Soul Reaper
Soul Reaper Levelling Table
	Level
	Prof. Bonus
	Features
	Maximum
Captured souls

	1st
	+2
	Life Drain, Soul Steal
	1

	2nd
	+2
	Soul State 
	1

	3rd
	+2
	Soul Archetype Feature
	1

	4th
	+2
	Ability Score Improvement 
	2

	5th
	+3
	Siphon Life
	2

	6th
	+3
	Soul Archetype Feature
	2

	7th
	+3
	Improved Soul State
	2

	8th
	+3
	Ability Score Improvement Improved Life Drain and Improved Soul Steal
	2

	9th
	+4
	Discordant Souls
	3

	10th
	+4
	Soul Archetype Feature
	3

	11th
	+4
	Soul Sight
	3

	12th
	+4
	Ability Score Improvement
	3

	13th
	+5
	Soul Archetype Feature
	3

	14th
	+5
	Improved Soul State
	4

	15th
	+5
	Improved Soul Sight
	4

	16th
	+5
	Ability Score Improvement, Soul Archetype Feature
	4

	17th
	+6
	Soul Absorption 
	4

	18th
	+6
	Improved Life Drain, Improved Soul Steal
	5

	19th
	+6
	Ability Score Improvement
	5

	20th
	+6
	Soul Archetype Feature
	5


Basic Features
Hit Points
· Hit Dice: 1d8 per soul reaper level
· Hit Points at 1st Level: 8 + your Constitution modifier
· Hit Points at Higher Levels: 1d8 (or 5) + your Constitution modifier per soul reaper level after 1st
Proficiencies
· Armor: All light, medium, shields
· Weapons: All simple
· Tools: None
· Saving Throws: Wisdom, One of your choice
· Skills: Choose two from History, Insight, Medicine, Persuasion, and Religion
Equipment
· (a) a scimitar, or (b) a rapier
· (a) leather armour or (b) studded leather or (c) chain mail (if proficient)
· (a) a light crossbow and 20 bolts, or (b) any simple weapon
· (a) priests pack, or (b) an explorer's pack
Alternatively, you can ignore the equipment from your class and background and start with 5d4 x 10 gp.
Life Drain
At 1st level, you start with two abilities: Life Drain (ranged) or Life Drain (melee). You must finish a short rest or long rest to use your Life Drain again unless you claimed their soul. 
To claim their soul, you must have dealt the finishing blow and if the creature has a wisdom score of 12 or more they must make a wisdom saving throw equal to the necrotic damage taken. If the creature has a wisdom score of 12 or less no roll is required to capture the soul.
Beginning at 8th level, you can use your Life Drain twice between rests and the range for Life Drain increases to 60f. Beginning at 18th level, you can use it three times between rests and the range increases to 120ft. When you finish a short or long rest, you regain your expended uses. Claiming a creature’s soul resets how many Life Drain’s you have used.
Life Drain (Melee) 
As a bonus action, choose a creature within 5 feet of you or one that you just made a successful attack roll against. That creature takes necrotic damage equal to half you Soul Reaper level (rounded down, minimum 1) +  1d8 and your proficiency bonus. You recover health equal to the necrotic damage dealt.
Life Drain (Ranged)
As a bonus action, choose a creature within 30 feet of you or one that you just made a successful ranged attack roll against. That creature takes necrotic damage equal to half you Soul Reaper level (rounded down, minimum 1) + 1d8. You recover health equal to the necrotic damage dealt.
Soul Steal
At 1st level you also gain soul steal; if a creature’s soul has left its owners body since your last turn you can use an action to capture it. To capture the soul the creature either has less then 12 Wisdom or it has to succeed a wisdom saving equal to 10 + your wisdom modifier + your proficiency bonus.
At 8th level, the number of turns you can attempt to capture a creature’s soul increases from 1 turn to 2 turns. At 18th level, this increases from 2 turns to 3 turns.
Soul State
Beginning at 2nd level, when you fall unconscious you can send an ethereal projection of your body into the air and may observe what is going on. Your soul state may not go further than 30ft away from your body however. In this state you can choose which people can see your ethereal form but any kind of true sight or magic sight will spot your form.  
At 7th level you can talk with people around you while in your soul state. You can still make some checks, warn allies of impending danger or similar actions with your DM’s permission.
At 13th level you may use life drain or discordant souls while in your soul state and you can travel up to 60ft away from your body. If you are attempting to take a long rest, you may not use either ability to gain the full effect of a long rest. After you have casted discordant souls in your soul state you may not use discordant souls again until you have completed a long rest.
Soul Archetype
At 3rd level choose one of the following paths
Soul Devourer
Arcane Soul
Soul of Worship
Soul blade
Corrupt soul
Vampire soul
Radiant Soul
Stealer of Souls
Ability Score Improvement
When you reach 4th level, and again at 8th, 12th, 16th, and 19th level, you can increase one ability score of your choice by 2, or you can increase two ability scores of your choice by 1. As normal, you can't increase an ability score above 20 using this feature.
Siphon Life
Starting at 5th level, when you start your turn with one or more hit points, you recover health equal to how many souls you currently have trapped.
Additionally, as a bonus action or a reaction, you consume all of your trapped souls to recover 10 health per soul.
Discordant Souls
At 9th level, you can expend all your souls and target one creature within 60 ft. If the creature has a Wisdom score of 4 or higher it must make a wisdom saving throw against 10 + your wisdom modifier + the number of souls spent. 
On a failed save the creature takes 3d12 psychic damage per soul spent and has disadvantage on any actions until the end of its next turn. On a successful save the creature takes half damage. If the creature failed it’s save by 10 or more, it babbles incoherently and is paralysed for 1 minute.
Once you use this feature you must complete a short or long rest until you can use this again.
Soul Sight 
Beginning at 11th level, the souls you control help you see danger nearby. You gain proficiency in Perception checks or double your proficiency bonus if you already had it. You can close your eyes to see nearby souls, to a range of 30ft you can tell where a soul is and what alignment the souls owner is due to the brightness. You don’t need a soul to be able to use this ability
At 15th level this range increases to 120ft.
Soul Absorption 
Beginning at 17th level, the souls you control help to absorb some of the damage you take, when you take damage you reduce the damage taken by how many souls you control except if the damage taken is necrotic or force.
When another creature within 30ft of you dies, you can use your reaction to try and steal its soul. To claim their soul the creature makes a wisdom saving throw against 10 + your wisdom modifier + the amount of souls you control. If the creature had a wisdom score of 12 or less, they do not make a save and you capture their soul.

