
Bloodpact Spells 
 

Armour of Blood (by Blade) 
Blood Spell 

 

Ml of blood: 2 

Casting Time: 1 action 

Saving Throw: none 

Spell Resistance: none 

 

When this spell is cast the target is dealt 10 points of damage from the extracting of some of his/her blood. This blood is 

then formed into armour around the target. This armour adds 10 to the targets AC and counts as full plate without the 

weight restrictions. This armour then lasts for 1d8+level of the target rounds. 

 

Bestial Fury (by Blade) 
Blood Spell 

 
Ml of blood: 19 

Casting Time: 1 action 

Saving Throw: none 

Spell Resistance: none 

 

When this spell is cast the target must make a will check against that of the caster but when he does he gets a minus 1 to 

it for every 3 levels. If the target succeeds at saving then nothing happens, if not then this spell comes into effect. This 

spells causes the intelligence and wisdom to drop down to the level of a beast (GM’s discretion). Also, this spell makes 

the target completely under the casters control with a plus 7 to Dex, Con, and Str. Their attack and movement rate is 

tripled but their attacks are all without their weapons for beasts do not use weapons. This means they drop them and 

attack with their fists. If their fists are equipped with gauntlets or claws then add the damage plus to the attack. 

Otherwise, all other weapons and items out will be dropped and left there until the spell wears off.  

The duration of this spell is Xd4 rounds (where X is the level of the caster divided by 3 rounded up). 

 

Blood Arrow (by Blade) 
Blood Spell 

 

Ml of blood: 7 

Casting Time: instantaneous 

Saving Throw: reflex check against caster for half damage 

Spell Resistance: none 

 

With this spell the caster creates projectiles out of blood from his hand. He must succeed at a ranged attack and if so the 

projectile deals 1d4+1 damage. You get a projectile for every level divided by 2. 

 

Blood Bolt (by Blade) 
Blood Spell 

 

Ml of blood: 3 

Casting Time: 1 action 

Saving Throw: none 

Spell Resistance: none 

 

When this spell is cast the caster creates bolts of blood that automatically hit the designated target. The number of bolts 

is decided by taking the caster’s level and dividing it by 2 rounded down. Each bolt deals 1d4+1 damage. 

 



Blood Frenzy (by Blade) 
Blood Spell 

 
Ml of blood: 10 per target 

Casting Time: 1 action 

Saving Throw: none 

Spell Resistance: none 

 

Need to have bloodlust and must be able to store 40ml of blood. This is the same as blood lust but instead of doubling 

your attack rate and movement rate it triples them. Also, you can target as many people as you can pay for. 

 

Blood Touch (by Blade) 
Blood Spell 

 

Ml of blood: 25 

Casting Time: 1 round 

Saving Throw: will against caster 

Spell Resistance: none 

 

With this spell the caster causes every person with in 20ft of any direction of him to go insane and attack the person 

nearest to him. They will not attack the caster for they think they are on a holy crusade for Cain and his is one of his 

disciples. This spell lasts for 1d4+the level of the caster rounds. 

 

Bloodlust (by Blade) 
Blood Spell 

 

Ml of blood: 3 

Casting Time: 1 action 

Saving Throw: will check against caster 

Spell Resistance: none 

 

With this spell the caster inserts into the mind of one target utter lack of control. He turns off their intelligence and gives 

them heightened reflexes. This is shown by his doubling of the targets attacks per round and movement rate and by the 

plus 3 to AC. Though, the target loses a temporary –3 to his intelligence roll. 

The duration of this spell is 1d3+level of the caster rounds. 

 

Congeal Blood (by Blade) 
Blood Spell 

 

Ml of blood: 2 

Casting Time: 1 action 

Saving Throw: none 

Spell Resistance: none 

 

When this spell is cast the target of the spell is either healed 3 hp or given 3 damage from the congealing of his/her 

blood. To cast this spell the caster must be within 3ft of the target and must have a hand free to point at the target. 

 

Conjure Blood Fiend I (by Blade) 
Blood Spell 

 
Ml of blood: 3 

Casting Time: 1 round 

Saving Throw: none 

Spell Resistance: none 

 

When this spell is cast a puddle of blood that the caster has put on the ground becomes a 1
st
 level monster of GM’s 

discretion but this monster must be of a evil or chaotic plane. This fiend lasts for only the duration of the battle than 

fades from existence. 

