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INTRODUCTION 
HE world of magick is a fickle thing. In this age of in-
formation and communication, it is not uncommon 
for people to get lost in the vast wealth of information 
and misinformation of spirituality and magick. It 
seems almost every day I have someone asking me for 
spiritual guidance and questioning the accuracy of a 
concept they’ve stumbled across. With many years of 

studying religion, philosophy, spirituality and indeed the occult, I have 
come to understand the complexities and simple truths about the world 
of true magick.  

It is a terrible sadness for me to see how many people have lost touch, 
not only with nature but with themselves and the needs of their own 
powerful mind. They fear to trust in their own instincts and their own 
individual needs, grasping at universalism and reassurance; basing their 
paths on what other people have decided is right or true. Abandoning 
their own perspectives to grasp at the easy road of absolutism and dog-
ma.  

This Grimoire is a full pathworking for those who are looking to walk 
the path of the Vitki; the Norse Sorcerer and Shaman. An outline for 
working with not only the Aesir and the Vanir but with all facets of 
Norse Magick. You will explore the main gods of the tradition and the 
techniques to call to them, to bring them forth and to cast your will upon 
the wyrd. You will touch the void and explore realms many can only 
dream of.  

T 
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Many have attempted to explore the tradition of the Old Norse only 
to end up with a treasure-trove of dogma and very little measurable re-
sults in their own life. This tome will change that. You will not have your 
fantasy fed to you, nor will these pages contain information on how to 
levitate rocks or shoot fire out of your fingers. This book will simply open 
the doors for you to work with powerful entities both within and outside 
of yourself, and give you the tools to manifest into your life real benefit. 
The aim is to give you the methods to create change and benefit your life 
as a whole. Magick without mundane benefits and real-life application is 
pointless.  

Yet, regardless of how I structure this book, at the end of the day the 
true pathworking will be decided for yourself. The needs of my own indi-
vidual self may be different than the needs of your own. Take the writings 
in this book with a pinch of salt as well as an intent to tailor it to your 
own individual needs. What has been provided is not a universal or liner 
plan but rather a guideline, built by my own experience and knowledge 
to provide a guiding hand on your path. As my mentor once said, "The 
mark of a good Vitki is one who takes the practice and makes it their 
own, rather than anyone who just takes what somebody has given them 
and repeats it by rote.”  

With everything that you read in this book and all the instructions 
given, do not feel bound by them. If you feel that tweaking it will benefit 
you, then try them. I have spent years looking at rituals and dissecting 
them, experimenting with them, and finding out how I can make it work 
for me. That is the one thing I will say is the universal rule. I hope this 
journey you are about to embark on will be fruitful and before you ven-
ture forward there is still one thing I must say.  

Magick itself is simple, in fact you will find out within these first few 
pages that everyone is doing magick and that it would be impossible for 
us not to be doing it. However, more to the point taking your magick out 
of the mundane and intentionally performing magick is a whole new 
world. Being a magician is somewhat simple and bares results many 
deem impossible to achieve. However, the path of the Shaman is not so 
much an easy path. Shamanism itself is a brutal and somewhat lonely 
path. Additionally, it is a path of dedication and you will put your mind, 



INTRODUCTION 
 

33 

body, and spirit through great stress. If you do embark on this journey be 
prepared for blood, sweat, tears and much more; however, with greater 
risks and with more work comes greater rewards. 

I do not say this to try and frighten you or to put you off. Truly the 
path of the Vitki, the Shaman is so fulfilling and rewarding, but it is not 
without pain and struggle either. You will find yourself on this journey 
and yet you will also lose yourself. An interesting paradox to start you 
path with. • 

Stay True & Stay Awesome, 

 
ASBJÖRN TORVOL 
Dunotyr Castle in Scotland 





EVOKING NIGHTMARES	
 

35	

 

EVOKING  

NIGHTMARES 

Chapter Eleven 
NE of the great things with this pathworking is 
that not only does the Vitki get to work with the 
Aesir and Vanir Gods, but with all other entities 
within the nine realms. In this pathworking, you 
will want to delve into working with the jötnar 
(giants), Dwarves, Elves and any other entity 
spoken of in the mythologies. While details on 

working with these entities are scarce, I have had the pleasure of working 
with several entities both known and unknown that are connected to this 
pathworking system.  

