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ROM THE ENCROACHING DARKNESS OF A 
breached crypt a shape emerges. Shuffling 
and groaning with a dim awareness, the 
freshly risen form possesses an insatiable 
hunger to snatch the spark of life from the 
living. With dark purpose, it lurches forward. 
So begins many an undeathly legend .. 

Yet, other origin tales exist. Other, more 
purposeful slides into undeath. Other stories 
of benign masters over life and death. Stories 

hinted at in the margins of arcane history: Stories buried in 
texts that speak of those who dared adopt the form if not 
function of the unliving. Indeed, such champions of undeath 
can be found across the lands . These beings pay little heed 
to self-righteous stances against their work. Instead they 
pay fealty to undeath.They recognize the power and 
enduring nature of such a journey. Why, they ponder, should 
immortality be reserved for the gods alone? 

Unfortunately all too often these knowledge-seekers 
are known for their most nefarious members: liches, 
necromancers, vampires. Yet the ranks of those who seek 
True Undeath are myriad. Their interests are often 
inquisitive. Or desperate. Or materialistic. 

Some are explorers, wishing to investigate the border 
between life and death. Others are pragmatists, seeing the 
utility of halting the ravages of the impermanent flesh. And 
of course, like any tradition there are those who seek 
simple and raw power, if only to rail against the 
inevitability of their own demise. 

Regardless of their initial motivation a common trait 
among undeathly savants is a desire for authority and the 
autonomy that such pursuits bestow. 

Written for both players and Dungeon Masters, this 
book is for those unafraid of the admonishment heaped 
upon free-spirited and eternally curious beings. This guide 
is for those who seek knowledge and power in whatever 
form it takes and through means far removed from 
innocence and self-denial. This guide is for those who aren't 
afraid to get their hands dirty. Very dirty. 

This guide is for those who wish to become masters of 
the Unliving Arts. 

I knew from an early aJ!.e I had no desire to 
grow old ana die. My uncle, a powerful abfurer of 
ihe family, and also my mentor, informed me that 
only_ fou[mages sought the unnatural and 
undesirable magics offered by the Dark .Arts. His 
ignorance of.their specifics made them easy to 
cultivate without suspicion. Despite his 
hopes, my most thrilling achievement came not 
from the school of .Abfuration. In the end his 
lessons were not near!J so helpful as was 
his aJ!.ed, yet surprisingly strong and 
healthy anatomJ,-

One never Jorgets their / 
first z_ombie. 

- Nifi.ara Shadowmend 
Lich of the 

White Tree 

Many believe the secrets of undeath are the exclusive 
domain of a single school of magic: Necromancy. While the 
Tradition holds perhaps the largest body of work on the 
subject, Necromancy as a whole encompasses a great deal 
of knowledge that falls outside this narrow understanding 
of the school. 

To begin with, Necromancy as a tradition is comprised 
of three separate spheres of research. The initial sphere, 
the one typically studied by most initiates, concerns 
manipulation of the force of life that animates and infuses 
all living creatures. To practitioners of Necromancy this 
driving force is called the animus. It is responsible for a 
creature's muscles and emotions. The animus is also how 
practitioners are able to affect a creatures physical well­
being 

Separate from this energy is a creature's immortal 
soul. Whereas the animus can be thought of as the spiritual 
blood and guts of a living being, the soul is what drives it. 
It is a creature's heart and mind. The combination of these 
two aspects, a creature's spirit, acting as operator, and it's 
animus, the energizing fuel, are what gives a body its 
purpose and utility. Mastery in this first sphere of 
Necromancy allows a practitioner astonishing power over 
both these divine energies. 

By manipulating one or the other, Necromancy grants 
arcanists the ability to impart temporary healing, create 
protective barriers and fundamentally alter a creatures 
restorative capabilities. These healing magics derive their 
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power from a creatures animus, 
however a volunteer's animus, such 
as the caster's or another creature's 
can also be used. Some magic in 
this sphere leeches away the spirit 
and animus of unwilling participants, 
but for the most part these applications -{ 
of Necromancy rarely lead to detrimental effects in the 
caster, either through study or from the community at 
large . Most mages choose not to delve past these forms of 
Necromancy due to the unsavory and potentially ostracizing 
nature of the Tradition's other spheres: the spheres of death 
and undeath. 

Death magic focuses on the siphoning and corruption 
of the animating forces of life. Through tapping directly into 
a creatures animus a necromancer is able to alter this 
energy and through careful study, drain or wither away its 
potency. With increasing expertise, even the engine that 
drives the animus, the soul of a creature, can become the 
target of death magics. 

For these debilitating effects, practitioners and 
outsiders alike refer to this sphere as the Dark Arts. 
Nefarious and evil minded spellcasters seem perfectly 
willing to accept this moniker. More knowledgeable 
arcanists, tend to see the harmful effects created by 
powerful death magic as little different from the fireballs 
and stinking clouds cast by the average evoker. These 
adepts, both within the school and without, recognize that it 
is the third and final sphere where the entire tradition earns 
its maleficent reputation: the sphere of undeath. 

Undeath is the final and most secretive area of study in 
the Tradition of Necromancy. It involves the school's most 
signature effects: the animation and control of the dead. 
Practitioners by this point have learned to both strengthen 
and weaken a creature's life force and return or expel a 
creatures very soul. Once this mastery is attained they learn 
to 'revive' in proper fashion the remaining animus of a 
creature's body with or without its original spirit. 

Whereas the soul departs immediately upon death, 
animus fades away slowly as the body rots, similar to the 
heat from a dying fire. In the same way that a transmuter 
unlocks the latent energies in gold, so too does a student of 
Necromancy impose their will upon the husk of a creatures 
form long enough to compel it to act in a shadowy manner 
of its former self. 

Because of this 'corruption' of a body's remaining 
animus, Necromancy is considered evil by design. And while 
nefarious masters within the Tradition gleefully promote 
this image, others view these 'inventions' instead through a 
more prideful lense. 

To these individuals their 'creations' are nothing short 
of direct challenges to the gods themselves as most sages 
confess that the gods and the gods alone can create and 
destroy souls. With supreme egoism, they refuse to refer to 
their work in the pejorative. These masters choose instead 
to wrap their studies in a more affirming title: the Unliving 
Arts. 

As haughty a title as this may 
be, wise practitioners realize the 

unruly nature of their creations. 
Reanimation done without absolute 
control, much like the true dark art of 

demon summoning, can result in a 
quick end at the hands of a budding 

necromancer's creations. This ever present fact 
makes neophyte and master alike come to refer to this 

sphere privately as the Dangerous Arts. 
But the Dangerous Arts encompass more than just the 

reanimation of corpses. In this final sphere of Necromancy, 
practitioners can extend their own life by unnatural means. 

And here is where the Tradition of Necromancy finds 
common cause with others on the road to True Undeath. 
Through such practices as the consumption of powerful 
undead blood, the taking of sacred and profane Oaths and 
even worship of unliving beings directly, the sphere of 
undeathjoins with those who seek immortality and unlife 
by other, more mundane means. 

l"l~\FC'1E~;·rEF&~;, ~\D'1v11FCE'~C~; 
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By their very nature, undead are imbued with enough 
magical potency that even the lay person has the ability to 
tap into this raw if highly corrupted residue of arcane 
energy. The simplest means of acquiring this reservoir is 
through harvesting specific parts of the undead. 

