rituals that allow this.  Also, the conjuror must have some familiarity with the object being summoned, for it must be called out of her own memory.  If the conjuror has never seen anything more than a picture of the thing to be conjured, the Storyteller should increase the difficulty..., while intimate knowledge (conjuring one’s husband) may well allow a decreased difficulty.” (Vampire Players Guide pg. 81-83)

Once conjured, objects generally lasts for a single scene, save if Permanency is utilized, or until destroyed by any force that could normally destroy such an item, dispelled by another conjurer (see Reverse Conjuration) or willed out of existence by the creator.  When conjured the item will appear within arms’ length of the Thaumaturge.

Overall Mechanics: After the creation of any object, the Thaumaturge must engage in three static challenges to determine the quality of the item being conjured, as per the following chart.  Note, appropriate Abilities, as well as an Occult Ability, allow for retests on this challenge.  But, only one such retest, regardless of the Ability used, may be used for each individual object conjured.  Also note, the Storyteller may change the number of successes needed depending on the complexity of the item and the Thaumaturgist’s appropriate Abilities in that area. 

  0 successes 
- Useless/ Broken

  1 success 
- Poor Quality (simple test each time item is used, or item breaks)

  2 successes 
- Average Quality

  3 successes 
- Fine Quality (item bestows +1 trait, if appropriate, and is worth 2x as much 

    as normal value of such an item)

Basic
Summoning The Simple Form

The Thaumaturgist is able to conjure simple items. These items must be very simple - a steel dagger, a featureless coin, a stake, water, acid, and a solid shield are examples. These items cannot have any moving parts; they cannot be made up of many smaller physical components (so a flail is not possible, for example), nor can they possess any attributes which would require any sort of craftsmanship, such as designs or insignias. 

Mechanics: The Thaumaturge must expend a Mental Trait and make the Simple Traits to create the item. The Thaumaturgist then brings forth a trait of her own blood, which morphs into the desired object. 

To extend an object’s time of existence past the initial scene, the conjuror may spend additional Mental Traits to continue the items existence.  One Mental Trait per additional scene, or approximately 10 minutes, at this point; if she does so, she need not spend another Blood Trait. 
Permanency

The Thaumaturgist is capable of creating object that are, as the path level indicates, permanent in nature. Objects made permanent will not vanish if the creator attempts to will them out of existence or suffers Final Death.

Mechanics: The Thaumaturge must make a Simple Test to succeed at making an object ‘Permanent’.

If she fails, the item is not permanent and she must expend a Willpower Trait before she may attempt to make that particular object permanent.  Note, attempts to make objects permanent may be done at any time before the object would normally disappear.  


Note, the item card for items created in this way must be clearly marked <CONJURED>.  But, this can only be discerned if closely examined, by a Thaumaturge that either possesses a minimum of three Occult Ability or any portion of the Path of Conjuration, and the examiner succeeds in a static Mental challenge against the conjurer.  

Spirit’s Touch, if used on the item, will also reveal the identity of the Thaumaturge, but only if the person using Spirit’s Touch knows the Thaumaturgist’s “Spirit Impression” by having previously Spirit touched the Thaumaturge or her know items.

Intermediate

Magic of the Smith
This power acts as Summoning the Simple Form in all but the following: it can create decorated or be a complex items, such as machine guns, CD players, grenades, switchblades, coins, and others are all possible. The caster is only limited by her imagination and her knowledge of such items.

Mechanics: Magic of the Smith requires an expenditure of three Blood Traits, three Mental Traits and an appropriate Ability to bid.  Firearms could be bid to create a handgun, Melee to create a broadsword, Security to create a lock or alarm, Science to create chemicals, Repair could be bid to create almost any mechanical device, etc. 

Reverse Conjuration 


The Thaumaturgist, with this level of the Path of Summoning, has gained the ability to undo the construction of a previously summoned object. 
Mechanics: The summoner can automatically undo their own creations, but if the Thaumaturge wants to undo another conjurors’ creation they must succeed in a Mental Challenge against the conjuror to dispel any conjured item.  If the item is permanent, the Thaumaturge wishing to dispel the item must expend a Willpower Trait in order to receive a challenge against the conjuror. 

Advanced
Power Over Life 


“While true life is still beyond the vampire’s capability, this power enables her to create simulacri of living creatures.  The living beings thus summoned lack free will, emotions or creativity, but will intelligently follow the creator’s instructions.”

Mechanics: Power Over Life requires a variable expenditure of Blood Traits (depending on the size of the simulacri - see below) and three Traits (one mental, physical and social) which are appropriate to the simulacra being created.  Note, if a Kindred’s Blood Trait is used, in conjunction with the total amount of blood needed, an exact physical duplicate of that kindred may be created.


Also, a Simple Test is required during creation.  If the Simple Test to create it is failed, the simulacra is deformed and/or, worse, uncontrolled.


The initial creation has 1 Physical, 1 Social, and 1 Mental Trait.  But, more traits may be added to any of the attributes at the cost of one additional Blood Trait, above the size requirement, per additional Physical, Social or Mental Trait.  The maximum number of traits for the Simulacri is determined by the Occult Ability of the Thaumaturge.  In essence the simulacri may have 8 Physical, 3 Social and 3 Mental Traits plus two traits, in any category, per Occult Ability possessed by the conjuror.  These simulacra, whether humanoid, animalistic or totally fantastic in appearance will have no minds of their own and know only what their creator programs them to know - which is accomplished by expending appropriate abilities and traits when conjured.

“Even with Permanency, these creatures are too complex to maintain for long.  Every night they are kept in existence they become a little more insubstantial, until by the end of a month they have faded into nothingness.”
Amount of blood required for simulacra of various sizes:

1 Blood Trait
- Insects, Mice

4 Blood Traits
- Small Humanoids, Large Dogs


2 Blood Traits
- Cats, Small Dogs

5 Blood Traits
- Humanoids


3 Blood Traits
- Regular Dogs



Path of Conjuring, RST

The ability to create things out of thin air is a traditional occult power, and those who practice the Path of Conjuring can do much more than pull a rabbit out of a hat. These conjured items differ from their real counterparts in a number of ways--most notably their lack of defects. In addition, each item lacks defining characteristics. For instance, a wolf created via Power Over Life will have uniform patterns on its skin and a Mini-Uzi brought to hand via Magic of the Smith will lack scratches, marks or personalized additions. 

Note, that nothing larger or heavier than the conjurer can be called into existence through this power, though the Tremere are said to have rituals that allow this. Also, the conjurer must have some familiarity with the object being summoned, for it must be called out of her own memory. If the conjurer has never seen anything more than a picture of the thing to be conjured, the Storyteller will increase the difficulty of the tests (and the object may not function properly), while intimate knowledge (conjuring a replica of one's husband) may well allow a decreased difficulty. 

Basic

Summoning the Simple Object

The conjurer can summon a simple inanimate object. The object cannot have any moving parts and cannot be more complex than, for example, a flint dagger, a wooden stake or a featureless gold doubloon. The conjurer must spend a Willpower Trait to summon the object and must spend a Mental Trait each minute to keep it from disappearing. The object's quality depends on a static Mental Challenge against 8 Traits (an appropriate Ability may be used for retest, such as Melee, Repair/Metalworking, or Science.) A failure produces a odd-looking, brittle object; a success conjures one virtually indistinguishable from the real thing--maybe even a little stronger; a tie indicate an adequate copy of the object has been made. If the Thaumaturgist does not possess an Ability appropriate to the object being conjured, the levels are shifted down one (i.e., a win indicates an adequate copy, and a tie indicates an odd-looking, brittle one.) In such cases a failure indicates a dangerous or unstable object which may or may not function according to the intentions of the conjurer. 

Permanency

With this power, the conjurer can conjure an object without a minute-by-minute Mental Trait expenditure. This object is real, and will not disappear for one night. Only simple objects, those without moving parts, can be conjured in this fashion. To make an object permanent, the conjurer must expend a permanent Mental Trait. Permanency may not be used on an item created by Magic of the Smith or Power Over Life. 

Intermediate

Magic of the Smith

This power allows the conjurer to create complex devices with movable parts. Guns, CD players or almost anything else (subject to Storyteller approval) can be called up using Magic of the Smith. To conjure something using this power costs two Willpower Traits. Additionally, it costs a Mental Trait every 5 minutes to sustain the item. Like with Summoning the Simple Object, the object's quality depends on a static Mental Challenge against 10 Traits (an appropriate Ability may be used for retest, such as Firearms/Gunsmith, Melee, Repair/Electronics, or Science.) A failure produces a odd-looking, brittle object which may jam or blow up in its creator's hand; a success conjures one virtually indistinguishable from the real thing--maybe even a little better; a tie indicate an adequate copy of the object has been made. If the Thaumaturgist does not possess an Ability appropriate to the object being conjured, the levels are shifted down one (i.e., a win indicates an adequate copy, and a tie indicates an odd-looking, brittle one.) In such cases a failure indicates a dangerous or unstable object which may or may not function according to the intentions of the conjurer. Permanency may not be used on Magic of the Smith. 

Advanced

Power Over Life

While true life is still beyond the vampire's capability, this power enables her to create simulacra of living creatures for one night. The living beings thus summoned lack free will, emotions or creativity, but will intelligently follow the creator's instructions. Creating a simulacrum requires the expenditure of two Willpower Traits and a successful static Mental Challenge against 15 Traits. A failure indicates something horribly wrong has happened (Storyteller discretion.) Simulacra may be maintained for three days for each permanent Mental Trait expended toward this purpose, but these creatures are too complex to maintain for long. If the maintenance cost is not paid, they slowly grow a little more insubstantial, until by the end of the night they have faded into nothingness.  

