
Warlock Patron: The Arknight
The Arknight
You have made a pact, or, perhaps, you were forced into a
pact with a dark entity that creates Arknights. The history
of beings with this kind of power can be found at the
Demonastery and in the libraries of the order of the
Disciples of Pain.

Pact of the Arknight
Your patron has bestowed you with the power of the
Arknight. You can forge magic and wield steel as
powerfully as any warrior of legend. Some days you can
barely remember your humanity. Is your will your own?
Certainly not when your master commands you—their
voice radiating in your mind until you obey.

Expanded Spell List
The following spells are added to the warlock spell list for
you.

Protector Expanded Spells
Spell Level Spells

1st Shield, False Life
2nd Levitate, Pass Without Trace
3rd Animate Dead, Haste
4th Death Ward, Locate Creature
5th Geas, Circle of Power

Runechant
Starting at 1st level, your patron bestows upon you the
ability to create powerful runes to damage your
opponents as you threaten them with your steel.

Runechant
Conjuration cantrip

Casting Time: 1 Bonus Action
Range: Self
Components: V, S
Duration: 1 minute

You weave magic of purple and violet to create a 3 ft
diameter luminescent rune of a width thinner than your
finger. Whenever you attack with a weapon, your rune(s)
explode around the target—forcing them to take 1 point of
necrotic damage for every Runechant you have created—
apply this damage whether or not you hit the target. After
1 minute, all of your Runechants fizzle out of existence.

The number of Runechants you create with this spell
increases by 1 when you reach 4th level (2), 12th level (3),
20th level (4). This spell’s damage increases by 1 when you
reach 5th level (2), 11th level (3), and 17th level (4).

Bloodspill Invocation
Starting at 6th level, you can weave magic to create
Runechants in the middle of battle. Whenever you hit with
a weapon attack, you may use your Reaction to create a
Runechant.

Arknight Ascendancy
Beginning at 10th level, you can create Runechants after a
powerful attack. After hitting with a weapon attack, create
a number of Runechants equal to half the amount of
damage that the weapon dealt rounded down.

Once you use this feature, you can’t use it again until
you finish a short or long rest.

Sonata Arcanix
Starting at 14th level, your ability to weave magic
improves. Whenever you deal 10 or more damage with
Runechants to a single creature you can regain a spell slot.

Once you use this feature, you can’t use it again until
you finish a short or long rest.

Invocations of The Arknight
The Arknight lets you choose from an extended list of
invocations when you gain a warlock level. The following
invocations are added to the invocations list for you.

Nebula Blade
Prerequisite: Pact of the Arknight

You become magically attuned to a longsword. Your
weapon's damage is considered magical. You must a long
rest becoming attuned to a weapon in this way. Your
weapon gains: "Whenever you score a critical hit, create 3
Runechants."

Runeblood Barrier
Prerequisite: Pact of the Arknight

Whenever you are dealt damage, you may destroy any
number of Runechants you have created. Reduce the
amount of damage you will receive by the number of
Runechants destroyed in this way.

Spellblade Strike
Prerequisite: Nebula Blade Invocation

Whenever your Nebula Blade hits a creature, you may
create a Runechant.
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