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Most of the time, death is the end of the 
story, but sometimes it’s another begin-
ning. A revenant arises not as an aimless 
corpse of a life lost but as the embodiment 
of a lost soul given new purpose. Such 
a creature walks in two worlds. Though 
the revenant moves among the throngs of 
the living, it has a phantom life—a pup-
pet mockery of the existence its soul once 
knew. The revenant is an echo haunted by 
the memory of itself.
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Revenant
Resilient souls returned from death to do the work of fate

Racial TRaiTs
average Height: 5’ 5”–6’ 2”
average Weight: 100–200 lb.

ability scores: +2 Constitution, +2 Dexterity
size: Medium
speed: 6 squares
Vision: Low-light vision

languages: Common, choice of one other
skill Bonuses: +2 Endurance, +2 Intimidate
Undead: You are considered to be an undead creature 
for effects that relate to that keyword. You are also 
considered a living creature.
Past life: Select a race other than revenant. You can 
take feats, a paragon path, and an epic destiny that 
have the selected race as a prerequisite, as long as you 
meet all other prerequisites.
Unnatural Vitality: Whenever you drop to 0 hit 
points or fewer, you are dying but you can choose to 
remain conscious until you attempt your first death 
saving throw. If you remain conscious, you can take 
only one standard action before you attempt your first 
death saving throw.
Dark Reaping: You can use dark reaping as an en-
counter power.

Dark Reaping Revenant Racial Power
You use one death as the seed to sow more destruction.

Encounter ✦ Necrotic
Free action
Trigger: A creature within 5 squares of you is reduced to 0 hit 

points
Effect: One creature you hit with an attack you make before 

the end of your next turn takes an additional 1d8 + Consti-
tution modifier necrotic damage.

For most, death represents the gateway to the afterlife 
or the end of a natural existence. Yet for some, the 
Raven Queen bars passage, turning their souls back 
toward the world. For these rare few, fate has other 
plans. 

Play a revenant if you want . . .
✦ to be eerie, cold, and mysterious.
✦ to strive for or against your fate as an instrument of 
a greater power.
✦ to live with the memories of a past life whose pur-
pose was unfulfilled.
✦ to be a member of a race that favors the assassin, 
rogue, and warlock classes. 

Physical Qualities
Revenants are souls of the dead returned to a sem-
blance of life by the Raven Queen, but they do not 
appear as undead horrors or even anything like their 
former selves. When the Raven Queen reincarnates 
souls, they exist as her special creations, and they 
have the bodies of her choosing and creation. In this 
way, such souls are always marked as representatives 
of the Raven Queen’s power.
 A revenant has a body that is slender for his or her 
height, but this form possesses an uncanny toughness 
that contradicts the apparent build. Revenants have 
the same range of complexions as humans, but a reve-
nant’s skin is ashen and the features are sunken. Eyes 
are most commonly solid black with a single point 
of red light in place of a pupil, but other eerie eye 
colors—including yellow, white, silver, and gold—are 
not uncommon, although they always share the same 
fiery red pupil. In most cases, the eyes lack an iris and 
pupil, and some glow with a ghostly light. Revenant 
hair typically ranges from black to white. They can 

grow facial hair, and males often have beards or mus-
taches that accentuate their dreadful countenances.
 A revenant’s face and skin clearly set a member 
of this unique race apart from other humanoids. A 

awakening

You gasp a breath of cold air like it’s your first. Your 
eyes snap open. Colors seem dim, and every sound is 
foreign and filled with newness. Rather than warmth, 
a chill emanates from within you, making your chest 
feel heavy and your extremities feel ablaze with heat. 
The world appears strange, and as you struggle to 
rise, you have the sense that you control a body not 
your own. 

 And nothing is your own. You know that. You remem-
ber that. That’s when other memories come. Before 
this place, you struggled in . . . somewhere cold. The 
sky was dark, but it was also somehow alight with 
flowing color—as if the wind glowed instead of the 
stars. Snow buried everything, veiling the landscape 
into funereal forms. And before that . . . other memo-
ries—scenes, faces, feelings—all a jumble, all confused 
like a half-forgotten dream.

