Voudoun Rituals

These rituals were designed from some older source material on Voudoun that I had laying around the house. They were intended to supplement those rituals found in Blood Magic: Secrets of Thaumaturgy (which was disappointingly short on Voudoun rituals). I hope you find them useful and useable. If you are interested in learning more about Voudoun, I suggest you check out a book by Steve Jackson Games for their G.U.R.P.S. system called Voodoo: the Shadow War. I have not read it but I am told that it has a great wealth of info on the subject. (You gotta admit, though G.U.R.P.S. isn’t the greatest system in the world, S.J.G. does publish some VERY detailed and useful source books. It’s an untapped WoD resource you should check out ASAP!)

Level 1

Command Snakes

Similar to the level one Animalism power, this ritual allows the thaumaturge to mentally command all normal snakes in his vicinity. The caster may summon or command snakes (but not both in the same round). Commands can only be issued to all of the snakes and must be simple enough for the snakes to understand (Storyteller’s discretion). The snakes can be told to do anything that is not life threatening (again, within the snakes limited understanding). A normally timid snake can be made to attack a much larger creature (although it will more than likely cause very little harm. Regardless of this power's control, the snakes will not approach within a couple of feet of any fire source. 

System: The number of successes on the activation roll determines the results. Use the same chart as for Animalism. Note that all commands are telepathic in nature and require no eye contact.

Level2

Coup l’Aire


This ritual allows the thaumaturge to foul a volume of air with clouds of toxic smoke. The cloud can be centered anywhere within line of sight and it’s size depends upon how well this sending is cast. The smoke is foul in the extreme and dense enough to cut visibility to 5’. It is completely unaffected by winds of less than gale force. The cloud vanishes immediately upon the thaumaturge’s decision to end the power or as soon as the winds reach gale force. The cloud cannot be caused to move once created.  

System: The number of successes scored on the activation roll determines the toxicity of the cloud as well as it’s size. Successes must be divided between the area covered (5 feet per success) and the number of damage dice suffered each round (1 per success).

Wanga


This ritual is used to cause mishap and misfortune for a target. Because it employs the thaumaturgic principle of Identity, the thaumaturge must know the True Name of the victim and posses a photograph or an accurate illustration of thee intended victim. Naturally, the better the quality of the image, the more likely the thaumaturge will be able to successfully cast the sending.

System: The thaumaturge makes a Willpower roll, difficulty of the targets Willpower +1. Each success reduces the maximum value a player can use during his dice rolls for the remainder of the night. (E.g., if the thaumaturge’s player scores 3 successes, the target character’s player can only count dice in each die pool that roll a 7 or less – 10 –3 = 7. Any dice that roll a number higher than 7 are ignored as if they were never a part of the die pool. 

Level 3

Coup N’âme

This ritual allows the thaumaturge to inflict a wasting sickness on a victim. Once this sickness has taken effect, almost nothing can stop its progress. This ritual employs the thaumaturgic principle of Identity to target the sending. The thaumaturge must acquire something of personal value to the intended victim before casting this ritual. This could be a favorite piece of jewelry; a watch inherited from a grand father, or even bodily fluids, hair, etc. from the victim. The thaumaturge holds these items in his hands, focusing all of his concentration on the victim and calls upon a Loa of his choosing to devour the victim.  As he does this, he slowly lowers the items in a pot of fatty tissue, which has been removed from a fresh (no more than 3 days dead) corpse.

System:  The thaumaturge compares his casting roll to the victims Willpower roll (difficulty 7. The number of successes by which the caster’s roll exceeds his targets equals the number of days that the sickness will effect the target. The target suffers 2 un-soakable health levels of damage per day until the target expires or the effect ends. Kindred possessing Fortitude may add the number of dots possessed in that discipline to their roll as automatic successes. This ritual is not powerful enough to destroy a Kindred but it will cause one to enter Torpor (and to look suspiciously like a Samedi…)

Gad


In Voodoo tradition, a Gad is a charm tattooed on a person to protect them from misfortune. This ritual allows the thaumaturge to empower these tattoos with actual protective power. Needless to say, before this power can be used on a target (or the caster himself) the target must first receive one of these tattoos.  The tattoo must be applied by someone skilled in the art of tattooing (Body Crafts or a “Tattoo” secondary ability of 3 or more) or by any talented artist (appropriate art skill of 4 or more). 


System: For every two successes rolled in the activation of this power, the target’s player may ignore that many “ones” rolled on die rolls for the remainder of the evening. This power may only be used once per night on the same target and only once per week on the same tattoo. Note: A botch when using this power causes the number of ones netted to be added to EACH die roll made by the targets player for the remainder of the night.

Level 4

Physical Protection


This ritual allows the thaumaturge to endow a character with limited protection from physical attacks. The thaumaturge petitions the Loa called Zaka (the spirit of the earth) to pass through the target, strengthening him like the earth itself. This ritual makes the target very resistant to fire (though not from Rotschrek) and damage caused by extreme heat and cold. It also eliminates all die pool penalties due to lost health levels and increases the character stamina by 50% for the sole purpose of soaking lethal (not aggravated) damage. The thaumaturge may not use this discipline on him self.

System: The number of successes determines the duration of this ritual:

1 success
1 round

2 successes
3 round

3 successes
5 rounds

4 successes
1 scene

5 successes
1 night

Level 5

Spirit Capture


With this ritual, a thaumaturge may capture the “spirit” of a victim. Victims who find themselves subject of this ritual become unmotivated and loose all decisiveness and determination. To accomplish this, the thaumaturge must first create a canari, a small clay pot. Into the canari, the thaumaturge pours powdered lizard, power of decomposed corpse, a small quantity of his own vitae and a number of other components (the exact mixture is essential and therefor a closely guarded secret). The thaumaturge must have the canari in his possession during the casting of this ritual and he must be able to see the target.

System: The target resists this sending by rolling Willpower difficulty 8. Each success reduces the targets effective BASE Willpower by 1 (which also reduces the targets maximum current Willpower. This effect lasts until the canari is destroyed; at which time the target recovers the lost Willpower at the rate of 1 per day.

Spiritual Healing
Level: 3

This is a thirty minute ritual that involves tracing (veves) on the target's body after cleaning the body with soap, water, and herbs. The ritual can heal disease (the Storyteller must set the number of successes required, one -- the common cold, five -- cancer), blindness (storyteller must set difficulty based on context), and wounds. The ritualist rolls her Willpower against a difficulty of 7 to determine success. For wounds, each success equals one cured would level. This will only work once in twenty-four hours, and in the case of disease or blindness, an initial failure means all subsequent attempts by the same ritualist on the target will fail to cure those afflictions.

Coup Poudre
Level: 2

This ritual only works if the ritualist knows the true name of the intended victim. If the name is known, the ritualist may make a poison, potion, or drug (provided she has the required Ability) and limit the concoction's effects to an intended target. Anyone else exposed to the substance will not be affected. The elixir will remain targeted for forty-eight hours, after which it reverts to normal.

