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NEW PRESTIGE CLASS

PURVEYOR OF MORTALITY
Owing allegiance to the Dark One or Thanatos, the

Purveyors of Mortality are the priests of the ancient
Thracian deity Thanatos. A manifestation of
this deity lurks the upper caverns of Thracia.
Where other manifestations and pockets of
this religion exist is up to the Judge.
However, these should be by fe-
ral or boorish folk living upon
the marrow of a once great civi-
lization that worshiped the
death god.

Purveyors of Mortality seek to
understand the end of life. Car-
ing little for the afterlife or
frankly the enjoyment of exist-
ence, the Purveyors of Mortality
are fascinated and completely oc-
cupied with the transformation
from life to death. Due to the knowl-
edge required to experiment with this
transformation, entrance into the
priesthood requires one to know the
skill Healing. Through this science of
life one becomes more familiar with
and thus an understanding of death.

Being a Thracian deity, all prayers to
the deity must be made in Thracian. If
the Judge adapts this prestige class for
another setting or scenario, eliminating
this requirement might be necessary.
However, a similar nearly dead or mod-
ern equivalent of a language where
Thanatos is worshipped should be sub-
stituted.

Purveyors of Mortality are mostly
adepts and clerics who dedicate their
lives to Thanatos. Most have a view
upon the ordered nature of the uni-
verse and the end of mortality lends
a lawful component to the cult.
Preoccupation with death, the
destruction of others to experi-
ment with this end and the use of
human sacrifice denotes an evil
component. However, death may
work through any non-good align-
ment, although most are lawful
evil. The PC must also be able to
rebuke undead.

The Purveyor of Mortality name
comes from the education of others
about the end of existence. Many

live their lives without much thought about their own
existence. The company of a Purveyor of Mortal-

ity ends such folly as their dedication to death
and the death god dominates their conversa-

tions. The Purveyors believe these
conversations and hopeful conversions are
necessary to increase the power of the cult,
their god and ultimately themselves. How-
ever, Purveyors of Mortality use ritual human
sacrifice as their experiments about death as
well as glorifying Thanatos.

To be marked into the cult and ulti-
mately to become a Purveyor of

Mortality, the PC must visit an
oracular skull, such as in Encoun-

ter 10. See this encounter for
more information about obtain-

ing such a mark. The Mark of
Thanatos is the object of
divine focus for Purveyors
of Mortality and is the
hand in which they de-
liver their Death Touch
if they use the Death
domain (see sidebar).
The Purveyors of Mor-
tality encountered in
the Caverns of
Thracia have not dis-
covered the oracular
skull. Thus they use
inks to permanently
tattoo themselves
with the visage of
a skull.

Also, many mem-
bers of the cult prepare
their own coffins, em-

balm others and
provide various rites.

Thus those taking
the prestige class
may learn the

Profession (under-
taker) skill. There

are various levels of
service to the Pur-

veyors of Mortality.
Their titles are de-

scribed below.
Hit Die: d8.
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APPENDIX: NEW MAGICAL ITEMS, MONSTERS, & SPELLS

REQUIREMENTS

To qualify to become a Purveyor of Fatality , a
character must fulfill all the following criteria.

Alignment:  Any non good
Base Save Bonus: Will +3
Heal Skill: 4 Ranks
Language Required: Thracian (modern)
Patron: Thanatos
Special: First, the character must be able to

rebuke undead. Second, Thanatos must have
marked the character either in a ritual of the
Judge’s choosing or by the oracular skull in En-
counter 10 of the Caverns of Thracia.

Class Skills: The base class skills of a Purveyor
of Mortality are Concentration (Con), Craft (al-
chemy)  ( Int) ,  Hea l  (Wis) ,  Knowledge
(arcana)(Int), Knowledge (religion) (Int), Profes-
sion (undertaker), and Spellcraft (Int).

Skill Points at Each Level:  2 + Int modifier.

CLASS FEATURES

The following are class features of the Purveyor
of Mortality prestige class:

Weapon and  Armor  Prof i c i ency:  The
Purveyor of Mortality gains no weapon or armor
proficiencies.