Soul Devourer
Soul Hoarder
Starting at 3nd level, you can carry one more soul than the number shown in the captured souls table.
Soul Consumer
Starting at 6th level, you begin to lose sight of some of the smaller things in life. You can remember details in the past day fine but minor details beyond then evades you. Minor acquaintances seem foreign and the ideas of good and evil don’t matter as much to you. What matters is the next soul you get to consume. You gain + 5 maximum hit points per soul you control.
At 10th level, when you capture a soul you can choose to consume it gaining +1 hp.
At 13th level this increases to +10 hit points to your max health per soul controlled. (replacing the level 6 ability)
Soul Whirlwind
Starting at 16th level, you may spend all your souls and choose a centre point with in 30ft of you. A 15ft radius circle appears and it deals 10 + (2d8 necrotic damage per soul spent to any creature within it). For each soul spent all creatures within this circle are dragged that many feet towards you where you may immediately make as many attacks with your Life Drain (melee) as you can (this only counts as one Life Drain action). 
You can only attack a creature once and if you can’t reach it you can’t attack it however any creature that drops to 0 hit points falls to the ground and that ground counts as difficult terrain until the body is removed. You recover hit points equal to half the necrotic damage dealt from the soul whirlwind.
Once you use this feature you must complete a long rest until you can use this again
Insatiable Hunger
At 20th level, your hunger for souls has become unbearable. There is no maximum number of souls you can carry but if you have not devoured a soul in the last 12 hours your hunger begins driving you insane you find it hard to distinguish allies from enemies. If you have not claimed a soul for 24 hours you gain an effect on the large insanity table and you keep both until you have claimed 3 souls. While you are in your thirst for souls you find it impossible to distinguish friend from foe and work only to claim your next soul.
After 7 days of devouring souls your mortal form begins to fade away, your soul is now attached to the clothing as your mortal form could not handle the continuous consumption of souls. While in this semi-form you have resistance to all damage, except from magical weapons and vulnerability to force damage. 
The abilities soul absorption and siphon life only function for your first 10 souls. Any more souls you hold don’t count towards how many souls you are holding for that ability. 
Although it is nigh impossible many soul devourers who have destroyed their mortal forms seek to replace it in two ways; either by replacing the keeper of souls, replacing a god of hunger, by venturing into the ethereal plane and consuming as many souls as possible.

