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SORCERERS

Sorcerers are humans who possess innate magical spell-casting powers due
to ancient, inhuman family bloodlines, such as through having an angel,
demon, dragon, fairy, genie, vampire, or other magically-powerful
creature in their family line.

Requirements: None

Prime Requisites: CHA

Hit Dice: 1d4 (1d4 Advanced Option)

Maximum Level: Human U (Others perhaps based on campaign)

Fight As: Magic-user; Save As: Magic-user.

Armor & Weapons: Sorcerers may not wear armor nor use shields. They are
limited to the use of daggers, darts, quarterstaffs, slings, and two one-
handed weapons of choice (may include short bow or light crossbow).

Magic ltems: Sorcerers may use magic items that are limited to use by
magic-users; however, as they do not have the proper training, proper
use requires a successful Evoke Magic check.

Alignment: Sorcerers may be of any alignment.

Sorcerer Level Progression Table
Spell Casting Slot Level

Class Hit Dice

EXP level (d4) 1 2 3 4 5 & 7 8 9

0 1 1 7 - - - - - - - -
2,501 2 2 T
5,001 3 3 3 - - - o -
10,001 4 4 3 02 - - - -
20,001 5 5 3 03 - - - -
40,001 6 6 4 3 2 - - - -
80,001 7 7 4 3 3 - - - -
160,001 8 8 4 4 3 2 - - - - -
320,001 9 9 4 4 4 3 - - - - -
480,001 10 +lhp* 5 4 4 4 2 - - - -
640,001 11 +2hp* 5 4 4 4 3 - - - -
800,001 12  +3hp* 5 5 4 4 4 2 - - -
960,001 13 +4hp* 5 5 5 4 4 3 - - -
1,120,001 14 +5hp* 6 5 5 5 4 4 2 - -
1,280001 15 +6hp* 6 5 5 5 5 4 3 - -
1,440001 16 +7hp* 6 6 5 5 5 5 4 2 -
1,600001 17 +8hp* 6 6 6 5 5 5 5 3 -
1,760001 18  +9hp* 7 6 6 6 5 5 5 4 2
1,920001 19  +10hp* 7 6 6 6 6 5 5 5 3
2080001 20 +llhp* 7 7 6 & 6 6 6 5 4

* Hit point modifier modifiers from Constitution are ignored

3



SPELLCASTING: Sorcerers possess the ability to cast magic-user spells, but in
a very different way than magic-users gain and cast spells. A sorcerer does
not learn spells, scribe them in spell books, and then memorize the spells
desired. Instead, a sorcerer innately knows a number of spells equal to her
level plus her Charisma bonus. She then use her spell slots to cast the spells
she knows in any combination desired, within her combination of known
spells and available spell casting slots. For example, at 15t level Tiana the
Sorceress (CHA 16, +2) knows three 15t level spells (plus one from her
Sorcerous Origin), which she can cast in any combination of two spells per
day using her two 1st-level spell-casting slots.

At each level, when a sorcerer gains a new spell, she may choose a
spell of a spell level that she can cast (including any newly-gained spell
level from that character level) from the magic-user spell list. For example,
Tiana the Sorceress advances from 39 to 4 level; she may choose one new
spell of 15t or 2nd level, as she can now cast 2nd level spells.

SORCEROUS ORIGIN: All sorcerers gained their power through one of several
different sorcerous origins; at 1st level the sorcerer must choose their origin,
and it never changes thereafter. The sorcerer’s origin provides them with
several innate abilities and list of specific spells available to them that are
associated with their sorcerous origin. Sorcerous origins include: Angel-
Blood, Demon-Blood, Djinn-Blood, Dragon-Blood, Efreet-Blood, Fairy-Blood,
and Vampire-Blood.

Bonus spells provided by the sorcerer’s origin may only be cast when
they attain alevel where they gain spell slots for that spell level. At that point
they may cast the spells gained by their origin as though they were normal
spells known, plus, they may cast each such spell once per day as a bonus
spell. For example, Tiana the Fairy-Blooded Sorceress may, at 4th level, cast
charm person and invisibility each once per day as bonus spells, and may
also cast them using 15t and 279 level spell slots, respectively.

EVOKE MAGIC: Sorcerers do not have any proper training in the use of
magic items that are normally limited to use by magic-users, however, their
natural affinity with magic allows them to try to use such items that require
activation. In order to do so, they must make a saving throw versus Wands
(if using a wand) or Spells or Spell-Like Devices (if using any other item other
than scrolls) each time they wish to use an item that requires active use. No
roll is needed to use passive items that work without activation.

To cast a scroll, the sorcerer must make a Charisma-based Spell
Learning Probability Check (Intelligence Table ), with a penalty of 5% per
level of the spell; even sorcerers who cannot read can fry to use scrolls, as
they can feel the magic in the scroll and simply evoke it out of the magical
writing.

