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INTRODUCTION
GURPS Spirits is the continuation of work begun in a number of

excellent GURPS books, particularly GURPS Voodoo and GURPS
Undead, both of which presented information on spirits and the spirit
world for GURPS. But the scope of both books prevented them from
being guides to spirits and spiritual phenomena in general: Voodoo focus-
es on the particular campaign setting of the Shadow War, while Undead,
not surprisingly, focuses solely on spirits like ghosts and specters. Spirits
is a generic guide for including spirits of all kinds in your GURPS games
– ghosts, angels, demons, elementals, faeries, and many other incorpore-
al beings. This book also includes an expansion of the popular ritual
magic rules introduced in GURPS Voodoo, breaking them away from the
Shadow War setting and broadening them to include spirit magic through-
out history and diverse human cultures, making the system truly generic
and applicable to any campaign.

Spirits contains guidelines for adding a spiritual dimension to any
setting, from traditional and urban fantasy to horror and even futuristic
science fiction. The spirit templates in this book can be used for NPC spir-
its or as player characters in a spirit-based campaign. There are also tem-
plates for mortal characters who deal with spirits, from magicians to spirit
hunters and more – everything needed to make spirits a part of your
GURPS campaigns.

Using this Book
To skip right to the rules part of the book, go to Chapter 3 for infor-

mation on the abilities of spirits and how they’re represented in GURPS.
Chapter 4 has racial templates for many different kinds of spirits, allow-
ing you to put them to use quickly. Chapter 5 has templates for mortal and
spirit characters, along with new advantages, disadvantages, and skills for
mortal characters. Chapter 6 has a complete system of magic for GURPS,
ritual magic, harnessing the forces of the spirit world. To use Spirits as a
source book, check out the information in Chapters 1 and 2 for discus-
sions about spirits and the spirit worlds, then see Chapter 7 for how to
include spirits in your campaign and some of the issues to consider
regarding them. Then look over the other chapters for the rules on spirits
and characters involved with them.

About the Author
Steve Kenson has been a freelance RPG writer since 1994 and has

contributed to numerous game lines including FASA’s Shadowrun and
Earthdawn, Last Unicorn Games’ Star Trek, White Wolf’s Aberrant and
now GURPS. He has also contributed many articles to Pyramid. GURPS
Spirits is his first GURPS book. Steve has been an avid gamer since 1981.
His other interests include comic books and working with a local youth
group. Steve lives in Merrimack, New Hampshire with his partner,
Christopher Penczak.
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About GURPS
Steve Jackson Games is committed to full

support of the GURPS system. Our address is
SJ Games, Box 18957, Austin, TX 78760.
Please include a self-addressed, stamped
envelope (SASE) any time you write us!
Resources include:

Pyramid (www.sjgames.com/pyra-
mid/). Our online magazine includes new
GURPS rules and articles. It also covers Dun-
geons and Dragons, Traveller, World of
Darkness, Call of Cthulhu, and many more
top games – and other Steve Jackson Games
releases like In Nomine, INWO, Car Wars,
Toon, Ogre Miniatures, and more. Pyramid
subscribers also have access to playtest files
online!

New supplements and adventures.
GURPS continues to grow, and we’ll be
happy to let you know what’s new. A current
catalog is available for an SASE. Or check out
our Web site (below).

Errata. Everyone makes mistakes,
including us – but we do our best to fix our
errors. Up-to-date errata sheets for all GURPS
releases, including this book, are available
from SJ Games; be sure to include an SASE.
Or download them from the Web – see below.

Gamer input. We value your comments,
for new products as well as updated printings
of existing titles!

Internet. Visit us on the World Wide Web
at www.sjgames.com for an online catalog,
errata, updates, Q&A, and much more.
GURPS has its own Usenet group, too:
rec.games.frp.gurps.

GURPSnet. This e-mail list hosts much of
the online discussion of GURPS. To join, e-
mail majordomo@io.com with “subscribe
GURPSnet-L” in the body, or point your Web
browser to gurpsnet.sjgames.com.

The GURPS Spirits web page is at
www.sjgames.com/gurps/books/spirits/.

Page References
See GURPS Compendium I, p. 181, for

a full list of abbreviations for GURPS titles.
Any page reference that begins with a B refers
to GURPS Basic Set Third Edition Revised;
e.g., p. B144 refers to page 144 of Basic Set.
CI refers to Compendium I, CII to Com-
pendium II, G to Grimoire, H to Horror Sec-
ond Edition, M to Magic Second Edition, P to
Psionics, R to Religion, and VO to Voodoo.

4

www.sjgames.com/pyramid/
www.sjgames.com
http://mail.sjgames.com/mailman/listinfo/gurpsnet-l/
www.sjgames.com/gurps/books/spirits/


Finally, a spirit world may be fixed in nature, as solid and
unchangeable to its inhabitants as the physical world is to us.
In this case, it can be treated as simply an unusual setting for
the campaign, although abilities might still differ there. Such
spirit worlds offer the opportunity to “visit” other settings.
Modern folk traveling to the spirit world might find a fantasy
setting complete with alternate versions of themselves wear-
ing ancient armor and weapons. Cyberpunks might experi-
ence a virtual reality where they are four-color superheroes.
Someone in the dream world or an astral plane might experi-
ence virtually any kind of setting. Fixed spirit worlds can be
considered parallel worlds, and GMs may wish to consult
GURPS Time Travel for more information on the subject.

Entering and Leaving
Spirit Worlds

Generally speaking, entering a spirit world is not a simple
matter. It usually requires special training or abilities, often
available only to priests, shamans, psychics, or magicians, or
perhaps only to spirits. Travelers can enter a spirit world in
two ways: a physical transference (actually moving from one
realm to the other) or projection, where the spirit separates
from the physical body to travel in a spirit world.

W O R L D S  O F  S P I R I T22

Prison Worlds
Some spirit worlds may be created or used as prisons

and places of exile, like many versions of hell or the Phan-
tom Zone from Superman. A prison world may be an inner
or an outer world. Inner worlds effectively cut the prisoners
off from all contact with the physical world and can have
almost any conditions. Prisoners may be tortured endlessly,
as in hell, or exist (literally) in limbo. A prison world might
even be quite pleasant, with the exception that the inhabi-
tants can never leave. The properties of the prison world
must limit or negate spirit-travel abilities to keep prisoners
there, or the prisoners must have those abilities removed or
neutralized in some other way.

If the prison is an outer spirit world, the prisoners have
the equivalent of the Astral Entity disadvantage (p. CI96):
able to perceive the physical world but unable to touch it or
communicate with anyone in it. This is an effective (and tor-
turous) exile if the prisoners have no special abilities that
allow them to reach across the barrier between worlds. Exile
in a prison world might have the unexpected side effect of
stimulating such abilities – the Phantom Zone criminals in
Superman developed telepathic abilities while trapped there.

Prison worlds may also be “pocket” dimensions within
another spirit world, or even the physical world, with access
to the prison through a physical item, like a genie’s lamp. In
some stories these dimensional pockets are quite large, even
worlds unto themselves.