Path of Conjuration (LoE pg. 73-74)

Nothing larger or heavier than the conjurer may be summoned (no LAW rockets and no tanks).  Conjured items differ from their “live” counterparts in that they seem too perfect and have no distinguishing characteristics.

Basic

Summoning the Spirit

“You can summon a simple inanimate object with the expenditure of one Willpower Trait.  The object cannot be more complex than a hand-held object with no moving parts (dagger, pencil) and weighing no more than 10 pounds.  The object remains solid for 10 minutes for every Willpower Trait expended (e.g., three Willpower equals 30 minutes), then returns to the place from which it was summoned.”

Permanency

“You can conjure an object without the expense of Willpower.  The object cannot be more complex than a hand-held object with no moving parts (dagger, pencil).  An object conjured in this fashion is permanent and must be physically returned to its place of origin.  The cost for this power is the expenditure of two Blood Traits.”

Intermediate

Magic of the Smith

“You can summon forth complex objects with moveable parts (handguns, CD players, anything within the limits of size) with the expenditure of two Willpower Traits.  You must have a working knowledge (Storyteller’s discretion) of the object.  The object remains for 10 minutes per every Willpower Trait you expend (e.g., three Willpower points equals 30 minutes).  Permanency will not affect objects conjured with this power.”

Advanced

Power over Life

“You may create simple simulacra of living beings.  These creations lack free will, emotions and creativity, but will follow your orders.  To conjure the simulacra requires the expenditure of five Blood Traits.  The beings last for one evening and may not be made permanent.  (Note: Simulacra [or golems] created in this manner have seven Physical Traits, no Mental or Social Traits, no Abilities, and are immune to all Mental and Social Challenges.)”

Path of Corruption

“The power to manipulate and warp others’ forms and personalities can be looked upon as natural for the Tremere.  Indeed, it is said that one cannot be a true master within the clan unless one has mastered this path, but then many things are said about the Tremere.” Lastly, to use any of the powers of the Path of Corruption requires that the Thaumaturge be within arms' length of the intended target. (Vampire Players Guide pg. 85-86)

Basic

Contradict

“The corrupter can make any individual say or do the opposite of what he had originally intended - but only in the moment.  An arresting officer will let a prisoner go, a marriage proposal will turn into a bitter denunciation and a left turn will become a right turn.”

Mechanics: To utilize this power the Thaumaturgist must succeed in a Social challenge against a target.  The challenge may be initiated in response to another’s actions, but must be done before any tests are initiated, in order to preempt their actions or responses.  If successful, the subject must do/commit the opposite action than intended, for one action, approximately 3 seconds, and will not attribute this action to the Thaumaturge.  If decisions are changed in this manner the subject will later rationalize their decision as being their own or attribute it to such things temptation or “the Devil made me do it.”

Disfigurement

“Just as Mask of One Thousand Faces allows a character to change his own appearance, so does Disfigurement allow a character to change someone else's for a night.  This power only changes facial appearance, and the individual otherwise remains the same.  Normally this power is used to disfigure others, but it can actually be used to make them look better (or simply different).”  It is also possible, although potentially difficult, to make someone look like someone else.

Mechanics: By making a successful Social Challenge, and obtaining physical contact with a target, the Thaumaturgist may alter another’s facial features for the remainder of the night. The Thaumaturge may choose an appropriate appearance related Social Trait to add or subtract from the victim, note generational maximums still apply.  To make a person look like another person requires the Thaumaturge to add and remove the appropriate appearance related Social Traits until the target has the same number and type of such appearance related Social Traits as the intended model. 

Intermediate

Change Mind

“With this power, the vampire can cause drastic changes in another's actions.  A person affected by this power can undergo extreme mood swings in mere seconds.”

Mechanics: This power requires a Social Challenge and allows the caster to change the Demeanor of the target to any that she specifies.  To accomplish this the Thamaturgist must succeed in the Social Challenge and display, by acting out the qualities of the Demeanor, that she wants the target to emulate.  The subject's demeanor will only be changed for one evening.  Also, the temporary expenditure of one Social Trait will allow the Thaumaturgist to change, without a challenge, the demeanor of a previously affected subject during that evening.

Cripple  

“This power lets the corrupter effectively turn the target into a paraplegic.”

Mechanics: With physical contact and a successful Social Challenge, the caster may temporarily paralyze a subject from the waist down.  Just like Cauldron of Blood, this power may be utilized during Celerity actions when physical contact is obtained.  The effect initially lasts for one half hour, but may be increased by an additional half hour for every success in an extended Social challenge. 

Advanced

Corrupt Soul

“A more intense version of Change Mind, Corrupt Soul can transform a person's very essence.”

Mechanics: This power acts as Change Mind above except that it affects the targets' Nature instead of affecting his Demeanor.

Corruption, RST

The power to manipulate and warp others' forms and personalities can be looked upon as a natural for the Tremere. Indeed, it is said that one cannot be a true master within the clan unless one has mastered this path, but then many things are said about the Tremere. All of these powers require that the target be within arm's reach. 

Note for Setites: This path may be taken as a normal out-of-clan discipline by Followers of Set (and Serpents of the Light) without previously knowing the Discipline of Thaumaturgy. They are able to use the Path in its original Egyptian form, free of the ceremonial trappings the Tremere find necessary. This path may only be gained with experience (in other words, it cannot be taken during character generation, unless the character begins with experience points.) You must receive permission from your Regional Storyteller to learn this Path; however, it does not allow you access to Rituals or other paths. 

Note: Each use of this Discipline causes Wyrm-Taint in the area the power is used in. 

Basic

Contradict

The corrupter can make any individual say or do the opposite of what he had originally intended--but only in the moment. An arresting officer will let a prisoner go, a marriage proposal will turn into a bitter denunciation and a left turn will become a right turn. This requires a successful Mental Challenge against the target. 

Disfigurement

Just as Mask of 1000 Faces allows a character to change his own appearance, so does Disfigurement allow a character to change someone else's for a night. Unlike Mask, Disfigurement is physical change rather than a mental power. This power only changes facial appearance, and the individual otherwise remains the same. Normally this power is used to disfigure others, but it can actually be used to make them look better (or simply different.) This requires the expenditure of a Mental Trait and a successful Mental Challenge against the target. It is very difficult to make the victim look like someone else; this requires two static Mental Challenges (retest: Performance) against 18 Traits. A maximum of +3 to -3 appearance related Social Traits may be changed for the night--not to exceed generational maximums. 

Intermediate

Change Mind

With this power, the vampire can cause drastic changes in another's actions. A person effected by this power can undergo extreme mood swings in mere seconds. With a successful Social Challenge, the vampire can force their victim to assume any Demeanor they wish for one hour. With the expenditure of a Willpower Trait she can force them to assume any Nature she wishes as well for one hour. 

Advanced

Cripple

This power lets the corrupter effectively turn the target into a paraplegic. The vampire can paralyze someone from the waist down with the expenditure of a Willpower Trait and a successful Mental Challenge. The effect normally lasts for five minutes. Each power of Fortitude possessed by the victim reduces the effect's duration by one minute.

Corruption (LoE pg. 77-78)

“All of these powers require that the target be within arm’s reach of the caster…”

Basic

Contradict

“You can make the target say or do the opposite of her intended action.  A left turn becomes a right turn, or a yes becomes a no.  You must defeat the target in a Mental Challenge to have this effect.”

Disfigurement

“This Discipline allows you to make minor changes to a target’s facial feature for the night.  You could remove eyebrows, lengthen the target’s nose, or enlarge her ears.  This ability is not powerful enough to disguise an individual completely or even to make the target unrecognizable.  You must succeed in a Mental Challenge against the target.  If you are successful, the target receives the Negative Trait Repulsive x 2 for the remainder of the evening.”

Intermediate

Change Mind

“You can change the Demeanor of your target for the evening.  The victim is affected by drastic mood swings immediately, as her Demeanor changes to your choice.  This power requires a successful Mental Challenge.”

Cripple

“This power allows you to turn your victim into an invalid for a round.  The target may not initiate Physical Challenge and must bid three extra Traits in any Physical Challenge initiated against her.  You must expend a Willpower Trait and win a Mental Challenge against the victim.  For each level of Fortitude the target possesses, you must expend an additional Mental Trait.  You may opt to extend the time of affliction at a cost of one Mental Trait per minute.”

Advanced

Corrupt Soul

“After the expenditure of a Willpower Trait in addition to a successful Mental Challenge, you can change your target’s Nature for the evening.  This ability is a more intense version of Change Mind and can warp the victim’s very essance.”

Elemental Mastery, RST

Similar to Spirit Thaumaturgy, Elemental Mastery offers the Kindred control over the souls of inanimate objects. Often seen as control of the four elements (Air, Earth, Fire, and Water), this Path actually gives its followers the ability to manipulate all forms of insensate objects. 

Basic

Wooden Tongues

While inanimate objects have only a limited concern for what goes on around them, Wooden Tongues allows a vampire to get at least the impression of what an object has experienced. Such an object's memory is limited and its feelings may be alien to the character, but it can give information of extreme value. This communication requires a successful static Mental Challenge against 10 Traits (retest: Linguistics.) The amount of information available is at Storyteller discretion. 