Much like residuum, reinvigorated and magically 
charged animus housed in specific parts of certain undead 
beings can be extracted and used to alter a living creatures 
abilities and powers. Organs such as the eye, the heart and 
the brain of many undead are filled with potent amounts of 
necrotic charged animus that drives these undead creatures. 
To those with a steady hand, the physical implantation of 
these parts through grafting techniques can bless 
individuals with powerful abilities that mimic the features 
of their former undead owners. 

Other portions of the undead including the blood, flesh 
or the ectoplasmic secretions of certain incorporeal forms 
can confer many benefits on those who partake or employ 
their essences. Such practices have produced entire Orders 
of Paladins devoted to the acquisition of these remains. 
Likewise, the anointing of certain undead residual 
emanations can enhance mundane gear as well as the 
physical prowess of those who employ these distillates. 

While grafts and the like do not impart a mastery over 
death itself, some view them as but one step on a long path 

Blood, sweat and tears. from the liYing, quite useless 
colllllonents. from the unliving however, now that is a 
profitable adventure indeed. 
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-Zorander Barlowe 
Hunter's league 



towards achieving True Undeath. For those with a less grisly 
disposition, true believers can acquire similar abilities and 
powers without the need for harvesting when they begin to 
adopt philosophies devoted towards undead creatures 
directly. 

Knights, warlocks and others who decide to venerate 
such beings find their convictions lead to powerful 
endowments . Rather than forcefully taking the remains of 
these creatures, those who come to serve them develop a 
benign connection with their unliving masters. Through 
service, such acolytes have the potential to transition into 
undead or manifest certain undeathly traits. These traits 
and transformations are often determined by the type of 
undead they choose to revere. 

"T!,,IE FU\l1ilK~; C:>!= "T!,,IE 
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Not all undead are created equal. Those who seek True 
Undeath would view their reanimated corpse returning in 
zombie form as a complete failure. An investigation then, of 
the variations of undead are a core point of study by all who 
take a serious interest in achieving some form of eternity. 
For the less ambitious, even a cursory understanding of the 
various types of undead is at least a proper precaution. And 
for those who wish subjugation or control of the unde,ld, 
such education is mandatory: 

SClULCD ~\HD SClULLESS 

If the animus of a form is revived without a viable soul 
being inserted back into the body; the resulting creature is a 
soulless undead. Zombies are the most well known of these 
types of creatures, however intelligent and hideous bodaks, 
whose souls are damaged beyond repair through foolis 
devotion, as well as flesh eating ghouls, also fit within this 
category: Even more bizarre manifestations like the 
serpentine forsaken shell and the vengeance seeking mohrg 
are similarly reanimated. Incorporeal soulless undead 
include the lore-maddened allip and the hate infused 
shadow, whose existences are driven solely by the need .to 
extinguish life and spread their suffering. 

Soulless undead are considered nothing more than 
mindless animals and suitable only for ridicule and disdain. 
To prevent such a dismal fate, it is common for True 
Undeath seekers to venture towards eternity alongside 
others. Fellow adventurers for instance, unaware of a 
companions ultimate goal, offer useful protection on raids 
into long-sought crypts and well-hidden temples. Societies 
of undeath admirers filled with aspirants of immortality can 
also guide a neonate away from outcomes arrived at 
through careless mistakes. 

In contrast to the soulless undead, souled undeath is 
the fate every hunter of the True Undeath wishes to 
achieve. The most emblematic outcome of such a quest is 
the form of the lich: a powerful undead caster impervious 
to death and housed in self-reanimating corpses that allows 
for an eternity of study and ever expanding experiences. 

Vampirism is the next most sought after means of True 
Undeath. Both of these forms are considered evil by default 
yet legendary means of retaining one's mortal sensibilities 
and ethics even after achieving True Undeath hold out 
hopes that the slide into darkness may not always be the 
ultimate price for immortality. 

UNDEAD PHYSIOLOGY 

Undead are driven by a variety of motivations. Soulless undead 
rarely have a sentience that responds to anything beyond 
immediate stimuli and follow commands to the letter without 
ingenuity. Undead with souls are more cunning, but their 
perception of time can lead to truly bizarre and insane 
approaches to problems. 

Whereas a zombie will take a direct roiite to an 
approachinJ: knight, a vampire may spend years cultivating 
their enemies downfall, using loved ones, neighbors and entire 
communities as nothing more than pawns. Wights and 
deathlocks may approach an adversary on a more immediate 
timeline but use similarly compassionless tactics to weaken an 
opponents resolve. 

These approaches are due to the fact that undead do not 
live, they simply exist. This existence generally turns an undead 
mind into a highly emotionless construct that perceives the 
world through a very narrow, unchangins lense. 

Even those that require the living for food or for 
companionship eventually come to see these connections in 
purely abstract terms. They rarely feel loss or empathy when 
such beings are removed from their unlives, viewing these 
departures similar to the death of a particularly good servant or 
a highly productive workhorse. 

/ 

Many neonates believe zombies are the worst form of failure that can 
befall any who begin the study of Necromancy. This is generally because 
they've never heard of a bodak before. 

- Alistair Lurcock, Member of the Church of Ash 
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Much like the purposeless and soulless undead, there 
are souled manifestations that followers may become which 
are viewed with equal disdain. Perhaps worst among these 
is the boneclaw, the product of a botched lichdom ritual 
wherein a creature's soul is bound inside a random mortals 
physical form while their body rises elsewhere as an 
uncontrollable undead menace. 

Betrayal on the path of undeath can also lead to one 
becoming a tormented and soul-trapped skull lord, joined 
with their betrayers at the whim of evil and displeased 
deities. Ineffective warlocks may be reanimated by their 
enraged patrons as servile deathlocks. Especially hate-filled 
beings, as is too often a case for those who seek True 
Undeath, may even spontaneously return as wights or ghosts, 
driven by unfinished plans of vengeance or uncontrollable 
rage. 

All of these fates, even those perhaps sought by 
seekers are ultimately considered failures by those who 
understand the power of lichdom and vampirism. Yet those 
who merely wish to acquire harvested parts or mastery over 
the undead, rarely see any of these outcomes, even these 
two sought after forms, as desirable results. 

Because of these varied means of failures and 
successes, many seekers decide that the road towards 
eternity or its mastery is one best not walked alone. For the 
resourceful, or lucky, joining societies of undeath can be 
the surest path towards attaining ones goal. 

ClP"TICll1.l~\L FCULE: 
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The Monster Manual provides for a variant rule of allowing 
player characters to transform into vampire spawn and 
vampires. With the exception of DM control, these changes 
can be applied to many undead found in various published 
SE material. 

If a player character becomes an undead creature a DM 
may wish to convert that character into a variant undead 
form. Such modifications are always applicable only to 
souled undead and should have the potential to allow 
characters to retain some semblance of their humanity, even 
if touched by undeath. 

The following changes to player characters are left to 
the discretion of the DM if they are to be included in a 
game. These options alter a character's abilities far above 
the normal capabilities of a player character and should be 
considered carefully by the DM before their inclusion. The 
changes are meant to drastically affect a campaign, and 
should be viewed as a both a consequence of a player's 
actions but also a potential reward, depending on the 
individual player's ultimate designs for their character. 

