Herald of the True Death (Death Herald) 
A Herald of the True Death has an almost maniacal drive to slay undead.  Often these stalwart fighters can be found in the worship areas of the deities of good. Concentrations of positive energy beckon to these warriors, and they are sensitive to unusual concentrations of positive or negative energy.  Those devoted to Pelor commonly have worshippers devoted to the challenge of returning undead to the True Death. 

Death Heralds may be Fighters, Rangers, Barbarians, Rogues, or Druids.  Sorcerers and wizards (and especially those multi-classed with a martial class) have been known to bear stout opposition to the undead as well.  Clerics and Paladins often rely more on their own class abilities to deal with undead, and rarely are counted among the ranks of the Heralds of the True Death. 

Where large numbers of undead are found, many Death Heralds will often act in concert to cleanse the land of undead taint.  They believe the scourge of the undead must be removed from the land, and they have devoted their lives to the utter destruction of undead creatures.  Heralds of True Death often seek out enchanted weapons of flame to battle their undead foes.  This has become a characteristic mark of a Death Herald, and often serves as a status symbol of their devotion.  Special Note: If your campaign is set in the Forgotten Realms, then many members of the Death Heralds are known allies (or members) of those who Harp. 

Requirements: Good Alignment, Base Attack +5, 5 Ranks Knowledge (Undead), Memorable encounter with an intelligent undead enemy (vampire, mummy, et al).  Usually these encounters have involved the loss of experience or ability to the draining power of the undead. 

Hit Die: d10 
  

	Lvl
	 Base Attack
	Fortitude
	Reflex
	Willpower
	Special

	01 
	+01
	 2 
	0
	0
	Immunity: Paralysis

	02
	+02
	3
	0
	0
	Mantle of Life

	03
	+03
	3
	1
	1
	Immunity:  Disease

	04
	+04
	4
	1
	1
	Sworn Enemy

	05
	+05
	4
	1
	1
	Immunity: Mind Affecting

	06
	+06/+1
	5
	2
	2
	True Death

	07
	+07/+2
	5
	2
	2
	Undead Strike

	08
	+08/+3
	6
	2
	2
	Cleansing Fire

	09
	+09/+4
	6
	3
	3
	Immunity:  Drain

	10
	+10/+5
	7
	3
	3
	Damage Reduction


Immunity - Through herbal ingestions, infusions, connections to positive energy, rituals, first-hand experience, or divine grace the character has become immune to the specified attack type from undead creatures. 

Mantle of Life - Once per level per day, the undead slayer gains the spell-like ability to cast Negative Energy Protection, as the Cleric spell. 

Sworn Enemy - The character gains a +2 non-magical bonus to hit one chosen type of undead. 

True Death - Undead slain by the hand of a Herald of True Death can never rise again as undead.  They are forever destroyed. 

Undead Strike - The Undead immunity to critical hits and death from massive damage no longer applies for Slayer actions. 

Cleansing Fire - Once per day, the undead slayer gains the supernatural ability to imbue any weapon with positive energy for a number of rounds equal to class level or until discharged (whichever comes first).  The weapon writhes with the crackling bright flame of positive energy and any undead with Hit Dice less than 1/2 the character's class level must make a fortitude saving throw (DC 14) or be destroyed.  Even with a successful save the undead creature still receives an additional 2d6 points of damage.  If without a weapon the character can use this ability as a regular touch attack. 

Damage Reduction - The undead slayer has become so imbued with positive energy that he is able to ignore some amount of injury from undead attacks.  Subtract 2 from the damage the undead slayer takes each time he is dealt damage from an undead attack. 

Class Skills:  2 + INT mod/level.  Craft, Gather Information, Heal, Knowledge (Arcana), Knowledge (History), Knowledge (Undead), Listen, Profession, Search, Spot 

Weapon and Armor Proficiency:  All simple & martial weapons; all armor and shields. 