However, there is danger in trying to evoke magic out of a magic item
or scroll. If the saving throw fails with a Natural 1, or if the sorcerer rolls 96-00
when trying to use a scroll, Something Bad happens, the nature of which is
at the whim of the Labyrinth Lord.
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ANGEL-BLOOD ORIGIN

Angel-blooded sorcerers are descended from extra-planar beings of
Lawful and/or Good sort, such as angels, devas, planetars, solars, titans,
and even deities. They can appear to be of the normal sort for their race,
or they can have features that call back fo their extra-planar origin,
including wings (that function only with their special ability), silver or gold
skin, solid-colored eyes, archetypal deific features, etc., at the player's
option. Perhaps a halo forms above their head when they cast their angel-
blood bonus spells, and remains for 1dé rounds thereafter.

Inner Light: An angel-blooded sorcerer may cause their skin, hair, and eyes
to glow with the light of a candle, providing light within a 5’ radius.

Holy Smite: An angel-blooded sorcerer may transform a spell slof info a
special magical attack that may be best used against creatures of Evil
alignment. The target must be within 30 feet; aray of bright, holy light shoots
forth from the sorcerer’'s eyes or hand af the target, the ray dealing 1d8
points of damage per level of the expended spell slot. The target must
make a saving throw versus Spells; success indicates it suffers only half
damage.
The target suffers half or no damage if it is Good or Neutral-aligned.

Speak with Angels: An angel-blooded sorcerer can speak with any Good-
aligned extra-planar being (however, this ability conveys no ability to read
extra-planar writing). The sorcerer has a -1 bonus to Reaction rolls when
interacting with such creatures.

Angel Wings: At 39 level an angel-blooded sorcerer may manifest angelic
wings. The wings enable flight speed of 180’ (60’), provided the sorcerer is
unencumbered; flight speedis 120’ (40’) if lightly encumbered; and 90’ (30’)
if moderately encumbered. The sorcerer cannot fly with these wings if they
are heavily encumbered. The sorcerer can fly for six turns, plus one turn per
level, before the ability fades away. At 3@ level the sorcerer may manifest
wings once per day; at 7 twice per day; and at 11" three times per day.

Angel-Blood Bonus Spell List
1st: Light

2nd: Cure Light Wounds (C1)
3rd: Bless (C2)

4th: Remove Curse

5th: Commune (C5)

ét: True Seeing (C5)

7th: Heal (Cé)

8th: Holy Word(C7)

9th: Gate




DEMON-BLOOD ORIGIN

Demon-blooded sorcerers are descended from exira-planar beings of
Chaotic and/or Evil sorf, such as demons, devils, creatures of the Outer
Dark, titans, and even deities. They can appear to be of the normal sort for
their race, or they can have features that call back to their extra-planar
origin, including wings (that function only with their special ability), solid-
colored eyes, archetypal demonic features, etc., at the player's opfion.
Perhaps horns sprout from their head or torches burn blue when they cast
their demon-blood bonus spells, and remain for 1dé rounds thereafter.

Fiendish Allure: Once per day perlevel a demon-blooded sorcerer may use
the allure spell (the gain in Charisma provides no bonus spell knowledge).

Unholy Smite: A demon-blooded sorcerer may transform a spell slot info a
special magical aftack that may be best used against creatures of Good
alignment. The target must be within 30 feet; a ray of unholy power shoots
forth from the sorcerer’'s eyes or hand at the target, the ray dealing 1d8
points of damage per level of the expended spell slot. The target must
make a saving throw versus Spells; success indicates it suffers only half
damage. The target suffers half or no damage if it is Evil or Neutral-aligned.

Speak with Demons: An angel-blooded sorcerer can speak with any Evil-
aligned extra-planar being (however, this ability conveys no ability to read
extra-planar writing). The sorcerer has a -1 bonus to Reaction rolls when
interacting with such creatures.

Demon Wings: At 3@ level a demon-blooded sorcerer may manifest
demonic wings. The wings enable flight speed of 180’ (60’), provided the
sorcerer is unencumbered; flight speed is 120" (40’) if lightly encumbered;
and 90’ (30’) if moderately encumbered. The sorcerer cannot fly with these
wings if they are heavily encumbered. The sorcerer can fly for six furns, plus
one turn per level, before the ability fades away. At 3@ level the sorcerer
may manifest wings once per day; at 7t twice per day; and at 11* three
times per day.

Demon-Blood Bonus Spell List
1st: Darkness Globe (I1)

2nd: Cquse Light Wounds (C1)
3rd: Cause Disease (C3)

4th: Curse

5t: Contact Other Plane

éth: Death Spell

7th: Summon Demon

8th: Symbol

9th: Gate




DJINN-BLOOD ORIGIN

Djinn-blooded sorcerers are descended from djinnis, the genies of air and
wind. They can appear to be of the normal sort for their race, or they can
have features that call back to their genie origin, including blue skin,
smoldering blue eyes, zephyrs always wafting about them, efc., at the
player's option. Perhaps whenever they cast a djinn-blooded bonus spell
the head and torso of a genie appears above them and laughs in a
booming voice or yells in the genie language; or maybe the light zephyrs
grow into wild (but non-damaging) winds.

Lightning Strike: A djinn-blooded sorcerer may expend a spell slot fo cast a
lesser bolt of lightning. The lightning extends from the sorcerer’s eyes or
fingertips, and shoots out at a single target up fo 30 feet away. The lesser
bolt of lightning deals 1dé points of damage per level of the expended spell
slot; the target may save versus Breath Attack for half damage.