 You know one thing for certain. You were dead. 
Judging from how you look and feel, you might be a 
little dead still. You pick a direction and start walking, 
noting all you can about what you see and hear as you 
go. You might not remember everything about who 
you were, but you can make new memories while you 
try to find out. 

 Something else hounds your thoughts as you strike 
out into an eerily familiar world: The dead don’t come 
back to life by accident. Someone did this to you, and 
whoever that was had a reason.
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revenant’s visage has a masklike quality that can be 
disturbing to normal mortals. Rough, dark scales 
appear on the f lesh near the ends of a revenant’s 
limbs, marking the revenant as one of those the 
Raven Queen allowed back into the world of the 
living. Revenant digits end in strong, black fingernails 
or toenails that resemble claws.
 Each revenant is unique, but ties to the Shadowfell 

draw most to dark colors and clothing that can help 
them escape notice. Whether because of dark humor 
or as a warning to others, their clothing and gear 
bear symbols that are reminders of death or duty. 
Revenants use raven feathers, bones, chains, grave 
markers, and skulls for decoration.

Playing a Revenant
Revenants do not live and reproduce like mortal 
races. Indeed, they are not a true race at all. Each 
revenant arises in the world only by the will of the 
Raven Queen. She—or someone she has made a bar-
gain with—has a specific purpose in mind for each 
soul she returns to the world. This purpose might be 
plain to the revenant, or it might be a mystery the 
revenant has to unravel before it can rest. A revenant 
might doggedly pursue this end or rebel against that 
fate and try to avoid destiny. The purpose could even 
change, eluding the revenant or revealing greater 
goals as steps toward the ultimate end are achieved. 
Much depends on who brought the revenant back.
 If the Raven Queen commanded the soul’s return 
for her own reasons, the revenant might play an 

important part in the future the Raven Queen fore-
sees. The Raven Queen might send a soul to bring 
someone or something to the death it has avoided, 
and the character might have been chosen because 
of past ties to the target. Perhaps the character’s 
death was somehow wrong, and the Raven Queen 
reincarnated the soul as a revenant to set right the 
weave of fate.

 If another power made a bargain with the Raven 
Queen, the possibilities are endless. Most deities could 
simply choose to raise a loyal follower to live again, so 
if a being of such power resorted to bargaining with 
the Raven Queen, there must a reason. Perhaps a god 
wants more of the follower’s service, but there is some-
thing the deity wants even his most devout servant to 
forget. Perhaps the new lease on life is intended only as 
a temporary reprieve wherein the revenant must make 
up for some mistake made in life. A power might even 
want to return another deity’s follower to life for a pur-
pose hidden from the other gods.
 The reason could also be the desire of a being 
weaker than a true deity. Maybe an exarch raises a 
soul despite a deity’s wishes. Perhaps a devil or arch-
fey has a claim on the soul of a mortal and it seeks 
to get what it paid for in some bargain the person 
made in life. A mortal might gain audience with the 
Raven Queen to plead the case of a deceased friend 
or enemy. The mortal’s aims might be altruistic, self-
ish, or wicked, sweeping the revenant up in a saga 
of great glory or terrible woe. Sometimes, the dead 
one begs to be returned to the world, and the Raven 
Queen listens for her own reasons.

 What lies in store for a revenant who completes 
its mission changes by the individual. A revenant 
might seek an end to a painful existence in the 
mortal world or attempt to earn a place in the heav-
ens by completed deeds to make up for past wrongs. 
Maybe the revenant is rewarded for fulfilling des-
tiny by being given true life again, in the old body or 
reincarnated in a new form. A revenant could even 
be condemned to a horrible fate in the afterlife but 
consider the accomplishment of the goal worth the 
price. Perhaps the revenant can’t truly die even after 
accomplishing its goal unless it sees the dead body 
from its former life.
 Revenants usually remember only snippets of their 
former lives—just enough to push them toward the 
purpose for which some power raised them. Many 
don’t even remember their names and thus take new 
ones fitting their dispositions. Memories come in 
dreams and f lashes of insight, often provoked by the 
revenant’s experiences. Brushing shoulders acciden-
tally in the market could call to mind the bumped 
person as a lifelong friend. The sight of a pale hand 
moving through lustrous hair could remind the rev-
enant’s heart of a lost love. Yet these memories can be 