Unlike working with the Aesir and Vanir Gods the Lokkr set up sig-
nificantly differs. The ritual set up provided for the Aesir and Vanir is a 
very loose system for working. Like always, I suggest tweaking the meth-
ods to suit your needs. However, with these other entities rituals can vary 
from even more simple to far more complex. I have kept the majority of 
the following entities rituals simple, and with the knowledge and skills 
you will have developed this far already, I urge you to take my loose sug-
gestions for rituals and turn them into your own masterpieces. This is 
where the true trials of the Vitki Begin.  

O 
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Before you in these next pages will be some of the most powerful enti-
ties in this system to work with. Things that can be the subjects of night-
mares. From destruction to pain, fear to insanity these entities should 
even in the psychological sense be approached with caution. It is said 
among magicians that it is far easier to open the doors than it is to close 
them… and in this case, it is even truer.  

In these next pages, you will find powerful frost Giants, Demons of 
the Muspelheim fires, dragons of destruction and monsters birthed from 
the womb of chaos itself. Remember the previous chapters as you venture 
forth and make sure you use the protective, cleansing, grounding and 
harrowing methods you have.  
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ANGRBOÐA 
Bringer of Grief & Sorrow 

 

Angrboda is the perfect Jötnar to work with in terms of baneful mag-
ick as well as learning new methods of performing baneful magick. 
Mother of Fenrir, Jörmungandr and Hel. The mother of three monsters. 
If your aim is to learn baneful magick or to bring grief and sorrow into a 
targets life, Angrboda is the perfect choice.  

Evoke Angrboda in a cave preferable in a cold climate. Place in a large 
jar a small human effigy, a snake’s head or tooth, wolf tooth or hair and a 
small bone. Fill the jar with ice cold water and darken with black salt or 
charcoal. Scry into the jar of blackened water and call Angrboda through 
the blackness.   

Speak your petition through the blackness and visualize your target in 
grief and sorrow at the hands of your petitioned giantess.  
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FAFNIR 
The Cursed Dragon 

 

Fáfnir is a dwarf with a powerful arm and fearless soul. He guards his 
father's house of glittering gold and flashing gems. He is the strongest 
and most aggressive of the three brothers. After being affected by the 
curse of Andvari's ring and gold, Fafnir became a dragon and was slain 
by Sigurd.  

Odin, Loki and Hœnir were traveling when they came across Ótr, 
who had the likeness of an otter during the day. Loki killed the otter with 
a stone and the three Æsir skinned their catch. The gods came to 
Hreidmar’s dwelling that evening and were pleased to show off the otter's 
skin. Hreidmar and his remaining two sons then seized the gods and held 
them captive while Loki was made to gather the ransom, which was to 
stuff the otter’s skin with gold and cover its outside with red gold. Loki 
fulfilled the task by gathering the cursed gold of Andvari as well as the 
ring, Andvaranaut, both of which were told to Loki as items that would 
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bring about the death of whoever possessed them. Fáfnir then killed 
Hreidmar to get all the gold for himself. He became very ill-natured and 
greedy, so he went out into the wilderness to keep his fortune, eventually 
turning into a serpent or dragon (symbol of greed) to guard his treasure. 
Fáfnir also breathed poison into the land around him so no one would go 
near him and his treasure, wreaking terror in the hearts of the people. 

Without going any deeper into the story, it is pretty easy to see what 
Fafnir’s characteristics is. A protection for his beloved treasure and, of 
course, a desire for treasure. To the Vitki, this can be a tool in taking 
from their enemy finances as well as protecting their own. Money in our 
modern society makes the world go around, and taking away someone’s 
finances is a good way to throw them into chaos. This is where Fanfares 
curse comes in.  

There are several ways to work with Fafnir. One would be to use his 
presence as a means to protect your own finances. Drawing his sigil upon 
a coin or bill and keeping it with your others would be a good way to pro-
tect your financial dealings. Anointing the sigil with blood and doing an 
offering is, of course, standard.  