Elemental Speech: A djinn-blooded sorcerer can speak with any genie or
elemental creature (however, this ability conveys no ability fo read
elemental writing). The sorcerer has a -1 bonus to Reaction rolls when
interacting with such creatures.

Whirlwind Form: At 3@ level a djinn-blooded sorcerer may transform into the
form of a whirlwind, the transformation requiring three rounds. The whirlwind
has a 10" diameter at its base, is 40’ high, and 20’ in diameter at the top. In
whirlwind form the sorcerer moves and flies at 120" (40'), regardless of
encumbrance. Any being caught in the whirlwind suffers 1dé points of
damage per round. Creatures of 1 HD or less must make a saving throw
versus Death or are thrown 10 feet away in arandom direction. The sorcerer
may remain in whirlwind form for one turn per level. At 39 level the sorcerer
may fransform into a whirlwind once per day; at 7t twice per day; and at
11th three times per day.

Djinn-Blooded Bonus Spell List
1st: Phantasmal Force (I1)

2nd: Invisibility

3rd: Fly

4th: Call Lightning (D3)

5th: Conjure Elemental (Air)
éth: Conftrol Winds (D5)

7th: Grasping Hand

8th: Clenched Fist

9th: Crushing Hand




DRAGON-BLOOD ORIGIN

Dragon-blooded sorcerers are descended from dragons, either chromatic
dragons — white, black, green, blue, or red — or metallic dragons — brass,
copper, bronze, silver, or gold. They can appear to be of the normal sort for
their race, or they can have features that call back to their draconic origin,
including wings (that function only with their special ability), tail, claws, skin
color with or without scales, dragon eyes, efc., at the player’'s option.
Perhaps a roaring dragon head appears above their head when they cast
their dragon-blood bonus spells, and remains for 1dé rounds thereafter.

Dragon Breath: At 15t level a dragon-blooded sorcerer must choose one
dragon type — white (cold), black (acid), green (gas), blue (lightning), red
(fire), brass (gas), copper (acid), bronze (lightning), silver (cold), or gold
(fire) — as their ancestral type. A dragon-blooded sorcerer may expend a
spell slot to use the dragon breath type of their ancestor as an attack
against a single target up to 30 feet away. The breath aftack takes the form
of a burst of the dragon energy type and deals 1dé points of damage per
level of the expended spell slot; the target may save versus Breath Attack
for half damage.

Dragon-Tongue: A dragon-blooded sorcerer can speak with any dragon or
draconic creature (however, this ability conveys no ability to read Draconic
writing). The sorcerer has a -1 bonus to Reaction rolls when interacting with
such creatures.

Dragon Wings: At 3"dlevel a dragon-blooded sorcerer may manifest dragon
wings. The wings enable flight speed of 180" (60’), provided the sorcerer is
unencumbered; flight speedis 120 (40’) if lightly encumbered; and 90’ (30’)
if moderately encumbered. The sorcerer cannot fly with these wings if they
are heavily encumbered. The sorcerer can fly for six turns, plus one fturn per
level, before the wings fade away. At 39 level the sorcerer may manifest
wings once per day; at 7 twice per day; and at 11" three times per day.

Dragon-Blood Bonus Spell List
1st: Dragon Claw & Fang (New)
2nd: Dragon Scales (New)

3rd: Dragon Resistance (New)
4th: Dragon Breath (New)

5th: Dragon Wings (New)

éth: Charm Dragons (New)

7th: Dragon Might (New)

8th: Conjure Dragon Spirits (New)
9th: Summon Dragon (New)




NEW DRAGON-BLOOD SPELLS

Charm Dragons

Level: 6" level Dragon-Blood Sorcerer
Duration: Special

Range: 240’

Charm dragons is identical to the spell charm person, except the dragon-
blood sorcerer can charm one or more dragons. At 12t level one dragon
can be affected, at 14t two, at 16" three and 18t four. The dragons get
their usual save versus Spells to negate the effect, and if charmed further
saves based on Infelligence af sef increments.

Conjure Dragon Spirits

Level: 8" level Dragon-Blood Sorcerer
Duration: Concentration

Range: 240’

With this spell, the caster may summon a number of dragon spirits — the souls
of the draconic ancestors of the sorcerer’s line, with a total number of hit
dice equal to twice the level of the caster. Ancestral dragon spirits operate
exactly as normal dragons, though those summoned by this spell can only
speak dragon and do not cast spells, nor can they be subdued.

For the duration of the spell, the caster can move at 2 movement but
may take no other actions, because the spell requires full concentration to
command the dragon spirits. The caster can give the dragon spirits orders
for the duration of the spell, and the caster can order the dragon spirits to
return to their home plane at any time.

The dragon spirits are forced to their home plane if a dispel evil or dispel
magic spell is directed at them. If the caster loses concentratfion at any
point during the duration of the spell, the dragon spirits return to their home
plane immediately.

Dragon Breath

Level: 4t level Dragon-Blood Sorcerer
Duration: Instant

Range: Self

The sorcerer may use the breath weapon of her dragon ancestor. The
breath attack takes the size and shape of the normal dragon breath attack
and deals 1d8 points of damage per caster level. Targets may save versus
Breath Aftack for half damage.