 



Conjure Blood Fiend II (by Blade) 
Blood Spell 

 
Ml of blood: 4 

Casting Time: 1 round 

Saving Throw: none 

Spell Resistance: none 

 

Need conjure blood fiend 1 

When this spell is cast a puddle of blood that the caster has put on the ground becomes a 2
nd

 level monster of GM’s 

discretion or 1d3 1
st
 level monsters of GM’s discretion but this monster must be of a evil or chaotic plane. This fiend 

lasts for only the duration of the battle then fades from existence. 

 

Conjure Blood Fiend III (by Blade) 
Blood Spell 

 
Ml of blood: 5 

Casting Time: 1 round 

Saving Throw: none 

Spell Resistance: none 

 

Need conjure blood fiend 1 and 2 

When this spell is cast a puddle of blood that the caster has put on the ground becomes a 3
rd

 level monster of GM’s 

discretion or 1d3 2
nd

 level monsters of GM’s discretion but this monster must be of a evil or chaotic plane. This fiend 

lasts for only the duration of the battle than fades from existence. 

 

Conjure Blood Fiend IV (by Blade) 
Blood Spell 

 

Ml of blood: 6 

Casting Time: 1 round 

Saving Throw: none 

Spell Resistance: none 

 

Need conjure blood fiend 1, 2, and 3 

When this spell is cast a puddle of blood that the caster has put on the ground becomes a 4
th

 level monster of GM’s 

discretion or 1d3 3
rd

 level monsters of GM’s discretion but this monster must be of an evil or chaotic plane. This fiend 

lasts for only the duration of the battle than fades from existence. 

 

Conjure Blood Fiend V (by Blade) 
Blood Spell 

 

Ml of blood: 7 

Casting Time: 1 round 

Saving Throw: none 

Spell Resistance: none 

 

Need conjure blood fiend 1, 2, 3, and 4 

When this spell is cast a puddle of blood that the caster has put on the ground becomes a monster of any level 7 or up 

that the dm picks but this monster must be of an evil or chaotic plane. This fiend lasts for only the duration of the battle 

than fades from existence. 

 

Control (by Blade) 
Blood Spell 

 

Ml of blood: 7 per target 

Casting Time: 1 round 

Saving Throw: will against caster 

Spell Resistance: none 

 

With this spell the caster can take control of any person within a 10ft radius. Though, for every person it is 7 ml of blood 

to cast. When this person is under control of the caster he must obey what ever the caster says and cannot resist the 

casters will.  

The duration of this spell is 1d3+level of caster divide by 2 rounded down rounds. 



 

Erupting Blood (by Blade) 
Blood Spell 

 

Ml of blood: 6 

Casting Time: 1 action 

Saving Throw: none 

Spell Resistance: none 

 

When this spell is cast any one target within 30ft of the caster has one of his blood vessels erupt. This causes 1d6+3 

damage and unless the bleeding is stopped 2 damage every round after that. If the bleeding is internal (dm discretion) 

then a cleric must use a restoration spell (or something close to that nature) to fix it or the damage will continue. 

 

Gift to Caine (by Blade) 

Blood spell 

 

Ml of blood:  90 

Casting Time: 1 round 

Saving Throw: none 

Spell Resistance: none 

 

When this spell is cast a portal to the prison of Caine is opened and all the non-blood magic is sucked into it to 

strengthen Caine.  There is no save against this but if you have a magical item that is not activated then it is not drained 

forever of its magic. 

 

Rain of Caine (by Blade) 
Blood Spell 

 

Ml of blood: 45 

Casting Time: 1 round 

Saving Throw: none 

Spell Resistance: none 

 

When this spell is cast the sky rains down blood in a 30ft radius but this is not normal blood for this blood causes 1d8+4 

damage to any who aren’t protected by protection form evil. The blood continues to rain down for 1d10+4 rounds, 

dealing additional damage to those in the area of effect. 

 

Raise Remains (by Blade) 
Blood Spell 

 

Ml of blood: 15 pr 2 ft. of range 

Casting Time: 1 round 

Saving Throw: none at casting but must make will check against the undead rotting brains after casting. 

Spell Resistance: none 

 

When this spell is cast every one of the remains of a living thing within an X ft radius will be raised from the dead. When 

raised these newly made undead only live for one thing and that is to consume flesh and blood. They will not obey the 

caster but they will not attack the caster either. Though, they will attack anything else with flesh on it or blood in it to 

stay alive. The duration of this spell is forever if the undead can continue to consume flesh and/or blood. For every 

pound of flesh or 10 ml of blood consumed is another day they get to live. 

 

Water to Blood (by Blade) 
Blood Spell 

 

Ml of blood: 1 

Casting Time: instantaneous 

Saving Throw: none 

Spell Resistance: none 

 

With this spell the caster can make any amount up to 70 ml of water into blood which he than can store. 

 


