	Blood Mage

Races Allowed:  All

THACO as:  FIghter
Saves as:  Priest

Hit Dice:  1d10

HP After 9th:  +3

Armour:  Metal only, No Shields

Weapons:  Only Slashing

Prime Req.: Constitution of 9+
	"Some days you're the bug, other days, the windshield"
	Table A

Experience, Hit Dice, Abilities and Proficiencies
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	A Blood Mage is the common term for Su'khranarr, a Priest of the Blood.  Blood Mages are savage warriors who gain power from the shedding of blood, the blood of others, or their own.  In large-scale combat, they sometimes seem unstoppable, as they build up power from the carnage.

A Blood Mage regenerates damage at an alarming rate.  They also gain the Fighter Constitution Bonus.  Also, because of their amazing durability, Blood Mages have an automatic 100% roll on every system shock roll.  Blood Mages may specialize in any slashing weapons.

Blood Mages can only be Nuetral Evil or any Chaotic alignment.  They cannot be multiclass, and cannot associate with any priests but priests of a God of their own alignment.

Blood Mages also learn special Abilities they can use in combat when certain amounts of damage have been dealt.   There are two categories of points that the abilities fit into because each ability can only be used for one type of damage.  Effects that are not instantaneous last until it has been 5 rounds since damage has been dealt to the Blood Mage or his opponent, as well as all points accumulated during the battle.  To use an ability, the Blood Mage must forgo all other actions that round.

Damage To Self:

> Do an attack :  +1 to hit for each 2 points spent, 1d4 damage for each 5 points, or 1d6 for each 7 points spent.

> Grow in size equal to 100% + a percentage equal to points spent.

> Do a normal attack with a bonus to hit equal to points spent.

> Hasten for 20pts.  Cannot cast cumulative hastes.

> Mutate Self for 40pts.  Up to 4 mutations.

> Gain a Strength point for each 5 points.

> Become immune to all physical attacks for 1d4 rounds for 60 points.

> Firebeam in a 40' x 1' beam, dealing 3d6 damage to all within beam for 15 pts.

> 60' Lightning Bolt dealing 6d6 damage for 30 pts.

> Sonic Scream stuns all in a 40' radius for 2d4 rounds (victims can save vs Stun for 1 round of stun) 
	
	
	
	
	
	
	

	
	 Slashing Damage To Others:

> With a successful hit, the Blood Mage can heal self for ¼ the damage dealt to the opponent (round down)

> After doing 10 damage, eyes glow red.  After 20 damage, the area darkens noticably.  After 30 damage, a chill wind blows through the area.  After 40 damage, a dull throbbing can be heard, all opponents must save vs fear or run in terror.

> After has done 40 damage or more, the Blood Mage can continue fighting even if below 0 hp until the Blood Mage goes below negative his Constitution Score (which would instantly slay him.)

> For every 10 points, he may cause another creature to go into a berzerk rage, a save vs spell is allowed.


