
Saint of Death
medium aasimar, she/they, lawful neutral

Armor Class 12 (Padded Armor)

Hit Points: 100 (15d6 + 45)

Speed: 30ft

STR
10 (0)

DEX
12 (+1)

CON
18 (+4)

INT
15 (+2)

WIS
17 (+3)

CHA
20 (+5)

Saving Throws Con +9, Cha +10

Skills Arcana +7, Deception +12, Medicine +8, 

Religion +6

Senses passive perception 14, darkvision 60ft

Languages Common, Celestial, Abyssal, Sylvan

Resistances Necrotic, Radiant 

Spellcasting. Saint is a 15th-level spellcaster. Her 
spellcasting ability is Charisma (spell save DC 18, 
+10 to hit with spell attacks). Saint has the following 
Wizard spells prepared:

Cantrips (at will). Light, Chill Touch, Prestidigitation, 
Mage Hand

1st Level (4 slots). Protection from Good and Evil, 
False Life, Charm Person

2nd Level (3 slots). Ray of Enfeeblement, Gentle 
Repose

3rd Level (3 slots). Animate Dead, Bestow Curse, 
Feign Death

4th Level (3 slots). Blight, Dimension Door

5th Level (2 slots). Cone of Cold, Animate Objects

6th Level (1 slot). Circle of Death, Eyebite

7th Level (1 slot). Finger of Death

8th Level (1 slot).

POTS
postural orthostatic tachycardia syndrome

Saint has the disability POTS, or Postural Orthostatic 
Tachycardia Syndrome. She has High Intensity, 
according to the POTS mechanics, or a “4”. Her rolls 
will follow the rules for that intensity.

She also has Chronic Pain, and uses those 
mechanics.

Saint uses THIS Necromancer homebrew class. 
You can find all of the full rules on the site links, 
and all credit goes to the creator!

https://www.dandwiki.com/wiki/Necromancer_(5e_Class)


She can only control one major undead at a time. 
This feature functions as the spell animate dead 
except where otherwise noted. She may use this 
feature on an existing undead she controls to 
reassert her control over it. She must finish a long 
rest before she can use this feature again.

Undead Resolve. Saint’s bond with the dead has 
strengthened their resolve against that which 
is holy. Undead she controls have advantage 
on Wisdom saing throws against Turn Undead 
attempts. In addition, undead she raises add her 
proficiency bonus to their Armor Class.

Lord of the Undead. Saint has reached the epitome 
of raising the undead, a master of the art. Their 
undead creatures no longer have a damage 
vulnerability, and gain additional hit points equal to 
their Necromancer level. 

Ritualistic Unburial. The repetitive nature of raising 
her undead has become like a ritual to Saint. She 
may cast Animate Dead as a ritual. 

Necrotic Shroud. Saint can use their action to 
unleash the divine energy within herself, causing 
her eyes to turn into pools of darkness and two 
skeletal,  flightless wings to sprout from her back. 
The instant they transform, other creatures within 
10 feet of her that can see her must each succeed 
on a Charisma saving throw (DC 18) or become 
frightened of her until the end of her next turn.
Your transformation lasts for 1 minute or until you 
end it as a bonus action. 

During it, once on each of her turns, she can deal 
extra necrotic damage to one target when she deals 
damage to it with an attack or a spell. The extra 
necrotic damage equals her level. 

Once she uses this trait, she can’t use it again until 
she finishes a long rest.

Healing Hands. As an action, you can touch a 
creature and cause it to regain a number of hit 
points equal to your level. Once you use this trait, 
you can’t use it again until you finish a long rest.

Life Tap. Saint’s touch can siphon the life force of 
others to bolster their own. As an action, she can 
make a melee spell attack against a living creature, 
dealing Necrotic damage equal to 3d8 + 5. She gains 
temporary hit points equal to the amount of Necrotic 
damage dealt. If this feature kills the creature, she 
gains twice as many temporary hit points from using 
this feature. 