Death Knight. A character must satisfy the following before 
becoming a death knight: The character must have at least 
one level in the class of Paladin with the Oathbreaker Oath 
and must have an alignment of Neutral or Evil. A character 
retains its statistics when they become a death knight, 
including class, spells, feats and abilities but gains the 
following traits: 

Alignment. The character's alignment becomes chaotic. 
Magic Resistance. The character gains advantage on 

saving throws against spells and other magical effects. 

DEATH KNIGHTS RARELY FORGIVE, 
AND NEVER FORGET. 

Hellfire. The character gains the death knights Hellfire 
Orb action. The saving throw DC for this effect is equal to 8 
plus the character's proficiency bonus plus the character's 
Charisma modifier. 

Rejuvenation. The character gains a lich's Rejuvenation 
trait, but without the need of a phylactery. Instead, the 
character appears in a place of the DMs choosing and does 
not require souls for this ability to function. 

Tum Resistance. The character has advantage on 
saving throws against any effect that turns undead. 

Undead Nature. The character no longer requires air, 
food, drink or sleep. Instead of sleeping, the character must 
enter a contemplative, mentally calm state that lasts 4 hours 
once every 24 hours. For the duration the character is 
considered unconscious and incapacitated. Not even a wish 
spell may rouse the character while they are in this state. 
After being dormant in this way, the character gains the 
same benefit that a human does from 8 hours of sleep. 

Undead Resistances. The character gains immunity to 
necrotic and poison damage and cannot become exhausted, 
frightened or poisoned. 

Undead Sight. The character gains darkvision out to a 
range of 120 feet. 

Lich. A character must satisfy the following before 
becoming a lich: The character must have access to at least 
one spell slot of 9th level. A character retains its statistics 
when they become a lich, including class, spells, feats and 
abilities but gains the following traits: 

Alignment. The character's alignment becomes evil. 
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Legendary Resistance. If the character fails a saving 
throw, it can instead choose to succeed. Once this ability is 
used, the character can not use it again until 24 hours have 
passed. 

Rejuvenation. The character gains a lich's 
Rejuvenation trait. In addition, the character must abide by 
the Soul Sacrifices section found in the lich entry of the 
Monster Manual. Every 7 day period after a character 
becomes a lich, if they fail to abide by the rules of the Soul 
Sacrifices section, they must make a d20 roll. On an 11 or 
above, the character becomes a demilich under the DMs 
control. 

Tum Resistance. The character has advantage on 
saving throws against any effect that turns undead. 

Undead Nature. The character no longer requires air, 
food, drink or sleep. Instead of sleeping, the character must 
enter a contemplative, mentally calm state that lasts 4 
hours once every 24 hours. For the duration the character is 
considered unconscious and incapacitated. Not even a wish 
spell may rouse the character while they are in this state. 
After being dormant in this way, the character gains the 
same benefit that a human does from 8 hours of sleep. 

Undead Resistances. The character gains resistance to 
cold, lightning and necrotic damage as well as bludgeoning, 
piercing, and slashing damage from nonmagical weapons. 
In addition the character gains immunity to poison damage 
and is immune to being charmed, exhausted, frightened, 
paralyzed or poisoned. 

Undead Sight. The character gains darkvision out to a 
range of 120 feet. 

Sword Wraith. A character retains its statistics, including 
class, spells, feats and abilities but gains the following traits: 

Alignment. The character's alignment becomes evil. 
Martial Fury. The character can choose to gain 

advantage on one weapon attack per round. 
Undead Nature. The character no longer requires air, 

food, drink or sleep. Instead of sleeping, the character must 
enter a contemplative, mentally calm state that lasts 4 
hours once every 24 hours. For the duration the character is 
considered unconscious and incapacitated. Not even a wish 
spell may rouse the character while they are in this state. 
After being dormant in this way, the character gains the 
same benefit that a human does from 8 hours of sleep. 

Undead Resistances. The character gains resistance to 
necrotic damage and from bludgeoning, piercing and 
slashing damage from nonmagical attacks. The character 
also gains immunity to poison and cannot become 
exhausted, frightened or poisoned. 

Undead Sight. The character gains darkvision out to a 
range of 60 feet. 

Wight. A character retains its statistics, including class, 
spells, feats and abilities but gains the following traits: 

Alignment. The character's alignment becomes evil. 
Life Drain. The character gains the wights Life Drain 

action, with an attack bonus equal to their Strength 
modifier plus their proficiency bonus and the damage bonus 
equal to their Strength modifier. The maximum number of 
zombies a character can reanimate and control is equal to 
their Wisdom modifier. 

Undead Nature. The character no longer requires air, 
food, drink or sleep. Instead of sleeping, the character must 
enter a contemplative, mentally calm state that lasts 4 hours 

I 

. Capable if unpredictable soldiers, wights serve 
their pmpose. 

It ts always helpful to conserve one's resources, 
and a wi°;!_ht's z.,ombzes are fust as effective as your 
ow~, so liing as they follow orders as willingly as 
their masters. 

But even more beneficial when 
rivals refuse to heel caravans in the 
dead of night are easy enouf!.h / 
motivators/or these life eaters 
and their progeny. 

- Nifiara Shadowmend 

once every 24 hours. For the duration the character is 
considered unconscious and incapacitated. Not even a wish 
spell may rouse the character while they are in this state. 
After being dormant in this way, the character gains the 
same benefit that a human does from 8 hours of sleep. 

Sunlight Sensitivity. While in sunlight, the character 
has disadvantage on attack rolls, as well as on Wisdom 
(Perception) checks that rely on sight. 

Undead Resistances. The character gains resistance to 
necrotic damage and to bludgeoning, piercing and slashing 
damage from nonmagical weapons that aren't silvered. The 
character also gains immunity to poison and can not 
become exhausted. 

Undead Sight. The character gains darkvision out to a 
range of 60 feet. 

UNDYING PRAYER 

For a character to become a death knight, sword wraith 
or wight, DMs may order that a dying character must invoke 
a prayer to a deity of undeath, destruction or vengeance as 
their soul departs. When a character dies, the character would 
make a Religion check with a DC set by the DM to convince a 
deity to allow them to continue with their mortal work. A 
character that is a follower of a specific deity known to grant 
such desires may, at the DMs discretion, make this roll with 
advantage. On a success, the character rises the following 
round as one of these creatures, potentially altering the entire 
campaign in the process, for good or for ill. 

l"DDDEl1il ll1il PU\ll1il SICal"fT: 
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The few societies in the world devoted towards undeath are 
guided by a variety of methods and philosophies much like 
their individual members. As focused a cause as a personal 
achievement in undeath and its mastery may seem, many 
seekers are not wholly self-interested creatures. At least, 
some aren't until after they achieve True Undeath. But even 
afterwards, the bonds and community that these disparate 
factions create are usually still able to foster new members 
and potential aspirants on the path. Finding such societies, 
much less learning of their existence, is a rare thing indeed. 
It is perhaps why loved ones and life-long friends may 
sooner be forgotten than the ties individuals form once they 
join such knowledgeable and purpose-driven groups. 

"THE C:::HUFH:::H Cl!= ~\SH 
Allies in the Arts 
To those who worship gods and goddesses with a portfolio 
devoted towards undeath, the need to operate secretly is a 
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constant concern. While not all individuals with such beliefs 
are of an evil bent, even the neutral minded realize the 
need for caution and discretion. The Church of Ash is more 
a code-word to denote this shared connection among 
various faiths. Members come from diverse followings but 
all recognize the need for allies and for safe spaces in the 
areas and communities they operate in. 