Intermediate

Animate the Unmoving

Chairs grab their occupants, doors swing open and closed and guns leap out of their owners' hands when this power is used. An object cannot take actions impossible for its form (i.e., a door could not pick someone up and carry her across the street), but objects with legs can run, wooden stakes can twist out of hands and statues can mimic human life. Use of this power requires the expenditure of a Willpower Trait and a static Mental Challenge against 10 Traits. Success indicates that one object (which must remain in the character's line of sight) comes to life. The object maintains this mobility for as many turns as the character is willing to spend Mental Traits. The traits and damage of objects are at Storyteller discretion. 

Elemental Form

With this power, the character can take the form of some inanimate object of equal size and weight. This requires the expenditure of a Blood Trait and a successful static Physical Challenge against 10 Traits. This form lasts until sunrise unless the Thaumaturgist decides to revert to normal sooner. It takes one minute to transform. 

Advanced

Summon Elemental

This power allows the character to summon one of the traditional elementals of myth and legend. Beings of water, earth, fire and air appear within five feet of the character. There are rumors that elementals other than the traditional four may be summoned, such as electricity and even nuclear one--but you are NEVER going to have them or summon them. These beings require the presence of some amount of their natural element to be invoked and may or may not follow their summoner's instructions. Summoning an elemental requires 30 minutes, and a successful Social Challenge. Once the elemental appears, the Thaumaturgist may do one of the following things to get the elemental to serve him: 

· Politely request that the elemental do something. This is usually followed up by an offer of reward or promise of some favor in return. (This requires a successful Social Challenge.) 

· Command the elemental to do something, by using Dominate. 

· Bully the elemental into doing something by attacking it, defeating it and forcing it to agree to serve you. 

Of course commanding or bullying the elemental may gain the character a Notoriety Trait. Politely asking for the assistance of the elemental is the preferred method since it may support further interaction at a later time. If the elemental wins the Challenge, it may immediately depart. If the elemental loses, it will usually serve the summoner to the best of its ability and then depart. A Thaumaturgist may attempt to repeat the above tactics to get the elemental to continue to serve him. 

Elementals are considered equivalent to Jagglings as listed in Laws of the Wild (pg. 192), possess 3 charms. Some examples below. 

· Water: 8 Power Pool, 5 Rage, 5 Willpower, 8 Gnossis, Abilities Brawl, Charm: Affinity Attack/Defense, Materialize 

· Air: 8 Power Pool, 6 Rage, 3 Willpower, 5 Gnossis, Abilities Dodge, Firearms*, Charm: Affinity Attack/Defense, Materialize 

· Fire: 8 Power Pool, 8 Rage, 6 Willpower, 3 Gnossis, Abilities Firethrowing 3, Dodge, Charm: Affinity Attack/Defense, Materialize Note: Fire Elemental pays 1 Rage for its Affinity Attack which is equivalent to Flamebolt. 

· Earth: 8 Power Pool, 3 Rage, 7 Willpower, 6 Gnossis, Abilities Brawl 2, Charm: Affinity Attack/Defense, Materialize

Elemental Mastery (LoE pg. 76)

Basic

Elemental Strength

“This power allows you to increase your Physical Traits without the need to expend Blood Traits.  You can expend one Willpower Trait to gain the Physical Traits Brawny, Dexterous and Resilient.  To maintain this power, you must continue to expend one Willpower Trait per round after the first round.  You may only spend one Willpower Trait per round towards this Discipline.”

Wooden Tongues

“This power allows you to gain information from inanimate objects.  You may attempt to gain impressions of what the object has experienced by succeeding in a static Mental Challenge against the object (difficulty determined by Storyteller).  The object’s memories are limited and its feelings may be completely alien to you, but any information gained can be extremely valuable.  This use of the Discipline usually requires the assistance of a Narrator.  To enact this power, you must expend a Mental Trait.”

Intermediate

Animate the Unmoving

“This power allows you to animate objects that are within line of sight.  With the expenditure of one Willpower Trait and a successful Static Challenge, you can call upon an object to perform a simple task.  Chairs can run, statues can walk or attack, and a stake could squirm out of someone’s hand.  You may keep the object active past the first round at the cost of Mental Trait per extra round.  The Narrator should determine the Traits of the object.”

Elemental Form

“With the expenditure of one Blood Trait, you can assume the form of an inanimate object of equal size and weight to your own (e.g., a chair, desk, pillar, etc.).  You may opt also to spend one Willpower Trait at the time of change, which allows you to have access to your senses and Disciplines.  There is no cost to return to you original form.”

Advanced

Summon Elemental

“This power allows you to beckon one of the traditional elementals of myth (fire, water, air and earth).  You must succeed in a Static Challenge against 10 Traits to summon the elemental.  Then you must win a Simple Test to control the creature.  If you fail the Simple Test, the elemental attacks you.  If it is controlled, you may banish the elemental at will.  See Laws of the Wild for the statistics of the elementals.  The duration of this power is one hour.”

Lure of Flame
This Path allows the character to manipulate and create fire.  Flames created by this path are unnatural, and they will not ignite objects until they are released by the magus.
Basic

Hand of Flame


The Kindred may instantly call forth a flaming wreath about her hands.  If the Thaumaturgist defeats her foe in a Physical Challenge with the flaming appendage, she will inflict an aggravated wound instead of a normal one.  Foes or objects hit with the Hand of Flame that are particularly flammable may ignite (Storyteller's discretion).

Flamebolt

By expending a Mental Trait, the Kindred may summon forth and hurl a fiery brand at range.  This functions exactly like a ranged weapon except that the character uses her Occult Ability instead of Firearms.  Mental Traits are used for any challenges involved.  Other trivial (no test needed) uses of this power include lighting cigarettes and candles at range or destroying light cloth and paper items.  More resilient items would require a Static Challenge.

Intermediate

Engulf


The Kindred can engulf a foe in as searing column in of flames. The character must first win a challenge against the foe.


For the Thaumaturgist, this is a Mental Challenge using the Occult Ability (to master the fiery energies and place the flames accurately), while the defender must employ Physical Traits (to avoid the flames).  To initiate the challenge, the attacker must expend a Willpower Trait.  If the casting is successful, the subject combusts, suffering two aggravated wounds.  For each challenge or every full five seconds (whichever is greater) that passes, the victim may attempt to win or tie a Simple Test to extinguish the flames.  Failing or engaging in alternative actions results in another aggravated wound and continued burning.  Success indicates that the flames are out and no further damage is inflicted.

Advanced

Firestorm


By will alone, the Kindred can summon up a firestorm that encompasses areas and can incinerate multiple foes.


To activate this Discipline, the character must expend a Willpower Trait and define the area she wishes to affect. This area may be no more than twenty feet in diameter. Animate targets in this area must win a Static Physical Challenge (difficulty of six Traits) to leap to safety.  If there is nowhere for a victim to escape (Narrator's discretion), he fails the test, or if he cannot or will not leave the area, he will suffer one aggravated wound.

Movement of the Mind

This path allows the character to move objects with the power of his mind. (LotN pg. 99)

Basic

Force Bolt


The character can focus her will into a tangible bolt of mental force that can send a foe reeling at range.  Casting this effect requires the expenditure of a Willpower Trait.  If the Thaumaturgist can defeat her opponent in a challenge (using her Mental Traits against the subject's Physical Traits), the subject is knocked down and stunned for fifteen seconds (counted aloud).  During this time, the victim cannot not initiate any physical actions.  She may use appropriate stamina-related Traits to avoid damage from further challenges. Opponents with Swiftness are only stunned for ten seconds. Rapidity reduces this to five seconds, and Kindred with Fleetness recover immediately.  Treat this Discipline as ranged combat.

Instead of the cost of a Willpower trait, it now costs a blood trait and a mental trait.

Manipulate


The Kindred can perform fine and delicate manipula-tion of items at range by concentrating intently upon them. Using Abilities in a challenge in this manner is somewhat difficult, however, and the character must risk two Traits instead of one on challenges of this manner.  In general, the character may only manipulate objects that could be lifted in one hand by the average human.  Furthermore, the speed of objects manipulated is equal to a casual walk.  Range cannot exceed 100 feet.

Intermediate

Flight / Snare


The character can crudely lift and move large objects (no more then a few hundred pounds).  If the caster uses this on himself, the character can “fly” for short distances and avoid falls.  Against an opponent, this Discipline can hold foes at bay by holding them off the ground.  This does not prevent the victim from firing a gun, calling for help or using her own Disciplines, however.

To successfully snare an opponent, the character must first defeat the subject in a challenge using his Mental Traits versus the subject's Physical Traits.  This power is too awkward and clumsy to accurately drop objects on foes or hurl projectiles at an opponent.

If used to achieve flight, the power cost one Mental Trait per five minutes of use.

Note: Once ensnared and lifted off the ground, a targeted player may escape by winning a Mental vs. Physical(theirs) challenge based on strength. They may attempt to escape this once every five minutes. The first try to escape is five minutes after the initial challenge in which the target is ensnared. 

Advanced

Major Manipulation


With this power the character can lift great weights (up to an automobile) and immobilize or hurl foes away. When used against an opponent, the character must first defeat him in a challenge (Mental Traits against the foe's Physical Traits).  If the character chooses to immobilize her foe, the victim must remain absolutely motionless for as long as the attacker maintains complete concentration on the victim.  While maintaining concentration, the attacker can take no other action.