The second would be to summon Fafnir into your targets life. Draw-
ing the sigil upon a coin or bill and burying it at the targets residence. 
Additionally, finding a way to get the target to accept the coin or bill with 
the sigil is also useful but significantly more difficult.  

The third way would be to create your own cursed ring or coin by 
evoking Fafnir into a ritual circle made from copper coins and with his 
presence create a coin/money talisman or ring with his sigil. Summoning 
him will require an offering of gold, money or other valuable items. The 
talisman or ring would then be gifted to the target in some way or anoth-
er.  
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GRÍÐR 
Greed 

 

Greed can be a powerful enemy but also a powerful curse. Greed has 
the power to destroy relationships, break opportunities and drive people 
to insanity when their lust is not sated. Gríðr is the Jotun of Greed. 
Working with this Jötnar will not only be costly for the Vitki but for the 
victim of Greed’s Curse.  

Before working intimately with Gríðr, you are most likely going to 
have to provide several offerings to her. This is one situation where Mae-
gan is applicable to Jötnar. Offerings of valuable items such as gemstones, 
coins and jewelry will appease and please Gríðr.  

Create a circle in a candle lit venue out of coins. Sit within the circle 
and offer up something valuable as an offering. In your own words, call 
down Gríðr and give your petition. After the ritual is complete, bury the 
item somewhere hidden and secret with her sigil.   
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HRUNGNIR 
Abusive Brawler 

 

Prior to his demise, Hrungnir engaged in a wager with Odin in which 
Odin stakes his head on his horse, Sleipnir, being faster than Hrungnir's 
steed Gullfaxi. During the race, which Sleipnir wins, Hrungnir enters 
Valhalla, and there becomes drunk and abusive. Hrungnir is one of those 
entities that is simply abusive and twisted. A warrior turned into a drunk 
abuser can be a very disturbing entity to attach to an unfortunate target. 
If you are looking to cause abusive terror in your targets life this is an 
easy choice.  

A talisman should be made with his sigil on it. Preferable with rotted 
wood. Wrap the talisman in horse hair. Evoke Hrungnir by throwing the 
talisman into a ritual fire and chanting his name. In your own words, call 
him into the space or through the fire to give your petition.  
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JÖRMUNGANDR 
The Midguard Serpent  

 

Jörmungandr, also known as the Midgard Serpent or World Serpent, 
is a sea serpent, the child of the giantess Angrboða and Loki. Odin took 
Loki's three children by Angrboða—the wolf Fenrir, Hel, and Jör-
mungandr and tossed Jörmungandr into the great ocean that encircles 
Midgard. The serpent grew so large that it was able to surround the earth 
and grasp its own tail. This monster is the arch enemy of Thor. Its char-
acteristics are simply destruction, death, and fear.  

Jörmungandr is the peak of destructive fear breaking the typical con-
cept that serpents are teachers of knowledge. This is not an entity you 
will learn from, not one you can reason with, not one you can control. 
Rather, its only use to the Vitki is to unleash upon something in need of 
annihilation. Carve the sigil onto a piece of wood. On the other side carve 
the name of that you wish to be destroyed. Wrap the talisman in snake-
skin and soak in a poisonous substance. Bury at an ash tree.   
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MAL-XORATH 
Demonic Prince of Muspelheim  

 
Ever since my calling to the path of the Vitki and the Norse path as a 

whole, I have always been curious about a particular entity that I worked 
with before stumbling across the path. This entity hoarded me with spir-
itual experiences, enlightened me on many of the issues in my life and 
ways to solve them, and made me question many of the magickal truths 
to this day I have come to accept and cherish. Not to mention the intensi-
ty of contact and consistent communication I had with it. After first find-
ing my path as a Vitki I had to some extent let this entity fade from my 
world of magick; however, my pact with him still remains bound and 
after some realizations on this pathworking I came to understand much 
more about what this entity truly is and why it had come to me. 
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FINDING MAL-XORATH  

It all started after I left a certain occult group that was dumbing down 
their disciples with dogma and absolutism, feeding them their fantasies 
and forcing them into a smaller box while preaching ascension. I had a 
lot of tension with this particular group and refused to bow, be chained 
or conform to their political pyramid hierarchy. My goal was to ascend, 
and I was not going to let any group put me in a smaller box. As such I 
was removed from this group and I faced many spiritual attacks, curses 
and baneful magick that were all aimed in my direction. It was at this 
point I found Mal-Xorath; or rather he found me.  