Dragon Claw & Fang

Level: 1t level Dragon-Blood Sorcerer
Duration: 1 turn per level

Range: Self

The sorcerer transforms her hands into dragon claws sharp as daggers, and
her head into that of a dragon, complete with sharp fangs. The sorcerer
may attack each round with a claw/claw/bite routine, dealing the
following damage: 1st to 39 level 1d4/1d4/2d4, 4™ to 6™ level
1d4+1/1d4+1/2d6, 7th to 9t level 1d6/1dé/2d8, 10th to 12t level
1dé+1/1dé+1/2d10, 13thto 15 level 1d8/1d8/3d8, and 16 level and above
2d4/2d4/3d10. Attacks made with the claw and bite attacks are rolled on
the Monster Attack Table rather than on the Magic-user Attack Table.

The sorcerer can cast spells normally while her hands are claws, but
other more detailed work might be troublesome.

Dragon Might

Level: 7t level Dragon-Blood Sorcerer
Duration: 6 turns + 1 turn per level
Range: 0

The sorcerer fransforms into a dragon of the shape and size of her primary
dragon ancestor, and during the duration of the spell has all the attacks
and abilities of a dragon of that type. The sorcerer may use the dragon
type's breath weapon as though it were her own, being limited fo three
breath weapon attacks per day.

Note that the sorcerer does not gain any additional hit points, though
her attacks are determined as though she were a monster with hit dice
equal to her level. Also, she does not gain any additional spells.

Whenever this spell is used, the sorcerer always has the exact same
appearance, and those familiar with the sorcerer in dragon form can
recognize her dragon form.

Dragon Resistance

Level: 3@ level Dragon-Blood Sorcerer
Duration: 1 furn per level + 1d6 turns
Range: Self

This spell grants the dragon ancestry resistance of the sorcerer such that the
sorcerer is immune to all damage and effects from the natural type of that
energy, and suffers only half damage on a failed save or no damage on a
successful save.



Dragon Scales

Level: 2nd level Dragon-Blood Sorcerer
Duration: 1 turn per level

Range: Self

This spell grants the sorcerer thick, solid, strong dragon scales. The sorcerer
has a base Armor Class of 3 for the duration of the spell. Dexterity modifiers

still apply.

Dragon Wings

Level: 5" level Dragon-Blood Sorcerer
Duration: 1 turn per level + 1dé turns
Range: Self

This spell causes dragon wings to sprout forth from the caster’s back,
enabling the caster to fly at the full speed of a dragon — 240" (80’),
regardless of encumbrance. Clothing is unharmed, magically mended
when the wings fade away. Flying does not exhaust the sorcerer, as the
power of flight is provided through magic. The flying speed halves when less
than one turn remains, and if the sorcerer is stuck in midair when the spell
ends, she falls, suffering appropriate damage from the height at which the
spell ended.

Summon Dragon

Level: 9™ level Dragon-Blood Sorcerer
Duration: 1 turn per level + 1d6 turns
Range: 120’

This spell summons an adult dragon of the sorcerer’'s ancestral type, a
standard adult dragon (base hit dice); the dragon can speak and use
dragon magic. The dragon arrives in 1d4 rounds at the exact spot desired
by the caster within range. The dragon serves the sorcerer as per the
summon monster spell, up to and including serving unto death or until the
spell ends.

If the summoned dragon dies, the sorcerer cannot cast this spell again for
one day per hit die of the dragon.



EFREET-BLOOD ORIGIN

Efreet-blooded sorcerers are descended from efreets, the genies of fire and
heat. They can appear to be of the normal sort for their race, or they can
have featfures that call back fo their genie origin, including red skin,
smoldering red eyes, light flames always writhing about them, etc., at the
player's option. Perhaps whenever they cast an efreet-blooded bonus spell
the head and forso of an efreet appears above them and laughs in a
booming voice or yells in the genie language; or maybe the light flames
grow into a wild (but non-damaging) conflagration.

Fire Resistant: Efreet-blooded sorcerers are resistant to fire, as per the resist
fire spell.

Flame Bolt: An efreet-blooded sorcerer may expend a spell slot to cast a
bolt of fire. The sorcerer breathes or throws the bolt of fire at a single target
up to 30 feet away. The bolt of fire deals 1dé points of damage per level of
the expended spell slot; the target may save versus Breath Attack for half
damage.

Elemental Speech: An efreet-blooded sorcerer can speak with any genie
or elemental creature (however, this ability conveys no ability to read
elemental writing). The sorcerer has a -1 bonus to Reaction rolls when
interacting with such creatures.

Immolation Aura: At 3@ level an efreet-blooded sorcerer may surround
themselves with an aura of fire and flame. Any being within 5 feet suffers
1dé points of fire damage. Any being struck by the sorcerer by a melee,
thrown, or ranged aftack suffers an additional 1dé points of fire damage.
The sorcerer may maintain the immolation aura for one turn per level. At 3
level the sorcerer may immolate once per day; at 7t twice per day; and at
11th three times per day.