Arcane Soul
Soul Magic
Starting at 3nd level, you learn to cast some minor spells at the cost of your captured souls. Choose two spells of first level from the warlock spell list you can cast these spells at their lowest levels at the cost of your souls. To cast one of these spells at 1st level requires 1 soul. If you wish to cast the spell at a higher level the increase is one soul per level.
At further levels you unlock more spells that you can cast as shown in the table below. When you reach the levels shown in the table below you learn two warlock spells of your choice.
Any souls you claim on your turn stay with you until the end of your turn, you can use them before the end of your turn but you lose control over any souls over your maximum.
When you reach 6th level the cost to cast a spell using souls decreases. When you cast a spell using souls it will cost half as many souls, rounded down to a minimum of 1.
	SR Level
	3rd
	5th
	7th
	9th
	11th
	13th
	15th
	17th
	19th

	Spell level
	1
	2
	3
	4
	5
	6
	7
	8
	9








Demon Summoner
Starting at 6th level, you unlock the ability to summon lesser demons from the 9 planes of hell. You learn the spell Summon lesser demons and can cast it requiring no material components. When you choose to cast this spell using souls it will only cost you two souls. After summoning the demon/s they make a Wisdom saving throw against 10 + your wisdom modifier + the amount of souls you held before casting this spell. Any demon that fails against this roll is controlled by you and if they do not follow the instructions that you gave them, you can steal their soul/ without any rolls required.
Soul Imprisonment
At 10th level, you gain the ability to cast the spell soul cage 3 times between a long rest. Souls stolen in this way don’t have to be stored in a cage and can be stored in precious gemstones held on your person. The gemstones will appear cloudier and require an Arcana check of 18 or higher for the wielder to recognize a soul is trapped inside. If the arcana check was 13 or above the wielder understands that there is something magical about this stone and if the arcana check was a 23 or above the wielder finds out some basic information about the souls previous life.
Casting this spell requires no spell slots or souls and the only material component required is the precious stone that will hold the captured soul. You can only use the captured souls for your soul reaper abilities and not the abilities listed in the spell soul cage.
At 19th level your ability to cast soul cage increases and you can now cast it 5 times between a short and long rest.
Improved Soul Magic
At 13th level, the cost to cast a spell using souls decreases even further. When you cast a spell using souls it will cost a third of the usual cost, rounded down to a minimum of 1.
Additionally, when you defeat a creature using a spell you can claim their soul, to a maximum of once per turn.
Advanced Demon Summoner
Beginning at 16th level, your ability to summon demons grows stronger, you learn the spell Summon greater demon and can cast it requiring no material components. Demons under your control have a bonus to attack and damage equal to the number of souls you carry, while you control them. Casting this spell and summon lesser demons will only cost one soul and when you choose 
Additionally, when you cast summon greater demons at a higher level it increases the CR by 3 not 1.
Soul Magic Mastery
At 20th level you choose one of your 1st level warlock spells. You can cast that spell at its lowest level without spending any souls. In addition, when you spend souls to cast a spell you cast that spell at one higher level if possible.

