Six Blood Spells

By Derek Holland

any believe blood magic is solely the purview of necromancers and sorcerers, but these wizards were

not the first to use it: nature priests understood for far longer that life comes from death. The ancient

spells below, provided in the “Basic” Labyrinth Lord format, will help fill out a setting and provide

some minor use for player characters. All require an animal sacrifice and will not work if a person or monster is
killed instead, unless the Labyrinth Lord decides otherwise.

Blood Harvest

Level: 1 Duration: 24 hours Range: Touch
By sacrificing an animal during a Blood Harvest ritual,
a spellcaster can cause fields and orchards to yield crops.
For every Hit Die slain, one acre of grains, vegetables, or
trees produce their maximum bounty 24 hours later. A
particular field or orchard can only be forced this way
once per calendar season. Many Druids conduct this
ritual in midwinter to supplement food stocks, killing
livestock that was to be eaten anyway.

Blood Spawn

Level: 2 Duration: Variable Range: Touch
Where Blood Harvest brings bounty to plants, Blood
Spawn does the same for animals. For every three Hit
Dice sacrificed, a healthy calf, kid, or lamb will be born
after a normal gestation period. These young will grow
larger and produce more milk, wool, and/or meat than
normal.

Butcher’s Cure
Level: 1 Duration: Instantaneous Range: Touch

Hunters and butchers with some minor magic abilities
use this spell to heal wounds. For every Hit Die slain,
one hit point will be restored. In cities where this ritual
is practiced, the poor congregate around slaughterhouses
to be healed. Expel Disease is a 2rd level version that
cures one disease for every 5 Hit Dice sacrificed.

Cleanse the Water

Level: 5 Duration: Variable Range: 100’
Fishermen use this spell to clean their fishing grounds
and draw more fish. Most commonly, fish are sacrificed
but some people use whales, seals, or even squid. For
every 10 Hit Hice slain, five miles of river, one small
lake, or an area of ocean three miles in diameter will be
cleaned of pollution for one month. A larger sacrifice
will affect a larger area. If 50 hit dice of animals are
used, the effect lasts an entire year.

Death Brings Life

Level: 4 Duration: Variable Range: Touch
This spell causes eggs to hatch or offspring to be born,
and ages these young animals by one week per Hit Die
slain. For every animal sacrificed, the ritual will affect
one young mammal, a dozen bird or reptile eggs, or a
score of amphibian or fish eggs.

Egg Sacrifice
Level: 2 Duration: Instantaneous Range: Touch

This spell turns the potential of an egg directly into life
energy. One egg can be affected per caster level. A per-
son or creature can consume one egg per week (more is
wasted). For that week, the recipient does not need any
other source of food.
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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 translations (in-
cluding 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, transmit 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, di-
alogue, 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, enchant-
ments, personalities, teams, personas, likenesses and special abilities; places,
locations, environments, creatures, equipment, magical or supernatural abili-
ties or effects, logos, symbols, or graphic designs; and any other trademark 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 Contributor 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 oth-
erwise 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.

3.0ffer and 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 Contributors 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 con-
veyed 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, in-
dependent 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 challenge to the owner-
ship 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 in-
dicate 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
per-mission 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 to cure such breach within 30 days of
becom-ing 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 en-
forceable.

15 COPYRIGHT NOTICE. Open Game License v 1.0 Copyright 2000, Wiz-
ards of the Coast, Inc. “Six Alchemist Spell” copyright 2021, Skirmisher
Publishing LLC.
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BE SURE TO CHECK OUT SKIRMISHER PUBLISHING’S TOP TITLES AND OUR
ENTIRE LINE OF POPULAR RPG, LARP, AND WARGAMING PRODUCTS!

PATIBLE PRODUCT

& WispeM FROM

DDITIES ™ WASTELANDS
CARDSTOCK OPEN
CHARACTERS™ (Egy 5[‘ L[(xg_]rp GAME 0“[

LICENSE

RETAILER
GUIDE



https://skirmisher.com/sourcebooks/city-builder-a-guide-to-designing-communities
https://skirmisher.com/sourcebooks/sokfcs
https://skirmisher.com/wargaming/ragnarok-age-of-wolves
https://skirmisher.com/cl3/cthulhu-live-3rd-edition
https://skirmisher.com/sourcebooks/in-the-footsteps-of-hercules-a-universal-rpg-sourcebook
https://skirmisher.com/sourcebooks/100-oddities-for-an-enchanted-forest
https://skirmisher.com/all
https://skirmisher.com/all
https://skirmisher.com/sourcebooks/grg
https://skirmisher.com/cl3
https://skirmisher.com/sourcebooks?category=100+Oddities
https://skirmisher.com/supplements?category=Mutant+Future
https://skirmisher.com/miniatures
https://skirmisher.com/fiction?category=Age+of+Night
https://skirmisher.com/supplements?category=OGL
https://skirmisher.com/wargaming?category=Ragnarok%3A+Age+of+Wolves
https://skirmisher.com/sourcebooks?category=Jester+Dragon%27s+Guides
https://skirmisher.com/sourcebooks?category=Swords+of+Kos+Fantasy+Campaign+Setting
https://skirmisher.com/supplements?category=5th+Edition
https://skirmisher.com/supplements?category=Pathfinder