Efreet-Blooded Bonus Spell List
1st: Burning Hands

2nd: Produce Flame (D2)

3rd: Fireball

4th: Wall of Fire

5th: Conjure Elemental (Fire)
ét: Flame Strike (C5)

7t Fire Storm (D7)

8t: Incendiary Cloud

9th: Meteor Storm




FAIRY-BLOOD ORIGIN

Fairy-blooded sorcerers are descended from fairy and sylvan creatures - including
brownies, dryads, leprechauns, nixies, nymphs, pixies, satyrs, and sprites. They can
appear to be of the normal sort for their race, or they can have features that call
back to their fey origin, including wings (that function only with their special ability),
antennae, unusual skin coloration, hooves, fur, etc., at the player’s option. Perhaps
they glow or shed pixie dust or some other fey effect whenever they cast a fairy-
blood bonus spell and/or invoke the otherworldly.

Elf-Shot: A fairy-blood sorcerer may expend a spell slot fo cast a glittering magical
dart or burst of pixie dust at a target within 30 feet. The target gets a saving throw
versus Spells. If the save fails, they suffer 1d4 points of damage per level of the
expended spell slot and suffer a -3 penalty to save against the next spell the sorcerer
casts at them within the next turn. If the save succeeds, the target either suffers
damage or suffers the penalty to their saving throw, whichever the sorcerer prefers.

Invoke the Otherworldly: A fairy-blooded sorcerer may call upon the chaofic, un-
tamed power of the Fairy Folk to cause strange and unexpected events to occur.
Once per day per level the sorcerer may call into being the effect of a wand of
wonder.

Also, whenever the sorcerer is the target of orin the area effect of a spell against
which they may make a saving throw, if they save with a Natural 20, the spell fails
entirely, and a random effect as per a wand of wonder occurs instead (a second
saving throw might be necessary).

Finally, fairy-blooded sorcerers also have a stronger affinity fo magic items of
magic-user sort, and so gain a +2 bonus when trying to evoke magic items. However,
if they fail by rolling a Natural 1, the magic item accidentally creates the effect of a
wand of wonder.

Gift of Gab: A fairy-blooded sorcerer can speak with any fairy or sylvan creature. The
sorcerer has a -1 bonus to Reaction rolls when interacting with such creatures.

Fairy Wings: At 3d level a fairy-blooded sorcerer may manifest fairy wings. The wings
enable flight speed of 180" (60'), provided the sorcerer is unencumbered; flight
speed is 120" (40') if lightly encumbered; and 90’ (30’) if moderately encumbered.
The sorcerer cannot fly with these wings if they are heavily encumbered. The sorcerer
can fly for six furns, plus one turn per level, before the wings fade away. At 31 level
the sorcerer may manifest wings once per day; at 7th twice per day; and at 11th three
fimes per day.

Fairy-Blood Bonus Spell List

1st: Charm Person

2nd; |nvisibility

3rd: Suggestion

4th: Confusion

5th: Summon Sylvan Beings (D4)
6th: Geas

7th: Mass Invisibility

8h: Mass Charm

9th: Shape Change




VAMPIRE-BLOOD ORIGIN

Vampire-blooded sorcerers are descended from vampires, as well as other entropic
and/or undeath-related monstrous beings of Chaotic and/or Evil sort, such as
demons, creatures of the Outer Dark, and deities of blood and undeath. They also
result from rare instances when a pregnant woman is energy drained and survives.
They can appear to be of the normal sort for their race, or they can have features
that call back to their inhuman, entropic origin, such as pale, cadaverous skin;
clawed hands; a bestial aspect, etc., perhaps visible only when casting vampire-
blood bonus spells.

Eldritch Horror: A vampire-blood sorcerer may expend a spell slot fo cause a wave
of horror and dread to fall upon a target within 30 feet. The target gets a saving throw
versus Death. If the save fails, they suffer 1d4 points of damage per level of the
expended spell slot and suffer a -1 penalty to hit, to saving throws, and to morale for
one turn. If the save succeeds, the target either suffers damage or suffers the morale
penalty, whichever the sorcerer prefers.

Blood Drain: For the vampire-blooded sorcerer, blood is life and power. Whatever
their origin and whatever their Strength, the sorcerer has a strong unarmed grapple
attack; if they hit with this aftack, they can grasp a small or medium-sized human,
demi-human, or humanoid, pull them close, and bite them on the neck, initially
dealing 1d4 points of damage. Each round thereafter, they automatically drain the
victim of blood, dealing 1d4 points of damage. Every point drained can cure 1 point
of damage suffered by the sorcerer, though the sorcerer cannot gain more hit points
in this way than their normal maximum.

Drained hit points can also be used to regain expended spell casting slots, at a
cost of 5 hit points per spell level; 5 for a 1st level slot, 10 for a 2nd level slot, and so
forth. Again, the sorcerer cannot gain more spell slots than their normal maximum in
this fashion.

Speak with Undead: A vampire-blooded sorcerer can speak with any undead
creature. The sorcerer has a -1 bonus to Reaction rolls when interacting with such
creatures.

Command Undead: At 34 level a vampire-blood sorcerer gains the ability to
command undead as per a cleric of two levels lower. They may have at any one
fime no more hit dice of undead under their control than double their level; if they
gain a new undead minion that causes them to exceed this limit they must let
enough hit dice of undead go to meet the requirement. Undead animated via spells
do not count toward this limit.