Soul of the Vampire 
Enhanced regeneration
Beginning at level 3 you strengthen your ability to you drain health. When you use your life drain ability, you deal damage equal to your soul reaper level instead of half your soul reap level.
Terrifying Presence
Starting at 6th level you can force nearby creatures to understand the true nature of your soul. All creatures within 30ft of must succeed a DC 10 + your wisdom modifier + the amount of souls you hold (other than yours). Any creatures that fail their saving throw are frightened of you for 1 minute and must spend their action moving as far away from you as possible. At the end of each of their turns they can re-roll this saving throw ending the effect on a success. A creature frightened in this way ignores obstacles or orders, simply wishing to be as far away from you as possible. When a creature succeeds their saving throw they are still frightened of you as they know what you are but they can form rational thoughts
Vampiric transformation
Starting at 10th level you can fully transform yourself into a Vampire. This effect lasts for 1 minute. While you are a Vampire you do not have the following abilities; misty escape, regeneration, children of the night, legendary resistance or your legendary actions. You also cannot use any abilities other than the ones given on the vampire sheet. You can still control as many Vampire spawn as you have souls if you created them with your bite. After you have transformed into a Vampire you must wait until you spend an hour basking in the moons rays. You can’t transform into a vampire if you have not spent an hour basking in the moons rays.
During your transformation your health is the same as the Vampire spawn and if you fall unconscious in your vampire state, you revert back to your normal state
After your first transformation from a vampire, you notice some things have stayed the same. You keep the following features while in your normal form; forbiddance, harmed by running water and sunlight hypersensitivity. Additionally, you no longer require sleep or air making you immune to a poison gas effect or something similar. A long rest can be obtained by 8 hours in downtime or limited activity and a short rest can be obtained by 1 hour in downtime or limited activity.
Spawn Creator
At 13th level, while you are a Vampire, when you kill a character with a life drain ability, instead of stealing their soul you can transform them into a vampire spawn. A creature slain in this way and then buried in the ground rises the following night as a vampire spawn under your control. A body prevented from being buried in this way will not rise as a vampire spawn.
Empowered life drain
Beginning at 16th level your ability to drain the life of creatures has reached its peak, while you are in you vampire state your life drain deals double damage. Additionally when you claim a soul our next life drain will deal double damage.
While you are in your vampire state you can use life drain as a bonus action.
Improved transformation
At 20th level you find it much easier to transform into a vampire. While in your vampire state you can use your Soul reaper abilities and your legendary actions. You also add a new legendary reaction which costs two actions, choose any ability from the soul reaper list and use it. 
In addition, your transformation is increased by a minute when you claim a soul.

Soul blade
Beginning at 3rd level, your skills using blades and souls begin to develop. Choose one Melee weapon, it becomes your soul blade. Any creature you kill with your soul blade must succeed on a wisdom saving throw or have their soul taken. The DC for the saving throw is the damage dealt by the killing blow or 15. The only way to release souls trapped in the blade is by destroying the blade which can only be achieved by a Wish spell, being reforged in an intense enough heat to melt the metal used to create it or having the magical energy removed from the blade. While there are no or few souls trapped in your blade it is easier to destroy
In addition, you store your captured souls in your blade and if the blade leaves your grasp 1 soul will escape every 24 hours. 
Extra Attack
Starting at 6th level, when you take the attack action on your turn, you attack an additional time.
Improved Strikes
At 10th level, you begin harnessing the power of your soul blade better. For each soul captured in your soul blade you have +1 attack.
Soul blade adept
At 13th level when you take the attack action on your turn using your soul blade, you can use an ability from the Soul reaper list. You can ignore any restriction on 
Soul manipulation
Starting at 16th level, when you deal damage with your soul blade you take the highest number rolled and add it again, twice more if it was a critical hit. You can only use this ability once per turn.
Additionally, when you kill a creature with your soul blade their soul is immediately taken.
Soul blade mastery
At 20th level, your soul blade has become a weapon of annihilation, when you use a soul reaper ability combined with a melee attack your melee damage is doubled (excluding the damage dealt by the soul manipulation ability).
Corrupt soul
Fractured Soul
Starting at 3rd level, your soul begins to fracture and corrupt you. Your alignment changes to chaotic and you enjoy sharing the pain you feel daily with the creatures around you. You gain sunlight sensitivity and when you deal damage you gain a bonus to damage = half your soul reaper level (rounded down to a minimum of 1). This damage is necrotic and you can only deal this bonus damage once per turn.
Soul Scream
At 6th level, as an action during your turn you spend all your souls and creatures within a 30ft sphere take 3d6 necrotic damage per soul spent. For each soul spent in this way, you take 5 necrotic damage which cannot be reduced.
At 13th level the sphere increases to 50 ft and the damage increases to 4d6.
Soul Resistance
Starting at 10th level, your exposure to the darker nature of your soul gives you resistance to psychic and necrotic damage.
Soul Domination
Starting at 16th level, you can harness the power your soul is giving to you to hold dominion over others creature’s souls. If a creature is incapacitated or willing you can use your life drain attack to corrupt their soul forcing their soul to be completely bound to your will. You can relinquish your hold on creatures controlled by this ability as a bonus action and creatures bound to your will want nothing to do other than to serve you.
Soul Horcruxes
At 20th level, you can invest part of your soul into creatures bound to your will by the Soul domination feature or magical objects. For each part of your soul you place in another creature, you have +1 to attack, damage and increased max health equal to your constitution modifier.
When you invest a soul into a creature/object, roll a d100 if the number rolled is greater than the number of horcruxes you own nothing happens, however if the number is lower than the number of horcruxes you own, that number becomes how many horcruxes you own and the other horcruxes are released randomly.
If the creature/object that houses a fragment of your soul is destroyed, that fragment is lost to you forever and to reclaim the lost fragment you must take part of another being’s soul. If a creature wanted to understand the nature of a magical item with a fragment of your soul inside, they find out if an identify spell or a similar effect was cast on it or at a DC of 5 above the items DC.