Unholy Resistance. The time Saint has spent 
wielding negative energy has made itself a part of 
them. They have resistance to Necrotic damage, and 
their hit point maximum cannot be reduced. This 
feature extends to any undead under Saint’s control.

Soul Harvest. By reaping life, Saint is able to claim 
a fraction of those unfortunate creatures souls to 
regenerate her wounds and fortify her body. At the 
end of her turn, if she or any undead under her 
control have killed one or more creatures, she gains 
hit points equal to her Necromancer level. If doing 
so grants her more hit points than you can have, she 
gains temporary hit points equal to the amount of 
excess hit points received. 

Spontaneous Unburial. Saint’s understanding of 
Necrotic and negative energies allows her to raise 
the dead with ease. She may cast the spell Animate 
Dead as an action, and does not require a corpse or 
pile of bones to do so. The skeleton or zombie will 
claw its way out of the ground, and acts on her next 
turn. 

Improved Animation. The negative energy Saint 
uses to summon her undead is fortified within 
them. Undead she raises have additional hit points 
an dbonuses to their attack rolls, equal to her 
proficiency bonus. In addition, whenever she casts 
a spell, uses a feature, or uses an item to raise 
undead, she may raise one additional undead of 
the type she has chosen. This additional does not 
occur with the Necromancer’s Animate Major Undead 
feature. 

Animate Major Undead. Saint’s pursuit of knowledge 
has led to uncover the secrets to mastering undead 
of all sizes. She can now raise any corpse that 
is Huge or smaller of a monstrosity, humanoid, 
or beast with challenge rating 9 or lower can be 
animated. It lasts until its hit points reach 0. It 
keeps its original abilities and attacks, but loses any 
resistances, immunities, legendary actions, senses it 
had and gains the immunities and vulnerabilities of 
its type, skeleton or zombie. She can issue mental 
commands to the creature as the animate dead 
spell. 

ACTIONS
Cane. Melee Weapon Attack: +6 to hit, reach 5ft, 
one target. Hit: 1d8 + 1 bludgeoning damage.

Dagger. Melee Weapon Attack: +6 to hit, reach 5ft, 
one target. Hit: 1d8 + 1 piercing damage.

Saint can only make one weapon attack per turn. 
Her cane uses both hands to hit with, and she can 
only attackw with one dagger due to holding her 
cane.



Saint does not lean towards good or evil, but finds 
herself surely in the middle. She brings back people 
she believed to be good, those that deserved a 
second chance at life. When asked, she will drain 
the ones who cause harm, who ruined lives. Saint 
believes this is her duty, her calling from the gods, 
and remains steadfast in her role. Given her own 
second chance at life, she believes she must 
make the most of it, and has a surprisingly happy-
go-lucky personality. She sees the positive in 
everything, tends to make jokes about her fainting 
to relieve the tension, and is often found with a 
smile on her face. 

Saint can serve as a powerful NPC in any campaign, 
either delivering quests or undertaking them with a 
party in need of assistance. Despite her disabilities, 
she is eager to help and travel with those who 
understand her particular needs, and accommodate 
for them. As a 15th level character, she may serve 
as the most powerful Necromancer available to 
assist or - if seen in the wrong by her own code - 
go against a party. 

Saint has POTS, chronic pain, and hEDS 
(Hypermobile Ehlers Danlos Syndrome). There are 
no mechanics yet for EDS. She wears a piece of 
skeletal hand jewelry that also serves as a thumb 
brace to keep the point in place, and splint rings 
to prevent her fingers from extending too far. If in 
particularly rough melee combat, she may end up 
with a subluxated joint that requires being put back 
in place or healed. 

Saint uses she and they pronouns interchangeably. 

Saint does not remember her life before she died 
- at least, not all of it. There’s bits and pieces still 
there, of growing up, glimpses of faces she knew. 
She doesn’t remember her name. 

