An underground magic movement, blood magic is slowly becoming more popular among the more nefarious of spell casters. Blood mages focus their studies on the manipulation of life force, most commonly represented by blood. Their spells focus on life force transfers, necromancy, and other spells that spill or transfer blood. This is obviously considered taboo by the vast majority of society, and some areas have outlawed its study all together. Still, those who study it's ways are lured by the potential power it brings. Blood mages tend to be either very power hungry or sadistic. Damage caused by typical spells tend to be more painful than most, and in the very least quite morbid. Blood mage spells may only be used by blood mages. The methods behind casting is more ritualistic than standard magic and really almost priest like. Vampires are particularly attracted to this type of magic and many blood mages seek to become vampires as well. The drow have also begun research into this type of magic. Rituals are typically performed with slaves and while expensive, is not as frowned upon as it is among most good races.

Requirements: Constitution 15. The rigors of constant blood transfer require a very healthy constitution. Those with lower constitutions tend to get sick and die, or simply do not have the stomach for the school. Members of this specialization cannot be of good or lawful alignment. The magics are considered evil by most that encounter it and declared outright illegal by many towns that know of it.

Preferred schools: Necromancy and evocation are the most common schools of magic that encompass blood magic, though some alteration and charm spells are employed as well.

Barred Schools: Abjuration is barred to blood mages, as is illusion. The subtleties of protection magic and illusion are generally considered weak. When the weak willed must be fooled, charm spells are typically employed as blood mages prefer control over deception.

Role: Blood mages are generally chaotic in nature, and always self serving. Their magic is shunned by most so they do not openly declare themselves unless they have an obvious advantage. Even pure necromancers typically give blood mages a wide berth. Their ritualistic nature makes them appear to be a dangerous cult at best.

Weapon proficiencies: Any normally allowed a wizard, though they typically use sharp weapons, capable of easily spilling blood such as knives and daggers. The wizard's first proficiency must be spent on such.

Nonweapon Proficiencies: Bonus Proficiencies: Anatomy, Rope use. Recommended: (general) Artistic Ability, Dancing. (wizard) Research, Ancient languages, Ancient History, Reading/writing, Spellcraft (rogue, one slot) Disguise. 

Equipment: Any may be purchased, though a cutting impliment as well as rope (for binding struggling subjects) are typically carried at all times.

Special Benefits: Blood mages gain all the typical bonuses regarding blood magic (included spells are listed below). In addition, once per level a blood mage may attempt a blood ritual. Such rituals are expensive and difficult to complete, but the benefits are great enough that those who study such magics are more than willing to attempt them. 


First, a ritual area must be prepared. This process requires a great deal of time, taking about a week of preparation per level and 1,000 gold pieces per level worth of incenses, oils, and other materials. Once the ritual area is prepared, a large number of sentient creatures must be collected. Creatures of animal intelligence are not usable. 5 creatures of human size per level may be used. Smaller or larger creatures may be substituted. 1 Huge creature = 2 large creatures = 4 human creatures = 8 small creatures = 16 tiny creatures. Creatures higher than huge size are simply too large to be used. They must be free of disease, poison or other malady that might corrupt their blood. These creatures must be bound by rope, chains, magic or other means to prevent struggling. Willing creatures need not be bound, but typically creatures used are not willing.


Once everything is prepared, the ritual may begin. The ritual itself takes 1 hour per level to complete. During which, each of the bound creatures are slaughtered and their blood drained into a central pit. The blood mage anoints himself with oils and either drinks the blood or bathes within it. The blood mage is placed in a state of euphoria as life energies are absorbed within. The euphoria lasts for the last quarter of the ritual and once entered, the ritual cannot be disrupted, though the blood mage is fairly oblivious to the world around him and typically vulnerable. The ritual area is highly charged with life energy at this point however, essentially forming a wall of force around it. Any method that could bypass a wall of force could allow entry into the ritual area. When the ritual ends, the blood mage must make a system shock roll (undead blood mages need not make the roll). Failure means the blood mage dies in euphoria as the life energies overrun his body and rupture various organs. In such a case, there is a 10% chance the blood mage becomes an uncontrolled blood elemental (see monster description below). Success means the blood mage gains the benefit the ritual was created for.


Typical benefits are below. Each may be completed more than once (though no more than one ritual may be completed per level), the effects stacking except where noted.