Soul of Worship
Soul Sacrifices
Starting at 3rd level, you begin to dedicate your life in service of a god of death or a powerful being. As a ritual, you can spend any number of your souls and send them as a gift to your deity. When you spend 15 - your wisdom modifier, they send you a minor blessing which may be an item, an increase in attack, a single increase in an ability score, increased max hp, a sign or help in a quest knowledge, a benefit as chosen by your DM or nothing at all. Sending the souls to your chosen powerful being requires a minute of silent meditation.
Devout Worshipper
Starting at 6th level, some of your gifts given to you by your chosen god or powerful being begin to spread to other allies. You choose one of your minor blessings and creatures you regard as friendly are also affected by this buff. If you unlock this ability before gaining a minor blessing, this ability does not come into play until you get one. Some blessings cannot be shared, for example you would not be able to duplicate a magic item if it had been your blessing. 
At 10th level, you can share another blessing around, to a maximum of 2.
Avatar of Souls
At 13th level you can temporarily summon an avatar of your chosen god/powerful being. The avatar is created by all the souls you’ve given however you may not spend any of these souls. For the abilities siphon life and soul absorption only ten total souls will count towards the regeneration and decreasing of damage. The avatar last for a minute or if you choose to end it. If you are knocked unconscious in this form it continues in your soul state and if your body is healed above 1 hit point your avatar moves back to your body and continues fighting. For each soul you control while in your avatar of souls you deal a bonus 1d4 when you use a soul reaper ability
Your avatar appears as a form that could be determined by the powerful being, one that relates to them or one that relates to you. The avatar is formed by all the souls you collected ad each sword hums it’s own discordant melody. Any creature that comes within 10 ft of the souls must succeed at a wisdom saving throw equal to 8 + 
At 19th level, when you enter your avatar the abilities siphon life and soul absorption have their maximum number of souls increased from 10 to 20.
Intimidating Devotion
Starting at 16th level, other creatures can sense your affinity with souls and are hesitant to attack you. You cannot be critically hit by other creatures while you control a soul (other than yours).
True Disciple
At 20th level, the powerful being you serve under realises how many souls you have bound to his service and the powerful being bestows a rank of higher prestige upon you. You can choose the name of the rank of prestige but the chosen name should be linked to your higher rank within your powerful beings circle. 
In addition, the number of souls for a blessing decreases to 10 - your wisdom modifier and the powers of your blessings increase. For example, you may could choose to increase a ability score by 1 and increase the maximum by 1, 

Radiant Soul 
Soul of Light
Starting at 3nd level, you begin to understand the power of your soul and learn how to bend light for different tasks. You learn the cantrip light and can cast it as many times as you want and once per long rest when you take the attack action on your turn you also deal bonus radiant damage equal to your soul reaper + your wisdom modifier.
Searing Vengeance
Starting at 6th level, when you drop to 0 hit points you may use your reaction to release a powerful radiant blast. Any creature within 15ft of you must make a wisdom saving throw equal to your proficiency + half your soul reaper level + your Wisdom modifier. Any creature that fails this save takes 4d6 radiant damage and is blinded until the end of your next turn. Any creature that succeeded their save takes half as much damage and is not blinded.
Once you have used this ability it may not be used until you complete a long rest.

Beginning at 10th level when you use searing vengeance you instead drop to 1 hit point. In addition, you may then move up to your movement speed. Any creature that rolled against your searing vengeance may not take an opportunity attack against you. In addition the damage for searing vengeance increases to 6d8

Starting at 16th level, when you would use searing vengeance, no creature rolls their saving throw, they all suffer the effects as if they failed their saving throw. Additionally the damage increases to 8d10 and the range increases by 30ft.