The Church is nothing more than a collection of 
worshippers who seek undeath or the mastery of the 
Dangerous Arts in private and who pledge to assist others 
with similar goals. As individuals with faith, they recognize 
a shared connection typically not found in the faithless of 
the world. 

Church members do not hold large gatherings or 
operate as a cohesive organization, rather they are simply 
supporters of one another who offer hospitality and aid 
when needed. Knowledge as well as useful information 
such as local ordinances and potential enemies in an area 
are exchanged between members . Affiliation with the 
church is acknowledged through a simple illusion spell that 
conjures up the image of a corpse made of ash, cast in 
private after long hours of cautious conversation. Once 
identified, members will often spend the next few days 
exchanging notes and expertise in the Dangerous Arts 
before going their separate ways, having gained a useful 
ally and potentially new information in the process. 

HUHTER'S LB\Ci.UE 

Undead As Sport 
In the borderlands between states and along the outskirts of 
civilized societies there are regions of the world filled with 
terrible creatures, living and unliving. Members of the 
Hunter's League enjoy nothing more than the pursuit of 
such creatures and the acquisition of their various body 
parts as trophies. Indeed, the Hunter's League, a loose 
collection of avid rangers, fighters and others devoted 
towards taking down the most difficult and dangerous 
beings of the world, are largely responsible for identifying 
the many harvestable and useful parts of the undead, and 
using those parts in their pursuit of becoming truly terrible 
and effective huntsmen. 

As a group, the League concerns itself with a few main 
activities: the hunting of the undead for sport and fleecing, 
and increasing strife and instability in regions so as to allow 
for the former. The League began as a tight-knit mercenary 
force that hunted large and mighty foes, mostly dragons at 
its outset. Equipping themselves with the scales and various 
body parts of these magical creatures they began to realize 
the rarity of such beings and the large swaths of time spent 
waiting for the opportunity to engage in such hunts. The 
League shifted its focus after it began to unlock the secrets 
of undead harvesting. Realizing the vastly more common 
and equally resourceful parts of the undead that existed in 
the world radically altered the priority of the League. With 
many more opportunities, and the eventual awareness that 
the League itself could create the circumstances for such 
opportunities, the League developed into its modern 
incarnation. 

League members are mostly martial types, bent on 
acquiring trophies and powers of undead creatures the 
world over. The League runs annual and periodic challenges 
whereby the senior members, oftentimes ancient and 
cunning beings who are masters in every conceivable 
fighting style, reward newer hunters with rare and powerful 
items from the most dangerous creatures they themselves 
have fought and defeated. Unlike more traditional and 
clearly defined gladiatorial fights , the League creates the 
conditions in small regions of the world where undead 
creatures can run unchecked in the countryside with 
members competing for the highest body count. Especially 
difficult opponents, vampire lords and death knights are 
even courted and lured by the League into such areas, 
through discrete and anonymous channels, just so the 
League can hunt and acquire their valuable parts. In all of 
these scenarios, the League sees the societies and regions it 
operates and hunts in as little more than preserves of living 
cattle that fuel their own sporting ambitions. 

When the League chooses a suitable area or 
community, it will first sow strife and distrust between 
neighboring governments, preferably ones that already 
possessed a hostility towards one-another. Brutal and 
bloody sports contests, including gladiator tournaments and 
animal fighting, with accompanying gambling will rise 
sharply in the months before the League begins their 
Challenges. This serves to foster an atmosphere where life 
becomes increasingly cheap, but also as a means of spotting 
potential new members. Raids and skirmishes are 
encouraged and engineered by members, with the ultimate 
goal to create small wars so their Challenges can be 
attributed to the outbreaks of these hostilities. Once begun, 



the League will persist for as long as possible acquiring new 
trophies and powers from their undead quarry: 

Individuals of the League will often keep journals with 
long lists of adversaries and foes. These lists will also 
include the entities abilities and harvested parts. Additional 
notes, like dates and times of upcoming Challenges in 
various nearby regions and local allies are also written 
within. The League is careful to operate discretely and 
members can identify one another by crossed index fingers 
to represent crossed swords, a typical gesture the regional 
Master of the Hunt will make to begin the next Challenge. 

"THE BED KHICiH"TS 
IClFtDEFI Cll= "THE '1~\NP\'FI) 

The Vitae Seekers 
Formed centuries ago by a single blasphemous paladin of a ....-.-.....,_:J•­
faith denied by any who are even aware of this Orders 
existence the Red Knights are a group devoted towards 
attainment of mystical powers through consumption of the 
blood of vampires. Known amongst themselves as the Order 
of the Vampyr they typically introduce themselves to 
outsiders as a Knight of the Red Orchid. 

Small in number, the Knights of the Order travel the 
lands openly, masking their true intentions with a 
convincing facade. They present themselves as powerful 
undead slayers and offer their services for a hefty price to 
kingdoms and townships besieged by undying monsters. 
However, their true quarry are vampires and the Knights 
will only venture to lands were rumors or evidence of such 
creatures have surfaced. When such an opportunity 
presents itself, anywhere from 2 to 5 Knights, along with 
their squirely retinue will descend upon the region and 
begin searching out the true source of their devotion. 

During these hunts, or Blood Crusades as they call 
them, the Knights go to great lengths to capture rather than 
slay any vampire or vampire spawn they manage to track 
down. Once in their possession, the Knights slowly bleed 
the creature and its spawn of the potent nectar they swear 
fealty to. Through dark and secretive rituals, the Knights are 
able to empower themselves with vampire blood, which 
they call vitae, growing strong in this process. 

While not overtly evil, the Knights do operate with a 
narrow and self-centered view of the world. Typically 
venturing alone, the more senior members of the Order 
eventually come to acquire long-standing pages and 
perhaps a skilled assassin or rogue as companions after 
many failed attempts prior, to aid in the image of a stately 
figure. When members do congregate,the events generally 
happen in an establishment owned by a wealthy thrall, an 
associate of the Order who are not themselves members but 
are addicted to the vitae the Knights provide them with. 
These happenings generally take place in large 
metropolises where the Knights can easily pass for 
followers of other faiths and move through districts that ask 
little questions of visitors. 

Because of the nature of their Oath, the Knights do not 
a have a large written body of knowledge and most 
members keep coded journals filled with notes and vague 
references easily identified only by other members and 
thralls. The organization is run and funded by the Paladins 
who actively pursue their vampire prey and who take the 
Oath of Blood. The Order also relies on thralls in the cities 
and regions they operate in to help with financing which 
are wealthy and useful individuals who the Knights have 
been able to get addicted to vitae but who have not taken 

the Oath. Occasionally, when these thralls fail to become 
useful anymore or become too addicted, they serve as much 
needed 'replenishers' to their quarry, thus completing the 
cycle of blood. When the Order does wish to show some 
sign of their passing, they will leave a red orchid, a funerary 
flower with a reference to their quarry, in a circle of crushed 
and powdered bone to symbolize their undying 
commitment to the vitae they seek. 

"THE ~;(lC:::IE"TY Cll= "THE 
CQ(lH l"KlClD 
A Network of Vengeance 
When a deity or some other agent of divine power chooses 
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to reanimate and infuse a lost soul into the body of a 
revenant, it often takes time for these confused creatures to 
discover the purpose of their return. There are however 
some lucky few who are immediately graced with a straight 
path towards their goal. These are generally revenants who 
have been found and instructed by members of the Ebon 
Hood. 