Alternatively, after winning the challenge, a character may throw the opponent.  The opponent will suffer one wound and must move (as an out-of-game action) to an area within 100 feet as directed by the character.  Finally, objects thrown at or dropped on targets cause one (for man-sized objects) or two (for larger objects) wound levels if they hit their target.  Once again, a challenge like the one mentioned above is necessary to hit a foe.


A Mental Trait must be spent to activate this power.

As long as the user of Major Manipulation is keeping concentration upon an opponent, the opponent may not test again to escape.

Gift of Morpheus



“This path of Thaumaturgy allows the vampire to put others to sleep and enter their dreams.  The path does not allow the vampire to enter a real dream dimension, but rather the mind of the sleeping mortal via some unexplained type of telepathic link.  The path has a mental effect, and other mind-influencing Disciplines, such as Auspex, Dominate and Presence, may be used in conjunction with this path.” (Sabbat Player’s Guide pages 114-116)

Basic

Cause Sleep


“The vampire is able to make a person within her line of sight sleepy just by concentrating.  The person may still be awakened by loud noise or someone trying to rouse him.”

Mechanics: To effect a target with this Discipline the Thaumaturgist must defeat the target in a Mental challenge.  The target is completely unaware of this manipulation, but may still spend Willpower to counter its influence with the excuse of just fighting off severe drowsiness.  If the Thaumaturge targets a Kindred, as opposed to a mortal or other supernatural creature, she must win two Mental challenges to effect that individual and is 2 traits down on the challenge. 



The Thaumaturge may use this on multiple targets, but each challenge must be done individually, risking a Mental Trait on each challenge, and can only be performed at a rate of one per action.  

Mass Slumber



“The vampire can put several individuals to sleep at once.  This power only affects mortals, and only those the vampire can see.”



Mechanics: The Thaumaturgist may simultaneously cause mortals, up to the number of her maximum Willpower Traits, to fall under the influence of this path’s sleep effect.  She need only risk one Mental Trait against all the individuals, but if she loses any of the tests, which she must perform individually with each target, she losses that trait. Again, the targets are completely unaware of their manipulation, but may  spend Willpower to counter its influence with the excuse of just fighting off severe drowsiness.



Unlike ‘Cause Sleep’, this path does not effect Kindred at all.  Garou and other miscellaneous non-immortal supernatural creatures may fall under the sway of this path, but no Kindred, Mummies, Wraiths or other immortal beings can be effected. 

Intermediate

Enchanted Slumber



“The vampire can cause mortals and even Kindred to fall into an enchanted slumber from which they cannot awaken until a certain task has been performed (such as a kiss from Prince Charming).  The vampire must decide what special condition must be met for the victim to awaken.  While the condition does not have to be easy, it should not be impossible.” 

Mechanics: To invoke this power the Thaumaturge must engage the target in two Mental challenge, if successful in both she may expend a Willpower Trait in order to effect the target.  Storytellers should feel more than free to disallow the setting of impossible conditions such as “She may not awaken until her body is physically transported to the planet Mars” or “She will not awaken until she is diablerized.”  Also, if the conditions are not met within a certain number of days, which is determined when the target is effected by performing an extended Simple challenge with each success denoting one full day and with a minimum of one full day of effect, she will awaken normally.

Dreamscape



“This power lets the vampire telepathically project his own image into the mind of a sleeper.”  

Mechanics: This portion of the path requires the Thaumaturge also possess the Auspex ability of Telepathy.  And to enter into another’s dream, Kindred or mortal, the same telepathic limitations apply, such as distance and appropriate Mental challenges.  Once the Thaumaturge successfully penetrates the sleeping target’s mind the “...vampire has no real control over the dream, but may utilize any Disciplines or Abilities he possesses in real life while inside of the dream.”  But be warned, the target can also effect the Thaumaturge, that is utilizing this path, with similar Disciplines and powers.  



“The sleeper may not remember the vampire in her dreams, depending on how well she usually remembers her dreams.”  To simulate this, the target must win a Simple Test, not just tie but win, to remember the “dream”.  Only abilities such as Meditation or Enigmas are appropriate for retests, if the target loses the challenge, in order to remember the “dream”.

Advanced

Dream Mastery



“The Master of Dreams controls the dreams of the sleeper, shaping them as she wills.  The vampire is able to make the person remember or forget the dreams.  She may manipulate them in any way she can imagine, even inducing the death of the dreamer from sheer terror.”  

Mechanics: If the Thaumaturge wishes to enter into a mortals dreams she simply must succeed with the Telepathic challenge.  But, the “...master of Dreams must spend a Willpower to enter the dreams of other Kindred” (and must be able to remain “awake” during the day.)



Once within the dreamscape “combat can be handled normally; the vampire may use all her Disciplines as if she were awake.” This includes all Physical and Mental Disciplines, which can be used by both the Thaumaturge and the target.  “Note, once the vampire begins trying to manipulate the dream, the victim can do the same...”  A contested Mental challenge is performed whenever either wishes to change the dreamscape.  Whoever succeeds in this challenge “...determines what course the dream will take.”  In essence, whomever controls the dreamscape has the equivalent of the ‘Horrid Reality’ Discipline and can use this and her abilities against her counterpart.  And, as with ‘Horrid Reality’ if “...either dies, the death is permanent.”

Weather Control
This path allows the character to manipulate, change and otherwise command the weather.
Basic
Cloak of Fog


The Kindred can call up an obscuring fog that blankets the area.  The fog bank can only appear out of doors and can cover an area of up to 100 feet across. The Discipline costs one Mental Trait and fifteen minutes to activate.  Within the fog, visibility (and thus ranged actions) are cut to five feet.  Furthermore, any tests requiring sight require the character to risk two Traits instead of one. Heightened Senses and the like eliminate these penalties.  At the Storyteller's option, fog may reduce the damage a vampire takes from sunlight.

Downpour


The Thaumaturgist can cause the skies to darken and moisture-laden clouds to bring rain.  The rain is very heavy but only affects a small area (about 100 feet) while surrounding areas are overcast and sullen.

This power costs a Mental Trait and fifteen minutes to activate.  All those exposed to the torrential downpour must risk two Traits in any challenge dealing with physical actions and ranged actions are reduced to twenty feet.  At the Storyteller's option, darkened rainstorm skies may reduce the damage taken by a vampire from sunlight.

Intermediate

Tempest


The vampire can alter the local weather patterns of large areas and call forth a variety of weather effects.  By expending a Willpower Trait, the Kindred can summon the chosen type of weather form. The weather last for one hour, plus an additional hour for each Mental Trait the Kindred expends.  The Storyteller may assign, higher cost or require a Static Mental Challenge for very unusual or unseasonal weather.  Some examples of weather types the Kindred can create are: thunderstorms, hailstorms, blizzards or clear skies. The game effects are similar to that of Cloak of Fog and Downpour, but the Tempest's effects are citywide.

Advanced

Call Lightning


By will alone, the Thaumaturgist bring forth devastating  bolts of lightning from the heavens to smite his foes.  This power only works out-of-doors in overcast, stormy or raining conditions and costs a Willpower Trait to activate.  If the Kindred can defeat her foe in challenge with her Mental Traits and Survival Ability against the foe's Physical Traits, the attack succeeds and the victim suffers three aggravated wounds.

The Path of Spirit

“This Path of Thaumaturgy involves using spirits to do one’s work; if one fails, however, the cost is...the enmity of the spirit.”  This is the rarest Path among those commonly known.  “It is generally found only in the most primitive regions of the world.  Many who know this Path learned its rudiments while they were mortal, for contacting the spirits can be very hard for Kindred.  There are also some Sabbat that know this Path.” (Vampire’s Player Guide pg. 83-84)

The Path of Spirit deals with the control and binding of all spirits: Wraiths, Umbral Spirits, Astral Projected individuals, etc. All powers are assumed to cross over into the Shadowlands, not the Garou Umbra. The powers of control will work on Umbral Spirits as well, but the caster needs to find some other way to contact them; this path does not provide that ability. 

Basic
Evil Eye 


“Bad luck seems to plague those who have been cursed by the Evil Eye.  In fact, spirits follow them around, jinxing their every action.”

Mechanics: To “Curse” an individual the Thaumaturgist must see the intended victim, whether via direct line of sight or through another non-electronic medium, and succeed in a Mental Challenge against the intended target.  If successful, the Thaumaturgist may expend a variable number of Mental Traits, up to her level of Occult Ability (i.e. if the Thaumaturgist has an Occult ability of three, she may spend either one, two or three Mental Traits to power this Discipline).  The target receives a “curse” for each Mental Trait thus spent.  Each “curse” allows the Thaumaturgist to force an opponent to re-test any challenge which they had previously succeeded, one or all of the “curses” may be used on any challenges.  The Thaumaturgist need only be in the presence, or able to view the target via a non-mechanical means, to invoke these “curses”.  

“The effect only last for one scene...,” or up to one hour after being “cursed”, after that any unused “curses” fade and are lost, “...but the Evil Eye can be cast again and again on the same subject.”

Spirit Eyes (“The Sight”) 


“This power is very similar to Aura Perception, but the character perceives spirits instead of auras.  He sees them in the forms they take: i.e. fox spirits, faerie plant spirits, etc. This power allows the Thaumaturgist to see ghosts.” Also, the Thaumaturgist is capable of perceiving astrally projecting beings whenever she wishes.

Mechanics: The Thaumaturgist can easily perceive all Wraiths, Specters, and any other creatures which dwell in the Shadowlands as well as any astrally-projecting individuals unless the spirit possesses some form of defense against detection such as Obfuscation.  If the prior is the case a Mental Challenge may be required for perception, otherwise the power is automatically successful. 