Thicken blood - The caster's blood thickens, reducing bleeding considerably and allowing the body to take more punishment. Each level increases the casters hit points per level by 1. Such hit points gained are retroactive.

Harden Skin - Blood within the caster's skin hardens and deflects attacks giving a +1 bonus to AC.

Blood Sight - Blood rapidly circulates through the caster's eyes, enhancing vision. This enhancement provides a specific visual ability per ritual completed. Detect magic, detect invisibility, see in darkness as though it were daylight, x-ray vision, and detect secret doors. Any of the enhancements gained may be used at will without concentration.

Blade Wither - A thin coat of the caster's blood leaks upon a specially created ritual blade (which costs 500 gp to create). The blood thins out the blood of others causing their wounds to bleed continually. When struck by this blade, the victim bleeds 1 hit point a round for a number of rounds equal to the caster. Further rituals for this power increase the damage per round by 1. Multiple wounds are cumulative (aka if a victim is cut twice, both wounds bleed for the 1 hit point a round). The bleeding can be stopped by any cure wounds spell per wound if applied specifically to stop the bleeding. It heals no hit points when applied in this manner.

Blood Magic Attunement - The caster attunes his blood with the ebb and flow of magic. The effect is to create a resistance to harmful magics. The caster gains 2% magic resistance per level. Multiple rituals done for this purpose increase the magic resistance per level by an additional 2% per completed ritual.

Blood Magic Enhancement - The blood of the caster is fused with magical energy which enhances his blood magic spells. This causes such spells to increase in damage by 1 point per die of damage inflicted. Note, that spells that do not cause direct hit point damage but affect other statistics such as levels, attributes or saves are enhanced as well (causing 1 extra point of level damage, etc). Blood magic spells are listed below.

Synapse Enhancement - Blood flows through the brain more rapidly, allowing previously unused areas to be filled with magic. The caster is able to memorize one additional blood magic spell per spell level.

Rush of Blood - Blood circulates through the body in a heightened state, increasing heal time dramatically. Each enhancement of this type allows the caster to regenerate damage at 1 hit point per round. Lost limbs can be reattached if stitched in place and allowed to heal for an hour. 

Quicken Blood - Blood flow through joints is enhanced, increasing the caster's movement rate. Each enhancement increases the casters movement rate by 3.

Blood of life - The caster's blood is vitalized, slowing down aging and increasing his lifespan. While the caster can still be killed, his natural lifespan is increased by 20 years. Aging during this time is slowed to a stop. Once this ritual has been completed once, the body becomes more receptive to it. Further levels need not be gained, but the number of bodies needed to be drained of blood is doubled. 

Blood Spittle - The caster's blood becomes highly caustic and can be spit at opponents for damage. The range is 10 feet and a to hit must be made. The blood causes 1d6 points of damage per ritual completed for this purpose. A side effect of this ritual is that the caster becomes more resistent to acid. Saves are given a +1 bonus and damage dice are reduced in damage by 1 point per die per level of this enhancement to a minimum of 0.

Blood Rage - Blood within the caster boils with fury, allowing the caster to go berserk upon his opponents. It takes 1 round to enter this state and once entered, the caster is unable to cast spells or do anything that requires delicate concentration. AC bonuses due to dexterity are also lost as the caster does little to avoid damage. The caster's strength and constitution are increased by 1 per 3 levels of the caster (to a maximum of 25). If the caster's strength goes above 18, each point counts as 10% to exceptional strength. Constitution bonuses are as a fighter for the duration of the rage which lasts 1 round per level of the caster, though it may be ended prematurely if the caster wills it or no more enemies remain. After which the caster is unable to do anything but catch his breath for a number of rounds equal to the rounds raged. Additional enhancements add 1 to the strength and constitution increased per 3 levels and increase the duration by 1 round per caster level.

Special Hindrances: The blood mage is considered suspicious at best and a criminal at the worst. While their magic itself is not evil per se, the rituals most definitely are, though some blood mages try to rationalize it to themselves by only sacrificing evil beings (these blood mages tend toward neutral alignments. Once someone is known to be a blood mage, authorities routinely hassle, arrest or execute them, depending on the area. In smaller communities, lynch mobs form to drive out or kill the blood mage in various brutal ways. For every day a known blood mage spends in a town, there is a 20% chance that 2d6 armed guards or a lynch mob of 4d6 villagers shows up kill, imprison or otherwise hassle the blood mage. Each day beyond the first add 1d6 to the number.