Knowing I was somewhat in a bind and that several magickal attacks 
would be targeted at me, I reached out into the fabrics of reality. I pro-
jected my voice and called out to whatever was willing to listen and that 
call was heard. I started to receive images and flashes in my head as the 
days went by, always of a demonic looking face. I started to have dreams 
of this particular being and every time I would go to meditate I would see 
it. At first, I thought this was a demonic spirit sent to haunt me and cause 
me misfortune; however, I was wrong. This demonic entity was trying to 
grab my attention as I had tried to grab the attention of anything that 
would listen when I called out. I began to realize that my call had be 
heard. 

I sat down to meditate, I opened my mind and my ears; I listened. 
This entity introduced itself as Mal-Xorath, Demonic Prince of Chaos, 
Fire and Death. At first, I was curious but given the fact I was between 
being cursed and opening new opportunities, I was hesitant to say the 
least. Over the course of a few weeks, I began to learn more and more. 
This entity much like how E.A Koetting describes his work with Azazel 
was in the pursuit of a similar bond. Unlike Faustian pacts, a true de-
monic pact is an agreement and instead of selling my soul for riches, 
which is pointless to say the least; the intention was for me to learn from 
this demonic prince, be mentored by it and pushed into the right direc-
tion. I finally understood my situation, and the decision I had to make.  
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THE PACT 

I knew that the only way I was going to move forward and to connect 
on a deeper level with this demonic prince was to make a pact with him. 
For some reason, he had answered my very vague call and I expect that I 
had much to learn from him. My passion was and still is Necromancy 
and so it makes sense that a demonic entity of chaos and death would 
choose me. The night I had this realization, I dreamt of his sigil. Like fire 
it was burned into my mind’s eye, I could see it in front of me white and 
glowing with fire out of the dark abyss of Gunningagap. I drew up his 
sigil and knew instinctively what to do. 

I wrote up the pact agreement, which in many cases is ironic since it 
mirrors the method of Faustian pacts. I wrapped the pact in black, white, 
and red ribbon and sealed and anointed it with my blood. My journey as 
a Champion of Mal-Xorath was about to begin. 

From the moment this pact was sealed, I could feel the change in my 
own personal fabric of reality. Physically, emotionally, mentally, spiritual, 
and psychologically my entire world was about to change. I would have 
dreams often, to the point that I was even tempted to invest my time spe-
cifically into to dream based magick and Lovecraftian magick. It felt 
somewhat similar to how S. Ben Qayin had described Lovecraft’s work 
with the Old Ones. 

From that moment on, I learned much about magick and truly began 
to understand the truths of our magickal world. With daily offerings, 
communication, and ritual work I felt as if I had my own personal tutor 
to show me the web of wyrd itself. Eventually, however, I found my call-
ing to Thor.    

FADING OF THE BOND 

Like all pacts and agreements, they eventually become redundant. All 
progress as we know demands sacrifice, and this relationship I had with 
Mal-Xorath was about to begin to fade. With my magickal confusion fad-
ing and clarity coming each passing day my calling to the path of the 
Vitki happened. I began to dream of Thor and the Norse path took its 
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grip on my soul. I began my pathworking as a Vitki and Mal-Xorath fad-
ed into the sands of time. 

Up until later in my pathworking, I went from having little thought of 
Mal-Xorath to jumping back into my work with him 

The Revelation of the Demonic Prince 

Be it an external demonic entity or a psychological one, it makes no 
difference. As above so below and as Vitki we learn to understand that 
even the psychological associations and interpretations can be very real 
in our external world. I was told in my work with Mal-Xorath that he is a 
Demonic Prince of Muspelheim, although this is based only on my own 
individual association and interpretation rather than any documented 
evidence. He brought me to the Norse Path. Why? He protected me from 
those who would harm me. Why? All these questions I cannot answer 
with any other than he is still a part of the tradition I walk today. His 
purpose was to bring me here, and now that I realize his importance and 
his relation I can pass my work with him on.  