Any spirit seen can be communicated with normally, once it is seen by the caster it will become audible to him as well (if it chooses to speak). With relevant skills, such as Spirit / Wraith Lore, Underworld Lore, etc. the Thamaturgist will be able to identify most spirits seen.

Spirit Thaumaturgy (LoE pg. 74-75)

“Failures in Spirit Thaumaturgy are not recommended; the spirit of a botched summoning may turn out to be a Specter or may decide to follow the vampire around for a while to harass her.  This is the rarest Path of Thaumaturgy; most of its practitioners learned the rudiments as mortals.  This Path is known among Sabbat and Camarilla Tremere.”

Basic

Evil Eye

“You can summon a wraith to harass a victim for the duration of time determined by the number of Mental Traits expended into the challenge.  You must defeat the victim in a Mental Challenge.  If you are successful, the victim must bid two extra Traits in any challenges for 10 minutes.  You may extend the duration at the cost of one Mental Trait per five minutes.” 

Spirit Eyes

“You may attempt to see and communicate with wraiths in the area.  A successful Mental Challenge versus the wraith is required before you are able to see or communicate with it.  You may communicate with the ghost for five minutes for every Mental Trait you expend.”

Intermediate

Spirit Slave

“This power allows you to master a summoned wraith.  To use this power, you must win a Mental Challenge against the wraith.  If you win the test, the wraith is bound to remain and answer any questions you like, or perform any one task you require.  If unwilling, the wraith might opt to perform the task poorly.  An additional use of this power can force a recently dead wraith into permanently haunting the present location.  This effect requires a successful Mental Challenge against the target.  However, this effect can (at the Storyteller’s discretion) eventually wear off.”

Journey

“This power is similar to the Auspex power of Psychic Projection, but your spirit remains within the physical realm.  Your body remains in one place while the spirit travels around.  You can be trapped inside fetishes when in this state, and can potentially be controlled by any spirit power.  Mental Disciplines that do not require touch are available for use while in this state, with the exception of Necromancy or any other Spirit Thaumaturgy.  Any power requiring physical contact or that manipulates the physical body is unavailable.  Your spirit is visible to those around you unless Obfuscate is being used.  To activate this power requires the expenditure of one Willpower Trait.  While in this form, your spirit is immune to physical harm but is unaffected by sunlight and wards as normal.”

Advanced

Fetishes

“You can cause spirits to inhabit objects, or fetishes, which you may then carry around with you.  Once the spirit is imprisoned, the fetish will allow you to access to one and only one power (not to exceed Advanced level) that the spirit possesses.  The power that becomes available is determined by the Storyteller.  A successful Mental Challenge against the victim is all that is required to bind the spirit to the fetish.  The spirit is trapped in the fetish until the fetish is broken.  Before you may access any power of the fetish, you must permanently expend a Mental Trait to attune the item to yourself.”

Intermediate

Spirit Slave 


“The character can demand a task of a spirit.  The spirit has to be in the caster’s presence.  The spirit will perform the task demanded unless it is beyond its power.  The recently dead can be forced by this power into being ghosts and haunting a location.  However, this particular application will wear off after a while...  For permanent hauntings, see Fetishes, below.”

Mechanics: The Thaumaturgist can compel any spirit in her presence to do her will.  In order to do so, the Thaumaturge must successfully defeat the spirit in a Mental challenge. The spirit must then perform one task for the caster, and return to her when the task is done.  If the task takes more than an hour to complete the Thamaturgist may spend a Mental Trait, per hour past the first, to keep the Spirit in her service. Note that the spirit is free to leave the area once she returns, unless the caster defeats it in another Mental challenge. 


Optionally, the caster can force the spirit to haunt a particular area. The spirit will be tied to that area for one week. Note that this discipline does not give the caster the ability to summon Spirits; if there are none in the area, this power is useless.

Fetishes

“The character can force spirits to inhabit objects, or fetishes, which she may then carry around with her.”  

Mechanics: To bind a Spirit, which includes Astrally projected individuals, into a fetter the Thaumaturgist must Mentally defeat the “Spirit” in two consecutive actions.  If the Thaumaturgist is either stopped or stops before the second Mental challenge the binding will not be successful.  After the first challenge, the spirit need not be in the Thaumaturgist’s presence and if the Thaumaturge is successful she sucks the fleeing spirit into the fetter.  Once successful she then decides whether she is willing to invest a portion of her will to make the binding permanent.  If she decides to do so, the Thaumaturgist must permanently invest one of her Mental Traits.  If she decides not to invest her will,  then the binding is temporary and lasts a number of days equal to the number of  success scored in an extended Simple Test, with a minimum of one full day. “Once a spirit is so imprisoned, the character may use its powers any time she wants, without having to cast the spell again.”  Spirits that are bound in fetters feel very strongly attuned to those that possess these bonds, essentially experiencing the equivalent of a Blood Bond towards the possessor, and are willing to lay down their unlives for whomever possess the fetter.  This is a strength and a weakness, seeing that whomever possess the fetter controls the spirit, very similar to a Genie and their magic bottle, if a fetter gets stolen the spirit can be used against the Thaumaturgist.  Note, most spirits will have very few powers that will be able to affect anything other than the ‘Shadowlands’ and their ilk, but make excellent spies, guardians and companions.  Also, seeing that they possess all the knowledge they possessed in life, and unlife, they may have a very wide array of knowledge and mental abilities to draw upon.


Once a spirit is fettered into an item, which must be a physically tangible object and must be equal to or larger than the size of a jewel for example, no other spirits can be attuned to that particular object.  And, if the object is physically destroyed the spirit is released and regains their mental freedom as well.  However, it is possible to have one spirit fettered to multiple object, and for that matter multiple controllers, it will however react as if every controller is their Regnant and be unable to act against their Regnants without following the same restrictions of those who are Blood Bound.  


With regards to Necromancy and other means of attempting to control the spirit, the spirit is considered to be have the same advantages as those that have been Conditioned, ala the Dominate Discipline, because the fetter is shielding and binding the spirit.  Therefore, the spirit is considered to have the additional 3 Willpower Traits, which can only be used to fight against such thing as others ‘Compelling’ or ‘Soul Stealing’ the spirit.  Also concerning ‘Soul Stealing’, the spirit cannot even targeted by this without the Necromancer targeting the fetter instead of the spirit itself.  If another Necromancer or Thaumaturgist does succeed in controlling the spirit, through ‘Compel’ or ‘Spirit Slave’, they still cannot break the fetter or make the spirit act against the possessor of the fetter.

Additionally, the Thaumaturgist “...can create ghosts by first using Spirit Slave and then forcing the ghost into an object, which she buries or hides at the location.”  Such heartlessness will cause those that are on the Path of Humanity, and other similarly minded Paths, to make a humanity check if the spirit has been trapped for all of eternity.


Should the Thaumaturge find herself in the Garou Umbra by some means, she can also create Garou Fetishes. See Werewolf: The Apocalypse for details. 

Advanced
Journey

“This spiritual projection is similar to Psychic Projection, but the spirit remains within the physical realm.  The character's body remains in one place, generally guarded by a fetish, while her spirit travels about.  The character can be trapped into fetishes when in this state, and can potentially be controlled by any spirit spell.  Physical attacks have no effect on him.  While the character cannot use any physical Disciplines (Celerity, Fortitude, Potence and Protean) while in this form, all the rest act normally.  The spirit form is generally visible unless the character uses Obfuscate.”

Mechanics: “The character must spend one Willpower (Trait) to Journey.  The spirit can travel at speed up to 500 miles per hour and appears naked.”  The only objects that travel with the Thaumaturgist are those of an enchanted nature, and just like Psychic Projection, these objects are the shadow of their Prime material counterparts. 

Umbral Notes: Should the caster somehow be able to enter the Garou Umbra, she can use this path to compel the spirits in the area to do her bidding as well. “Spirit Slave” can be used to force a spirit to do the caster’s bidding, and “Fetishes” can be used to create Garou Fetishes. There is rumored to exist at least one ritual that will allow the caster to enter the Umbra...

Spirit Thaumaturgy, MST

This Path of Thaumaturgy involves using spirits to do one's work; if one fails, however, the cost is not only loss of face but also the enmity of the spirit and all its friends. The Storyteller should decide what type of spirit the would-be caster was attempting to use, and then have it interfere with the character's plans in the future. Spirits have been known to try and destroy any Kindred with this Path on general principle. 

This is one of the rarest Paths known to the Tremere. It is generally found only in the most primitive regions of the world. Many who knows this Path learned its rudiments while they were mortal, for contacting spirits can be very hard for Kindred. There are also some Tremere antitribu who know this Path. Tzimice can learn this Path as their main Path of Thaumaturgy with appropriate Storyteller approval. 

Basic

Evil Eye

Bad luck seems to plague those who have been cursed by the Evil Eye. In fact spirits follow them and jinx their every action. To enact the Evil Eye, the Thaumaturge must defeat his target in a Mental Challenge. If successful, the Thaumaturge may allow an opponent of his victim to gain a free retest in a challenge. The caster may also allow a Narrator to moderate the use of the retest. Each use of the power allows for only one retest and a person can only be under the effect of one Evil Eye at a time. Additionally, if the retest is not used within 30 minutes, the Evil Eye fades. 