Vampire-Blood Bonus Spell List

1st: Detect Undead (New)

2nd: Ghoul Touch (New)

3rd: Animate Dead (C3)

4th: Polymorph Self (giant vermin, insect swarm, bat, rat, or wolf only)
5th: Energy Drain (New)

6th: Death Spell

7th: Animate Greater Dead (New)

8th: Necrosis (C7)

9th: Animate Superior Dead (New)




NEW VAMPIRE-BLOOD SPELLS

Animate Greater Dead

Level: 7 level Vampire-Blood Sorcerer
Duration: Permanent

Range: 60’

As per the animate dead spell, however the sorcerer may create skeletons
(cost 1 HD), zombies (cost 2 HD), ghouls (cost 3 HD), ghasts (cost 4 HD), and
wights (cost 4 HD), a total number of hit dice of undead equal to the
caster's level. A body must be relatively complete to be animated as a
ghoul, ghast, or wight; a wraith can be created if even so much as a skull
or ashes remain, but there must be some remains from which to call forth a
spirit of the damned. As with the animate dead spell, these creatures are
completely under the control of their maker.

This spell can also be used to animate skeletons and zombies of larger
than man-sized creatures, such as gnolls, bugbears, dragons, and giants. A
skeleton of such creatures has the same hit dice as the creature; a zombie
has one more hit die than the normal creature. Costs for these are as per
the hit dice for skeletons or hit dice plus 1 for zombies. Thus, a bugbear (3
HD) would cost 3 HD as a 3 HD skeleton or 4 HD as a 4 HD zombie. The
skeletons and zombies of such creatures do not have any special abilities
of the original creature (a zombie dragon would not have any breath
weapon, efc.), having only the base attack types of the skeleton or zombie,
but do more damage based on the original type, if applicable(e.g. an 8
HD hill giant skeleton would do 2d8 points of damage rather than 1dé).

Animate Superior Dead

Level: 9-level Vampire-Blood Sorcerer
Duration: Permanent

Range: 60’

As per the animate dead spell, however the sorcerer creates a single
mummy (must be mummified), specire (requires at least the skull of the
being to be animated), or vampire (body must be complete; the vampire
has a number of hit dice equal to the level it possessed in life, though no
less than 7 D and no more hit dice than the level of the spell caster).

This spell can also be used to restore a mummy or vampire to un-life if
even so much as a drop of the dried blood or the ashes of the creature is
possessed and a sacrificial living victim for the soul of the damned to inhabit
is available at the time of casting.



Detect Undead

Level: 1s-level Vampire-Blood Sorcerer
Duration: 6 turns

Range: 240'

When this spell is cast, the sorcerer can sense the number and type of
undead creatures within 240", even through walls and doors (though not
through a protection from evil barrier or similar protection). In addition, by
concentrating for a full round on an undead creature that the sorcerer can
physically see, the sorcerer can gauge the relative strength of the undead
creature, including hit dice, current hit points, and special abilities.

Energy Drain

Level: 5M-level Vampire-Blood Sorcerer
Duration: 1 round per level

Range: 0 (Self)

This spell grants a terrible power to the sorcerer, for when she succeeds with
a successful touch or melee hit from bare hand, foot, or melee weapon (or
perhaps a kiss) she drains two energy levels from the victim. The target may
save versus Death; if successful, he loses only one level. The energy drain
works as per the energy drain of an undead creature such as a wight,
wraith, or vampire.

The sorcerer permanently gains one hit point per level thus drained. At
no time may a sorcerer’'s permanent hit points exceed the maximum
allowed based upon her level, hit dice, and Consfitution bonus.

If a victim of this spell is drained of all levels it rises again the next night
as an undead creature under the sorcerer’s confrol. The sorcerer can
choose what type of undead creature arises, depending on the number of
levels drained from the victim. Up fo two levels, as a skeleton or zombie;
three, it can rise as a ghoul; four, as a ghast or wight; five, as a mummy or
wraith; seven, as a spectre; eight or more, as a vampire.

Ghoul Touch

Level: 2nd-level Vampire-Blood Sorcerer
Duration: 1 furn

Range: 0 (Self) or touch

This spell transforms the hands of the recipient (or the sorcerer) info those of
a ghoul; green, ragged, and clawed. The recipient may make two claw
aftacks per round instead of a normal attack. If successful each attack
does 1d3 damage plus strength bonus (if any), and may paralyze the
victim, as per ghoul paralysis. A simple fouch does not cause the paralysis
to take effect, it only works on a successful aftack. The recipient may cast
spells and otherwise use her hands as normal during the duratfion of the
spell.
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OPEN GAMING LICENSE

DESIGNATION OF OPEN GAME CONTENT: The stat blocks of all monsters and the rule text of any abilities,
powers, spells, or traps is Open Game Content, but none of the names or any of the descriptive text is
open, unless such content is Open Game Content by virtue of appearing in the SRD. Any questions
regarding the Open Game Content within this work should be directed to James Mishler at
jamesmishler@gmail.com.