A very loose confederacy of tormented souls, the Ebon 
Hood draws its members from those who have been 
wronged or betrayed by a great injustice. With promises of 
vengeance and retribution the Hood instructs its members 
in the near worship of risen beings the organization calls 
Ebon Hoods : divine executioners who the society believes 
are unleashed back into the living world as a balancing 
force by the gods. The Society actively seeks out such 
returned beings and gives them training and teaches them 
how to use their powers on their quests for divine 
retribution. 

While the Society presents itself as almost benign 
protectors and guardians to the newly risen it finds , it also 
takes the opportunity to direct these creatures towards 
targets of their own members misfortune. Viewing the risen 
as powerful and highly unstable dervishes, they assist 
revenants on their personal quests, but also subtly implicate 
individuals who they themselves wish to see eradicated by 
these destructive forces of the gods. As such, there are a 
good deal of rather wealthy and mercantile members of the 
Society who fund the network hoping to see a rival fall to 
the wrath of a newly risen undead. 

This odd symbiotic relationship that the Society has 
created with revenants was not started purely for 
capitalistic purposes. It is believed to have come about due 
to certain clergy members of a god of vengeance who took 
it upon themselves to personally train the first Ebon Hood 
they came across. Realizing that such creatures were 
destined for short existences, they decided to elevate the 
creatures purely personal reasons for rebirth into more 
communal ones. Members of the Hood typically tattoo their 
inner forearms with the black outline of a bound noose to 
identify one another, and as a means to hopefully ward off 
any revenants who may mistake them for one of their 
enemies. 

S(lC:::IE"TY ()!= "THE \l'n,,n·TE 
"TFIEE 
Bureaucracy of the Undead 
Not all liches are evil. Those that belong to the society of 
the White Tree, generally are. However, members of this 
organization are evil within the bounds and rules of the 
societies they operate in. Where other liches may kidnap, 
torture and outright murder to achieve their aims, the 
Society of the White Tree instead rely on equally effective 
tactics of bribery, commerce and political intimidation. This 
is because members of the Society seek a truly bizarre 
outcome: the full integration of the undead with the 
civilizations of the living. 

The means by which the Society attempts to achieve 
this goal are strategic. Members most often will push for 
adoption and normalization of necromantic practices within 
an area as a first step. For instance, the allowance and 
decriminalization of zombie and skeletal servants are a 
good sign the Society has begun to operate in a given area. 
Further attempts to integrate the undead into the world of 
the living include the establishment of respected schools 

Revenants present an interesting dilema. On the one hand 
their bodies are host to prodigious resources. On the other, 
their determination and fearlessness mal<e them 
troublesome adversaries. /Ind that's not even the ones 
who've managed to find an any or two on their fatalistic 
quest for vengeance. Best strategy, find a way to convince 
them a local warlord was involved in their murder. Step 
back, enjoy the show, and coDect your corpse. 

-Zorander 

of anatomical study, hospices for the dying and eventually 
guilds devoted to the Unliving Arts will become prevalent. 
The Society's ultimate goal is not truly an integration of the 
dead and the living however, but a subjugation of the living 
to the whims of undead masters. Fortunately or 
unfortunately, depending on one's perspective, the Society 
has yet to completely take over the reigns of a 
governmental power but were that the case, the Society 
would be able to operate openly. This would yield a harsh 
and brutal reality for the living of such a realm who would 
become little more than working cattle, with any 
disobedience met with instant transformation 
into more willing and pliable undead servitors. 
Indeed, Society members look favorably on the 
idea of industries run by zombie and skeletal 
workers lorded over by obedient human 'managers'. 



Until the Society is able to truly implement their grand 
vision of an undead kingdom over the living, the liches 
operate as exceptionally powerful and paranoid merchant 
and sorcerous figures. Because of the nature of lichdom and 
the need for constant souls, most members make use of 
subjugated clans of goblins, kobolds and other small 
humanoid creatures who breed rapidly and serve as both 
slave labor and sacrifice. 

The tell-tale signs of the beginning of a Society's 
presence in an area, even before any new regulations are 
passed, is typically the appearance of small, hooded figures 
coming to and fro a newly arrived merchant abode under 
cover of night. Unlike most liches, White Tree members are 
careful to make their homes in highly prosperous 
communities where they have the chance for daily 
interactions with the living. While their mindset may not 
change, these interactions keep the liches connected with 
their eventual servants and thus keep the Society's 
members from becoming out of touch and in danger of 
obsolescence. 

The symbol of the Society is the engraving of a leafless 
whitebeam tree, a benign enough emblem that actually 
references the location of the first communal meeting held 
by the three founding liches who formed the Society on a 
moonless night a little over a century ago. 

U1il c::ELEDFU~TIC)l1il C:>!= 
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Despite many of the societies that champion undeath being 
devoted towards less than savory goals, and despite many 
lands being entirely against the practice of the Dangerous 
Arts, there are some nations and cultures where 
communication with the dead and genuine incorporation of 
the deceased into daily activities are viewed not with fear 
but with reverence. 

Such communities can run the gamut from small tribal 
villages to highly complex theocracies. In such societies, 
priests and sacred practitioners who incorporate 
Necromancy into their ceremonies and celebrations are 
considered normal and often highly revered, functioning as 
vital members in the service to the health and well-being of 
their peoples. These practitioners develop extensive 
knowledge of the first sphere of Necromancy, the life 
sphere, however they often become masters of the other 
spheres of the Tradition as well. 

Festivals, celebrations and holy days in some cultures 
look to these generally good-aligned Necromancers to make 
use of the undead sphere of the Tradition for very short 
periods of time. During such activities, these White 
Necromancers will often raise the body of a deceased at the 
behest of family members as a means of celebrating and 
revering their departed kin. Special and elaborate steps that 
require careful embalming techniques and extensive 
mortuary preparations of the body will necessarily be a 
prerequisite at the time of death in such cultures, and the 
activity is largely seen as symbolic due to the fact that these 
animated personages are usually devoid of the soul and 
memories they had in life. However these reanimated 
individuals are often dressed in elaborate costume, paraded 
through a familial community; offered gifts and despite their 
grisly form, treated with respect and benevolence. Of course 
such reanimated corpses are not your typical zombie or 
skeleton and White Necromancers are rumored to infuse 
undead of this sort not with negative and shadow energy, 
but positive life forces siphoned from the love and devotion 
of their descendants and family members. 

Especially powerful and devout Necromancers in these 
societies are rumored to have the ability to create 
temporary doorways to the realms of the dead and allow the 
departed and the living a brief chance at interaction. 

However, most scholars believe such possibilities are 
largely considered to be done solely at the pleasure of 

a particular deity or its avatar. Nevertheless these 
societies usually go out of their way to 

respect the dead at all times so that 
when such festivities do occur, there is a 

chance, however small, to gain an 
audience with their loved 

ones, even if only for a 
brief moment. 



"~\FCU\l1il"T FCULE: DEl1illCiil1il 
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If a character wishes to raise a corpse using the animate 
dead spell and their intentions for such an act are truly 
good, for instance as a means of reuniting loved ones then 
the option to animate benign versions of a skeleton or 
zombie might be something the DM may wish to consider. 