Mal-Xorath, while demonic, favored me and it makes sense that he 
leads me to my patron God Thor. He reigns over Chaos and Death, truly 
aiding in my death and rebirth as a Vitki. There is no set ritual for work-
ing with Mal-Xorath. Only meditating with his sigil in your mind and 
projecting your voice to him into the void.  
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NÍÐHÖGGR 
Malice Striker 

 

From below the dragon dark comes forth, Nithhogg flying from 
Nithafjoll; The bodies of men on his wings, he bears, the serpent 

bright: but now must I sink. 
—Völuspá 

In Norse mythology, Níðhǫggr-Malice Striker also known as Nidhogg 
is the dragon who gnaws at a root of Yggdrasil. In historical Viking socie-
ty, níð was a term for a social stigma implying the loss of honor and the 
status of a villain. Thus, its name might refer to its role as a horrific mon-
ster or in its action of chewing the corpses of the inhabitants of Náströnd: 
those guilty of murder, adultery, and oath-breaking, which Norse society 
considered among the worst possible crimes. 
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In Norse Mythology, there are a few dragons told of in the stories. 
Nidhogg being the more widely known but another example would be 
Fáfnir. To the heathen this is but an allegorical story and a historical tale, 
but to the Vitki this is reaches whole new level.  

In magick, there is a concept called egregores of which you are most 
likely already aware of. Things that exist because so many have poured 
their energy and belief into it creating the entity itself. I would say that 
this is one of the important aspects to Nidhogg here. This aspect is the 
subconscious entity and personification of our own malice… for lack of 
better description our own inner Nidhogg.  

Now why would any practitioner of spirituality or magick need to 
evoke such an entity be it psychological or as an external force/egregore? 
The answer here is a simple one, to turn Malice into a weapon.  

Evoking this dragon can put you in the mindset of turning your mal-
ice into a weapon and destroy those things you want rid of… to simply 
put curse another. All out destruction like the fury of a dragon.  

For an evocation like this, to destroy your enemy and turn their life 
into utter destruction, you are going to have to do a lot more effort than 
just a meditation. A ritual like this will require a great sacrifice. In sym-
bolism and certain cultures, it is believed that snakes and dragons are of 
the same family; in this case, it is no different.  

To evoke this Malicious Dragon, you will sacrifice a snake at the base 
of an ash tree and bury the snake beside one of the roots of the tree with 
the targets name written in parchment and anointed with blood in the 
snakes mouth. With the snake buried call upon the dragon. Call it as nat-
urally and raw as you can and speak your petition.  
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YMIR 
Ancestor of the Jötnar  

 

Evoking Ymir is one of those rituals that require no physical items 
whatsoever. Find a place with a large natural presence. A tall mountain, 
pitch black cave, etc. A place of intensity. If you don’t have a place of in-
tensity, do it in a time of intensity. Intense weather like a thunderstorm 
will do. Paint the sigil on your chest or arms. Project your voice loudly 
unto the space in your own words. Your words must show strength and 
boldness. Do not request but demand his presence.  

Ymir is a primeval being who was born from venom that dripped 
from the icy rivers Élivágar and lived in the grassless void of Gunninga-
gap. Ymir is an archetype of physical material creation, but also of 
strength. Evoking Ymir is best suited for self-transformation through 
harsh crucible. •  
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BECOME A 

LIVING GOD 
ECOME A Living God champions the values of individuality, 
freedom, and personal power to maximize human ascent. Dis-
cover more magick with our video courses, rituals for hire, 
grimoires, talismans, and personal consultations. 

• Norse Magick: A Left Hand Pathworking by E.A. Koetting 

• Qliphothic Invocations & Evocations by Asenath Mason 

• Anthology of Sorcery, Volume 3 by 21 Authors 

• Awakening Lucifer by Asenath Mason & Bill Duvendack 

• Black Magick of Ahriman by Kurtis Joseph 

• Haitian Vodoun by E.A. Koetting 

• The Black Book of Azathoth by S. Ben Qayin 

• Black Magick Manifesto by Timothy 

Find these titles and many more at BecomeALivingGod.com. • 
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