Radiant Retribution
Beginning at 13th level, any creature of an evil alignment that damages you is blasted with searing light. When a creature within 30ft of you deals damage to you, you deal damage to them equal to half your soul reaper level + your wisdom modifier.
A Light in the darkness
At 20th level, you have become the pinnacle of light, your dark vision strengthens, giving you a 60ft range of true sight and when any creature of an evil alignment begins their turn within a 15ft radius of you they take damage equal to your soul reaper level.
Soul Thief
Soul Knowledge
Starting at 3rd level you begin to unravel the secrets of the souls you have stolen. You can use an action to invade another creature’s memories. If the creature is incapacitated or willing they do not roll a wisdom saving throw. If the creature was neither they must succeed on a DC 10 + your wisdom modifier + twice how many souls, you control. 
You can discern most information about their overall life, you then roll a d4 and on a 4 you learn of the creature’s true name. If you wish you can spend any number of additional souls to re-roll. If you learn of a creature’s true name, you can force them to give you any information you need, or a similar act and they will be forced to obey.
Once you have used this ability you cannot use it on the same soul until you have completed a long rest

Soul Transformation
Starting at 6th level, you unlock the ability to transform into the people whose souls you have stolen. As long as you have a creature’s true name you can turn into them for a minute. You appear with whatever gear you last saw them with and after the minute has passed you would revert to how you were before the transformation. If you are dealt enough damage to knock your character unconscious, then you transform back, and no damage is carried over to you.
Once you have used this ability you cannot use it on the same soul until the next long rest.

Soul Control
At 10th level, you start being able to channel the powers of the souls you have captured. Once you have a magic users true name you can use their soul to channel their magic power into an attack. You can cast a spell of that the soul had learned in it’s previous life. Once you’ve used a soul in this way you can’t do so again until you complete a short or long rest without risking losing the soul. The level of spell you can cast must be equal to or less than half your soul reaper level.
[bookmark: _GoBack]If you cast a spell using the soul’s power without having taken the long rest required, you risk losing the spell. You roll a wisdom saving throw equal to 15 + the spells level. If you fail the save you lose control of the soul, on a success you keep the soul and can still cast the spells it knows, at the same risk. Cantrip’s are classified as a lvl 1 spell for this ability.
Once you have a non-magic user’s true name you can use their soul to enhance your combat prowess. You use your bonus action to activate the creature’s soul, doing so gives all melee or ranged damage you deal bonus damage equal to your soul reaper level for the rest of this turn. In addition, when you take the attack action this turn, you attack again. Once you’ve used a soul in this way you can’t do so again until you complete a short or long rest without losing the soul.
At 13th, using a non-magic users true name lasts for an additional number of turns equal to your Wisdom modifier (minimum of 1).
Starting at 16th level, you can cast a spell of 3rd level or lower, a spell of 6th level or lower and a spell of 9th level or lower. You can only cast spells corresponding to when a full caster would unlock these spells.
Total transformation
At 20th level, when you transform into another creature using the soul transformation ability the duration is permanent until you end it as a bonus action on your turn. While you are another creature, you gain any abilities that the character has and any gear that the character had. If any of the characters gear travels up to 30ft away from you then it disappears after a minute. There is no maximum to how many times you can transform into a soul.

Magic Stealer          
when a creature within 60ft of you attempts to cast a spell you can counter it. You spend souls equal to a third of the spells level (rounded down to a minimum of 1) to absorb their magic. If you choose to spend another soul, you learn that spell and the original spell caster may not cast that spell until you forget it or they take a long rest to re-prepare that spell. For the next 24 hours when you cast the stolen spell, roll a d20. On a 20 you learn the spell without having to lose one of your other spells. 

With regards to balance of some of the abilities and/or subclasses. 
· Life drain requires a successful roll and the damage is quite mediocre when compared to some spells or sneak attack. The upside being the heal and the use as a bonus action.
· Soul state, so many abilities exist that mitigate sleeping or being unconscious, as a class with reasonably low hit points and not too many ways to regularly heal. I designed the ability to be pretty corner case with having some nice moments to shine and allow people realise it can be powerful in many situations. Reminds me of barbarian’s, fighter and rogue’s ability to escape death and monk, elves and war forged to remove some problems while sleeping
· Siphon life and similarly Soul absorption, combined with life drain I might have gone too over the top with the ability to mitigate damage but looking at fighter, cleric, barbarian and rogue’s halving of damage or healing it back up I feel it might be fair enough including the fact that this is a class designed to drain people’s essence for their own benefit
· Discordant souls, 3d12 per soul does feel like a ton of damage


