Harrowed

Harrowed are mortals of any race subjected, willingly or not, to powers of a dark and perverse nature.
They may be created through purposeful dark rituals, contact with a creature or artifact of shadow, or
exposure to an unstable rift into a realm of shadow. A harrowed heart still beats, and they must still eat,
breathe, and sleep to survive, but they have been altered inside and out until only an echo of who and
what they were before remains. Their bodies are thinner than before, their hair and skin turned shades of
stark white, dust dray, or pitch black, and their eyes taking on a metallic or crystalline color and clarity.

A harrowed mind is similarly effected: memories and personality remain largely intact, but buried

behind a thick layer of stone-cold patience and calculation. Flights of fancy and of passion are alien to a
harrowed soul, no matter how boisterous they were in the past.
A harrowed reflects the social attitudes and situations that birthed it. In places with strong connections

to dark magic or Primeval Dark, these shades are honored and included, and may even rub elbows with
others who are harrowed. But in places where such perversion is forbidden, an appearance by a

harrowed one will soon bring strife and conflict.



Harrowed Traits

You begin the game with the following traits:

Ability Scores: +1to Charisma, +1 to Intelligence, +1 to Dexterity

Age:You age slower than your original race, living roughly one fifth longer than others of your
species while retaining youthful function. In the days before death, your body begins to waste
away before suddenly turning to a pile of ash

Alignment: The harrowed operate on cool, logical thinking, and are generally not given to chaos.
Whether or not they are more beneficent than malicious, a harrowed tends to be self-centered,
controlling, and not above lying or stealing to achieve their ends, and therefore tend to be
neutral.

Size: You are the size of your original race, but weigh notably less than the average

Speed: Your base speed is that of your original race

Languages: You can speak, read, and write common. If you are a nonhuman race, you also know
the language of your original race. Otherwise, you know one other language.

Mask of Shadow: You are proficient in Stealth.

Bleeding Shadow: As a reaction, when targeted by an attack from an opponent you can see, you
may shroud yourself in ethereal darkness for an instant, imposing disadvantage on the attack.
You may use this ability once per short rest at 1st level, twice per short rest at 6th level, and three
times per short rest at 11th level.

One Foot in the Grave: You have resistance to necrotic damage. When you are reduced to 0 hit
points by necrotic damage, you do not instantly die, but automatically fail your first death

saving throw.




Designation of Product Identity:

All place names, character names, organization names, and similar proper nouns and associated lore
presented in this publication are product identity, including, but not limited to: Harrowed, and
associated lore and narrative features
Designation of Open Game Content
Game statistics, attributes, conditions, and rules included in this publication are designated open
game content. This includes, but may not be limited to, character attributes (e.g.: Strength), general
game mechanics, and spells.

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 (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.

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,
[Continued on next page]



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 1.0 Copyright 2000, Wizards of the Coast, Inc.

System Reference Document 5.1 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
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