She does remember dying. Death, for her, was 
painful. A broken hip, stab wounds all across her 
torso, her right arm twisted and broken. For minutes, 
hours, she was dead. And then she wasn’t. Her 
body was found by a traveling Necromancer, many 
hours after her death. While far from an expert in 
the Necromantic arts, and not as skilled at bringing 
those back to life, he succeeded in pulling her soul 
back from death. 

Except, she didn’t come back right. Her hip healed 
wrong, her arm remained twisted and almost 
unusable. Her skin remained pallid, like in death, 
with veins starkly visible. She looked like a walking 
corpse, and the Necromancer who saved her 
abandoned her there, horrified at his work and 
worried that he’d brought back an abomination. 
There was nothing wrong with her, entirely. She was 
alive, in a sense of the word, and she wasn’t undead. 
As she stumbled away from the place of her murder 
and resurrection, everything seemed okay. 

It wasn’t. Her hip never corrected itself, leaving her 
limping. She could hold things in her right hand, 
barely, as her fingers didn’t move right and her 
arm couldn’t be lifted. Pain began to ebb and flow 
with the days, along her hip, torso, and arm, like 
phantom pains that reminded her every day of her 
murder. She developed POTS (Postural Orthostatic 
Tachycardia Syndrome) and found herself fainting 
frequently. Hunger never returned, leaving her with 
sharp bones and shaking hands, looking more a 
corpse than a living person. 

Most importantly, she found herself drawn and in 
sync with the negative energies in the world. The 
threads of life and death were within her grasp, 
and she began to pull them. She began to practice 
the Necromantic arts, reading and learning and 
practicing at every opportunity. And she became 
good, masterful, even. She set herself up in a city, 
bringing those wrongfully killed back from the dead, 
and draining the life of those who wronged. She 
became an Undertaker. 

As her skills grew, so did her reputation. People in 
the city and from surrounding towns began coming 
to her, bringing the bodies of loved ones, begging 
for them to be returned. So she did. Stories of her 
work spread, and people began to call her the Saint 
of Death. Prayers were whispered to her, the dead 
always at her door. Saint embraced it. 

STORY
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Open Game Content & 
Copyright
Open Content: Subject to designation as Product
Identity (see below), the only portion of the Saint of 
Death NPC product designated as Open Game
Content is the rules content (creature stat blocks and
names of skills, etc., taken from the SRD) as defined
in the Open Game License version 1.0a Section 1(d).
The front and back cover, back matter, introduction
and Credits page, as well all other parts of this
product including all text not specifically designated
as Open Game Content is not Open Game Content.
No portion of this work other than the material
designated as Open Game Content may be
reproduced in any form without written permission.

Product Identity: The following items are hereby
identified as Product Identity, as defined in the
Open Game License 1.0a, Section 1(e), and are not
Open Content: DnD Disability, the DnD Disability
Logo, Saint of Death, as well as all trademarks, 
registered trademarks, proper names (including the 
names of each character, location, item or monster 
unique to this product), dialogue, plots, storylines, 
locations, characters, artworks, and trade dress, but 
excluding any content that is Product Identity of 
Wizards of the Coast. (Elements that have previously 
been designated as Open Game Content are not 
included in this declaration.)

Saint of Death NPC is Copyright © 2021
 DnD Disability and may not be
reproduced in any form. It may be referenced with
full credit in other works, but actual text may not
be copied and added to works.

Reference in non-Open Game Content (thus not
covered by the Open Game License) in this work to
content owned by others is not a challenge to their
ownership and is used under Fair Use.

http://annaholden.carrd.co
http://dnddisability.com
patreon.com/dnddisability
http://instagram.com/dnd.disability
http://twitter.com/dnddisability


Open Game License V1.0a
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
(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, 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, 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 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 otherwise create
Derivative Material of Open Game Content. (h) “You” or
“Your” means the licensee in terms of this agreement. Not
for resale. Permission granted to print or photocopy this
document for personal use only.

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.Offer 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 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 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 to 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, Inc. System Reference Document 5.0. 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, Chris Sims, and Steve
Townshend, based on original material by E. Gary Gygax and
Dave Arneson.