Prisoners with the ability to communicate with the
physical world might be able to trick or convince someone
in the physical world into helping them escape.



their special powers are considered psionic: telepathic skills
for communication, the Poltergeist Effect as a kind of 
psychokinesis, etc. Their powers can be detected with Psi
Sense (p. P24), leave a residue detectable using Signature
Sniffer, and are affected by their victims’ Mind Shield and
Psionic Resistance.

Psionic spirits may be Astral Entities (p. CI96) or Beings
of Pure Thought (p. CI34). GMs who want to treat spirits as
psionic phenomena should see GURPS Psionics, particularly
pp. P45-53. For an example of ghosts as psi entities, see
GURPS Black Ops (p. BO100).

Ultra-Tech Spirits
In an ultra-tech campaign setting, there are some addi-

tional things to take into account for spirits. The following
traits may be common for them, in which case they should be
added to spirit templates:

Cyber-Rejection (-10/-25 points; p. CI81): Since they are
not material beings, spirits can’t have cybernetic implants,
although spirits might materialize with the appearance of
cyberware (and perhaps even some of the effects, if they have
the appropriate advantages).

Primitive (-5 points per TL; p. B26): Spirits may be very
out of touch with technology in an ultra-tech campaign, giv-
ing them little or no understanding of how it works. On the
other hand, they might be just as tech-savvy as anyone else.
Spirits that are actually advanced alien beings might even
have the High Technology advantage!

Zeroed (10 points; p. CI32): Unless their existence is
widely acknowledged, spirits aren’t likely to be listed in most
ultra-tech databases as anything other than myths and “strange
sightings,” making them effectively Zeroed.

Skills
For the most part, spirits have access to the same skills as

other characters and use them in the same manner. Spirits may
have access to greater knowledge about certain subjects (par-
ticularly the spirit world). If this is the case, GMs can assign a
Racial Skill Bonus for certain skills, such as Occultism, Spir-
it Lore, and Theology. Specific spirits might have bonuses in
other areas, such as nature spirits gaining a Skill Bonus with
Naturalist or even Geology (appropriate for earth spirits).
Other Racial Skill Bonuses (p. CI177) can be assigned as the
GM sees fit.

Fine Tuning
A number of small touches can round out spirit templates

and tweak them for particular campaigns.

Taboo Traits and Features
Taboo traits are trivial restrictions or limitations that

make sense given the nature of spirits but don’t affect template
cost (in other words, count as 0-point disadvantages). Fea-
tures are 0-point “special effects” that change how a trait or

ability works but don’t impose an overall restriction, such as
“Can interbreed with mortal beings.” Taboo traits and features
can refine and customize a spirit template to better suit the
needs of the campaign.

It would be impossible to list every single 0-point trait of
a spirit, so most are left implicit in order to save time and
space. As a general rule, if it makes sense for a spirit to be
affected differently by a particular specialized or obscure
effect, the GM should simply rule that is the case and move on
with the game.

Some 0-point traits of spirits that merit particular attention
include the following:

Affected by spirit spells and rituals. These include Penta-
gram and all of the spells from Chapter 6, along with rituals
of the Path of Spirit. While humans aren’t affected by these
things and spirits are, spirits are immune to many other spells
that affect humans, so the trade-off is worth no points.

Can be turned using True Faith. While this can be quite
limiting to spirits at times, mortals with True Faith are rare.
Additionally, spirits might be affected only by certain faiths.

Can be detected by sensitive individuals. Mortals with
advantages like Awareness and Medium can sense spirits even
in their normal, invisible form. The advantages (easy commu-
nication) and disadvantages (easy detection) balance out.

No mental skills. This is a limitation primarily of servitors
and mindless spirits. It is a special effect of low IQ and the
Cannot Learn disadvantage and therefore worth no additional
points.

Quirks
Some traits may count as very minor disadvantages,

effectively “racial quirks” (p. CI177) for that type of spirit.
These are traits added primarily for roleplaying and “fla-
vor,” and they should be things found among all spirits of
that particular type, rather than individuals. Possibilities
include common behaviors, likes and dislikes, a dislike of
certain things listed under Dread (p. 41), a minor aversion
to consecrated ground, a fondness for certain types of food
or drink, etc.

Spirits That Aren’t
Finally, there’s the matter of certain beings called “spir-

its” that don’t fit the definition in this book. Spirits are incor-
poreal beings that may or may not be capable of assuming
physical form. Some physical beings may also be called “spir-
its.” The Sidhe of GURPS Celtic Myth might be considered
faerie spirits, but they are corporeal beings that live in an alter-
nate dimension and do not have the Spirit Form advantage, so
they are not spirits. The In-Betweeners of GURPS Voodoo are
associated with the spirit world and are affected by spirit ritu-
als, but they are always corporeal and not true spirits. Like-
wise, most corporeal undead (from GURPS Undead) have a
spiritual element but are not spirits. These “psuedospirits”
may have advantages, disadvantages, taboo traits, and fea-
tures in common with spirits (notably being affected by spells
that block or affect spirits) but, for the purposes of this book,
they are not considered “true” spirits.
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Habitat
Spirits of place are strongly tied to their domains. Most

spirits of place cannot leave their domains without suffering
ill effects. Although the spirit of each place is unique, they
may exhibit similar characteristics. The GM can assume, for
example, that most forest spirits are similar in ability, in the
same way that most people in the campaign world are similar.
The size of a spirit’s domain depends on its power and influ-
ence. A spirit may oversee a single tree in a forest, a particu-
lar grove, or the entire forest. Often such spirits have a
hierarchy, with more powerful spirits ruling over lesser ones.

Spirit of Place 182 points
Advantages: Alertness +3 [15]; Doesn’t Fatigue [15]; Extra

Fatigue 20 (only in its domain -10%) [54]; Higher Pur-
pose (protect its domain) [5]; Speak with Animals [15];
Spirit Form (Unlimited Lifespan +30%, can use Polter-
geist Effect, Possession, and Probability Alteration only
in domain -10%) [120].

Disadvantages: Dependency (Domain; common, constantly)
[-25]; No Extra Effort [-15]; Sense of Duty (to its
domain) [-10].

Quirks, Features, and Taboo Traits: Affected by Astral
Block, Repel Spirit, and Turn Spirit except in its domain
[0]; Takes on characteristics of its domain [0].

Skills: Area Knowledge (Domain) IQ+4 [8].

Variations
Spirits of place vary depending on the places and cultures

where they are found. Most often these variant spirits have
Magery and spells relating to their specific domains. One Col-
lege Only Magery (p. CI39) is particularly appropriate (e.g.,
Water Magery for river and sea spirits).

Nymphs: These are feminine
spirits of natural phenomena found
in Greek mythology. They are
beautiful and alluring and some-
times abduct men to be their
companions in the spirit world.
Add Magery 1 [15]; Very Beau-
tiful [25]; and the innate spell
Charm at IQ+6 [14, includes
Magery bonus] to the template
above. Dryads are the spirits of trees.
Naiads and nereids are the spirits of
rivers and seas, respectively. 236 points.