For benign undead, rather than a corrupting force of 
necrotic energy infusing their remains and bringing them 
back into a foul semblance of their former selves, 
practitioners, White Necromancers for instance, may 
instead tap into the positive life force or animus of those 
who wish to see the corpse reanimated and impart a corpse 
with a bit of this living life force. If a bond exists between a 
nearby creature and a reanimated form, and that bond is 
one of companionship, friendship or especially love, then 
the caster of the spell may infuse the animus of the corpse 
with a bit of positive energy, causing the reanimated 
skeleton or zombie to obey the will of not the caster, but the 
creature who offers a bit of their own life force in the 
casting of the spell. 

Such a sacrifice may entail the loss of hit points, or 
cause a profound spiritual experience on the part of the 
offerer. In any case, the reanimated undead might have the 
normal statistics of a zombie or skeleton, but lack these 
creatures' typical hatred of the living and in fact, merely be 
reanimated and functional only so long as the bonded 
creature chooses it to be: moving and acting solely at the 
discretion of the individual who once cared for the 
departed. 

The ultimate implementation of this type of 
reanimation is up to the DM, but incorporating undead that 
are reanimated with benign or even positive aspirations is 
certainly an option that DMs and players may find 
rewarding to explore. 

I have noticed a troubling attribute on more than 
one occasion of servitors brouglit back in lands where the 
dead and unaead are reverea instead of reviled. 

Some bi:z.arre remnant oflo1alty remains in the 
corpses of those whose bloodlines 'have a history of tribune 
ana celebration of.their dead. 

When a :z.ombie refuses to lay a hand on some second 
or third cousin it has some vague 
awareness of, I see little ment in taking 
root in the area. 

Imagine-- z.ombies with a 
conscience. Truly despicable. / 

- Nifiara Shadowmend 

Odd thing, sharing a drink with a cl!TJ)se. Odder 
stiD, doing it with the cl!TJ)se's grandson and his 
new wife watching and giggling the whole time. 
StiD, its always a good idea to adlllll the local 
customs before a hunt 

-Zorander 





HEN ADVENTURERS DECIDE TO 'IA.KE 
an interest in undeath and a pursuit of 
the Dangerous Arts, a world of options 
suddenly unfolds before them. This 
chapter begins by presenting a new race 
to complement those found in the 
Player's Handbook: the revenant. This 
new race is available when you make 
a character, provided your DM allows it 
in your campaign. The revenant was 

originally presented by Wizards as a subrace in the online 
supplement Unearthed Arcana: Gothic Heroes. As 
presented here, the class borrows heavily from this 
playtested material and offers a more fully-fledged version 
of the vengeance-seeking undead race. 

Following this, the chapter continues with additional 
class options for characters. The focus of these additional 
options is to provide players strong thematic builds around 
individuals with a fealty towards undeath. This section 
includes a total of 11 new class options that expand on the 
12 presented in the Player's Handbook. 

Next, readers will find a selection of new feats for 
characters who wish to delve deeper into the Unliving Arts. 
These feats follow the material found in the Player's 
Handbook. This section also includes a variant rule for 
including Talents in the construction of your character. 
Talents are a system developed independently from the 
Core Ruleset, and are detailed on the DMSGuild in the 
supplement entitled Character Options: Talents (5E). 

Following these new feats and Talents are two new 
backgrounds for players to choose for their character. They 
are similar to the ones described in the Player's Handbook: 
the Anatomist and the Occultist. 

The next section presents tables for adding details 
including Events and Quirks to your character's backstory 
akin to the tables found inXanthar's Guide to Everything. 

The chapter concludes with a selection of trinkets 
focused on items that might be found on a typical 
practitioner of the Unliving Arts and are available during 
the creation of your character or by the good grace of your 
DM while embarking on your Unliving travels. 

' \~ 

IMAGINE YOUR FIRST EMOTION IS PAIN. 
THAT IS THE LENSE THROUGH WHICH A 

REVENANT VIEWS THE WORLD. ANY 
WONDER ALL THEY WANT IS A RETURN TO 

THE GRAVE. 

UNDEAD RACES 

This guide presents only a single undead race, the 
revenant. There are of course many other potential undead 
races that would make excellent options for players but the 
focus of this guide is on expanding new rules and n1;w 
choices for players and DMs that have not been heavily 
explored in other available gu_ides and supplements.. . 

The many options available on tlie DMSGu1ld include 
races such as the Dhampir, the Awakened Undead, the 
Bound Spirit and more. 

The ultimate goal of this supplement is to emphasize 
undeathly arts. 

Consumed by a burning desire to seek justice, a revenant is 
a risen creature brought back to life for one goal: the 
enactment of some form of judgment. Reanimated to fulfill 
this purpose by none other than the Raven Queen herself a 
revenant is no mere aimless corpse but the embodiment of a 
lost soul granted the power to enact divine retribution on 
those who wronged them. A revenant is thus a special 
creation of the goddess, given uniquely formed bodies of 
her choosing that closely resemble humans but that are 
marked as representatives of her power. 

.1\L:TEHCD !=ClFIM 

Revenants are souls of the dead returned to a semblance of 
life by the Raven Queen or some other agency that holds 
sway over the domains of the afterlife. They do not appear 
as undead horrors or anything like their former selves, 
instead they emerge from the shadow of death fully formed 
in a body that resembles a human though one that is slender 
for their height and that possess an uncanny toughness that 
contradicts their apparent build. Revenants have the same 
range of complexions as humans, but a revenant's skin is 
ashen and the features are sunken. Eyes are most commonly 
solid black with a single point of red light burning within 



them, but other eerie eye colors - including yellow, white, 
silver, and gold - are not uncommon. A revenants face and 
skin are clearly different from other humans and their 
visage has a mask-like quality that can be disturbing to 
mortal beings. Dark scales appear on the flesh near the 
ends of a revenant's limbs and their extremities end in 
strong, black fingernails and toenails that resemble claws. 

IMJISTY lVIENIClRls=•; 

Most revenants remember only fragments of the life they 
lived before, as well as snatches of a peaceful darkness that 
immediately preceded their return to the world. Many don't 
remember their names and thus take new ones. What 
memories do come, often arrive through visions and flashes 
of insight, subtlety guiding them towards their ultimate 
goal. 

Some need time to come to grips with these 
fragmented memories and driving compulsions. Others take 
to their new existence easily and without too much analysis 
and soul searching. Many recall a woman's voice, soft and 
melodious, not unlike the gentle flutter of black-feathered 
wings, that follows them out of the shadows and back to the 
wakefulness of the natural world. The words are gentle but 
insistent, and often the source of any compulsion that a 
revenant experiences upon returning to life. 

Although each revenant returns to the world in a 
different way, most recall words that drifted out of the 
darkness with them. ''Arise, my champion", the voice 
demands of them. "There is work to do." 

~>IHCiLE-NIHDED PUF-IPClSE 

Every revenant approaches the return to life from a 
different angle. Some relish it and long to find a way back 
to the life they have lost and forgotten, others embrace their 
new existence with a fervor and passion that obliterates the 
fragments of the past that still haunt them. Whatever their 
reaction to their new state, all revenants know that the 
fastest way to return to the shadows and the ultimate peace 
of the grave is to complete whatever tasks have been set 
before them as quickly and efficiently as possible. 

These tasks all lead to some final purpose that may or 
may not be obvious to a revenant from the moment they 
awaken. They may choose to doggedly pursue a resolution 
to their existence or rebel against their expected fate and try 
to avoid destiny, but each revenant ultimately comes to 
learn the reason they were brought back to the mortal coil. 
This purpose may involve many smaller tasks but the final 
goal always involves retribution to a being who brought 



their original form to an untimely end. Once a revenant 
realizes this fact, all other reasons fade away and they feel a 
constant, sharp, burning desire to seek justice, even if they 
choose to ignore it. 

