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A DEATH KNIGHT IS A FEARSOME ENEMY BUT MAKES FOR A LOYAL TEAMMATE. A DEAL STRUCK WITH ONE
IS SURE T0 BE COMPLETED WITHOUT FEAR OF BEING DOUBLE-CROSSED. THE OVERWHELMING PRESENCE, THE
PEAK PHYSIQUE AND THE EVES THAT SEEM TO STARE DIRECTLY INTO YOUR SOUL LEAVE NO ROOM FOR
DOUBT THAT THE DEATH KNIGHT IS A FORCE TO BE RECKONED WITH. To STAND IN ONE'S WAY IS TO LOOK
DEATH ITSELF, FACE TO FACE. WHILE NOT EVIL, SUITABLE ALIGNMENTS INCLUDE NE, CE, CN, LN.
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AT LEVEL 3, WHEN YOU CHOOSE TO TAKE ON THE MANTLE OF DEATH KNIGHT, YOU LEARN A NUMBER OF
PROFANITIES EQUAL TO 1 + YOUR CHARISMA MODIFIER (MINIMUM 1), CHOSEN FROM THE LIST BELOW.
WHEN YOU ACTIVATE A PROFANITY, A DARK COLORED AURA SURROUNDS YOU IMBUING YOU WITH THE
SPECIFIC PROFANITIES BONUS. YOU CAN USE A BONUS ACTION TO ACTIVATE OR DEACTIVATE
ONE PROFANITY. FALLING UNCONSCIOUS WILL DEACTIVATE ALL
PROFANITIES ACTIVE. ACTIVATING A PROFANITY WHILE YOU HAVE
ONE ALREADY ACTIVE WILL AUTOMATICALLY DEACTIVATE THE
PREVIOUS ONE. AT LEVEL THREE YOU CAN ONLY
BENEFIT FROM ONE PROFANITY AT A TIME, TWO AT
LEVEL 5, THREE AT LEVEL 12, AND FOUR AT LEVEL 18,
AND THE PROFANITY EFFECT WILL STAY ACTIVE UNTIL IT
IS DEACTIVATED, OR ON THE SUBSEQUENT FAILED
SAVING THROW. AT THE END OF EACH OF YOUR
TURNS IN COMBAT, WHILE YOU
HAVE MORE THAN ONE
PROFANITY ACTIVE, YOU MUST
pAss A DC 15
CONSTITUTION SAVE, OR
ONE RANDOM
PROFANITY WILL
DEACTIVATE.
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- GRAVE ARMOR : GAIN +2 AC AGAINST ENEMIES THAT ARE MAKING MELEE ATTACKS - SOULFLAY : A CREATURE YOU CHOOSE WITHIN 30 FEET OF YOU HAVE DISADVANTAGE
AGAINST Yo0U. ON A SINGLE SAVING THROW OF YOUR CHOICE.

- AURA OF THE DAMMNED : ANY ENEMY CREATURE WITHIN 20 FEET MUST MAKE A - SOULREAVER : THE WEAPON YOU HOLD BECOMES BATHED IN THE ESSENCE OF YOUR
CONSTITUTION SAVING THROW OR BE AT DISADVANTAGE ON ATTACK ROLLS MADE AURA . THE WEAPON MUST BE A BOUND WEAPON(SEE BELOW). ON A SUCCESSFUL
AGAINST Y0U. MELEE ATTACK ADD AN ADDITIONAL 104 OF NECROTIC DAMAGE. INCREASES T0 106 AT

LEVEL 6, AND 108 AT LEVEL 10.
+ ETHERFLOAT : YOU HOVER A FEW INCHES FROM THE GROUND. YOU DO NOT TRIGGER

PRESSURE PLATES OR THE LIKE; YOU CAN CROSS LIQUID SURFACES IF THEY ARE STILL; * TERRORIZE : IF A CREATURE MOVES TO WITHIN 30 FEET OF YOU, YOU CAN USE

AND YOU DESCEND TO THE GROUND HARMLESSLY AS IF UNDER THE EFFECT OF THE YOUR REACTION AND THE CREATURE MUST SUCCEED ON A WISDOM SAVING THROW OR

"FEATHER FALL' SPELL. BECOME FRIGHTENED OF YOU FoR 1 MINUTE. THE DC IS EQUAL T0 8 + YOUR
STRENGTH MODIFIER *+ YOUR PROFICIENCY BONUS. WHETHER SUCCESSFUL OR NOT, A

* DEATHLY GLAMOUR : YoU CAN ADD YOUR CHARISMA MODIFIER T0 ALL ABILITY CREATURE CANNOT BE TARGETED BY THIS ABILITY AGAIN UNTIL YOU FINISH A LONG

SAVES. REST.