Kami: Kami are nature spirits in the
Japanese Shinto tradition. A kami is placed
in charge of every natural feature in the
world; they range in power from minor kami
(similar to the template above) to powerful gods like Amat-
erasu, the kami (goddess) of the sun. More powerful kami
have additional Extra Fatigue (sometimes hundreds of points)
and many levels of Strong Will.

Regional Spirits: The domain of a spirit of place can be
very large, like an entire country, or even a planet! “National”
spirits like Uncle Sam in the United States or Britannia in

England may be considered spirits of place, with their entire
nations as their domains. In some campaigns planets or even
stars may have their own spirits watching over them. Region-
al spirits use the basic template above but have lots of Extra
Fatigue and Strong Will, and their limitations are fewer
because their domains are so vast. They also have much 
larger responsibilities to deal with. The -10% limitation for
powers that work only in the spirit’s domain could be reduced
to -5% if the domain is huge; similarly, Sense of Duty (to its
domain) might be worth -15 points for a huge domain such as
a planet.

Spirits of Objects: Some spirits of place have objects as
their domains rather than places. This includes particularly
fine works of art, ancient weapons, mirrors, jewelry, and a
wide variety of other items. In some cases the spirit is the
ghost (see p. 59) of a previous owner of the item or its maker.
In others it is the spirit of the item itself, “awakened” through
mystical means. These spirits have abilities similar to those in
the template, except that they lack Speak with Animals [-15]
and have the Sounds and Visual Effects Only limitation on
Spirit Form [-10], for a net -25 points. Drop the Area Knowl-
edge (Domain) skill as well [-8]. A spirit of object will often
use the Poltergeist Effect to move its object, either to protect
it or to make it function (animating a sword to fight), and it
can use Possession on anyone who touches its domain object
(creating legends of haunted or “willful” weapons and other
items). Its Probability Alteration may cause its object to fall
into certain hands (in the form of a blessing or curse) or affect
any rolls involving the object. A PC who possesses an object
with such a spirit should take the object as an Ally or Patron.
(He does not get points for it as an Enemy if it is nasty, though
– after all, he could just chuck the thing.) 149 points.

Thought Form
Other Names: Artificial Elemental, Egregore, Servitor,

Spirit-Form, Tulpa (Tibetan).
Type: Human.
Motivation: Free-Willed, Servitor, Mindless.

Thought forms are a fairly modern concept of spirits,
although they could explain some ancient spirit ideas. A
thought form is a spirit created by a person or persons with
psychic ability, either as a short-term agent or as an independ-
ent being. Thought forms can be created deliberately through
effort and training or accidentally by someone with a strong
emotional focus and the potential to do so. This is similar to
the psychic phenomenon of RSPK (see p. P47) and may even
be the same thing.

Temporary thought forms exist to perform particular
tasks, such as altering probability in a certain way, passing on
a message, and so forth. These thought forms aren’t even real-
ly entities – more like mindless, spiritual “robots” running a
particular program. They usually expire when their tasks are
complete. They don’t really have game stats, but thought
forms might be one of the mechanisms of ritual magic (see
Chapter 6 for more information on ritual magic). Those affect-
ed by a ritual might sense the presence of a thought form 
nearby, although they may not know what the feeling implies.
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The body of literature on spirits is
vast; this list barely scratches the 
surface. It covers material particularly
useful in the creation of this book and
inspirational material for GMs interested
in a Spirits campaign. Older public-
domain works (like those of Dante and
Milton) are also available from “Project
Gutenberg” online (http://promo.net/pg).

Briggs, Katherine. An Encyclopedia
of Fairies (Pantheon, 1976). A compre-
hensive guide to faeries from British and
Celtic folklore.

Butler, Elizabeth M. Ritual Magic
(Pennsylvania State University Press,
1998). This and the other books in the
History of Magic series from the same
publisher are recommended for ideas
regarding magical rituals and spirits.

Davidson, Gustav. A Dictionary of
Angels (The Free Press, 1971). A very
complete resource about angels and
demons from history and mythology.

Eliade, Mircea. Shamanism: Archa-
ic Techniques of Ecstasy (Princeton Uni-
versity Press, 1972). Covers many
different cultures and their ideas about
shamanism.

Evans-Wentz, Walter Y. Fairy-Faith
in Celtic Countries (Citadel Press,
1990). Study of the survival of fairy
beliefs in the 19th century.

Fanger, Claire, ed. Conjuring Spir-
its: Texts and Traditions of Late
Medieval Ritual Magic (Pennsylvania
State University Press, 1998). Part of the
History of Magic series (see above)
focusing on rites of spirit summoning.

Ginzburg, Carlo. The Night Battles
(Johns Hopkins University Press, 1992).
A history of the Benandanti and their
role in medieval Europe as seen through
the eyes of the Inquisition.

Guiley, Rosemary Ellen. The Ency-
clopedia of Ghosts and Spirits (Facts on
File, 1992). Everything you ever wanted
to know about ghost and spirit activity
and research. Her Encyclopedia of Mys-
tical and Paranormal Experience and
Encyclopedia of Witches and Witchcraft
are also recommended.

Harpur, Patrick. Daimonic Reality:
A Field Guide to the Otherworld (Pen-
guin USA, 1996). An in-depth look at
the implications of the existence of a
spirit world (or worlds) for our view of
reality.

Hite, Kenneth. Suppressed Trans-
mission and Suppressed Transmission:
The Second Broadcast (Steve Jackson
Games, 2000). Two volumes of Ken
Hite’s collected Suppressed Transmis-
sion column from Pyramid, full of 
Illuminated weirdness.

Mack, Carol and Dinah Mack. A
Field Guide to Demons, Fairies, Fallen
Angels and other Subversive Spirits
(Henry Holt, 1999). A catalog of various
spirits to provide inspiration for modify-
ing the templates in this book.

Rose, Carol. Spirits, Fairies, 
Leprechauns, and Goblins: An Encyclo-
pedia (Norton, 1976). Another compre-
hensive catalog of spirits (focusing
mainly on faeries).

Schmitt, Jean-Claude. Ghosts in the
Middle Ages: The Living and the Dead in
Medieval Society (University of Chicago
Press, 1998). In-depth study of medieval
beliefs about ghosts, very useful for a
Middle Ages Spirits campaign.

Shaw, Gregory. Theurgy and the
Soul: The Neoplatonism of Iamblichus
(University of Pennsylvania Press,
1995). The philosophical history of Her-
meticism.

Stewart, R.J. Earth-Light (Mercury
Publications, 1998) and The Power With-
in the Land (Mercury Publications,
1998). Information on faeries and Celtic
mythology.

Van Scott, Miriam. Encyclopedia of
Heaven and Encyclopedia of Hell (both
St. Martin’s Press, 1999). Everything
you wanted to know about angels and
demons.

Alighieri, Dante. The Divine Come-
dy and The Inferno (available together in
a 1994 Penguin USA edition). Classical
view of heaven and hell (and their inhab-
itants).

Anderson, Poul. Operation Chaos
(Tor Books, 1999) and Operation Luna
(Tor, 2000). An alternate Earth where
magic works and spirits are fairly 
commonplace.