Sometimes, the dead one begs to be returned to the world, 
and the Raven Queen listens for her own reasons.
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deceptive. The memory of friendship might neglect 
the betrayal that caused a rift. The lost love might be 
long dead, and the memory serves only as a lure to 
the revenant. Each remembrance has its purpose: as a 
reward, punishment, bait, or aid. All are true, but the 
power that raised the revenant can sometimes control 
which truths the revenant recalls.
 The rarity of revenants results in few having 
much knowledge of them. Experts in religion or 
those who encountered revenants in the past might 
know of them, but for most people revenants are 
strange and alien.

revenant Characteristics: Agile, cold, determined, 
fearsome, hard-bitten, noble, pragmatic, tragic

Male Names: Bane, Chiseler, Dredge, Riven, Rook, 
Scourge, Sever, Snick, Tuck, Wrath
Female Names: Blessed, Charm, Fable, Ire, Lash, 
Maleficence, Raven, Sunder, Vengeance, Vice

Revenant Adventurers
Three sample revenant adventurers are described 
below.
 Carver is a revenant rogue, irreverent about his 
new existence. Occasional f lashes of memory remind 
him of a life not his own, and strange dreams trouble 
his sleep. Carver sees these events as problems, and 
he tries to fix them with strong drink and long nights 
of revelry. Yet he often finds himself compelled to 
use his skills to acquire strange objects, and he keeps 
careful watch on these ill-gotten gains. He’s sure he’ll 
find meaning behind the objects—a code or puzzle for 
which he has not yet found the key.
 Nihil is a revenant assassin devoted to the Raven 
Queen. Her goddess gave her the opportunity to 

avenge herself upon her killers, and now she has 
given her existence over to the signs and portents 
that reveal the Raven Queen’s wishes. Troublesome 
evidence exists that Nihil’s understanding of her 
memories might not be the whole truth—dreams of 
f light, the taste of fire, and the feel of coins against 
her skin. But she tries to put these notions out of her 
mind and focus on her missions. She’s sure her faith 
will someday be rewarded.
 Snipe is a revenant ranger who does not relish his 
new lease on “life.” He was tired of death and fight-
ing in his previous existence, and that sense lingers 
with him still. Bahamut saw in his soul a desire for 
virtue near the end, and so in death the Platinum 
Dragon called upon him to once again take up 
his swords and balance the damage he did as the 
enforcer for a cabal of wizards. Now Snipe must seek 
out former allies and betray them. Perhaps their 
blood on his hands can wash the stain from his soul, 
but Snipe is uncertain.

Revenants in Your Game
This article describes the assumptions about how rev-
enants work for official D&D® products, but it might 
be different in your game. Here are some suggestions 
for how you can change things.

Appearance
Revenants in your game might look exactly like their 
former selves or even like true undead. Maybe to be 
reincarnated, a soul must occupy a living body, and 
your revenant possesses someone else’s body. If you 
go one of these routes, they present some roleplay-
ing challenges and opportunities, and there might 
be mechanical challenges as well. Should a half ling 
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revenant be Small? Should a dwarf revenant be 
slower while wearing heavy armor? Judge these issues 
for yourself, but when in doubt, err on the side of 
handling mechanical elements as described in this 
article, and explain any oddness that might come up 
as the effects of being raised from death.

Number
This article assumes that one or more PCs are the 
only revenants in the world, and that if they meet 
another revenant, it represents a major plot point in 
the story of their adventures. But maybe a number 
of revenants returned to the world for some hidden, 
common purpose. Perhaps revenants are as common 

as half-orcs or half-elves—the result of desecrated 
burial or desire for revenge. Revenants could even 
exist as a true race inextricably tied to death for some 
reason obscured by legend.

