
College of Mourning

B
ards are singers of songs and tellers of tales, all

full of dashing heroes and heriones performing

daring feats of high adventure. The College of

Mourning, however, teaches that not all stories

have happy endings. Their stories end in the

heroes riding off into the sunset of death - no

happily ever after, no nothing. Their tales live

on, however, retold by bards of the college down the years,

decades, centuries, and beyond.

Many bards of this college specialize in singing and spoken

word over instruments, though some will accompany their

stories with stringed instruments. The words of the tale echo

through the ages, and allow these ancient heroes to stand at

the bard's side. The tales are beautiful, yes, but undercut by a

melancholy certainty that all of them, one way or another, will

end in death.

Bonus Proficiencies
When you join the College of Mourning at 3rd level, you gain

proficiency in Religion and History, and also learn the toll the

dead cantrip.

Dirges and Tributes
Also at 3rd level, you learn ancient tales of old that allow you

to summon echoes of the dead. As an action, you can expend

up to three Bardic Inspiration dice to sing the tale of a

deceased historical figure. You can only have one echo active

at a time, and each echo lasts for 1 minute.

The echo has hit points equal to double your Charisma

modifier, plus the number rolled on your Bardic Inspiration

dice. The echo takes its turn immediately after yours and

follows mental directions you issue (no action required by

you). It either takes the form of the Warrior, Hunter, or Sage,

your choice each time you use this feature. Each echo uses

the statblock listed on page 2, with certain changes

depending on its type.

Warrior. The spectral warrior is a mighty soldier, knight, or

gladiator. It adds your Charisma modifier to its Strength

score, and is hardy, tough, and strong.

Hunter. The spectral hunter is a cunning outlaw hero or

brave army scout. It adds your Charisma modifier to its

Dexterity score, and excels at ranged combat and tactics.

Sage. The spectral sage is a great mage or priest of old. It

adds your Charisma modifier to its Intelligence and Wisdom

scores, and can cast a limited number of spells.

The Bell Tolls
Starting at 6th level, your ongoing adventuring life has

become prime material for new tales of heroism and bravery.

Whenever an ally you can see lands a critical hit, you may use

your reaction to immediately cast toll the dead on the victim,

and grant a single Bardic Inspiration die to your ally.

Heroes of Old
Also at 6th level, you gain the ability to strengthen the

connection between your summoned spirits and the material

world. Each echo gains the Multiattack action, listed in the

statblock below. Additionally, each also gains the benefit

listed for it below.

Warrior. The spectral warrior gains a +3 to its AC, and now

adds your bard level to its maximum hit points. As a reaction

to you or an ally of yours being attacked within 5ft of the

echo, it can impose disadvantage on the roll.

Hunter. The spectral hunter gains the ability to take the

Dash, Disengage, and Hide actions as bonus actions on its

turn. It now adds your Charisma modifier to Animal

Handling, Stealth, and Survival checks, rather than its own

ability score modifier.
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Sage. The spectral sage gains an additional 1st level spell

slot, and one 2nd level spell slot. It now knows the

blindness/deafness, Melf's acid arrow, and see invisibility

spells. It also now adds your Charisma modifier to Arcana

checks, rather than its own ability score modifier. The echo

can cast detect magic or identify once without expending a

spell slot.

Echoing Spirits
At 14th level, your knowledge of the ancient tales far exceeds

that of anyone else. The spirits of the dead eagerly respond to

your call, ready for their next chance at glory.

You may now have two Echoes active at once – either two

Warriors, or two different echoes. The echo of a Hunter takes

its turn before the Warrior, while the Sage takes its turn

afterwards, though both still take their turns just after yours.
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Variant: Later Sage
As an optional variant, your DM may require you to
change this subclass in the following ways:

You can no longer summon a Sage echo with
your Dirges and Tributes feature.
You gain the ability to summon a Sage echo as
part of your Heroes of Old feature.
You do not gain any of the Sage-only benefits of
the Heroes of Old feature.
The Sage echo gains one additional 1st level
spell slot.
When you gain the Echoing Spirits feature, the
Sage echo gains two 2nd level spell slots, and
learns the blindness/deafness, Melf's acid
arrow, and see invisibility spells. Once per long
rest, the Sage can cast a single spell you know
of 3rd level or lower without expending a spell
slot.

Heroic Echo
Medium undead, unaligned

Armor Class 13
Hit Points special
Speed 30ft.

STR DEX CON INT WIS CHA

12 (+1) 12 (+1) 15 (+2) 11 (+0) 11 (+0) 10 (+0)

Condition Immunities Charmed, frightened, poisoned
Senses passive Perception 10
Languages understands Common, speaks any language

it knew in life
Challenge 1

Turn Resistance. The echo has advantage on saving
throws to resist being turned while within 30 feet of
you.

Might of the Summoner. The echo adds +1 to its spell
save DC and each of its saving throws, attack rolls, and
skill checks. This increases by 1 each time your
proficiency bonus increases.

Tale of Valor (Warrior). The echo adds your Charisma
modifier to its Strength score, and +2 to its AC.

Tale of Adventure (Hunter). The echo adds your
Charisma modifier to its Dexterity score, and +5 to its
movement speed.

Tale of Magic (Sage). The echo adds your Charisma
modifier to its Intelligence and Wisdom scores.

Spellcasting (Sage). The echo is a 1st level spellcaster.
Its spellcasting ability is Intelligence or Wisdom (your
choice each time the echo is summoned). Its spell
attack bonus is equal to its Intelligence or Wisdom
modifier, and its spell save DC is equal to 8 + the
echo's Intelligence or Wisdom modifier + 1. The echo
can cast the following spells:

Cantrips (at-will): eldritch blast, spare the dying,
thaumaturgy
1st level (1 slot): shield of faith, magic missile,
detect magic

Actions
Multiattack (6th level or higher). The echo makes two
attacks with its Echo's Blast (Sage), Longsword
(Warrior), or Longbow (Hunter).

Echo's Blast (Sage). Ranged Spell Attack: adds its
spellcasting ability modifier +1 to attack roll, range
120ft., one target. Hit 1d10 + its spellcasting ability
modifier

Longsword (Warrior). Melee Weapon Attack: adds
Strength modifier + 1 to attack roll, reach 5ft., one
target. Hit 1d8 + Strength modifier

Longbow (Hunter). Ranged Weapon Attack: adds
Dexterity modifier +1 to attack roll, range 150/600ft.,
one target. Hit 1d8 + Dexterity modifier
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