Anthony, Piers. The Incarnations of
Immortality series. This seven-book
series, beginning with On a Pale Horse
(Ballantine, 1989), describes people
who take on the roles of universal con-
cepts like Death, Time, Fate, War, and
Nature.

Cook, Glen. The Swordbearer (Tor,
1993). Features spirits that take over the
bodies of mortals and control them, only
to abandon them when the body is slain.
They can be killed permanently only by
“pursuing” them to the spirit plane and
killing them in a battle of wills.

Gaiman, Neil and Terry Pratchett.
Good Omens (Ace, 1996). Darkly
humorous version of the war between
heaven and hell.

Gibson, William. Count Zero (Ace,
1987). “Spirits” in the Net and using
Voodoo to deal with them.

Hamilton, Peter F. The Reality Dys-
function, The Neutronium Alchemist, and
The Naked God (Warner, 1997-2000).
Describes the return of the damned from
hell to possess the living of the 26th 
century.

Keyes, Gregory. The Age of Unrea-
son trilogy – Newton’s Cannon, A Cal-
culus of Angels, and Empire of
Unreason (Del Rey, 1999-2000). The
second and third books are full of 
spirits.

Kurtz, Katherine and Deborah Turn-
er-Harris. The Adept series – The Adept,

Nonfiction

Fiction
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I N D E X
Acheri, 59.
Acute Awareness advantage, 37.
Addiction disadvantage, 41.
Adepts, 81, 85, 111.
Advantages, 25, 37-40, 73-77; new, 39, 

75-77.
Advisors, 7, 76.
Affect Spirits spell, 108.
Africa, 16; and voodoo, 51, 83, 84.
Afterlife, 10, 11, 15, 29, 104; multiple, 29.
Age of Industry, 18.
Age of Reason, 18.
Air elemental template, 56.
Alchemy, 82.
Alertness advantage, 37.
Alien abduction, 63.
Alien spirits, 10, 18, 62.
Allergic Susceptibility disadvantage, 41.
Ally advantage, 73.
Ally Group advantage, 73.
Amaterasu, 61.
American Indians, beliefs of, 17; shamanism,

83.
Americas, 17.
Amulets, 81, 88, 92.
Ancestor spirits, 6, 7, 18, 29, 82.
Anchors, 23.
Ancient ones, 62, 63; template, 63.
Angels, 6, 9, 15, 17-19, 29, 30, 47, 50, 51,

111; fallen, 51; guardian, 7, 15, 18, 47,
51, 76; template, 47.

Animal Empathy advantage, 73.
Animal spirits, 8, 17, 48, 58, 73.
Animals, 7.
Animate Shadow, 113.
Animating forces, 6.
Animation enhancement, 35.
Animism, 6, 8, 9, 13.
Antagonists, 121.
Apocalypses, 29.
Apotheosis, 12.
Apparitions, 19, 49, 59; crisis, 50; psychic,

50; template, 50; trauma, 49, 50.
Apples, cursed, 91.
Apsara, 47.
Arabian, legends, 18; magic, 82; mythology,

12, 54.
Archai, 47.
Archangels, 47, 55.
Archetypes, 6, 30, 48, 62.
Area modifiers, 91, 106.
Ascended masters, 11, 12, 18, 50.
Ascended spirits, 11, 29, 50, 121; 

template, 51.
Asgard, 8, 17, 29.
Astral Block spell, 24, 41, 108.
Astral Entity disadvantage, 22, 41, 45.
Astral plane, 26, 30, 44.
Astral Projection power, 7, 21, 23, 24, 26,

50, 76.
Astral Sight skill, 26, 76.
Astrology, 82.
Atheists, 11, 29.
Attributes, 33, 36; see also DX, HT, IN, 

and ST.
Augury skill, 78.
Aura, 12, 51; spell, 96.
Aura Reading ritual, 96.
Australia, 16; and shamanism, 83.
Autohypnosis skill, 14, 78.
Autotrance advantage, 14, 73.
Avatars, 16, 59, 60.
Awareness advantage, 7, 33, 36, 37, 45, 69,

73, 81, 89, 113.

Aztecs, and soul, 10; mythology, 17, 83.
Bakemono, 58.
Banish ritual, 105.
Banish spell, 106.
Banshees, 49, 50.
Beast kings, 48.
Beast Summoning spell, 101.
Beast-Kin advantage, 73.
Being of Pure Thought advantage, 37, 45.
Bells, 86.
Benandanti, 7, 83.
Bind ritual, 105.
Bind Spirit spell, 108.
Blessed advantage, 73.
Blessings, 97.
Blood, 12.
Bluecaps, 58.
Bodhisattva, 11, 50.
“Body of” advantage, 38; Body of Air

advantage, 23.
Bogeys, 58.
Boggarts, 58.
Boggles, 58.
Brags, 58.
Breaths, 12.
Britannia, 61.
Brooms, 86.
Brownies, 17, 44, 58.
Brujería, 83.
Bubonic plague, 39.
Buddha, 11, 16, 29.
Bugbears, 58.
Bugganes, 58.
Cabal, 113; see also GURPS Cabal.
Camouflage skill, 101.
Campaigns, genres, 111-115; seeds, 19, 31;

style, 111.
Can’t Materialize, 36.
Cannot Learn disadvantage, 41, 45.
Capricious disadvantage, 43.
Carib Indians, 83.
Casters, 81.
Catholicism, 15, 17, 29, 84; and saints, 51;

and voodoo, 83.
Celestial Bureaucracy, 6, 16.
Celestial spirits; see Spirit, celestial.
Celts, 17, 27, 57, 58, 83, 93.
Central America, 17, 83.
Ceremonial magic, 82.
Chalices, 86.
Changelings, 57.
Channelers, 65; template, 65.
Channelling advantage, 33, 73, 74.
Chaos Magic, 84.
Chaperone ritual, 89, 98, 103.
Character templates, 65-70.
Characters, spirit, 70.
Charlatans, 66; template, 66.
Charms, 81, 92; spell, 44, 106.
Cherubs, 47.
Chi, 82.
Chilling Touch, 35, 40.
China, 10, 16, 82, 93.
Christianity, 9, 11, 14, 15, 17, 29, 47, 51, 75,

82; medieval, 17.
Cinematic campaigns, 69, 70, 111, 116, 117.
Clairvoyance, 50.
Cleansing rituals, 95, 102.
Clerical Investment skill, 79, 81.
Clerical magic, 81.
Clients, 81.
Cloak of invisibility, 91.
Clothing, 86.
Co-walker, 50.

