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BLOOD  MA GE (SA N GUI NI S T )  
Blood is the medium of life. The old people knew 
this, and so they appeased their hungry gods with its 
sacrifice. As new conquering faiths arrived, the 
reverence and knowledge of blood disappeared, 
banished to the deep, hidden places outside the 
watchful gaze of the new religions. But the force 
inherent in blood cannot be denied. Some things will 
not disappear, no matter how forbidden they are 
deemed, or how forgotten they become. 

Sometimes, desperation leads to the revival of old 
techniques. One way or another, someone 
rediscovered the powers of blood. And from the 
overgrown altars, the moldering scriptures, and the 
dying breaths of the remnants of the old believers, 
they gleaned its secrets. Study, determination, and 
experiments, led to the creation of a new path of 
blood magic. With the old gods themselves dead, the 
power of blood was taken into the hands of man. 

  

   SAVING THROWS BLOOD MAGIC 
LEVEL EXPERIENCE HP PARALYZE POISON BREATH DEVICE MAGIC POOL SPELLS 

1 0   1d6 13 13 16 14 14 4 2 
2 1,750 +1d6 13 13 16 14 14 4 3 
3 3,500 +1d6 13 13 16 14 14 5 4 
4 7,000 +1d6 11 11 14 12 12 5 5 
5 14,000 +1d6 11 11 14 12 12 6 6 
6 28,000 +1d6 11 11 14 12 12 6 7 
7 56,000 +1d6 9 9 12 10 10 7 8 
8 112,000 +1d6 9 9 12 10 10 7 9 
9 224,000 +1d6 9 9 12 10 10 8 10 

 

A Blood Mage’s minimum starting HP is 6. 

 

SPELL CASTING  

At first level, roll 2d6. Select one of the dice, and learn that spell, as well as Transfusion. At every additional level, 
roll 1d6 to determine spell learned. If you roll a spell you already know, take the next one available in the list. 

• All spells have a range of Touch, and take a single round to cast, unless noted otherwise.  
• Blood magic need not be prepared, and can be cast repeatedly as long as the HP cost is paid. 

BLOOD POOL  
You have a small reserve of blood power. You may spend this instead of HP only when casting spells, and it is 
filled by any healing (from natural recovery or blood magic only) that “overflows” over your maximum HP.  
 

SPELL RESEAR CH  
If you by some great chance manage to acquire a 
blood magic spellbook or implement, you could 
potentially learn its secrets, though it’s an arduous 
process. Each week of research you may roll one to 
three d6. For each die resulting in an even number, 
you take half the rolled number as damage. Each die 
coming up 5+ is one of the rolls required to 
understand the source (see table). When you are 
done, roll the specified die to see what spell it was 
(unless that has already been determined by the GM).  

 
SOURCE DIE ROLLS 
Simple 1d6-1 2 

Advanced 1d8 4 
Complex 2d4+3 7 
Mythic 1d6+6 10 

 

Research without a source requires twice as many 
successes, and deals damage on odd rolls as well.
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SPELL LIST

0. Transfusion [1 HP] 
One of the simplest blood spells available. Draws 
blood from one person into another. Target two 
creatures, one which may be yourself. Move any 
amount of HP up to your level from one of them to 
the other. For unwilling creatures, you need to hit 
them with an attack for the spell to take effect.  
 
1. Coagulation [2 HP] 
Target a creature you can reach (including yourself). 
Heal them 1 HP, and stop any bleeding. If they were 
dying, stabilize them. Can be cast as a reaction when 
taking slashing damage, to halve the damage taken.  
 
2. Blood Rush [1 HP] 
Accelerates a target's blood flow. Grants a +1 bonus 
on initiative, and a +2 to attack rolls and all saving 
throws except for Poison (for which the effect is 
reversed). However, the recipient takes double 
damage from slashing attacks, and bleed at twice the 
normal rate. Lasts 10 minutes. Can be reversed. 
 
3. Blood Seeker [1 HP] 
You can sense the location and general shape and 
size of any source of fresh blood within 600’ 
whether it's inside a (living) creature or without. This 
effect lasts for around 10 minutes.  
 
4. Crimson Arrow [3+ HP] 
Launches an arrow made out of your own blood at a 
target within 80’. Make a ranged attack roll, at +5 
against living targets (with blood inside). It deals 1d6 
damage, plus 1d6 damage per 2 additional HP spent.  
 
5. Bloodletting [1 HP] 
Draws out the bad blood from a creature. Slash your 
target with a sharp implement (with an attack roll 
against unwilling targets), dealing 1d4 damage, and 
curing/removing any one disease, poison, or 
drug/potion effect. 
 
6. Martyrdom [1 HP] 
You imbue your own blood with power. For the next 
10 minutes, whenever you take damage, any allies 
within 10’ is healed for an equal amount, shared 
among them. Can be changed as to damage enemies 
in the same way instead, chosen on when casting. 
 

7. Serum Infusion [2 HP] 
Duplicates one effect within your blood in your 
target, whether it’s a disease, an active potion, 
poison, or anything else. For any instantaneous 
effect, you can transmit it if it’s within one round 
from when it took effect. Unwilling creatures must 
be hit with an attack for the spell to take effect. 
 
8. Crimson Weapon [1+ HP] 
Summon forth any regular weapon, but made of 
blood. It works just as a normal weapon would, but 
is destroyed if you stop holding it. The cost is the 
weapon’s average damage, rounded down, but is 
refunded if you cancel the spell yourself.  
 
9. Blood Regeneration [5 HP] 
Forces a massive creation of new blood in a target. 
They will recover 1d6 HP per round, for 5 rounds. If 
the healing would bring them above their maximum 
HP, they must make a save vs. Poison or lose their 
next round in agony, as blood seeps out of every 
opening and pore.  
 
10. Vascular Pressure Control [3+ HP] 
Majorly increases the blood pressure of a living 
creature (with blood) within 50’. Roll 1d6, plus 1d6 
per 2 additional HP spent. If this roll is higher than 
the target’s missing HP, they take the number rolled 
as damage, no save. Otherwise, they take no damage.  
 
11. Sanguine Gift [2+ HP] 
Transfer blood power to a spell caster. Restore a one 
of the caster’s spell slots, by taking damage equal to 
twice the level of that slot, +2. This requires a 10-
minute ritual, during which the both of you sit still, 
taking no other action.  
 
12. Invoke the Old Blood [5 HP] 
Draw upon the remnants of the blood of the old 
gods. For an hour, each time a living creature is 
damaged within 100’ of you, you recover 1 HP. When 
this happens, you can choose to make a save vs. 
Magic. On a success, you learn something (anything) 
about the creature, but if you fail, you lose your next 
round in confusion, as the memories in their blood 
mixes with yours. There is a 5% chance on casting 
that this spell awakens a sleeping old god. 
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