Disciple of Orcus Prestige Class

The Disciple of Orcus

A Thoroughly Evil Prestige Class

By Clark Peterson and Bill Webb

There are priests of Orcus, and there are Dis-
ciples of Orcus; fanatics who go to great
lengths to appease their chosen lord. They
begin their journey down the path of evil and
death learning simple abilities that allow
them to manipulate and control the dead. As
they grow in power, the disciples becoming
closer and closer to their god, until finally,
the penultimate power level is achieved; that
of undeath itself.

Clerics most often become disciples of Or-
cus. As a matter of fact, no class without at
least some divine ability can ever hope to fol-
low the path of the disciple. Fighters, wiz-

ards, sorcerers, and druids sometimes be-
come disciples of Orcus. Barbarians, bards,
monks, rangers, and rogues do not. A paladin
can never become a disciple of Orcus without
changing alignments (though a fallen pala-
din/blackguard can).

An NPC disciple of Orcus will be found any-
where there is a temple to Orcus, though
most will be secluded or well hidden, as the
worship of such a being is not widely ac-
cepted (though the disciples hope to change
that in the near future).

Hit Die: d8
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Requirements

To qualify to become a disciple of Orcus, a
character must meet the following criteria:

Alignment: Chaotic evil

Spellcasting: Must be able to cast divine
spells of 3rd level or higher.

Knowledge (religion): 9 ranks
Feats: Great Fortitude, Power Attack

Special: Must be worshipper of Orcus, the
demon-lord of the Undead. Must also bind
his or her soul to the eternal service of Orcus
through interaction with a demon and a spe-
cial ritual. The disciple must seek out this de-
mon on his or her own. Potential disciples
deemed unworthy by the demon are normally
devoured.

Class SKkills: The disciple of Orcus’ class
skills (and the key ability for each skill) are
Alchemy (Int), Concentration (Con), Craft
(Int), Heal (Wis), Knowledge (anatomy),
Knowledge (religion) (Int), Profession (Wis),

TABLE 1-1: THE DISCIPLE OF ORCUS
Class Ref  Will

Level Attack Save Save
Ist +0 +2 +0 +2

Base Fort

Save Special

Animate dead,

and Spellcraft (Int). See Chapter 4: Skills in
the PHB for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

Animate Dead (Sp): Once per day, the dis-
ciple of Orcus can animate dead as the
spell cast by a character equal to the disci-
ple’s total caster levels (disciple class lev-
els plus any other spellcasting class levels).

Darkvision 60 Feet (Ex): The disciple
gains darkvision to a range of 60 feet. If the
disciple already possesses darkvision, the
range is increased by 60 feet.

Speak with Dead (Sp): Once per day, as
the spell with a caster level equal to the to-
tal caster levels of the disciple of Orcus.

Necromantic Power (Ex): The disciple
casts all spells of the Necromancy and
Death domain at +1 caster level.

Summon Undead (Su): Once per day, the
disciple of Orcus can summon a number of
undead whose total HD do not exceed his

+1 level of existing class

darkvision 60 ft.

2nd  +1 +3 +0 +3
3rd  +2 +3 +1 +3
4th  +3 +4 +1 +4
5th 43 +4  +1 +4

Necromantic power

Speak with dead

+1 level of existing class

Summon undead

Cloak of Orcus,

+1 level of existing class

improved animation

6th +4 +5 +2 +5 Friend of death
7th  +5 +5 +2 +5 +1 level of existing class
8th +6 +6 +2 +6 Touch of the

Death God

9th +6 +6 +3 +6
10th +7 +7 +3 +7

Greater summoning

Shroud of Orcus

+1 level of existing class

+1 level of existing class
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total cleric + disciple of Orcus class levels.
The undead are commanded and controlled
by the disciple and remain for 1 round per
caster level.

Cloak of Orcus (Su): All undead com-
manded or controlled by the disciple gain
turn resistance equal to one-half the disci-
ple’s class level so long as they remain
within 30 feet or the disciple.

Improved Animation (Su): Undead ani-
mated through the use of the disciple’s ani-
mate dead ability or through the use of the
animate dead, create undead, or create
greater undead spells have maximum hit
points per Hit Dice.

Friend of Death (Su): Undead will not at-
tack the disciple of Orcus unless provoked or
attacked first. They will simply ignore the
disciple so long as he takes no action against
them.

Touch of the Death God (Su): Once per
day, the disciple of Orcus can, by making a
melee touch attack, inflict 2d4 negative lev-
els on any single living creature touched. The
Fortitude save to remove a negative level has
a DC of 15 + the disciple’s Charisma modi-
fier.

Greater Summoning (Su): The number of
undead a disciple can summon using his
summon undead ability is increased by 50%.
That is, the disciple can summon one and
one-half times his total cleric + disciple class
levels.

Shroud of Orcus (Ex): At 10™ level, the dis-
ciple completes his journey and becomes one
with his master; he becomes an undead crea-
ture. The disciple’s type changes to
“Undead” and he gains the following:

Immune to mind-influencing effects, poison,
sleep, paralysis, stunning, and disease. Not
subject to critical hits, subdual damage, en-
ergy drain, or death from massive damage.

Hit Dice type changes to d12.

The undead disciple gains +2 Strength, -2
Dexterity, +2 Wisdom, and +2 Charisma. Be-
ing undead, the disciple has no Constitution
score.

Can be turned or rebuked, but the disciple
gains +4 turn resistance.

Legal Appendix

This printing of Disciple of Orcus Prestige Class is done under
version 1.0a of the of the Open Game License, below, and version
1.0 of the d20 System Trademark License and d20 System Trade-
mark Logo Guide. Some of the Open Game Content used herein
comes from a draft version of the System Reference Document by
permission from Wizards of the Coast by and through Ryan
Dancey. Subsequent printings of this work will incorporate and
comply with final versions of the System Reference Document.

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 contained within
this download is hereby designated as Open Game Content, subject
to the Product Identity designation below. Any questions regarding
the Open Game Content within this work should be directed to
Clark Peterson at clark@necromancergames.com.

Designation of Product Identity: The following items are hereby
designated as Product Identity as provided in section 1(e) of the
Open Game License:

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

2. The Necromancer Games product names “Rappan Athuk,” “The
Dungeon of Graves,” “The Upper Levels,” “Rappan Athuk 2,” and
“The Middle Levels”;

3. All artwork, illustration, graphic design, maps, and cartography,
including any text contained within such artwork, illustration, maps
or cartography;

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 deriva-
tive works and translations (including into other computer lan-
guages), 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
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and identifying marks including trade dress; artifacts; creatures
characters; stories, storylines, plots, thematic elements, dialogue,
incidents, language, artwork, symbols, designs, depictions, like-
nesses, 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, trans-
late and otherwise create Derivative Material of Open Game Con-
tent; (h) "You" or "Your" means the licensee in terms of this agree-
ment.

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 de-
scribed 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 Li-
cense to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contrib-
uting 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 COPY-
RIGHT 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 Distrib-
ute.

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 Trade-
mark. 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 Iden-
tity.

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 author-
ized 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 Li-

cense 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 af-
fected.

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 unen-
forceable, such provision shall be reformed only to the extent neces-
sary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the Coast,
Inc.

System Reference Document Copyright 2000, Wizards of the
Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams,
based on original material by E. Gary Gygax and Dave Arneson.

Disciple of Orcus Prestige Class Copyright 2002, Necromancer
Games, Inc.; Author Bill Webb and Scott Greene.
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