Memories
This article assumes that a PC has only fragmentary 
memories from a previous life, but you might play 
a revenant with no memory of who he or she was 
before, and the discovery of that previous identity 
could be a major revelation in the campaign. You 
might also play a character who knows exactly who 
he or she was before, and now struggles with that 
knowledge in a new body with a face that old friends 
no longer trust. You might even play a revenant of a 
previous PC who died, picking up right where you left 
off but with new racial abilities.

Patron
This article presumes the Raven Queen put the PC 
revenant back in the world, or maybe she did so on 
behalf of some other power. A soul might even have 
accepted its quest from a deity directly, knowing it 
would lose most memories when reincarnated. It 
could be, however, that no power but the PC’s will 
returns the character from death. Minions of the 
Raven Queen might hunt this fugitive from the laws 
of life and death. Maybe some powerful patron, such 
as a demon lord or archfey, stole the PC’s soul and 
placed the PC in the world as a revenant to do its bid-
ding. The PC might be doing the work of a prince of 
the Hells in order to win back a soul lost in a bad bar-

gain. Maybe a mortal raised the PC as a hero of old 
and hopes the PC will do some great deed. A ritual to 
raise the dead might even go wrong, returning the PC 
to a half-life, and now the character walks the world 
with one foot in the grave.

Timing
A revenant need not be dead recently. The Raven 
Queen or another patron might recall any soul not at 
its final destination. A soul might be returned to the 
world seconds or centuries after death, but the most 
potential for storytelling and roleplaying might lie a 
generation or two later. Then revenants can see the 
effects of the former life, have memories of places 
that aren’t quite the same, meet the descendants 
of remembered friends, and confront old foes who 
might have mended their ways.

Working Together
The details of how revenants work and a character’s 
past life should be discussed between player and 
DM. Some players want to leave everything in the 
DM’s hands and simply roleplay the reactions to 
events as they unfold. Others want to create a lot of 
the details of a past life. The DM might want help 
figuring out some details of the story and how to fit 
things in the campaign, or a DM could want to keep 
everything secret. 
 Revenant PCs offer a lot of story and roleplaying 
potential, but since the character’s history could 
be shared between DM and player, a conversation 
about it is necessary to avoid any surprises that 
might cause friction. The DM must be sensitive to 
the player’s sensibilities, even if the revenant’s his-
tory is completely unknown to the player. So much 
room exists for interesting and subtle character story 
twists that DMs should avoid going for anything that 
might bother the player.

Total Party Kill
So the whole party bought the farm in that encounter 
last week? Maybe they all come back as revenants to 
take revenge. They could regain their former bodies 
and lives after some quest for a higher power, but 
maybe being dead has its advantages, and the cam-
paign continues its new dance on the dark side.

Revenants in your game might look exactly like their former 
selves or even like true undead.
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Racial Feats

Revenants have access to a number of feats that other 
creatures cannot access.

Heroic-Tier Feats
These feats are available to any revenant character 
who meets the prerequisites.

Chill of the Grave
 Prerequisite: Revenant
 Benefit: Your dark reaping racial power deals cold 
and necrotic damage.

Dark Feasting
 Prerequisite: Revenant
 Benefit: When you deal the additional necrotic 
damage from your dark reaping racial power, you gain 
temporary hit points equal to the additional necrotic 
damage you dealt the target.

Death Curse
 Prerequisites: Con 13, revenant, Warlock’s Curse 
class feature
 Benefit: When you deal the additional necrotic 
damage from your dark reaping racial power to a 
target under your Warlock’s Curse, all other crea-
tures also under your Warlock’s Curse take necrotic 
damage equal to your Constitution modifier.

Death’s Blessing
 Prerequisite: Revenant
 Benefit: You no longer need to eat, drink, or 
breathe, so you never need to make Endurance checks 
to resist the effects of starvation, thirst, and suffocation. 
You are no longer considered a living creature.

Death’s Quickening
 Prerequisite: Revenant
 Benefit: If you drop to 0 or fewer hit points and 
choose to remain conscious due to Unnatural Vitality, 
you can take a minor action in addition to the stan-
dard action Unnatural Vitality allows.

