The Embalmed

A

ges ago, your master was laid to rest. Incense
burned around them, and dozens toiled for
weeks to prepare them for their unending
slumber. Even more, hundreds upon thousands
strong, slaved away to build a magnificant tomb.
The luckiest among them would be laid to rest
alongside their lord - your lord. Sometimes
called a mummy lord, or even perhaps a lich, these powerful
undead are ill-content to simply slumber away the eons.
Instead, their ambition and greed grow as they seek to spread
their dread influence across the waking world.
Expanded Spell List
Embalmed Spells
Spell Level

Spells

1st

command, inflict wounds

2nd

ray of enfeeblement, silence

3rd

animate dead, wall of sand

4th

divination, guardian of faith

5th

contagion, insect plague

Entangling Wraps

At 1st level, your Patron teaches you to inscribe magical
curses on linen wraps, to protect yourself in battle. While
worn, these wraps can be animated to harrass your foes.
As an action, you can send the wraps up to 30 feet to
grapple an enemy, using your Charisma modifier. You can use
your bonus action on subsequent turns to maintain the hold.
Additionally, you can animate the wraps as a reaction to
being struck, causing your attacker's speed to be reduced by
10. You don't provoke attacks of opportunity from that
creature until the end of your next turn. If you are grappling a
creature when you take this reaction, the creature is
immediately freed.

Ancient Sandstorm

Starting at 6th level, your patron grants you insight into the
vicious sandstorms that ravage the areas near its tomb. As a
bonus action, you can cause a sandstorm around yourself or
one of the victims of your Entangling Wraps feature.
While around you, the sandstorm limits vision of you by
your enemies, giving all attacks against you disadvantage.
Additionally, any enemy that ends its turn within 5 feet of you
takes necrotic damage equal to half your Charisma modifier.
While around an enemy, that creature is blinded by the
whirling sands and has disadvantage on all attacks.
Additionally, the creature itself takes necrotic damage equal
to your Charisma modifier, and any creatures that end their
turn within 5 feet of the target take half damage.
This effect lasts for 1 minute. A sandstorm around a
creature affected by one of your features ends early if it is no
longer affected by that feature. You may use this feature once
per short rest.

Embalmed Nature

Beginning at 10th level, your body changes to better match
that of your undead master. You are immune to nonmagical
diseases, and have advantage on saves against poisons and
magical diseases.
Additionally, you no longer visibly age, though your lifespan
remains unchanged.
Mummified
With your DM's approval, you can choose to
further customize your character as follows.
As you expend your Pact Magic spell slots, your
patron's power visibly drains you of vitality. You
grow more and more withered as you expend spell
slots, until you appear emaciated or otherwise
unwell. This effect is strictly visual, and ends once
you finish a short rest.

Blasphemous Word

At 14th level, your master teaches you a single word from the
dread curse laid on them eons ago. Simply speaking this
blasphemous word can shock the pysche of unprepared
creatures into a stunned stupor.
As an action, you can speak the word as long as you are not
silenced or otherwise unable to speak. All creatures within
30 feet of you must make a Constitution save or be stunned
until the end of their next turn. Creatures which cannot hear
are unaffected.
You may use this ability once per long rest.

Eldritch Invocations

Your choice of Patron also grants you certain options when
choosing Eldritch Invocations, which are listed below.
Afterlife Companion

Prerequisites: The Embalmed subclass, Pact of the Chain,
5th level.
Your familiar is mummified to better serve you - it gains the
undead typing. It can also serve as the centerpoint of your
Ancient Sandstorm feature.
As an action, you can draw energy from your familiar,
reducing its hit point total by up to 10 and regaining twice
that number of hit points for yourself. Your familiar cannot
regain these lost hit points in any way until you finish a long
rest. If your familiar dies from this damage, you cannot
resummon it for 24 hours.

Ancient General's Wraps

Prerequisites: The Embalmed subclass, Pact of the Blade,
5th level.
When you manifest your Pact Weapon, you can choose to
create it from your own wrappings. When used in this form,
you create a whip as your Pact Weapon, which deals 1d6
necrotic damage rather than 1d4 slashing.
Additionally, when you take the Attack action on your turn,
you can make two attacks instead of one.
Circle of Ra

Prerequisites: The Embalmed subclass.
You can now choose to deal radiant damage with your
Ancient Sandstorm feature and the eldritch blast cantrip.
Revelations of Nix

Prerequisites: The Embalmed subclass, Pact of the Tome,
13th level.
You can imbue a 3rd level glyph of warding into your Book
of Shadows without expending a spell slot. You must choose
the Explosive Runes option for the spell, and the only trigger
can be someone besides you reading the book.
The Book of Shadows can be moved freely without this
spell ending, but you can only have one active at a time. As an
action, you can draw out the book and open it, forcing a
creature within 5 feet of you to make an Intelligence save not
to read the book, triggering the glyph on a failure.
You may only imbue a glyph into your Book of Shadows
once per 24 hours, during a short or long rest.
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