Spirit Eyes

This power is very similar to Aura Perception, but the character perceives spirits instead of auras. He sees them in the forms they take: i.e., fox spirits, faeries, plant spirits, etc. This power also allows the Thaumaturgist to see the spirits of the dead (i.e., wraiths.) Once activated (which requires the expenditure of a Mental Trait and a Mental challenge against the Gauntlet, Banality or Shroud rating as appropriate), the vampire gains a dramatic insight into the local spirit world and its inhabitants. At this time the vampire must choose the realm that they are looking into Umbra, Shadowlands or Dreaming. Any time a drastic change takes place, she will know it, although she will not necessarily know the nature of the disruption. She may converse with any local spirits in the area once she detects them, although she may have difficulty understanding them if she does not know their tongue. The Basic Ritual: Spirit Speech may be used to communicate with such spirits. 

Intermediate

Spirit Slave

The character can demand a task of a spirit (Garou Spirits not Wraiths). The spirit has to be in the caster's presence and must be able to see and understand the Thaumaturgist. First, the caster must defeat the spirit in a Mental Challenge. Once successful he can either force the spirit to either perform a specific task or to inhabit an object. 

When sent on a task, the spirit will perform any duty within its power that is not blatantly suicidal. The character must expend one Mental Trait for every 10 minutes it will take the spirit to finish the task. If the time runs out before the spirit succeeds in the task, it is free to leave the task unfinished. 

Forcing a Spirit to inhabit an object, or fetish, cost the character a Permanent Willpower Trait. The character can then attempt to utilize one of the spirit's powers whenever he wishes. However, to do so he must defeat the spirit in a Mental Challenge. The Spirit may defend as normal. 

Forcing spirits to do actions against their will is a good way to gain Notoriety Traits. 

Advanced

Journey

This spiritual projection is similar to Psychic Projection. The character's body remains in one place, generally guarded by a fetish, while the character's spirit travels about. Once shown how, the expenditure of a Willpower Trait and a successful Simple Test allows her spirit to pass through the gauntlet into the Umbra (or through the shroud into the Shadowlands if the character has been shown the way) or back again (treat like a Spirit in the Umbra.) The character's spirit may be trapped into fetishes when in this state and can potentially be controlled by any spirit-related power. Even simple summoning circles and pentagrams can hold her spirit trapped. Physical attacks made by those in the material world have no effect upon him, though other spirits and wraiths can effect him as normal. While the character cannot use any physical Disciplines (Celerity, Fortitude, Potence and Protean, etc.) in this form, all other Disciplines act normally. The spirit form is usually visible while in the material world unless the character uses Obfuscate. The character must spend a Willpower Trait to Journey. The spirit can travel at speeds up to 500 miles per hour and appears naked. 

Biothaumaturgical Experimentation
(Dirty Secrets of the Black Hand)

“This is almost a “dark science” unto itself. Practitioners of this path need a laboratory and all sorts of strange equipment to carry out their experiments.” 

Basic

Thaumaturgical Forensics

Time Required: Varies. 

Duration: Permanent.

Components: One sample per item of information being researched and a Lab of Health Influence - 2.

Availability: Sabbat (Rare)

Prerequisites: Influence: Health - 2, Ability: Medicine - 1 & Occult - 1.

“The vampire can study the blood, hair or remains of subjects to determine various information about them, such as type of creature, whether they were natural or supernatural, age, sex, race, clan, tribe, generation, whether or not they were diabolists, signs of Vicissitude infection, Garou Gifts and vampiric disciplines.”

Mechanics: Each sample must minimally be 1 oz.  Samples may consist of either blood, hair, body excrement or practically any body part or fluid.  (Yes, collect those Garou droppings and see who is living in their local carne.)  The length of time it takes the Thaumaturgist to obtain information from such samples depends on the Thaumaturgist’s Medical Ability, as shown below, either way for each piece of information obtained a sample is consumed.

	
	Medical Ability
	Time per Sample
	

	
	
	1
	
	4 hours
	

	
	
	2
	
	3 hours
	

	
	
	3
	
	2 hours
	

	
	
	4
	
	1 hour
	

	
	
	5
	
	30 min
	

	
	
	6*+
	
	15 min
	

	

	* Only applicable if the Thaumaturgist has a Medical Ability Specialty in Bio-Thaumaturgy


Animal Experimentation

Time Required: Varies. 

Duration: Permanent.

Components: The animals that are being modified and a Lab of Health Influence - 3.

Availability: Sabbat (Rare)

Prerequisites: Influence: Health - 3, Ability: Medicine - 1 & Occult - 1.

“The vampire can Thaumaturgically alter lesser life forms. The vampire can change the size, Attributes, Abilities, instincts, nature, ecology, and internal makeup and appearance of animals and other creatures less complex than humans.” 

Mechanics: Through Biothaumaturgical Surgery the Thaumaturge is capable of altering a creature’s Traits, Abilities, “…instinct(s), …behavior pattern(s), …aspect(s) of the creature's ecology (such as diet or climate) or some other physical feature (such as a leg, tentacle, set of feelers, etc.)”  These modifications “…may be added, subtracted or altered.” 

Firstly, the Thaumaturge needs to choose which modifications she wishes to apply to the creature. “The storyteller must approve all modifications.”  If she wishes to add Merits, she must keep in mind that for every Merit that is added, a corresponding number of Flaws must also be added.  Also, she is limited in the number of Merits that she may add to any creature.  The maximum number of Merits is equal to twice the level of her Medical Ability. 

For example, Andrea wishes to make a normal house cat that has wings and is more agile.  Also, for this example we will assume that she has a Medical Ability of 2.  She can therefore add up to 4 Merits, equal to twice her level in Medical Ability.  She chooses the Merit of “Wings”, a one point Merit, and chooses to give the cat the three Physical Traits of Graceful, Lithe and Quick, another 3 points of Merits.  Since she has chosen 4 points in Merits, she must also choose 4 points in Flaws.  Andrea rationalizes that since the cat now has wings to fly it should also have the Physical Flaw of Hallow Bones, in order to make it light enough to fly - similar to a bird’s bones.  This Flaw isn’t one of the ones that are in the Flaws section so she and the ST’ers decide to create it.  They decide that Hallow Bones makes a creature more susceptible to crushing/impact damage, attacks that fall under this category would include clubs, squeezing attacks, impact blows, etc.  The game mechanics for Hallow Bones are therefore as follows; an additional wound level is suffered whenever any crushing/impact damage attacks are successful.  This disadvantage is significant, seeing that crushing/impact attacks are very common, and is therefore deemed to be a major Flaw worth an equivalent of 4 Flaw points.   If however Hallow Bones were deemed to be a 2 or 3 point flaw, Andrea would have to give the creature additional Flaws to cover the 4 points of Merits.  

Once the Merits and Flaws have been decided upon, then the number of weeks needed for surgery must be determined.  The time needed is again dependant on the Thaumaturgist’s Medical Ability.  As the Thaumaturge becomes more skilled in the arts of medicine it requires less time for her to accomplish the modifications to creatures, which is reflected in the table below. 

If the surgery is abandoned, or the Thaumaturge become otherwise preoccupied, the creature may then only heal the ‘Bruised’ wound level after an additional two weeks.  And, then only if someone who possesses a Medical Ability succeeds in a Difficult Test, i.e. they must win a challenge not just tie.  Such Medical tests may only be attempted once per night and requires 3 hours of surgery.  Note, at any point during the two weeks, while the creature is at ‘Bruised’ health level, the Thaumaturge may choose to continue surgery but must add the time delayed to the scheduled surgery completions time.

Continuing with our example, and seeing that Andrea has a Medical Ability of 2, we see that it will take her 4 months to complete all the modifications to the cat.  During these 4 months the cat will be at the ‘Bruised’ health level and is unable to heal this damage until all modifications are completed.  If Andrea must abandon the surgery, for whatever reason, the cat may only heal the ‘Bruised’ wound level after a minimum of two additional weeks.

	
	Medical Ability
	Time Needed per Point of  Alteration
	

	
	
	1
	
	1 per month
	

	
	
	2
	
	1 per 3 weeks
	

	
	
	3
	
	1 per 2 weeks
	

	
	
	4
	
	1 per week
	

	
	
	5
	
	2 per week
	

	
	
	6*+
	
	3 per week
	

	

	* Only applicable if the Thaumaturgist has a Medical Ability Specialty in Bio-Thaumaturgy


	
	
	# of Points Altered & Weeks Required to Complete
	

	
	Medical Ability
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12
	

	
	1
	4
	8
	-
	-
	-
	-
	-
	-
	-
	-
	-
	-
	

	
	2
	3
	6
	9
	12
	-
	-
	-
	-
	-
	-
	-
	-
	

	
	3
	2
	4
	6
	8
	10
	12
	-
	-
	-
	-
	-
	-
	

	
	4
	1
	2
	3
	4
	5
	6
	7
	8
	-
	-
	-
	-
	

	
	5
	½ 
	1
	1½ 
	2
	2½
	3
	3½
	4
	4½
	5
	-
	-
	

	
	6
	1/3
	2/3
	1
	11/3
	12/3
	2
	21/3
	22/3
	3
	31/3
	32/3
	4
	


During the course of the surgery the Thaumaturge must make a Simple Test for every point of modifications completed.  If any of the Simple Tests are failed the creature modifications still succeed but, the creature gains a Permanent Wound (Flaw - LotN p60). The surgeon may, of course, always resort to further experimentation to correct this new flaw.
In our example, Andrea would have to make a Simple Test every 2 weeks for the duration of the 8 weeks that are needed to complete the surgery.  For every Simple Test failed the creature receives a ‘Permanent Wound’.  So, it is possible for the creature to receive up to 4 Permanent Wounds from this surgery, in essence destroying the creature.