Divine Fate
 Prerequisites: Revenant, Channel Divinity class 
feature
 Benefit: You can invoke divine power to use 
divine fate.

Divine Fate Feat Power
A great power has plans for you and turns chance in your favor.

Encounter • Divine
Free action Ranged 10
Trigger: You or an ally fails a check or saving throw
Effect: The target rerolls the check or saving throw, and takes 

the higher result.

Draconic Reaping
 Prerequisites: Dragonborn, revenant
 Benefit: Choose a damage type available in the 
dragon breath dragonborn racial power (Player’s Hand-
book, page 34). Your dark reaping racial power and 
dragon breath racial power deal that damage type and 
necrotic damage.

Dragonborn Soul
 Prerequisites: Dragonborn, revenant
 Benefit: You gain the dragon breath dragonborn 
racial power (Player’s Handbook, page 34). In a given 
encounter, you can use either your dragon breath racial 
power or your dark reaping racial power.
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Drow Soul
 Prerequisites: Drow, revenant
 Benefit: You gain the Lolthtouched drow racial 
feature (Forgotten Realms Player’s Guide, page 8) and its 
associated powers. In a given encounter, you can use a 
Lolthtouched power or your dark reaping racial power.

Dwarf Soul
 Prerequisites: Dwarf, revenant
 Benefit: You gain the Dwarven Resilience dwarf 
racial feature (Player’s Handbook, page 35). In a given 
encounter, you can use Dwarven Resilience or your 
dark reaping racial power.

Eladrin Soul
 Prerequisites: Eladrin, revenant
 Benefit: You gain the fey step eladrin racial power 
(Player’s Handbook, page 38). In a given encounter, you 
can use your fey step racial power or your dark reaping 
racial power.

Elf Soul
 Prerequisites: Elf, revenant
 Benefit: You gain the elven accuracy elf racial power 
(Player’s Handbook, page 40). In a given encounter, you 
can use your elven accuracy racial power or your dark 
reaping racial power.

Empowered Reaping
 Prerequisite: Revenant
 Benefit: You gain a +2 feat bonus to the damage of 
your dark reaping racial power. This bonus increases 
to +4 at 11th level and +6 at 21st level.

Genasi Soul
 Prerequisites: Genasi, revenant
 Benefit: Choose an Elemental Manifestation 
available to genasi (Forgotten Realms Player’s Guide, 
pages 10–11). You gain the racial power associated 
with that Elemental Manifestation. In a given encoun-
ter, you can use your genasi racial power or your dark 
reaping racial power.

Gnome Soul
 Prerequisites: Gnome, revenant
 Benefit: You gain the fade away gnome racial 
power (Player’s Handbook 2, page 10). In a given 
encounter, you can use your fade away racial power or 
your dark reaping racial power.

Goliath Soul
 Prerequisites: Goliath, revenant
 Benefit: You gain the stone’s endurance goliath 
racial power of goliaths (Player’s Handbook 2, page 12). 
In a given encounter, you can use your stone’s endur-
ance racial power or your dark reaping racial power.

Half-Elf Soul
 Prerequisites: Half-elf, revenant
 Benefit: You gain the Dilettante half-elf racial 
feature (Player’s Handbook, page 42). In a given 
encounter, you can use the power you chose for Dilet-
tante or your dark reaping racial power.
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Half-Orc Soul
 Prerequisites: Half-orc, revenant
 Benefit: You gain the furious assault half-orc 
racial power (Player’s Handbook 2, page 14). In a given 
encounter, you can use your furious assault racial 
power or your dark reaping racial power.

Halfling Soul
 Prerequisites: Half ling, revenant
 Benefit: You gain the second chance half ling racial 
power (Player’s Handbook, page 44). In a given encoun-
ter, you can use your second chance racial power or 
your dark reaping racial power.

Hellfire Soul
 Prerequisites: Revenant, tief ling
 Benefit: Your dark reaping racial power deals fire 
damage and necrotic damage.

Human Soul
 Prerequisites: Human, revenant
 Benefit: You gain a +1 bonus to Fortitude, Reflex, 
and Will defenses.