DESIGNATION OF PRODUCT IDENTITY: The names “James Mishler Games™,” “Goblinoid Games™,”
“Labyrinth Lord™," “Advanced Labyrinth Lord™,” and all names, personalities, descriptions, stories,
storylines, histories, plots, thematic elements, images, artwork, symbols, designs, depictions, likenesses,
formats, poses, illustration, graphic design, maps, and cartography are designated as Product Identity,
as is any and all content that is not otherwise Open Game Content by virtue of appearing in the System
Reference Document, being provided as Open Game Content in a work listed in Section 15 below, oris
derivative thereof. Essentially, if it does not have to be OGC by operation of the license, it is not open in
this product, and if it can be claimed as Product Identity, it is. Any questions regarding the Product
Identity within this work should be directed to James Mishler at jamesmishler@gmail.com.

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast,
Inc ("Wizards"). All Rights Reserved.

1.Definitions: (a)"Contributors” means the copyright and/or trademark owners who have contributed
Open Game Content; (b)"'Derivative Material' means copyrighted material including derivative works
and franslations (including into other computer languages), potation, modification, correction, addition,
extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may
be recast, transformed or adapted; (c) "Distribute” means to reproduce, license, rent, lease, sell,
broadcast, publicly display, fransmit or otherwise distribute; (d)"Open Game Content" means the game
mechanic and includes the methods, procedures, processes and routines to the extent such content
does not embody the Product Identity and is an enhancement over the prior art and any additional
content clearly identified as Open Game Content by the Contributor, and means any work covered by
this License, including translations and derivative works under copyright law, but specifically excludes
Product Identity. (e) "Product Identity" means product and product line names, logos and identifying
marks including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements,
dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses,
concepts, themes and graphic, photographic and other visual or audio representations; names and
descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and special
abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities or
effects, logos, symbols, or graphic designs; and any other frademark or registered trademark clearly
identified as Product identity by the owner of the Product Identity, and which specifically excludes the
Open Game Content; (f) "Trademark” means the logos, names, mark, sign, motto, designs that are used
by a Conftributor to identify itself or its products or the associated products contributed to the Open
Game License by the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format,
modify, translate and otherwise create Derivative Material of Open Game Content. (h) "You" or "Your"
means the licensee in terms of this agreement.

2.The License: This License applies to any Open Game Content that contains a notice indicating that
the Open Game Content may only be Used under and in terms of this License. You must affix such a
notice to any Open Game Content that you Use. No terms may be added to or subtracted from this
License except as described by the License itself. No other terms or conditions may be applied to any
Open Game Content distributed using this License.

3.0fferand Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms
of this License.

4.Grant and Consideration: In consideration for agreeing to use this License, the Conftributors grant You
a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this License to Use,
the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as Open Game
Content, You represent that Your Contributions are Your original creation and/or You have sufficient
rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include
the exact text of the COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or
distributing, and You must add the title, the copyright date, and the copyright holder's name to the
COPYRIGHT NOTICE of any original Open Game Content you Distribute.

7.Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to
compatibility, except as expressly licensed in another, independent Agreement with the owner of each
element of that Product Identity. You agree not to indicate compatibility or co-adaptability with any
Trademark or Registered Trademark in conjunction with a work containing Open Game Content except
as expressly licensed in another, independent Agreement with the owner of such Trademark or
Registered Trademark. The use of any Product Identity in Open Game Content does not constitute a
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challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open
Game Content shall retain all rights, title and interest in and to that Product Identity.

8.Identification: If you distribute Open Game Content You must clearly indicate which portions of the
work that you are distributing are Open Game Content.

9.Updating the License: Wizards or its designated Agents may publish updated versions of this License.
You may use any authorized version of this License to copy, modify and distribute any Open Game
Content originally distributed under any version of this License.

10.Copy of this License: You MUST include a copy of this License with every copy of the Open Game
Content You Distribute.

11.Use of Contributor Credits: You may not market or advertise the Open Game Content using the name
of any Contributor unless You have written permission from the Contributor to do so.

12.Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect
to some or all of the Open Game Content due to statute, judicial order, or governmental regulation then
You may not Use any Open Game Material so affected.

13.Termination: This License will terminate automatically if You fail to comply with all terms herein and fail
fo cure such breach within 30 days of becoming aware of the breach. All sublicenses shall survive the
termination of this License.

14.Reformation: If any provision of this License is held to be unenforceable, such provision shall be
reformed only to the extent necessary to make it enforceable.

15.COPYRIGHT NOTICE Open Game License v 1.0a Copyright 2000, Wizards of the Coast, LLC.

System Reference Document Copyright 2000, Wizards of the Coast, Inc.; Authors Jonathon Tweet, Monte
Cook, Skip Williams, based on original material by E. Gary Gygax and Dave Arneson.

System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.; Authors Jonathan Tweet,
Monte Cook, Skip Williams, Rich Baker, Andy Collins, David Noonan, Rich Redman, Bruce R. Cordell, John
D. Rateliff, Thomas Reid, James Wyatt, based on original material by E. Gary Gygax and Dave Arneson.
Modern System Reference Document Copyright 2002-2004, Wizards of the Coast, Inc.; Authors Bill
Slavicsek, Jeff Grubb, Rich Redman, Charles Ryan, Eric Cagle, David Noonan, Stan!, Christopher Perkins,
Rodney Thompson, and JD Wiker, based on material by Jonathan Tweet, Monte Cook, Skip Williams,
Richard Baker, Peter Adkison, Bruce R. Cordell, John Tynes, Andy Collins, and JD Wiker.