The Thaumaturgist need not spend all night every night on the surgery of the creature.  In fact, a Thaumaturgist that is more mentally capable than others needs only spend a few hours per night on any one creature.  The number of Mental Traits that the Thaumaturgist possesses determines the number of hours the Thaumaturgist needs to spend in surgery, for 5 nights a week, on the creature.  The exact number of hours is shown on the table below. Thus, a Thaumaturge with 11 Mental Traits needs to spend 4 hours a night, 5 nights a week, performing surgery.  Therefore, it is possible for the Thaumaturge to have concurrent “experiments” on multiple creatures but it will keep her very busy if she does.

	Mental Traits
	Hours per Night

	3-5
	6

	6-8
	5

	9-11
	4

	12-14
	3

	15-17
	2

	18+
	1


  Hours/Night = 7 - ((Mental Traits / 3)(

Lastly, it is possible to just give a creature Flaws with no Merits.  In this case consider the time, tests, etc. needed for the Flaws to be that discussed above with regards to Merits.  However the Thaumaturge is not limited in the number of Flaws that she may “grant” to a creature.  Also, Merits and Flaws may be modified or removed completely.  Again, for the sake of time and tests treat these modifications as per the system of granting Merits above.

Flaws: 

Psychological:

  Compulsion (1 Trait Flaw - LotN p50)

  Intolerance (1 Trait Flaw - LotN p50)

  Nightmares (1 Trait Flaw - LotN p50)

  Phobia - Mild (1 Trait Flaw - LotN p51)

  Overconfident (1 Trait Flaw - LotN p51)

  Shy (1 Trait Flaw - LotN p51)

  Soft Hearted (1 Trait Flaw - LotN p51)

  Speech Impediment (1 Trait Flaw - LotN p51)

  Low Self-Image (1 Trait Flaw - LotN p51)

  Short Fuse (1 Trait Flaw - LotN p51)

  Vengeance (2 Trait Flaw - LotN p51)

  Driving Goal (3 Trait Flaw - LotN p52)

  Hatred (3 Trait Flaw - LotN p52)

  ---

  Derangements   

  Nature

  Demeanor

Mental:

  Deep Sleeper (1 Trait Flaw - LotN p52)

  Confused (2 Trait Flaw - LotN p52)

  Weak-Willed (3 Trait Flaw - LotN p52)

  Absent-Minded (3 Trait Flaw - LotN p52)

Awareness:

  Hard of Hearing (1 Trait Flaw - LotN p53)

  Bad Sight (2 Trait Flaw - LotN p53)

  One Eye (2 Trait Flaw - LotN p53)

  Blind (3 Trait Flaw): No vision.

  Deaf (3 Trait Flaw - LotN p53)

Supernatural:

  Light-Sensitive (5 Trait Flaw - LotN p57) 

Physical:

Allergic (1-3 Trait Flaw - LotN p59)

  Disfigured (2 Trait Flaw - LotN p59)

  Selective Digestion (2 Trait Flaw - LotN p59)

  Deformity (3 Trait Flaw - LotN p60)

  Lame (3 Trait Flaw - LotN p60)

  Monstrous (3 Trait Flaw - LotN p60)

?  One Arm (3 Trait Flaw - LotN p60)      

  Missing Limbs 

  Permanent Wound (3 Trait Flaw - LotN p60)

  Mute (4 Trait Flaw - LotN p60)

  Thin-Blooded (4 Trait Flaw - LotN p60)

  Paraplegic (5 Trait Flaw - LotN p60)

  Appearance (1)

  Physical feature (1-4)  

Restrictive Movement - extra traits bid

Loss of Memory - amnesia / lobotomy 

Merits: 

Psychological:

  Instincts (1) - Yes, you make a Lemming that doesn’t follow the crowd.  A diurnal Bat.

  Nature (2) - 

  Ecology () - 

  Behavior Patterns () -

    Do not need Analimilism - if instincts changed
Mental:

  Light Sleeper (2 Trait Merit - LotN p52)

  Calm Heart (3 Trait Merit - LotN p52)

  Iron Will (3 Trait Merit - LotN p52)

Awareness:

  Acute Hearing (1 Trait Merit - LotN p52)

  Acute Sense of Smell (1 Trait Merit - LotN p53)

  Acute Sense of Taste (1 Trait Merit - LotN p53)

  Acute Vision (1 Trait Merit - LotN p53)

Aptitude:

  Eat Food (1 Trait Merit - LotN p53) 

Physical:

  Baby Face (1 Trait Merit - LotN p59)

  Double-Jointed (1 Trait Merit - LotN p59)

  Misplaced Heart (2 Trait Merit - LotN p59)

  Efficient Digestion (3 Trait Merit - LotN p59)  

  Huge Size (4 Trait Merit - LotN p59)

----

  Wings  (1) - Smaller than humanoid size

  Large Wings (2) - Humanoid size or larger

  Fire Breathing (3) - Fire breathing every other round (i.e. 1 time / 6 seconds) for 1 Agg. - to hit rules same as shotgun spread

  Regeneration (3) - Only living non-supernatural creatures, 1 normal wound healed / 3 seconds

  Extra Limbs (2) - Extra physical attack, but when used all Physical Attacks need to have an additional trait bid, for every set of limbs past the first - including the normal set of limbs.  For example, if a creature has 2 sets of extra limbs that creature may make three attacks per action, but must bid 3 traits per challenge.

  Claws (1) - 

  Razor Claws (1) - To have razor claws the creature must already have normal Claws.  Razor Claws are equivalent to the Discipline of “Wolf Claws”.  Note, for multiple limbs multiple claws must be added.

  Fangs (1) - 

  Tail (1) - +1 Trait on Balance or Acrobatic related Physical tests

  Sonar (2) - See in the dark 

  Stone Skin (2) - Extra Wound Level

  Larger Size (1)

  Smaller Size (1)

  Appearance (1)

  Creature's ecology (such as diet or climate)

  Physical feature (1-4)  

  Extra Wound Level (3)

Abilities (1): Animal Ken, Brawl, Melee, Survival, Blind Fighting, 

Physical, Social or Mental Traits (1) - Supernatural creatures may not receive Traits above their generational maximum, although non-supernatural creatures have no such limit.

Negative Physical, Social or Mental Traits (-1)

	Merit
	Cost
	Description

	  Wings, Small
	1
	Creatures with this may fly slightly faster than a bat or other similarly sized creature.  However, due to the nature and physical structure of Wings – they also gain negative Physical Trait of ‘Delicate’.

	  Burrowing
	1
	Allows the creature to dig underground at a rate of about one-foot, in any direction, per action.

	  Leaping
	1
	Allows the creature to propel itself approximately 10 feet straight up or 20 feet forward – note this distance is not necessarily covered in one action.

	  Fire Breathing
	3
	The creature can expel fiery gases (such as methane) from their mouth reaching a range of 20 feet and spread out similarly to that of a shotgun blast.  Those struck by this attack take one aggravated Wound Level.  Such gases take time to reaccumulate and thus the creature may only make one such an attack at most every three actions.

	  Regeneration
	3
	Creatures with this advantage have a much higher metabolism, causing them to heal at a vastly accelerated rate.  These creatures heal one Wound Level every three actions.  But, seeing that their metabolism is so increased their need for feeding is likewise accelerated, requiring three times the normal amount of blood per week.

	  Extra Limbs
	2
	Creatures with this receive one extra set of limbs, each time this advantage is purchased, and a corresponding two extra Physical Traits (which are only appropriate for comparing Traits and overbidding) for each extra set of limbs.  If the creature has enough Physical Traits to perform an Overbid Challenge, they may instead elect to perform an additional Physical Challenge.

	  Tail
	1
	Creatures with tails or similar appendages receive an additional Physical Trait for challenges involving Balance, Dodging or other Acrobatic related Physical Tests, ST’ers discretion.

	  Sonar
	1
	Those creatures that possess Sonar can sense the distance and location of objects in complete darkness.  Thus allowing them to navigate in the pitch-blackness of the night or within unlit enclosed areas.  This does not allow the distinction of such things as color, etc. which are strictly due to light within an area.  Those creatures with this advantage receive no Physical Trait penalty for being without sight or within darkness.

	  Claws
	1
	Claws allow a creature to grasp onto things and objects that they usually would not be able to.  Thus one of the advantages of having claws, in most cases, is that they allow for climbing of and clinging to surfaces.

	  Razor Claws
	3
	As with Garou and Kindred who possess the Protean Discipline, creatures with these preternaturally sharp claws do aggravated damage in Physical Challenges where they rake or tear at their opponent.  Note, to purchase this, the creature must of either already had claws or the Claws advantage must be purchased.

	  Extended Fangs
	1
	Creatures that have unusually enlarged fangs have the advantage of being able to strike opponents with said fangs.  When a Physical Challenge is declared with these the creature is two Traits up.

	  Larger Size
	1
	Creatures with this can be up to twice their normal size for each instance that this advantage is purchased.  What, if anyth ing, this accomplishes besides such things as increased reach is up to the ST’ers discretion.

	  Smaller Size
	1
	Creatures with this can be as small as half of their normal size for each instance that this advantage is purchased.  Each time this is purchased the creature receives an additional Dexterity related Physical Trait, but this Trait is only useable for dodging or other appropriate Challenges.  What, if anything else, this accomplishes besides being that less noticeable is up to the ST’ers discretion.