Every revenant that is reanimated rises with a hazy memory 
of their former selves. They quickly take on a name based 
on the region they are brought back to so as to appear 
native to the area. As fragments return, many decide to 
adopt their former names if only amongst close associates. 
Others decide to forgo their past identities altogether, 
taking up monikers that embody their new forms such as 
Vengeance, Retribution, Punishment or Judgment. 

FIE'1EH~\H"T TFU\l"TS 

Your revenant character has certain characteristics in 
common with other revenants. 

Ability Score Increase. Your Dexterity score increases 
by 2 and either your Charisma or Constitution score 
increases by 1. 

Age. A revenant appears to be anywhere between an 
adolescent and middle-aged human. They do not age. 

Alignment. Revenants are animated for a specific 
purpose. This purpose may require questionable tactics and 
their memories are often jumbled, forcing them to develop 
independent strategies to uncover their past, all of which 
leans most revenants to have a chaotic bent. 

Size. Revenants are brought back into unique, gaunt 
forms that are molded by the divine agency that reanimated 
them. This form is generally similar to humans but slightly 
taller, leading most to stand any from 5 to well over 7 feet 
tall. Your size is Medium. 

Speed. Your base walking speed is 30 feet. 
Darkvision. Thanks to your undead nature, you have 

superior vision in dark and dim conditions. You can see in 
dim light within 60 feet of you as if it were bright light, and 
in darkness as if it were dim light. You can't discern color in 
darkness, only shades of gray. 

Past Life. You and your DM work together to decide a 
single racial trait from one other race that you have as part 
of your new form. This trait can not increase any of your 
ability scores. For purposes of meeting prerequisites for 
things such as feats and class archetypes, you are 
considered a member of the race or subrace, this trait 
belongs to. 

Relentless Nature. Your DM assigns a goal to you - one 
related to your character's death. The goal must be a 
specific task you can complete, such as slaying an enemy or 
liberating an area and its people. Until you fulfill that goal, 
you gain the following benefits : 

• If you die, roll a d20. On a roll of 11 or above, you 
return to life 24 hours after death. If your body is 
destroyed, you reform within 1 mile of the place of 
your death at a spot determined by the DM. If your 
equipment was also destroyed, you do not regain it. If 
you roll a 10 or lower, the agency that returned you 
to life has lost faith in your ability to accomplish your 
task and you remain deceased and cannot be restored 
to life by any means except a wish spell. 

• You know the distance and direction between you and 
any creature involved in your goal, such as a person 
you seek vengeance against or someone you 

pledged to defend. This awareness fails if the creature 
is on another plane of existence. 

When your goal is complete, you finally find rest. You 
die and cannot be restored to life. 

Undead. Raised from the dead, you count as an undead 
creature for all spells and abilities that affect the undead. In 
addition you do not need to eat or breath, but you can ingest 
food and drink if you wish. 

Instead of sleep, you must enter an inactive state for 4 
hours each day where flashes of your previous life mingle 
with the events of the last 24 hours as your mind attempts 
to piece together events of your past and present to aid you 
towards you ultimate goal. After being dormant in this way, 
you gain the same benefit that a human does from 8 hours 
of sleep. 

Languages. You can speak, read, and write Common 
and one other language of your choice, determined by your 
past life. 

The twelve classes presented in the Player's Handbook are 
expanded upon and given an undeathly treatment in this 
section. The material describes additional class-feature 
options that incorporate undead themes. 

The rage inside a barbarian's heart can sometimes ignite 
fires from beyond the grave. To certain tribes, these flames 
burn from one generation to the next. At 3rd level, a 
barbarian gains the Primal Path feature. The following 
option is available to a barbarian, in addition to those 
offered in the Player's Handbook: the Path of the Ancestors 
Wrath. 

P.#\TH (lF THE .:u,,ac--cc;T(lR'S \l'JFU\TH 

Some barbarians find themselves the last remaining 
members of a lost or forgotten tribe, one that was 
decimated by a history of subjugation and defeat. Banished 
into obscurity, these tribes hold intergenerational grudges 
against those beings and rivals who conquered their lands 
and destroyed their heritage. In anguish, these barbarians 
follow a path guided by an ancestor who promises 
vengeance and wrath upon those who stole their tribal 
destinies. 

Barbarians who take up the mantle of their ancestor's 
wrath channel the dark energies of a terrible and rage-filled 
spirit who seeks retribution from beyond the grave. Where 
other barbarians rage in a lust for frenzied battle, these 
barbarians rage with powers of the unliving on those who 
wronged their tribe. As their descent into the powers of 
undeath accelerates, this circle of culprits widens to include 
any and all of a barbarian's enemies, real or imagined. 

PATH OF THE ANCESTOR'S WRATH FEATURES 

Barbarian 
Level 
3rd 
6th 
10th 
14th 

Feature 
Brutal Atonement 
Indefatigable Wrath 
Vengeful Sanctuary 
Paralyzing Rend 
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DFIU"T.f\L ~):T(lHEIMKEH"T 

At 3rd level, while you're raging, once per round when you 
hit a creature with a melee weapon attack the target of the 
attack must succeed on a Constitution saving throw (DC 
equal to 8 + your proficiency bonus + your Charisma 
modifier) or its hit point maximum is reduced by an 
amount equal to the damage taken. This reduction lasts 
until your rage ends or ends prematurely if you drop to O 
hit points. A creature dies if this effect reduces its hit point 
maximum to 0. 

At 6th level your can expend 1 use of one of your rages as a 
bonus action to remove 1 level of exhaustion. Once you use 
this ability, you must finish a long rest before using it again. 

At 10th level you can cast the antilife shell spell. Once you 
use this ability, you must finish a long rest before using it 
again. 

P~\FU\L"lr.!~HCa FIEHD 

Starting at 14th level, while you are raging, your hands 
grow larger and you sprout massive claws able to disable 
your foes with a grazing touch. Once per round, when you 
make an unarmed attack while you are raging, any creature 
hit by your claws must succeed on a Constitution saving 
throw (DC equal to 8 + your proficiency bonus + your 
Constitution modifier) or be paralyzed until the end of your 
next turn. Undead creatures are immune to this ability. 

D~\FCD 

Most bards bring levity to those who listen to their epics. A 
select few choose instead to deliver warnings and dire 
portents wrapped in bawdy tales meant to teach absolution 
and repentance. Encoded in these stories, the audience can 
find the strength to make the right choices when presented 
with the harsh truths of life, and death. At 3rd level, a bard 
gains the Bard College feature. The following option is 
available to a bard, in addition to those offered in the 
Player's Handbook: the College of the Banshee. 

c:<lLLElaE ()F THE DAHSI .. FIC 

To those bards inured to the hidden truths that lurk just 
below the surface of your average folktale, the College of 
the Banshee holds an alluring attraction. These bards are 
fond of spinning well-known stories from the perspective of 
the more subversive characters found in the footnotes of 
many a common tale. They go to great lengths to uncover 
the experiences of the wronged and unavenged. 