Life Thief
 Prerequisites: Revenant, rogue
 Benefit: When you deal necrotic damage with 
your dark reaping racial power with an attack that 
also deals Sneak Attack damage, you can reroll each 
Sneak Attack damage die that shows a result of 1 or 2. 
Reroll until a given die has a result greater than 2.

Marked for Death
 Prerequisites: Con 13, revenant, ability to mark 
a foe
 Benefit: When you deal the necrotic damage 
from your dark reaping racial power to a target, other 
enemies marked by you take necrotic damage equal 
to your Constitution modifier.

Minotaur Soul
 Prerequisites: Minotaur, revenant
 Benefit: When you fall unconscious due to 
having 0 hp or fewer, you can make a basic attack as 
a free action.

Past Life Flashbacks
 Prerequisites: Revenant
 Benefit: Before you roll initiative, you can take 
a –10 penalty to your roll. If you do so, you gain a +2 
bonus to attack rolls and checks until the end of your 
first turn.

Reaper’s Quarry
 Prerequisites: Con 13, revenant, ranger
 Benefit: When you deal the necrotic damage 
from your dark reaping racial power to a target that 
is also your quarry, each attack that hits that target 
before the end of your next turn also deals extra 
necrotic damage equal to your Constitution modifier.

Reaper’s Resistance
 Prerequisites: Revenant, Death’s Blessing feat
 Benefit: You gain resist 5 necrotic. This increases 
to resist 10 necrotic at 11th level, and to resist 15 
necrotic at 21st level.

Remembered Knack
 Prerequisites: Revenant, any class-specific multi-
classing feat that grants training in a skill
 Benefit: You gain training in a skill on the class 
list of the class associated with your class-specific 
multiclassing feat. Additionally, you gain a +2 bonus 
to checks with that skill or the skill you gained train-
ing in from taking the class-specific multiclass feat.

Shadar-Kai Soul
 Prerequisites: Revenant, shadar-kai
 Benefit: You gain the shadow jaunt shadar-kai 
racial power (Monster Manual, page 279). In a given 
encounter, you can use your shadow jaunt racial power 
or your dark reaping racial power.

Shifter Soul
 Prerequisites: Revenant, shifter
 Benefit: You gain the longtooth shifting shifter 
racial power or the razorclaw shifting shifter 
racial power (Player’s Handbook 2, page 16). In a 
given encounter, you can use your shifter racial power 
or your dark reaping racial power.

Spectral Reaping
 Prerequisite: Revenant
 Benefit: You ignore insubstantial with all damage 
from an attack with which you deal the necrotic 
damage from your dark reaping racial power.

Tiefling Soul
 Prerequisites: Revenant, tief ling
 Benefit: You gain the infernal wrath tief ling racial 
power (Player’s Handbook, page 48). In a given encoun-
ter, you can use your infernal wrath racial power or 
your dark reaping racial power.
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Warforged Soul
 Prerequisites: Revenant, warforged
 Benefit: You gain the warforged resolve warforged 
racial power (Eberron Player’s Guide, page 32). In a 
given encounter, you can use your warforged resolve 
racial power or your dark reaping racial power.

Paragon Feats
Any feat in this section is available to any revenant 
character of 11th level or higher who meets the feat’s 
other prerequisites.

Cull the Weak
 Prerequisite: 11th level, revenant
 Benefit: Your dark reaping racial power is also trig-
gered when a creature within 10 squares, including 
you, becomes bloodied.

Death Scorned
 Prerequisites: 11th level, Con 13, revenant
 Benefit: You gain a +1 bonus to death saving 
throws. You don’t die from failing death saving 

throws until you have rolled a number of failed death 
saving throws equal to 1 + your Constitution modifier 
(maximum 5).

Distant Reaping
 Prerequisite: 11th level, revenant
 Benefit: Creatures within 20 squares of you can 
trigger your dark reaping racial power.

Double Reaping
 Prerequisites: 11th level, revenant
 Benefit: When you deal the necrotic damage 
from your dark reaping racial power to a target, one 
enemy adjacent to that target takes the same amount 
of necrotic damage.