	  Extra Wound Level
	3
	A maximum of three extra Wound Levels may be purchased in this fashion.  These extra health levels can be attributed to a variety of physical alterations, such things as a ‘thick scaly hide, ‘stone like skin’, etc. may be the descriptive reasons for the creature’s increased damage level.  But, these same physical alterations cause the creature’s appearance to become more disturbing to those that see it – thus these creatures receive one physically descriptive negative Social Trait for each extra Wound Level they possess.  If these creature’s negative Social Traits exceed their positive Traits they are as repulsive as a Nosferatu and suffer the same Social penalties.


Intermediate

Thaumaturgical Surgery
Time Required: 10 min of operating time for the initial wound, plus 5 min for each wound thereafter. 

Duration: Permanent.

Components: Operating Kit.

Availability: Sabbat (Rare)

Prerequisites: Ability: Medicine - 2 & Occult - 2.

“The vampire can perform Thaumaturgical surgery on patients using all sorts of wickedly shaped tools. The surgery can heal all sorts of wounds in both natural and supernatural creatures, including aggravated wounds.” 

Mechanics: When the Thaumaturge wishes to operate on a subject they must have the tools of the trade, i.e, the bag of “wickedly shaped tools.”  Note, the patient need not be unconscious for this surgery - albeit, if conscious, the pain will be wonderfully excruciating.  Also, Thaumaturgical Surgery may be used upon Chimerical damage, but can only benefit Wraiths if they or the surgeon are somehow able to enter the other's world  for the requisite duration.
For every wound that the subject has suffered, the Thaumaturgist may perform a Normal Test.  If the test is won the subject may heal up to “…two levels of normal damage or one level of aggravated…” damage.  If the test is tied then the wound could not be healed by the Thaumaturgical Surgery.  However, if the test is failed then the Thaumaturge has made the wound worse and the subject receives an additional wound of the type that was being treated.  In other words, failed surgery on an aggravated wound creates another aggravated wound, similarly failed surgery on normal wounds cause one additional normal wound.  Note, surgery cannot be attempted multiple times on any one wound, but wounds that are caused by failed surgery may be operated on.  Therefore, too many failed surgeries may either destroy or put the subject into torpor.   Lastly, the Thaumaturge may use either Medical or Occult Ability for retests on surgical challenges - these two abilities may in fact be used for the entire path of Biothaumaturgical Experimentation.

Human Experimentation

Time Required: Varies. 

Duration: Permanent.

Components: The humans that are being modified and a Lab of Health Influence - 4.

Availability: Sabbat (Rare)

Prerequisites: Influence: Health - 4, Ability: Medicine - 2 & Occult - 2.

“The vampire can perform alterations on humans just as she can on animals.”

Mechanics: Human Experimentation is the same as Animal Experimentation with the obvious exception that it affects humans. It can affect humans who happen to be Mages, Inquisitors, Psychics, Ghouls, Rom, Garou Kin-folk, etc but cannot affect full Garou (in any form), other Were-Creatures, Wraiths, Faerie folk, Mummies, etc.

Advanced
Supernatural Experimentation

Time Required: Varies. 

Duration: Permanent.

Components: The supernatural creatures that are being modified and a Lab of Health Influence - 4.

Availability: Sabbat (Rare)

Prerequisites: Influence: Health - 5, Ability: Medicine - 2 & Occult - 3.

“The vampire can perform alterations on supernatural creatures such as vampires, Lupines, Mummies, mages, faeries, and wraiths, just as she can on animals and humans.”

Mechanics: Supernatural Experimentation is identically to the powers of Animal Experimentation and Human Experimentation except that it does affect Kindred, Garou, other Were-Creatures, Wraiths (under the limitations mentioned under Thaumaturgical Surgery), Faeries and Mummies. 
it no longer has its inherent connection to the Thaumaturgist.  In essence it loses its ability to instill a Blood Bonds and may not be used as for such Disciplines as Blood Mastery against the Thaumaturge.  Rituals such as Blood Walk or Disciplines such as Inquisition of Vitae merely reveal that it is altered Kindred vitae and little else.
Thaumaturgical sparkles may be detected with a successful Aura Perception Static Challenge versus Mental Traits of the Thaumaturge.  Spirit’s Touch, if used on the item, will also reveal the identity of the Thaumaturge, but only if the person using Spirit’s Touch knows the Thaumaturgist’s “Spirit Impression” by having previously Spirit touched the Thaumaturge or her know items.
.. ( pg. )

Time Required: .. 
Duration: ..

Components: ..

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path - Basic, Ability: Occult - 1.
““  

Mechanics: ..

History: .. (9-11-98)




Currently Not Used


Talismans (OWBN’s Chicago the Dark Requiem)
Time Required: Two nights.

Duration: Permanent.  

Components: A material focus. 

Availability: Tremere (Rare).

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 3.

The Thaumaturge, through the utilization of this ritual, may create Talismans that will enhance their mental, social or physical abilities.

Mechanics: By spending two permanent Willpower Trait and spending two days attuning an item, the Thaumaturge may create a Talisman that gives the owner three traits identical to the trait spent to make the Talisman.  Weapons are NOT appropriate items; any item which has a purpose other than ornamental cannot be used to create a Talisman. The caster can spend a Wise Mental Trait to create a Talisman of Wisdom, which gives the owner three Wise Mental Traits, for example.  These traits can be used normally, although they cannot be regained with Willpower, and they cannot be spent permanently.  Traits from Physical, Mental, or Social are the only ones that can be used to create Talismans.  Each Talisman must have at least one Negative Trait tied to it as well.  Possessing multiple amulets of the same category (Physical, Social or Mental) have no effect.  Only one of each can be in effect at a time, although the Thaumaturge may have a Physical, Mental and Social amulet (three in all) working simultaneously.


If any of the Thaumaturgist’s Talismans are stolen or lost, the Thaumaturge still retains the appropriate negative trait until the Talisman is either recovered or another is created to replace it, which again requires the permanent trait expenditure.  

The “Gift“ (Sabbat Players Guide pages 121 & 122)*
Time Required: Ninety minutes.

Duration: Permanent.

Components: None.

Availability: Tremere (Rare)

Prerequisites: Thaumaturgy: Primary Path - Advanced, Ability: Occult - 3.
“This ritual allows a vampire to grant part of her own Disciplines to another by laying her hands on the target.” “The “Gift” is used very infrequently, as would be expected.  It is used most frequently by the eldest of the Assamite antitribu to pass along all her Disciplines to her fellow clan members before she is ritually slaughtered.  The “Gift” is also occasionally used as a form of reward or boon.”

Mechanics: The Thaumaturge, whom possesses this potent ritual, is capable of permanently transferring her Disciplines to another subject.  During the ninety minute ritual she must make a Simple test for each level of Discipline that is to be transferred, with Occult Ability being used for the appropriate retests.  If she fails this test then she not only losses the Discipline but the recipient does not receive the “Gift” either. The Discipline and it’s associated points are permanently lost.  If she succeed then the Thaumaturgist loses the Discipline but subject receives the “Gift” and has permanently has access to the Discipline. 

Appropriate Disciplines that may be transferred are any Physical Disciplines, in which the Thaumaturgist is currently in possession, or any Mental Traits which she has as well.  Disciplines that are transferred must equate in points spent in the Discipline.  For example, a Thaumaturgist who has Potence up to Vigor, an equivalent of 6 xp, can be transferred to another who has no Potence and they will gain a equivalent of 6 xp worth of Potence, in other words both Prowess and Might.  But, for example, the Thaumaturgist who has Potence up to Puissance, an equivalent of 9 xp, wants to transfer just that level to another, that has no Potence, the target can only gain the first two levels of Potence, equivalent of 6 xp, because to get to the first intermediate level it would require 12 xp.  In this case the extra 3 xp are permanently lost.  On the other hand, a Thaumaturgist, that has Potence up to Puissance, may transfer all, or multiple levels of their Potence, to another in full or in parts.  Giving the target, who did not previously have any Potence, all levels of Potence up to Puissance.  Do not forget that a Simple Test is needed for each level that is to be transferred and any tests failed means a permanent loss of that Discipline.  Final note, that the levels are technically transferred one at a time, precluding the use of this ritual to give another any significant amount of Thaumaturgy, as the loss of the Advanced level would cause the caster to immediately lose the use of this ritual!

The “Gift”, (Sabbat) MST each use

This ritual allows a vampire to grant part of her own Disciplines to another by laying her hands on the target. The exact Discipline(s) and number of levels given is up to the granter of the “Gift.” The ritual requires five minutes per level transferred, and the vampire must succeed in a static Mental Challenge against 12 Traits to judge how much of a Discipline has been transferred. If the vampire succeeds, she judged correctly and knows when to end the ritual. If she fails, she stops too soon for the full “Gift” to be given or waits too long and grants too much (Storyteller discretion.) Any Discipline given is removed from the giver. The “Gift” is used very infrequently, as would be expected. It is used most frequently by the eldest of the Assamite antitribu to pass along all her Disciplines to her fellow clan members before she is ritually slaughtered. The “Gift” is also used occasionally as a form of reward or boon. The vampire granting the “Gift” must pay the same experience price as normal to replace it. So, even though the vampire may have had Advanced Potence before the “Gift,” she only has it at Intermediate afterwards. If she wants to increase her Potence again, it will cost her the normal amount for a vampire of her clan. 
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