* PALE HORSE : You INCREASE YOUR SPEED BY 10 FEET. - UnHory ViGor : You GAIN TEMPORARY HIT POINTS EQUAL T DOUBLE YOUR

FIGHTER LEVEL. THIS EFFECT RESETS ON A SHORT OR LONG REST.
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AT 3RD LEVEL, YOU LEARN A RITUAL THAT CREATES A MAGICAL, LIVING BOND
BETWEEN YOURSELF AND ONE WEAPON. YOU PERFORM THE RITUAL OVER THE COURSE
OF 1 HOUR, WHICH CAN BE DONE DURING A SHORT REST. THE WEAPON MUST BE
WITHIN YOUR REACH THROUGHOUT THE RITUAL, AT THE CONCLUSION OF WHICH YOU
TOUCH THE WEAPON AND FORGE THE BOND. ONCE YOU HAVE BONDED A WEAPON TO
YOURSELF, YOU CAN'T BE DISARMED OF THAT WEAPON UNLESS YOU ARE
INCAPACITATED. IF IT IS ON THE SAME PLANE OF EXISTENCE AS YOU, YOU CAN
SUMMON THAT WEAPON AS A BONUS ACTION ON YOUR TURN, CRUSING IT TO
INSTANTLY MATERIALIZE IN YOUR HAND, UNLESS IT IS HELD BY A GREATER POWER. IN
ADDITION, YOU MAY ALSO RBSORB ITS PHYSICAL FORM WITHIN YOUR VERY BEING,
WHICH MAY ACT AS AN EFFECTIVE STORAGE PLACE. YOU CAN HAVE UP TO TWO
BONDED WEAPONS, BUT CAN SUMMON ONLY ONE AT A TIME WITH YOUR BONUS
ACTION. IF YOU ATTEMPT TO BOND WITH A THIRD WEAPON, YOU MUST BREAK THE
BOND WITH ONE OF THE OTHER TWO. YOU GAIN A +1 BONUS TO ALL ATTACK AND
DAMAGE ROLLS WITH YOUR BOUND WEAPON.
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AT 3RD LEVEL, THREE TIMES PER LONG REST, YOU CAN CHANNEL A NECROSTRIKE
WHEN YOU TAKE AN ATTACK ACTION WITH ONE OF YOUR BOUND WEAPONS. FOR THE
DURATION OF YOUR TURN, YOU DEAL AN EXTRA 2D8 NECROTIC DAMAGE PER
SUCCESSFUL HIT. YOU GAIN AN ADDITIONAL USE PER LONG REST AT 6TH, 12TH AND
18TH LEVEL. YOU REGAIN ALL CHARGES AFTER A LONG REST.
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At TTH LEVEL, YOU LEARN TO CONTROL THE BALANCE OF LIFE AND DEATH WITHIN
YOURSELF. WHEN YOU REDUCE A CREATURE TO 0 HIT POINTS, YOU GAIN TEMPORARY
HIT POINTS EQUAL TO YOUR CHARISMA MODIFIER. YOUR CURRENT VALUE IS ALSO
AFFECTED BY THIS. THESE BONUS HIT POINTS EXPIRE AT THE END OF THE BATTLE,
AND YOU RETURN TO THE HIT POINT AMOUNT, SCALED AT A 1 10 1 RATIO, OF WHAT
YOU HAD BY THE END OF THE BATTLE. FOR EXAMPLE, IF YOUR ORIGINAL MaX HP
WAS 20, AND YOU GAINED 10 HIT POINTS, BUT WAS REDUCED To 15 (15 ourt oF 30
IP TOTAL), THEN YOU WOULD RESULT WITH 10 0UT OF 20 HIT POINTS.
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AT 10TH LEVEL, AS AN ACTION YOU MAY TELEPORT TO A POINT YOU CAN SEE WITHIN
60 FEET IF YOU AND THAT POINT ARE BOTH IN DARKNESS. YOU MAY ALSO TAKE ONE
OTHER CREATURE WITH YOU. IF THE CREATURE IS NOT WILLING, IT MUST SUCCEED ON
A DEXTERITY SAVING THROW TO EVADE You. DC BEING 8 + YOUR CONSTITUTION
MODIFIER + YOUR PROFICIENCY BONUS. ADDITIONALLY, YOU GAIN RESISTANCE TO
NECROTIC DAMAGE WHILE YOU HAVE A PROFANITY ACTIVE.
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At 15TH LEVEL YOU HAVE COME TO KNOW THAT EVEN TO THE STRONGEST, DEATH IS
INEVITABLE. IF DAMAGE REDUCES YOU T0 O HIT POINTS AND DOESN'T KILL YOU 0UT
RIGHT, YOU MAY MAKE A CONSTITUTION SAVING THROW WITH A DC EQUAL T0 THE
DAMAGE DONE. ON & SUCCESS, YOU DROP TO 1 HIT POINT INSTEAD. YoU MAY USE
THIS ABILITY ONCE PER LONG REST.
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AT 18TH LEVEL, YOU FULLY ASSUME TO THE MANTLE OF DEATH KNIGHT; YOU NO
LONGER REQUIRE FOOD, WATER, OR SLEEP. YOU MAY STILL GRIN THE BENEFITS OF A
LONG REST IF YOU SPEND 8 HOURS UNDERTAKING LIGHT ACTIVITIES SUCH AS READING
OR KEEPING WATCH. ADDITIONALLY STARTING AT LEVEL 18, WHEN A FRIENDLY
CREATURE WITHIN 30 FEET OF YOU IS KNOCKED UNCONSCIOUS AND NOT OUTRIGHT
KILLED, IT CAN CHOOSE TO DROP T0 1 HIT POINT INSTEAD, AND GAIN TEMPORARY HIT
POINTS EQUAL T0 YOUR FIGHTER LEVEL + YOUR CONSTITUTION MODIFIER (A
MINIMUM OF 1). A FRIENDLY CREATURE MUST FINISH A LONG REST BEFORE THEY
CAN BENEFIT FROM THIS FEATURE AGAIN.