Coblynea, 58.
Coincidence, 119.
Comas, 95.
Combat, spirit, 69.
Combined efforts, 90.
Combined rituals, 89.
Command Beast ritual, 101.
Command Spirit spell, 106, 107.
Communication, 33, 36.
Compulsive Behavior disadvantage, 41.
Conditional rituals, 89.
Conducting rituals, 84.
Confuse spell, 76.
Conspiracy campaign, 62, 113, 119.
Control Animal, 113.
Corpsant, 50.
Corpse light, 49, 50.
Cosmic entities, 62, 121.
Create Food spell, 44.
Creation spells, 44.
Cthulhu, 10, 62.
Cu sith, 58.
Curses, 88, 97, 118.
Curse Mirror spell, 102.
Curse Missile spell, 103.
Curse Sanctum ritual, 101, 103.
Cursed apples, 91.
Cyber-Rejection, 45.
Cyberpunk, 30.
Cyberspace, 24, 30.
Daemon, 51.
Daggers, 86.
Darkness, 12; spell, 44.
Dead, 29.
Death Vision spell, 44.
Deathtouch, 35.
Deities, 9, 121.
Demiurge, 15.
Demon, 6, 9, 15-19, 30, 47, 51, 75, 106, 107,

111, 113, 117; template, 52; warrior, 53.
Demon Lore skill, 79.
Dependency disadvantage, 41, 42.
Devas, 9, 18, 47, 48, 55.
Devils, 51.
Dimensions, pocket, 22.
Disadvantages, 40-43, 78; new, 43.
Diseases, 8, 14, 39, 96.
Dismissal, 85.
Dispel ritual, 103.
Divine Favor advantage, 74, 81, 120.
Djinn, 6, 12, 17, 54, 82, 107; template, 54.
Doesn’t Breathe advantage, 37.
Doesn’t Eat/Drink advantage, 37.
Doesn’t Fatigue advantage, 37, 39, 43.
Doesn’t Sleep advantage, 37.
Dominance advantage, 36.
Domination, 47.
Domovoi, 58.
Doppleganger, 50.
Dose ritual, 95.
Dragons, 16.
Dread disadvantage, 41.
Dream Projection spell, 24.
Dream Sending spell, 24.
Dream Viewing spell, 24.
Dream Visitor ritual, 24.
Dream worlds, 25, 26, 30, 31.
Dreaming skill, 78.
Dreamlands, 21.
Dreamtime, 16, 83.
Druids, 83.
Drums, 86, 91; of thunder, 91.
Drunkenness spell, 44.
Dryads, 8, 9, 15, 44, 61.

Duration modifiers, 91, 106.
Dexterity (DX), 37.
Dybukks, 59.
Earth elemental template, 56.
Eastern, beliefs, 16; traditions, 82.
Easy Materialization enhancement, 35.
Ectoplasm, 23, 35, 120.
Ectoplasmic Projection super-power, 62, 71.
Efreet, 54.
Egregore, 61.
Egypt, 11, 14, 15.
Ekimmu, 59.
Elder beings, 62.
Electricity, 13, 18.
Electrokinesis, 76.
Elementals, 6, 8, 18, 19, 44, 55, 59, 60, 106,

107; spells, 44; templates, 56.
Elements, 8, 15, 55, 82.
Elysian Fields, 29.
Embodiments, 59.
Emotion Control spell, 44.
Endure Elements ritual, 100, 102.
Enslave spell, 108.
Entering spirit worlds, 22.
Entrap Spirit spell, 108.
Epilepsy disadvantage, 78.
ESP, 18, 19, 50, 76.
Essences, 59.
Ethereal Body spell, 24, 26, 108.
Ethereal plane, 25, 26.
Evil eyes, 83; ritual, 96.
Exorcise ritual, 103, 104.
Exorcism, 23, 78; skill, 79, 119.
Extra Effort advantage, 39, 43.
Extra Fatigue advantage, 38.
Extra Life advantage, 38.
Extraterrestrials, 10, 62.
Exusiai, 47.
Faerie, 8, 17, 19, 25, 27, 27, 44, 57, 63, 74,

107, 115; realm, 27, 57; template, 57;
Veil, 27.

Faerie Empathy advantage, 74.
Faerie Lore skill, 79.
Faith Healing advantage, 74.
Fantasy, campaign style, 23, 112, 116, 119,

121; high, 23, 112, 117; historical, 112,
119; low, 112; urban, 112.

Fatigue, 33, 36-38, 43; sources, 33.
Faz Sense advantage, 38.
Fear spell, 44.
Feature, 45.
Fennoderce, 58.
Fertility ritual, 95, 101.
Fetch, 49, 50.
Fetch-candles, 50.
Fetch-lights, 50.
Fetishes, 81, 92; ritual, 92, 105.
Fire, 12, 86.
Fire-demons, 50.
Fire elemental template, 56.
Fire Walking skill, 79.
Flashbacks disadvantage, 85.
Foci, 81, 92.
Foes, 120.
Fog spell, 101.
Free-willed spirits; see Spirits, free-willed.
Fright Check, 40.
Frightens Animals disadvantage, 7.
Futhark, 86.
Fyes, 50.
Gabhastala, 52.
Gabriel, 55.
Gandharva, 47.
Gei-ryo, 60.
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Genies, 54.
Genius, 7, 15, 51, 76.
Genius loci, 60.
Gentle Beast ritual, 100.
Gentry, 57.
Germans, beliefs of, 17; culture of, 83.
Ghosts, 7, 11, 14, 16, 19, 25, 29, 44, 45, 50,

59, 76, 107, 113, 117, 121; image, 19;
knife, 91; template, 59.

Ghost Shirt ritual, 103, 105.
Ghost Sword ritual, 105.
Glamours, 28.
Gnomes, 55, 58.
Gnosticism, 15, 82.
Goblins, 58.
Godshome, 29, 31.
Good Folk, 57.
Good Neighbors, 57.
Great Chain of Being, 117.
Greeks, and afterlife, 29; beliefs of, 15; 

mythology, 12.
Gremlins, 58; ritual, 99.
Greys, 62, 63.
Grogans, 58.
Guardian angels; see Angels, guardian.
Guardian spirits, 7, 21, 29, 51.
Guiding forces, 6.
GURPS Arabian Nights, 18, 82, 112;

Aztecs, 10, 17; Bestiary, 49, 58; Black
Ops, 45, 63; Bunnies & Burrows, 31;
Cabal, 82; Castle Falkenstein, 27, 58,
113; Celtic Myth, 17, 27, 28, 45, 58, 83,
112, 115; China, 10, 16, 82;
CthulhuPunk, 114; Cyberpunk, 114;
Egypt, 11, 15, 112; Fantasy Folk, 58,
115; Greece, 15, 112; Grimoire, 24, 106;
Horror, 62, 113; Illuminati, 10, 113;
Imperial Rome, 15, 112; In Nomine, 31,
48; IOU, 111; Japan; 16, 52, 82; Magic,
24, 32, 44, 48, 81, 91, 103, 104, 106; Old
West, 17, 83, 112; Places of Mystery, 87;
Psionics, 19, 24, 26, 32, 45, 50, 113, 114;
Religion, 48, 81; Steampunk, 18, 113;
Supers, 70, 111, 113; Swashbucklers,
112; Technomancer, 63, 112, 114, 120;
Time Travel, 22, 24, 27, 115; Ultra-Tech,
24, 114; Undead, 11, 31, 33, 45, 59, 73,
106; Vikings, 11, 83; Voodoo, 11, 33, 45,
51, 75, 83, 112, 116, 119; Warehouse 
23, 63.