For this reason, bards of the College of the Banshee are 
drawn to tales involving undead and the oftentimes heart­
wrenching circumstances that lead to their creation. With 
this focus on the obscure and the nonconforming, bards of 
the College of the Banshee are generally solitary travelers, 
relaying their alternative epics as warnings and dire 
portents in bursts of powerful and mournful orations that 
inspire others about the dangers of those who lack an 
appreciation for the smallest treasures of life. 

COLLEGE OF THE BANSHEE FEATURES 

Bard Level 
3rd 
6th 
14th 

Feature 
Painful Reverberations, Bonus Proficiencies 
Horrific Visage 
Banshee Wail 

P~\IHl=t.JIL FIE\IEFIDEFUtTIClH~; 

Beginning when you choose this college at 3rd level, when 
you deal damage to one or more creatures with a bard 

cantrip, you can spend a Bardic Inspiration die as a 
bonus action to deal additional thunder damage to 
each creature equal to the amount rolled + your 
Charisma modifier. 

Additionally, each creature affected by this feature must 
succeed on a Constitution saving throw or become deafened 
for l minute. 

DClNUS PFICl!=IC:::IEHC:::IES 

When you join the College of Banshees at 3rd level, you 
gain proficiency with the Perception skill if you do not 
already have it and gain advantage on Perception checks 

For the cost of a few unscrupulous mercenaries, a small ore village 

can be turned into an excellent site for ... research. Just be sure to 

research every member present. Even a single ore, possessed of her 

clans primitive notions on retribution can become ... worrisome. 

- Alistair Lurcock 
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when attempting to perceive living creatures that have a 
heartbeat within 30 feet of you as long as you are not 
deafened. 

Starting at 6th level, when you score a critical hit with a 
melee weapon you can spend a Bardic Inspiration die as a 
reaction to twist your face into a terrifying caricature of 
agony and pain. Each creature within 30 feet who can see 
you must succeed on a Wisdom saving throw or become 
frightened of you until the end of your next turn. 

When you use this ability, you may designate a number 
of creatures up to your Charisma modifier who are immune 
to this effect. 

D~\H~;HEE \IV~\IL 

At 14th level, you unlock the dreadful shriek of the undead 
creature your school is named after. You can expend one 
bardic die as an action and utter an ear-piercing shrill loud 
enough to tear a man to shreds. Each creature within a 30-
foot radius must make a Constitution saving throw. On a 
failed save, a creature is deafened for 1 minute and takes 
8d6 thunder damage or half as much on a successful save. 

c::LEFCH:: 

Many who revere the gods do so without any expectation of 
a reward. Others, see their devotion as a prerequisite to the 
power they crave, in this life and the ones beyond. 

on1u,,1E D(llVUUHS 

At 1st level, a cleric gains the Divine Domain feature. The 
following domain options are available to a cleric, in 
addition to those offered in the Player's Handbook: Spirit 
and Undeath. 

SPIFH"T DC:>lMU\IH 

Gods of the spirit hold sway over the very spark of life 
itself. While the primal elements infuse creation with 
substance, spirit deities are responsible for overseeing the 
animating and ethereal forces found in all living things that 
give the multiverses meaning. While some of these deities 
emphasize the need for compassion and respect of this 
inherent spark, others view this energy as a potent resource 
of soul-stuff that can be consumed and utilized at their 
leisure. Followers of such gods and goddesses thus take 
many forms, but all of them are capable of tapping into 
their own spiritual energies to produce astonishing and 
unsettling miracles. 

SPIRIT DOMAIN FEATURES 

Cleric Level 
1st 

2nd 
6th 
8th 
17th 

Feature 
Domain Spells, Ethereal Sight, 
Bonus Cantrip 
Channel Divinity: Ghost Step 
Essence Drain 
Spirit Shroud 
Spirit Theft 

,,. 

DClNM\IH SPELLS 

BANSHEE BARDS SING OF DARK 
SECRETS AND DARKER DESIRES. 

You gain domain spells at the cleric levels listed in the Spirit 
Domain Spells table. See the Divine Domain class feature 
for how domain spells work. 

SPIRIT DOMAIN SPELLS 

Cleric Level 
1st 
3rd 
5th 
7th 
9th 

Spells 
unseen servant, cause fear 
misty step, touch of tfie departed'' 
bestow curse, banishment 
true seeing, passwa/1 
telepathy, maze 

DClHU~; C~\H"TF-&IP 
When you choose this domain at 1st level, you gain the chill 
touch cantrip if you don't already know it. 

E"THEFl~\L SICaH"T 

At 1st level, as an action, you can open your awareness to 
magically see into the Ethereal plane. For up to 1 minute, 
you can see 30 feet into the Ethereal Plane as long as you 
are on the Material Plane, or vice versa. 

You can use this feature a number of times equal to 
your Wisdom modifier (minimum of once). You regain all 
expended uses when you finish a long rest. 
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c:::H~\HHEL Dl\nHl"TY: (il"K)S"T 
S"TEP 

Starting at 2nd level, as an action, you can present your 
holy symbol and invoke the name of your deity. Until the 
end of your turn, you can move through other creatures and 
objects as if they were difficult terrain. If you end your turn 
inside an object or creature, you immediately take a 
number of force damage equal to twice your cleric level and 
are expelled in a random direction outside of the object or 
creature. 

ESSEHC:::E DFU\IH 

Starting at 6th level, when you deal a critical hit to a 
creature with a melee attack, that creature has their 
maximum hit points reduced by an amount equal to the 
amount of damage dealt. This reduction lasts until the 
creature finishes a long rest. A creature affected by this 
ability can not be affected by this feature again until the 
first instance has worn off. 

SPIFH"T SHFIClUD 

Starting at 8th level, when you make an attack while you 
are invisible and the attack misses, your invisibility does not 
end. 

SPIFH"T "THEl='"T 

At 17th level if you end your turn while under the effects of 
your Channel Divinity: Path of the Incorporeal feature 
inside a living humanoid creature, that creature must 
succeed on a DC Charisma saving throw equal to 8 + your 

I have encountered a fair number of/he 
fE,ithful who wish to achieve the grace iflichdom. 
They have a J!.Ood deal of practical knowledge of 
the Art, anda fervent /Jetiejin their goal. 

However, I could never understand the 
compulsion to kneel. That is afterall one 
of lhe stronJ!.est reasons to choose unlife: 
never kneeTand never fade. 

One does not seek eternity / 
only_ to be a pale shadow to / 
a distant sun. 

- Nifiara Shadowmend 

proficiency bonus. On a failure, you disappear and the 
creature is incapacitated and loses control of its body. You 
now control the target's body but the target is not deprived 
of awareness. You can't be targeted by any attack, spell or 
other effects except ones that can affect creatures in the 
ethereal plane. You use the possessed target's statistics, but 
do not gain access to the target's knowledge, class features 
or proficiencies. 

This possession lasts for up to 10 minutes, until the target 
drops to O hit points or until you decide to end this effect as 
a bonus action. When this possession ends, you reappear in 
an unoccupied space within 5 feet of your host. The target is 
immune to this feature for 24 hours after succeeding on the 
saving throw or after your possession of it ends. 

Once you have possessed a creature using this ability, you 
must finish a long rest before you may use it again. 

UHDB~TH DC:>IMU\IH 

Gods who hold sway over the undying and undead seek to 
upend the endless cycle of birth and death. As they 
themselves exist outside of this eternal struggle, their 
followers pursue similar achievements while in their mortal 
forms. Their connection to these unliving patrons slowly 
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