Castles & Crusades: Players Handbook, Copyright 2004, Troll Lord Games; Authors Davis Chenault and
Mac Golden.

Cave Cricket from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; Authors Scott Greene
and Clark Peterson, based on original material by Gary Gygax.

Crab, Monstrous from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; Author Scott
Greene, based on original material by Gary Gygax.

Fly, Giant from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; Author Scott Greene,
based on original material by Gary Gygax.

Golem, Wood from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; Authors Scott
Greene and Patrick Lawinger.

Kamadan from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; Author Scott Greene,
based on original material by Nick Louth.

Rot Grub from the Tome of Horrors, Copyright 2002, Necromancer Games, Inc.; Authors Scott Greene
and Clark Peterson, based on original material by Gary Gygax,

Labyrinth Lord Copyright 2007-2009, Daniel Proctor; Author Daniel Proctor.

Darwin's World, Copyright 2002, RPGObjects; Authors Dominic Covey and Chris Davis.

Mutant Future, Copyright 2008, Daniel Proctor and Ryan Denison; Authors Daniel Proctor and Ryan
Denison.

Aerial Servant from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; authors Scott
Greene and Clark Peterson, based on original material by Gary Gygax.

Axe Beak from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; author Scott Greene,
based on original material by Gary Gygax.

Beetle, Giant Boring from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; author Scott
Greene, based on original material by Gary Gygax.

Beetle, Giant Rhinoceros from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; author
Scott Greene, based on original material by Gary Gygax.

Brownie from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; author Scott Greene,
based on original material by Gary Gygax.

Crayfish, Monstrous from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; author Scoftt
Greene, based on original material by Gary Gygax.

Demon: Juiblex, The Faceless Lord%. (Demon Lord) from the Tome of Horrors, copyright 2002,
Necromancer Games, Inc.; author Scott Greene, based on original material by Gary Gygax.

Demon: Orcus (Demon Prince of Undead) from the Tome of Horrors, copyright 2002, Necromancer
Games, Inc.; authors Scott Greene and Clark Peterson, based on original material by Gary Gygax.
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Devil: Amon (Duke of Hell) from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; author
Scoftt Greene, based on original material by Gary Gygax.

Devil: Bael (Duke of Hell) from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; author
Scott Greene, based on original material by Gary Gygax.

Devil: Geryon (Arch-Devil) from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; author
Scoftt Greene, based on original material by Gary Gygax.

Ear Seeker from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; authors Scott Greene
and Erica Balsley, based on original material by Gary Gygax.

Eel, Electric from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; author Scott Greene.
Eye of the Deep from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; author Scott
Greene, based on original material by Gary Gygax.

Floating Eye from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; author Scott Greene,
based on original material by Gary Gygax.

Frog, Monstrous from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; authors Scott
Greene and Clark Peterson, based on original material by Gary Gygax.

Frog, Monstrous Killer from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; authors Scott
Greene and Clark Peterson, based on original material by Gary Gygax.

Frog, Monstrous Poisonous from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; authors
Scott Greene and Clark Peterson, based on original material by Gary Gygax.

Gas Spore from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; authors Scott Greene
and Clark Peterson, based on original material by Gary Gygax.

Gorbel from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; author Scott Greene, based
on original material by Andrew Key.

Groaning Spirit from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; authors Scott
Greene and Clark Peterson, based on original material by Gary Gygax.

Hippocampus from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; authors Scott
Greene and Erica Balsey, based on original material by Gary Gygax.

Jackalwere from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; author Scott Greene
based, on original material by Gary Gygax.

Leprechaun from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; author Scott Greene
based on original material by Gary Gygax.

Lurker Above from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; author Scott Greene,
based on original material by Gary Gygax.

Piercer from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; authors Scott Greene and
Clark Peterson, based on original material by Gary Gygax.

Slithering Tracker from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; author Scott
Greene, based on original material by Gary Gygax.

Slug, Giant from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; author Scott Greene,
based on original material by Gary Gygax.

Strangle Weed from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; author Scott
Greene, based on original material by Gary Gygax.

Tick, Giant from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; author Scott Greene,
based on original material by Gary Gygax.

Trapper from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; author Scott Greene,
based on original material by Gary Gygax.

Turtle, Giant Snapping from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; author Scott
Green, based on original material by Gary Gygax.

Wind Walker from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; author Scott Greene,
based on original material by Gary Gygax.

Yeti from the Tome of Horrors, copyright 2002, Necromancer Games, Inc.; author Scott Green, based on
original material by Gary Gygax.

Advanced Edition Companion, Copyright 2009-2010, Daniel Proctor; Author Daniel Proctor.

System Reference Document 5.1 Copyright 2016, Wizards of the Coast, Inc.; Authors Mike Mearls, Jeremy
Crawford, Chris Perkins, Rodney Thompson, Peter Lee, James Wyatt, Robert J. Schwalb, Bruce R. Cordell,
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