Gust advantage, 39.
Habitats, 47.
Haiti, 83.
Hallucinations, 19, 119.
Hallucinogens, 14, 86.
Halos, 51.
Happy Hunting Ground, 21.
Hasten Mount ritual, 96, 101.
Haunts, 59.
Healing, 76.
Heaven, 7, 8, 11, 14, 15, 21, 29, 47.
Hell, 7, 8, 11, 15, 21, 22, 29, 52.
Herbs, 86, 92.
Hermetic Order of the Golden Dawn, 11, 18,

51, 113.
Hermeticism, 84, 86.
Heroes, spirit, 121.
Hidden Lore skill, 79.
Hierarchies of spirits, 17, 117.
Higher powers, 6.
Higher Purpose advantage, 38.
Hindus, beliefs of, 16, 29; magic and, 82.
History of spirits, 14.
History ritual, 97.
Hobs, 58.
Holy Grail, 86.
Horrific Appearance disadvantage, 40.
Horror campaigns, 62, 68, 113, 117, 119,

121.
Hostile rituals, 88, 89, 104.
Hostile spirits, 4, 85, 103, 119.
Health (HT), 37.

Human spirits; see Spirits, human.
Hunter’s Blessing ritual, 99, 101.
Hyperspace, 30.
Ideals, 59.
Ifrit, 54.
Ignis fatuus, 50.
Illuminati campaign, 113.
Illusions, 28, 113; spells, 44.
Illusion Shell spell, 44.
Immaterial realm, 21.
Immortality advantage, 38.
Immunity to Disease advantage, 37, 39.
Immunity to Poison advantage, 37.
Imps, 51, 52.
Improvised magic, 82, 104.
Improvising rituals, 104.
In-Betweeners, 45.
In Nomine, 27, 48; see also GURPS 

In Nomine.
Incarnations, 59.
Incense, 86, 92.
Incubus, 51, 52.
India, 16.
Indians, American; see American Indians.
Indians, Carib, 83.
Inherent magic, 44.
Injury Tolerance advantage, 38.
Innate spells, 38, 43.
Inner spirit worlds, 23, 25.
Insubstantiality advantage, 23, 25, 26, 37, 74,

113, 115.
Intent, 84.
Invisibility advantage, 37, 113.
Invisibility to Machines advantage, 37.
Invocations, 84.
Invulnerability advantage, 38.
Intelligence (IQ), 37.
Irish, folklore of the, 50.
Irrlicht, 50.
Islam, 17, 82.
Italy, 83.
Jack-o’-lanterns, 50.
Jann, 54.
Japan, 16, 82.
Jews, 15.
Jewelry, 86, 92.
Jinn, 54.
Journeyman’s Blessing ritual, 98.
Journeyman’s Curse ritual, 98, 99.
Judgment Day, 29.
Kabalah, 23, 79, 82, 86, 93.
Kabautermaniken, 58.
Kami, 9, 16, 60, 61, 82.
Kappa, 58.
Keres, 59.
Killimoulis, 58.
Klabautermaniken, 58.
Knacks, 44.
Knockers, 58.
Kobolds, 58.
Koori, 16, 83.
Kyriotetes, 47.
Law of Return, 89.
Laws, spirits and, 119.
Lay to Rest ritual, 104.
Leaving spirit worlds, 22.
Leprechauns, 17, 58.
Leprosy, 39.
Leshy, 60.
Liekko, 50.
Lifespan, 35.
Light, 12; spell, 44.
Lightning, 13, 50.
Limbo, 22.
Limited Magery advantage, 38.
Limited Materialization limitation, 36.
Limited Perception limitation, 36.
Literary spirits, 19.
Loa, 11, 13, 29, 50, 51, 83.
Locate ritual, 97.
Love Charm ritual, 99.
Loyal Item ritual, 99.

Lucid Dreaming skill, 21, 27, 78.
Magery advantage, 13, 21, 27, 30, 33, 38, 43,

44, 111.
Magic, 24, 27, 81, 103, 120; ceremonial, 82;

clerical, 81; improvised, 82, 104;
inherent, 44; items, 91; miraculous, 81;
ritual, 24, 81, 82, 84, 103; spirits and,
120; virtual, 30, 75.

Magic Resistance advantage, 38, 43, 44, 
74, 103.

Magical, spirits, 18, 44, 74; traditions, 82.
Magicians, 17, 18, 22, 25, 68, 73, 81, 84.
Magnetism, 18.
Mahatma, 50, 51, 113.
Malaise ritual, 96.
Malakhs, 47.
Malandanti, 7, 83.
Malebranche, 51, 52.
Malediction ritual, 99, 103.
Malocchio, 83.
Mana, 28, 44.
Mana Damper advantage, 74.
Manes, 59.
Manitou, 48.
Marid, 54.
Marsh gas, 50.
Marut, 47.
Mass, 82.
Material components, 75, 85, 88, 106.
Materialization, 23, 34, 40; full, 35.
Materialize spell, 106.
Meditation skill, 14, 79.
Medium, 18, 65; advantage, 33, 69, 74, 81,

89; template, 65.
Mental Blow, 76.
Mental Stab, 76.
Mental Strength skill, 79.
Michael, 55.
Middle Ages, 17.
Midgard, 23.
Mind Control spell, 44.
Mind Shield, 76, 109.
Mindless spirits; see Spirits, mindless.
Mindswitchs, 76.
Mindswords, 76.
Minions, 62, 63, 121; template, 63.
Miracles, 18.
Miraculous magic, 81.
Mirrors, 13.
Missing Power limitation, 36.
Modern occult, 23, 62.
Modern world, 18.
Modifiers, area, 91, 106; duration, 91, 

106; multiple target, 89, 106; ritual, 106.
Monsters, 7, 19, 120.
Mopaditit, 59.
Morphic fields, 19.
Morphogenesis, 19.
Mortal PCs, spirits and, 122.
Motivations, 36.
Movements, 33.
Mt. Olympus, 29.
Multiple forms, 35.
Multiple personality disorder, 78.
Multiple target modifiers, 89, 106.
Mystic symbols, 75, 84, 86, 88; advantage,

75, 92.
Naiads, 9, 15, 61.
Narcotics, 86.
Nature spirits; see Spirits, nature.
Nazis, 83.
Near-death experiences, 13.
Nereids, 15, 61.
Nets, 19, 30; shaman, 30.
Neutralize, 44.
New Orleans, 83.
Niflheim, 17.
Nirvana, 21.
No Extra Effort disadvantage, 37, 39, 43.
Norse, cosmology of, 11; runes, 86;

traditions, 93.
North America, 17, 83.

Nymphs, 15, 60, 61.
Object, spirits of, 61.
Obsession disadvantage, 43.
Occult, 23, 53, 62; modern, 23, 62.
Occultism skill, 79, 87, 102.
Occultist, 66; template, 66.
Offerings, 84.
Ogham, 86.
Old ones, 62.
One College Only Magery, 44.
Oni, 16, 51, 52.
Order of the Hourglass, 27.
Orishas, 83.
Outer spirit worlds, 25.
Oversouls, 48.
Pagans, 11, 29, 82, 86.
Panic spell, 44.
Paranormal, 18, 66.
Parapsychologists, 44.
Parapsychology, 18, 19.
Parts of the soul, 10.
Past lives, 19.
Paths, 81, 83, 104, 112; of Cunning, 92; of

Dreams, 21, 27, 78; of Health, 95; of
Knowledge, 96; of Luck, 30; of Nature,
100; of Protection, 101; of Spirit, 24, 41,
45, 79, 96, 104; of the Net, 30.