Spe l l s  per  Day /Spe l l s  Known:  At
each Purveyor of Mortality level, the character
gains new spells per day (and spells known, if
applicable) as if he had also gained a level in a
spellcasting class he belonged to before adding the
prestige class level. He does not, however, gain
any other benefit a character of that class would
have gained (metamagic, or item creation feats,
and so on). One exception to this is that the
Purveyor of Mortality does increase with each level
an improved chance of turning or destroying
undead. If the character had more than one

spellcasting class before becoming a Purveyor of
Mortality, the player must decide which class to
add each Purveyor of Mortality level for purpose of
determining spells per day and spells known.

Thanatosian Death: When a Purveyor of
Mortality is within 3 hit points or less of death (-
7 or fewer hp), an Incarnation of Death (see New
Monsters) appears. The Incarnation seeks to em-
brace the Purveyor of Mortality. It is the Purveyors
goal in the priesthood to openly receive this dark
embrace. However, greater goals in the service of
the deity may make, at the Judge’s discretion,
either the Incarnation not appear meaning that
the time of death has not come. If the Purveyor of
Mortality refuses the embrace she immediately
loses all special abilities of the prestige class and
loses favor with Thanatos.

The benefit of this ability is that a Purveyor of
Mortality is protected from all death spells and
magical death effects. At third level, the Purveyor
of Mortality automatically saves against massive
damage (i.e. does not die due to massive damage).
At eighth level, the Purveyor of Mortality may
shrug off any attack that reduces her hit points
below 1 by making a Will save DC 10 + damage. If
successful, her hit points are reset to 1.

Spell Abilities: At higher levels, a Purveyor of
Mortality receives the abilities to cast as spell-like
abilities a number of spells. This spell in every way
functions as the spell of the same name except
they require only one action to cast and only the
only component is divine focus. Thus the spells
are cast with a thought, not verbally, somatically
or with materials. Each spell may only be used
once per day. The spellcaster level is equal to 5 +
levels of Purveyor of Mortality.

The spells are: 2nd— deathwatch; 4th— animate
dead; 5th— create undead; 6th— speak with dead;
7th— finger of death;  9th— create greater undead;
10th— power word, kill.

BaseBaseBaseBaseBase
ClassClassClassClassClass AttackAttackAttackAttackAttack FortFortFortFortFort RefRefRefRefRef WillWillWillWillWill
LevelLevelLevelLevelLevel TitleTitleTitleTitleTitle BonusBonusBonusBonusBonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial
1 Acolyte of Bereavement +0 +2 +0 +2 Thanatosian death
2 Priest of the Demise +1 +3 +0 +3 Deathwatch
3 Adept of Annihilation +2 +3 +1 +3 Thanatosian death II
4 Vicar of Fatality +3 +3 +1 +3 Animate dead
5 Curate of Casualty +3 +4 +1 +4 Create undead
6 Lama of Loss +4 +5 +2 +5 Speak with dead
7 Canon +5 +5 +2 +5 Finger of death
8 Patriarch +6 +6 +2 +6 Thanatosian death III
9 Celebrant of Death +6 +6 +3 +6 Create greater undead
10 High Priest +7 +7 +3 +7 Power word,kill
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LEGAL APPENDIX
This printing of Caverns of Thracia is done under version

1.0a of the of the Open Game License, below, and version 5.0
of the d20 System Trademark License and version 4.0 of the
d20 System Trademark Logo Guide.

Notice of Open Game Content: This product contains Open Game
Content, as defined in the Open Game License, below. Open Game
Content may only be Used under and in terms of the Open Game
License.

Designation of Open Game Content: All text containing game-
related content within this module—excluding any text on the
inside or outside of the front or back cover or on the Credits page—
is hereby designated as Open Game Content, subject to the Product
Identity designation below. Any questions regarding the Open
Game Content within this module should be directed to Clark
Peterson at clark@necromancergames.com. Only that material
that must be Open Game Content as a result of being derived from
the System Reference Document is hereby designated as Open
Game Content. No new content is added as Open Game Content.