Fierce Vitality
 Prerequisite: 11th level, revenant
 Benefit: If you drop to 0 or fewer hit points and 
choose to remain conscious due to Unnatural Vital-
ity, you can remain conscious until you fail two death 
saving throws.

Reaper’s Strike
 Prerequisites: 11th level, revenant
 Benefit: When you use your dark reaping racial 
power, you also gain a +2 bonus to your next attack roll. 

Reaping Burst
 Prerequisite: 11th level, Con 13, revenant
 Benefit: When you use your dark reaping racial 
power, instead of its normal effect you can deal extra 
necrotic damage equal to your Constitution modifier 
to all targets you hit with a burst or blast power that 
you use before the end of your next turn.

Resilience of Death
 Prerequisites: 11th level, revenant, Death’s Bless-
ing feat
 Benefit: You are immune to disease and you gain 
resist 10 poison. This increases to resist 15 poison at 
21st level.

Unnatural Stamina 
 Prerequisites: 11th level, revenant
 Benefit: Increase your number of healing surges 
by one. When you spend a healing surge, you gain 
resist 10 cold, poison, and necrotic until the end of 
your next turn.

Epic Tier
Any feat in this section is available to any revenant 
character of 21st level or higher who meets the feat’s 
other prerequisites.
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Ghostly Vitality
 Prerequisites: 21st level, revenant
 Benefit: If you drop to 0 or fewer hit points and 
choose to remain conscious due to Unnatural Vital-
ity, you can take a move action and a minor action 
in addition to the standard action Unnatural Vitality 
allows. While you have 0 or fewer hit points, you gain 
insubstantial.

Eerie Resurgence
 Prerequisites: 21st level, revenant
 Benefit: You gain a +2 feat bonus to death saving 
throws. Whenever a result of your death saving throw 
is 20 or higher, you can spend an extra healing surge. 
You can also stand as a free action.

Reaping Renewal
 Prerequisites: 21st level, revenant
 Benefit: You can use dark reaping two times 
during each encounter.

Reaping Synergy
 Prerequisites: 21st level, revenant
 Benefit: Whenever you use your dark reaping 
racial power, you gain a +2 bonus to attack rolls for 
powers that deal at least one of the damage types 
dealt by your dark reaping racial power. This bonus 
lasts until the end of your next turn.

PaRagon Path

The following paragon path offers a revenant char-
acter a way to highlight an eerie origin and become 
ghostlike at times.

Avenging Haunt
“Death couldn’t stop me. Do you really think you can?”

Prerequisite: Revenant

Death frees souls from the concerns of life, but some 
wrongs the departed remember—even if the mind 
has long rotted away. You’re the ghost of a life you 
barely recall; yet, you can’t forget what they did. And 
you won’t forgive it either. Some power put you back 
in this world, and whether or not it did so for this 
reason, you’re out for revenge. Of course, those who 
wronged you in the past aren’t the only ones on your 
hit list. You received a second chance, and this time 
you’re not letting anything slide.
 With each enemy you bury, you feel a little hol-
lower. The cold rage gives way to a numbing chill, 
and life—your previous one and the half-life you now 
lead—slips quietly away into oblivion. Still, what dif-
ference does it make? You’re already dead.

Avenging Haunt Path Features 
 ghostly action (11th level): When you spend an 
action point, you gain phasing and insubstantial until 
the end of your next turn.
 Death reprisal (11th level): When an enemy’s 
attack reduces you to 0 or fewer hit points, you gain a 
+2 bonus to attack rolls against that enemy until the 
end of your next turn.
 Unkillable (16th level): Your Unnatural Vitality 
racial feature allows you to stay conscious until you die.

Avenging Haunt Powers
When you choose the Avenging Haunt paragon 
path, you choose an ability score on which you base 
your attack and damage rolls. The chosen ability 
score should match that of your primary class, such 
as Strength for a fighter. When an avenging haunt 
power refers to a “chosen ability,” use the ability score 
you chose and its modifier.

Deathly Retort Avenging Haunt Attack 11
Your soul lashes out with necrotic energy at one who would 
harm you.