Patron advantage, 74.
Pentagrams, 86, 93; spell, 41, 45, 103.
Perception, 33.
Perfect Illusion spell, 44.
Performance/Ritual skill, 79.
Personification, 8, 59, 83; template, 60.
Pestilence advantage, 35, 39; spell, 44.
Phantasms, 49.
Phantoms, 49.
Phase Other spell, 24.
Phase spell, 24.
Phobia disadvantage, 41.
Phookas, 58.
Photokinesis, 50.
Physical effects, 96.
Physical Form enhancement, 23, 35, 

111-113.
Physical transference, 22.
Physical world, 21.
Piskies, 58.
Pixies, 58.
Place, spirits of; see Spirits of place.
Planar Visit spell, 23, 24, 26, 108.
Plane Shift Other spell, 24.
Plane Shift spell, 24.
Plant Empathy advantage, 74.
Plants, 86; spells, 44.
Plant spirits, 8, 44, 74.
Pocket dimensions, 22.
Poisons, 86.
Poltergeist Effect, 30, 34, 36, 45, 111, 

112, 117.
Poltergeists, 18, 19.
Portals, 25.
Possession, 17, 19, 34, 35; ability, 34,

36, 113.
Potions, 86.
Power Investiture advantage, 13, 81.
Powers, special, 36.
Prana, 82.
Precognition, 50.
Predict Weather ritual, 100.
Preparation, 84.
Pressure Support advantage, 38.
Preta, 59.
Priests, 22, 66, 68, 81, 119; template, 66.
Primitive disadvantage, 42, 45.
Principalities, 47.
Prison worlds, 22, 52.
Probability Alteration, 30, 34, 36, 39, 111,

112, 117.
Projections, 22; spell, 24, 104.
Pseudoscientific spirits, 19.
Psi Sense, 45.
Psionic Power advantage, 21.
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Psionic Resistance advantage, 74.
Psionic spirits, 44, 74.
Psionics, 19, 24, 27, 30, 44, 76, 109, 111;

ritual magic and, 109.
Psychic Vampirism, 76.
Psychics, 22.
Psychokinesis, 76.
Psychological spirits, 19.
Psychopomps, 7.
Pucas, 58.
Purgatory, 21, 29.
Qabalah, 82.
Quirks, 45.
Rakshasa, 9, 16, 51, 52.
Randomizers, 86.
Raphael, 55.
Rattles, 86.
Read Thoughts ritual, 97.
Realistic campaigns, 111, 117.
Reawakened advantage, 11, 38.
Recurrent spontaneous psychokinesis, 18, 

30, 61.
Redcaps, 58.
Regeneration advantage, 38.
Reincarnation, 10, 11, 16, 18, 121.
Religious spirits, 18.
Remote viewings, 18.
Repair spell, 44.
Repel Spirits spell, 108.
Reprogrammable Duty disadvantage, 36.
Resistance rolls, 88.
Resurrection, 11, 38; spell, 29.
Retrogression advantage, 27.
Ritual Adept advantage, 75, 81, 111-113.
Ritual Aptitude advantage, 30, 75, 81, 

84, 111.
Ritual magic, 24, 81, 82, 84, 103, 109;

defaults, 84; magic and, 103; psionics
and, 109; skill, 78, 79, 81-84, 87, 
111, 112; terms, 81.

Ritual modifiers; see Modifiers, ritual.
Rituals, 44, 81; combined, 89; conditional,

89; conducting, 84; creating new, 104;
effects, sensing, 89; hostile, 88, 89, 104;
improvising, 104; roleplaying, 85.

Rituals and Ceremonies skill, 79.
Roles of spirits, 6, 36.
Rome, 15.
RPG spirits, 19.
RSPK, 18, 30, 61.
Ruin spell, 44.
Runes, 79, 83, 86, 97.
Sabbat, 87.
Sacred spaces, 30, 75, 85, 87, 106; 

aspected, 87.
Sacrifices, 83, 84, 88, 106; skill, 79.
Saints, 11, 18, 50, 51, 83, 84.
Salamanders, 55.
Saman, 13, 83.
Sanctity, 87.
Santería, 83.
Scry rituals, 97.
Séances, 18.
Second Sight

advantage, 69, 74, 75, 81, 89.
Secret Communication advantage, 38.
Secret master, 50, 51, 113.
Seek Beast ritual, 100.
Seelie, 57.
Seers, 7, 25, 68; template, 68.
Sense Aura, 76.
Sephiroth, 23, 93.
Seraphim, 47.
Servants, 6, 19, 54.
Servitor spirits; see Spirits, servitor.
Shades, 13.
Shadowrun, 114.
Shadows, 13.
Shamans, 7, 13, 14, 16, 19, 22, 23, 25, 30,

60, 66, 68, 69, 73, 81, 83, 84, 119; duties,
14; Net, 30; template, 68; trance, 14;
worlds, 17, 23.

Shi-ryo, 59.
Shinto, 16, 60, 61, 82.
Si’lat, 54.
Sidhe, 17, 45, 58, 111, 115.
Sigils, 14.
Signature Sniffer, 45.
Silly campaigns, 111.
Skills, 45, 78-79.
Skull-spirits, 107.
Slave Mentality disadvantage, 36.
Sleep, 44, 76.
Smoke (Fog), 113.
Social Disease disadvantage, 39.
Social Stigma, 119.
Society, spirits and, 119.
Solidify spell, 106.
Solomon’s Seal, 14, 41, 54, 58.
Soothe ritual, 95.
Sorcerers, 68, 81; template, 69.
Souls, 10, 18, 23, 29, 52, 104, 105; parts of

the, 10.
Sounds, 34, 49.
Sounds and Visual Effects Only 

limitation, 36.
Sounds Only limitation, 36.
Sounds, Visual, and Ectoplasm Effects Only

limitation, 36.
South America, 17, 83.
“Speak with” advantage, 39.
Specters, 59.
Spectral Touch enhancement, 35, 39.
Spells, 38, 43, 106-108; innate, 38, 43;

prerequisites, 44; recommended, 44;
spirit, 106-108.

Spies, 121.
Spirit Advisor advantage, 76.
Spirit Empathy advantage, 74.
Spirit Form advantage, 23-25, 35, 37, 38, 40,

41, 44, 61, 76, 111-113.
Spirit hunter, 68, 69; template, 69.
Spirit Invulnerability advantage, 40.
Spirit Lore skill, 79.
Spirit Projection advantage, 7, 23, 25, 76.
Spirit Slave ritual, 105.
Spirit spells, 106-108.
Spirit Trap ritual, 105.
Spirit warriors, 60, 70, 77, 111; advantage,

77, 120; template, 70.
Spirit worlds, 21, 25; entering and leaving,

22; inner, 23, 25; mutability, 21; outer,
25; quantity of, 21; travel, 21, 24, 36;
ultra-tech, 30.