Use of “Mind Flayer” and “Carrion Crawler”: The monster
names and game statistics of mind flayers and carrion crawlers used in
this product are not Open Game Content and are used by specific
permission from Wizards of the Coast.

Use of Content from Player’s Guide to the Wilderlands and Tome
of Horrors: Material from the Player’s Guide to the Wilderlands and from
the Tome of Horrors used in this product are not Open Game Content
and are used by specific permission.

Use of Content from Judges Guild: This product contains content
from Judges Guild that is used by permission and pursuant to license,
including but not limited to any names or content that appear in this
product that has previously appeared in a Judges Guild product. Any
such content is not Open Game Content. Any failure in this designa-
tion does not cause such content to become Open Game Content.

Designation of Product Identity: The following items are hereby
designated as Product Identity as provided in section 1(e) of the Open
Game License. Any and all material or content that could be claimed
as Product Identity pursuant to section 1(e), below, is hereby claimed
as product identity, including but not limited to:

1. The name “Necromancer Games” as well as all logos and
identifying marks of Necromancer Games, Inc., including but not
limited to the Orcus logo and the phrase “Third Edition Rules, First
Edition Feel” as well as the trade dress of Necromancer Games
products;

2. The name “Judges Guild,” as well as all logos and identifying
marks of Judges Guild, including but not limited to the Pegasus Rider
logo as well as the trade dress of Judges Guild products;

3. Any and all Necromancer Games product names;
4. Any and all Judges Guild product names or content from

previously published Judges Guild products;
5. All artwork, symbols, designs, depictions, likenesses, formats,

poses, illustration, graphic design, maps, and cartography, including
any text contained within such items;

6. The names, personality, descriptions and/or motivations of all
artifacts, creatures, characters, spells, enchantments, personalities,
teams, personas, likenesses and special abilities, places, locations,
environments, equipment, magical or supernatural abilities or effects,
gods, races, countries, cities, city states, political or geographic features,
historic events, groups, feats, spells, skills, organizations, items, mon-
sters, planes or deities in this book as well as the name of any other thing
originating from original Judges Guild products and not stemming from
the System Reference Document, but not their stat blocks or other
game mechanic descriptions (if any); the intent of this designation is
to protect every name, concept and description in this product,
regardless of what that name is attached to, as well as every name that
comes from the original Judges Guild products on which this product
is based; the strictest possible designation is desired;

7. All stories, storylines, histories, plots, thematic elements;
8. Any other content previously designated as Product Identity is

hereby designated as Product Identity and is used with permission and/
or pursuant to license.

9. Any and all content that is not otherwise Open Game Content
by virtue of appearing in the System Reference Document or being
provided as Open Game Content in a work listed in Section 15, below.

OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is

Copyright 2000 Wizards of the Coast, Inc. (“Wizards”). All Rights Reserved.
1. Definitions: (a) “Contributors” means the copyright and/or trademark

owners who have contributed Open Game Content; (b) “Derivative Material”
means copyrighted material including derivative works and translations (includ-
ing 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 transla-
tions 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, sym-
bols, 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.

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 COPY-
RIGHT 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 distrib-
uted 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 enforce-
able.

15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.
System Reference Document Copyright 2000-2003, Wizards of the Coast,

Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy
Collins, David Noonan, Rich Redman, Bruce R. Cordell, based on original
material by E. Gary Gygax and Dave Arneson.

Original Spell Name Compendium Copyright 2002 Clark Peterson; based on
NPC-named spells from the Player’s Handbook that were renamed in the System
Reference Document. The Compendium can be found on the legal page of
www.necromancergames.com.

Player’s Guide to the Wilderlands Copyright 2003, Necromancer Games, Inc.
and Judges Guild; Authors Bob Bledsaw and Clark Peterson based on original
material by Bob Bledsaw, Bill Owen and Bryan Hinnen.

Caverns of Thracia Copyright 2004, Necromancer Games, Inc. and Judges
Guild; Author James Collura, based on original material by Paul Jacquays.