Encounter ✦ Necrotic
immediate Reaction close burst 20
Trigger: A creature within 20 squares of you hits you with an 

attack.
Target: The triggering creature
attack: Dexterity, Constitution, or Strength +4 vs. Fortitude
 16th level: Dexterity, Constitution, or Strength +6 vs. 

Fortitude
Hit: The target takes necrotic damage equal to the damage you 

took from the attack.
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Haunting Form Avenging Haunt Utility 12
You adopt a ghostly form to achieve your vengeful aims.

Daily
Minor action Personal
Effect: You gain insubstantial, phasing, and fly 6 (hover, maxi-

mum altitude 2 squares) until the end of your next turn.
sustain standard: If you don’t sustain this power, you can land 

as a free action.

Death locus Avenging Haunt Attack 20
After an initial burst of black, life-sapping energy, your body 
is flooded with a killing darkness that is attracted to those it 
initially touched.

Daily ✦ Necrotic
standard action area burst 1 within 10
Target: Each creature in burst
attack: Dexterity, Constitution, or Strength +5 vs. Fortitude
 26th level: Dexterity, Constitution, or Strength +7 vs. 

Fortitude
Hit: 5d8 + Constitution modifier necrotic damage, and if the 

target attacks you, it takes half the damage it deals you as 
necrotic damage (save ends).

Miss: Half damage, and if the target attacks you before the end 
of your next turn, the target takes half the damage it deals 
you as necrotic damage.

ePic Destiny

Only the greatest revenant can aspire to the following 
epic destiny.

Free Soul
No power binds your soul to its will. At last, you are free. 

 Prerequisites: 21st level, revenant

You struggled long, and the journey was hard. You’ve 
done all they asked and more. And now you’re fin-
ished. Destiny is a masquerade for other people’s 
plans. No one is going to control your fate—not any-

more. Whatever is left of this half-life you led, you’ll 
live it as you choose. 
 You’re a free agent—a blind spot in the visions of 
gods and a foil in the plans of everyone else. If they 
could take you out, they would. Of course, they’re 
always welcome to try. You’ve done enough killing for 
two lifetimes, and you’ll take them all on again in the 
afterlife if you have to, assuming you ever get there.

Immortality
Your soul slips through the Raven Queen’s fingers—or 
you’ve earned her leave. Life and death cease to hold 
meaning for you. More so than any other creature, 
your soul is truly your own. 
 No one can forget your name because you’ll always 
be there. Even the gods and primordials must accept 
your presence in their creation. Some come to worship 
you, and while you might not have the power to answer 
prayers, in one important way you surpass them all: 
Your resolve might keep you around long after time 
has worn the gods’ names from their tombs. 
 Yet even as you grow weary of thwarting great 
powers and accepting accolades, you realize that you 
can do more with your endless existence. You lived 
two lives, so why not live ten thousand more? With a 
change of name and an unfamiliar face, you take up a 
place in history time and again. And with each glori-
ous life you live, a little of the old warmth of being 
returns. You’re not sure when you’ll get tired of it all. 
Maybe you’ll even stick around to see the end.

Free Soul Features
 Destiny Claimed (21st level): You cannot be 
forced to reroll any roll. If you choose to reroll when 
you would be forced to do so, you can make two rolls 
and take the higher result.

 Fate Denied (24th level): Once per round, when-
ever an effect that a save can end is imposed upon 
you, you can make a saving throw as a free action. If 
the saving throw succeeds, the effect does not affect 
you.
 Twist Fate (30th level): Whenever you succeed 
at the saving throw provided by Fate Denied, you 
impose the effect you saved against upon the creature 
that would have imposed it on you. If the effect or 
condition allows choice, such as forced movement or 
dominate, you make the decisions.

Free Soul Power

Escape Fate Free soul Utility 26
You laugh at fate and slip through destiny’s fingers yet again.

Daily 
No action Personal
Trigger: You fail a saving throw
Effect: You can reroll the saving throw. For the rest of the en-

counter, you can reroll a saving throw once when the initial 
roll fails.
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