Many towns that have knowledge of the rituals blood mages perform post rather large bounties on the heads of blood mages. A known blood mage can expect at least one bounty hunter, adventuring party or other do gooder to come hunting for him per level. Blood mages who particularly flaunt their abilities may be hunted by other blood mages who wish to avoid the hysteria they know their kind cause. Due to these things, many blood mages become quite adept at disguise and often have a few charm spells memorized in case their disguises are seen through. 


The ritual process itself is highly dangerous as well. Unless the caster can make or otherwise collect his own oils and incenses, he generally has to buy them from a town, which of course has its own risks. Collecting the beings for the ritual is also equally difficult. Besides the inherent dangers of kidnapping, these beings must be held alive somewhere long enough for the caster to collect enough for the ritual. This often takes quite some time, especially at higher levels. This usually requires a prison of some sort.


Allies are extremely hard to come by. Only evil beings would willingly ally with someone they know to be a blood mage and many of the evil ones only do so so they might later collect on the bounty they know is upon the blood mage's head. Servants and guards are generally evil monsters, magical constructs, beings who have been forced to serve through fear, domination or other means, or people who simply do not know what the blood mage does. The nature of the rituals make them rather hard to hide from servants and guards, so the last sort are rare and often disposed of.


Spell research is also difficult. Most mages cannot afford to have their own library and as such must use those of mage guilds or other town sources. A known blood mage obviously has difficulties spending weeks in a town to research a spell and often has to pay much gold simply to keep people looking the other way. Research costs are therefore double those of a standard mage. This also applies to costs associated with purchasing the books for a library. 

Wealth Options: A blood mage starts with (1d4+1)x10 gp

Races: Humans, vampires (and other spellcasting undead), and drow.
List of Blood Magic Spells

1st level

Exterminate (CN)

Lasting Breath (ToM)

Minor Drain (new)

Ray of Fatigue (SM)

2nd level

Living Link (CN)

Rain of Blood (CS)

Ray of Enfeeblement

Spectral Hand

3rd level

False Face (CN)

Feign Death

Minor Malison (ToM)

Ritual Strength (CS)

Spirit Armor (ToM)

Vampiric touch

4th level

Brainkill (CN)

Dread Whisper (CS)

Empathic Wound Transfer (CN)

Enervation

Greater Malison (ToM)

Lifesurge (CS)

Polymorph Self

Rary's Mneumonic Enhancer

Shadowstrike (CS)

Stoneskin

Vampiric Ray (New)

Wall of Blood (new)

5th level

Cloudkill

Conjure Blood Elemental (new)

Death Bump (CS)

Feeblemind

Magic Jar

6th level

Animate Blood (CS)

Arrow of Bone (SM)

Death Fog

Death Spell

Dimensional Blade (SM)

Reincarnation

Storm of Blood (New)

Trollish Fortitude (SM)

7th level

Finger of Death

Mordenkainen's Sword

Suffocate (ToM)

Vampiric Mist (new)

Wound Conferral(CN)

8th level

Abi-Dalzim's Horrid Wilting (ToM)

Clone

Death Shroud (CN)

Heart of Stone (sm)

Life Force Transfer (CN)

9th level

Astral Spell

Death Ward (CN)

Energy Drain

Power word, Kill

Life Force Exchange (CN)

Wail of the Banshee (SM)

CN = complete necromancer, ToM = Tome of Magic, SM = Spells and Magic, CS = Complete Sha'ir

NEW SPELLS

Minor Drain

(Necromancy)

Level: 1

Range: 10 yards/level

Components: VS

Duration: Instant

Casting Time: 1

Area of Effect: 1 creature

Saving Throw: none


This spell is a variation of magic missile, typically employed by blood mages, which creates a single missile of necromantic energy which flies unerringly from the wizard's palm towards it's target. The damage caused is 1d4+1 per level to a maximum of 1d4+10. The damage so cause is automatically transferred as healing to the hit points of the caster. This may raise the caster's hitpoints to above max, however the excess hitpoints vanish after 30 minutes. 


The target creature must be seen or otherwise detected to be hit, however. So near total concealment, such as that offered by arrow slits can render the spell ineffective. Likewise, the caster must be able to identify the target. He cannot direct the missile to "strike the commander of the legion" unless he can single out the commander from the rest of the soldiers. Undead creatures are unaffected by this spell.