Spirit-Jumper advantage, 23, 25, 26, 76.
Spirits, abilities, 33; alien, 10, 18, 62;

ancestor, 6, 7, 18, 29, 82; animal, 8, 17,
48, 58, 73; animals and, 7; celestial, 9,
17, 29, 44, 47, 48, 51, 58, 62, 117;
characters, 70; combat, 69; foes, 120;
free-willed, 36, 47, 48, 50, 51, 54, 55, 57,
59-62; guardian, 7, 21, 29, 51; heroes,
121; hierarchies of, 17, 117; history of,
14; hostile, 4, 85, 103, 119; human, 10,
49, 50, 59, 62; law and, 119; literary, 19;
live where, 26; locations, 119; magic and,
120; magical, 18, 44, 74; mindless, 36,
45, 48, 49, 55, 61; mortal PCs and, 122;
nature, 8, 15-17, 44, 48, 55, 57, 59, 60,
74, 117, 121; of object, 61; of place, 9,
59, 60, 107; of place template, 61; plant,
8, 44, 74; powers, 33; pseudoscientific,
19; psionic, 44, 74; psychological, 19;
quantity, 117; rarity, 117; religious, 18;
roles, 6, 36; RPG, 19; servitor, 19, 36, 42,
45, 51, 54, 55, 61, 118; society and, 119;
sustaining, 12; symbolism and, 12;
technology and, 120; technological, 19;
templates, 47-63; that aren’t, 45; today’s,
18; travel, 34; types, 8, 104, 115; ultra-
tech, 45; using, 117.

Spiritual recordings, 49.
Spiritual symbols, 88, 106.
Spiritualist movements, 18, 51.

Splash advantage, 40.
Split Personality disadvantage, 78.
Spriggans, 58.
Sprites, 58.
Strength (ST), 36.
Stars, 14.
Staves, 86, 92.
Steal Health spell, 44.
Steal Power, 44.
Steal Strength spell, 44.
Stealth skill, 101.
Steampunk campaigns, 113.
Sterile disadvantage, 42.
Sterility ritual, 95.
Stones, 86.
Stroke of Luck ritual, 97.
Strong Will advantage, 39, 81.
Succor ritual, 95.
Succubus, 51, 52.
Suggestion spell, 44.
Summon Beast ritual, 101.
Summon Demon spell, 106.
Summon Elemental spell, 106.
Summon ritual, 104.
Summon Spirit spell, 106.
Summoning, 33, 105, 119.
Sun, 14.
Supernatural, 66.
Superpower, new, 71.
Supers campaign, 23, 111, 113, 116, 121.
Sustaining spirits, 12.
Swarths, 50.
Swords, 86.
Sylphs, 8, 55.
Symbol Drawing skill, 79, 84, 88.
Symbolic representations, 88, 106.
Symbolism and spirit, 12.
Syncretism, 84.
Tables, Area Effect Modifiers, 91; Duration

Effect Modifiers, 91; Multiple Target
Modifiers, 89; Ritual Modifiers, 106;
Spirit Disadvantages, 43.

Taboo disadvantages, 43.
Taboo traits, 45, 106.
Talismans, 7, 81, 88, 92.
Taoism, 82.
Tarot, 86, 97.
Tartarus, 21, 29.
Tasks, 50.
Technological spirits, 19.
Technology, 24, 63, 120; and spirits, 120;

ultraterrestrial, 63.
Telekinesis, 113.
Telepathy, 19, 50, 76.
Temperature Tolerance advantage, 100.
Templates, character, 65-70; spirit, 47-63.
Tempters, 52.
Tengu, 58.
Terminally Ill disadvantage, 39, 78.
Terrors, 35, 40.
Theology skill, 79, 87, 102.
Theosophical Society, 18, 51, 113.
Thought forms, 12, 18, 61; template, 62.
Thrones, 47.
Thule Society, 83.
Thunderbolt ritual, 101.
Time component, 75, 85, 106.
Time travel, 27.
Today’s spirits, 18.
Tokens, 33.
Toltecs, 17.
Tommyknockers, 58.
Totems, 7, 8, 17, 48, 49.
Totemism, 8.
Tracking skills, 101.
Traditions, 81, 82; magical, 82.
Trances, 13, 14, 17, 83; state, 78.
Travels, spirit, 34; spirit world, 21, 24, 36;

time, 27.
Tree of Life, 82.
Tree-Kin advantage, 74.
Trow, 58.

True Faith advantage, 41, 45, 75, 113, 119.
Tulpa, 12, 61.
Turn Spirit, ritual, 103; spell, 24, 106.
Types of spirits, 8, 104, 115.
Typhoid fever, 39.
Ultra-tech, 24, 30, 45; spirit world, 30;

spirits, 45.
Ultraterrestrials, 10, 18, 62, 113; 

technology, 63.
Unaging advantage, 37.
Uncle Sam, 61.
Undead, 11, 19, 45, 107, 117.
Underworld, 15, 23, 25, 29.
Undines, 55.
Universal unconscious, 30.
Unlimited Lifespan enhancement, 35.
Unliving disadvantage, 42.
Unseelie, 57.
Unusual Background advantage, 21.
Unwilling Ally disadvantage, 73.
Urban fantasy, 112.
Uriel, 55.
Vacuum Support advantage, 38.
Valhalla, 7, 17.
Valkyries, 6, 7, 9, 17, 47.
Vampires, 13, 107.
Vestments, 86.
Vevers, 79, 86.
Villains, 121.
Virtual magic, 30, 75.
Virtues, 47.
Visible enhancement, 36.
Vision of Luck ritual, 73, 97, 99.
Visions, 19, 49, 68, 83.
Visual effects, 35.
Visualization advantage, 75.
Vitality ritual, 95, 102.
Voices disadvantage, 33, 78.
Voodoo, 11, 13, 17, 19, 23, 30, 50, 51, 79,

82, 83, 86, 105.
Vow disadvantage, 43.
Vulnerability disadvantage, 40, 42, 43.
Wands, 86.
Ward ritual, 97, 103.
Warrior demons, 53.
Warrior’s Blessing ritual, 96.
Warriors, spirit; see Spirit warriors.
Water elemental template, 56.
Weakness disadvantage, 42, 43.
Wealth advantage, 39.
Weapon Blessing ritual, 99.
Weapon skills, 101.
Weatherworking ritual, 101.
Weirdness Magnet disadvantage, 78.
Western beliefs, 14; traditions, 82.
Wicca, 83, 87.
Will-o’-wisps, 49, 50.
Windfall ritual, 98.
Witch-fire, 50.
World Sight advantage, 13, 69, 75, 81.
World-Jumper advantage, 25, 76.
Worlds axis, 23; dream, 25, 26, 30, 31;

lower, 23; middle, 23; modern, 18;
physical, 21; prison, 22, 52; spirit, see
Spirit worlds; upper, 23.

Worship, 12, 17, 62.
Wraiths, 19, 50.
Wu, 16.
Yggdrasil, 23.
Yin and yang, 82.
Zar, 54, 55; template, 55.
Zeroed disadvantage, 45.
Zombies, 51.
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