Vampiric Ray

(necromancy)

Level: 4

Range: 5 yards/level

Components: VS

Duration: Instantaneous

Casting Time: 4

Area of Effect: 1 creature

Saving Throw: none


When this spell is cast, a ray of necromantic energy beams forth from the caster's hands. This ray must be aimed at the target, requiring a successful to hit roll with a +2 bonus. For purposes of the spell, the target's ac only applies dex and magical bonuses if any. An opponent struck loses 1d6 points of damage for every 2 of the caster's levels to a maximum of 8d6 for a 16th level caster. The hit points are added to the caster's total, with any hit points over the caster's normal total treated as temporary additional hit points. Any damage to the caster is subtracted from the temporary hit points first. After three hours, any extra hit points above the caster's normal total are lost. The creature origionally losing hit points through this spell can regain them through magical or normal healing. Undead creatures are unaffected by this spell.

Wall of Blood

(Necromancy, Evocation)

Level: 4

Range: 60 yards

Components: VSM

Duration: Special 

Casting Time: 4

Area of Effect: Special

Saving Throw: None


This spell creates an immobile curtain of highly acidic blood. The wall appears in a deep crimson, almost black color and continuously churns for the duration of the spell. The spell creates either one opaque wall of blood of up to one 20-foot square per caster level or a ring with a radius up to 10 feet + 5 per two levels of experience of the caster. In either form, the churning blood reaches 20 feet high or as high as space allows.


The wall of blood must be cast so that it is vertical with respect to the caster. Creatures going through it are coated with thick acidic blood of slime like consistency and is extremely hard to remove. While coated by the blood for the duration of the spell, the victim takes 2d4 points of damage plus 1 point of damage per the caster level. The slime also makes movement difficult, affecting the victim as a slow spell. The victim's items must also make saves vs acid to avoid being melted by the acidic blood. Holy water can wash away the slime in one round (one vial causes it to break up completely). The wall of blood lasts as long as the caster concentrates on maintaining it, or one round per level of experience of the wizard, in the event he does not wish to concentrate on it. Note that attempting to catch a moving creature with a newly created wall is difficult; a successful saving throw enables the creature to avoid the wall, while its rate and direction of movement determine which side of the created wall it is on.


The material components of the spell are a few drops of blood and a jar of molasses.

Conjure Blood Elemental

(necromancy, conjuration/summoning)

Level: 5

Range: 60 yards

Components: VS

Duration: 1 turn/level

Casting Time: 1 turn

Area of Effect: Special

Saving Throw: None


This spell conjures a blood elemental, a creature created by failed blood magic. The conjured elemental has up to 1 hit die per caster level (though weaker ones may be summoned if desired). When summoned, the conjured blood elemental is angry and must be controlled by the caster. The elemental shows up on the first round of casting and the next 9 are spent in a contest of wills to control the elemental. If the caster is disrupted during this initial turn, the elemental is automatically uncontrolled and may act as it wishes (which is usually to attack everything in sight, starting with the caster). Once control is established, it is automatically maintained for the duration of the spell. The chance to control the elemental is a base of 50% plus 1% per point of intelligence. The caster may choose to summon a weaker elemental that is easier to control. For each hit die subtracted from the elemental either the chance to control it is raised by 10% or the time spent controlling is reduced by 2 rounds (to a minimum of 1 round at 5 hit dice subtracted, the caster chooses which happens per point subtracted). If the control chance is raised to 100%, the time must be spent controlling the elemental, but it is automaticaly controlled. 


For example, a 10th level caster can choose to summon a 5 hit die blood elemental to raise the chance to control by 50% (ensuring control) or could lower the time spent controlling it to the minimum of 1 round. The caster could also choose to increase the chance to control by 20% and lower the time spent controlling to 4 rounds, or any other combination.


The material component is a creature of lamb sized or larger, which is slaughtered during the summoning, it's blood bringing forth the elemental. The creature must be restrained or otherwise unable to move prior to the casting.

Storm of Blood

(necromancy)

Level: 6

Range: 10 yards/level

Components: VSM

Duration: 1 round/level

Casting Time: 2

Area of Effect: 5' radius/level

Saving Throw: 1/2


This spell is used by blood mages and some necromancers only. It calls forth a torrential storm of deadly blood from the Negative Material Plane. The blood is sticky and red, far more red than any mortal blood. Where it strikes flesh, it leaches out vitality. The droplets remain on the flesh for one round before caking into a gray dust and flaking away.


Every round that a character remains in the area affected by the spell and is not completely sheltered by the rain, he will take damage. The wind within the storm whips the rain around quite well, so a simple roof is not enough to shield from the rain. The clouds form as high or low as the caster desires (within range) so this spell can be used indoors. All who are within the area of effect take 1d4 points of damage per caster level per round within the rain (save for half).


The material component for this spell is a small vial of pure water that darkens and turns to blood as the spell is cast. As the last syllables of the spell are spoken, the vial is hurled into the air.

Vampiric Mist

(necromancy)

Level: 7

Range: 5 yards/level

Components: VS

Duration: instantaneous

Casting Time: 7

Area of Effect: 40' radius

Saving Throw: none


Vampiric mist creates a misty, cloud-like ball of necromantic energy which drains the life of all within it. The mist is actually pure necromantic energy and it's dimensions do not conform to the area in any way, though it does not extend beyond barriers that would stop a breeze. All within the area take 1d6 points of damage for every two levels of the caster up to a maximum of 10d6 at 20th level. The hit points of all creatures who take damage are added to the caster's total, with any hit points over the caster's normal total treated as temporary additional hit points. Any damage to the caster is subtracted from the temporary hit points first. After six hours, any extra hit points above the caster's normal total are lost. The creature origionally losing hit points through this spell can regain them through magical or normal healing. Undead creatures are unaffected by this spell.
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Blood Elemental

Climate/Terrain: Any

Frequency: Very rare

Organization: Solitary

Activity Cycle: Any

Diet: None

Intelligence: Low (5-7)

Treasure: Nil

Alignment: Chaotic Evil

No. Appearing: 1

Armor Class: 2

Movement: 12

Hit Dice: 1-20

Thac0: 20-1

No. of Attacks: 1

Damage/AttacK: 
1-4 hd 2d6



5-8 hd 4d6



9-12 hd 6d6



13-16 hd 8d6



17-20 hd 10d6

Special Attacks: Engulf

Special Defenses: +2 weapons or better to hit

Magic Resistence: Nil

Size: M to H (5' to 15' tall)

Morale: Fanatic (17)

XP Value: 
1-2 hd 650



3-4 hd 975



5-6 hd 1400



7-8 hd 2000



9-10 hd 3000



11-12 hd 4000



13-14 hd 5000



15-16 hd 6000



17-18 hd 7000



19-20 hd 8000

Blood Elementals are the result of powerful blood magic. They may either be conjured creatures or the result of a blood ritual gone bad. Regardless of the means they are brought forth, they are always irritable and love causing destruction. Blood elementals rarely speak, but their voices sound like bubbling ooze. 

Combat: Because they resent all living creatures and especially the prospect of being controlled by one, blood elementals attack their opponents directly and savagely, taking great joy in killing those weaker than it. Once they are set upon a target, they pursue relentlessly. They are able to ooze through cracks and holes should their prey take to flight. This often burns away large sections of material as their acidic forms dissolve everything they touch. When they strike, their oozing arms inflict acidic damage based on hit dice. Those with 1-4 hit dice do 2d6, those with 5-8 hit dice do 4d6, those with 9-12 hit dice do 6dd, those with 13-16 hit dice do 8d6 and those with 17+ hit dice do 10d6. Any creature struck by a blood elemental must save vs paralyzation or be engulfed in slimy, caustic blood. All items must make a save vs acid or be destroyed. Weapons incapable of damaging it are automatically destroyed when struck upon it's body.

Habitat/Society: Blood elementals are either summoned by the spell Conjure Blood Elemental or are the result of a blood ritual gone wrong. If a blood mage dies during a blood ritual there is a 10% chance that he becomes a blood elemental. In this case, the new elemental has as many hit dice as it did as a mage. They are lost to their quest for power and remember nothing of their former lives. They typically go on rampages which can go for quite a long time and destroy huge areas. They never tire of destruction and their rampages continue until suitable forces can be brought in, capable of stopping it.

Ecology: Being unnatural creatures, they have no place in the natural order of things. They exist only to destroy everything in their path and often wreck huge areas before they are stopped.
