
Immortal

T
wo men stand in a nameless field, swords

drawn, ready to slay one another. The snow

drifts obscuring their movements from prying

eyes, they slash and hack at one another with a

fervor seen in few mortals. When the dust

clears, the victor stands above his defeated foe

and shouts. "There can be only one!"

Live Forever
Immortals are just that, immortal humanoids. After they

experience their first death and are confirmed to be an

Immortal, they no longer age and do not suffer the effects of

old age in the same way that mortals do. Immortals can't

produce offspring but are born to Human parents.

Masters of the Blade
Immortals are artisans of swordplay and warfare. Many great

blademasters, generals, and men at arms have been secretly

Immortal, playing at their great game.

This is not an innate skill but every Immortal goes through

the training at some point during their lifespan, lest they

become easy prey for the other players.

The Game
Every Immortal is a player in the great game. The rules are

not known to mortals and the game itself is kept a closely

guarded secret.

The object of this brutal contest is to be the last Immortal

standing. This one individual will receieve all the power and

knowledge of every player in the great game that was

unfortunate enough to have lost.

Roleplaying an Immortal
When playing an Immortal there are a few factors you should

take into account.

Where does your Immortal hail from? Immortals carry the

culture and art from their first life with them forever, these

things changing slowly over time to fit the current era.

Who was your mentor? All Immortals get their knowledge

from somewhere and it is the norm for an Immortal to have

been mentored in swordsmanship and the art of combat by

another Immortal of like mindset.

How did you discover your immortality? No one is sure

they are Immortal until they die unnaturally and are returned

to life. Your first death should be a memorable event that you

keep as a closely guarded secret, lest your weaknesses be

revealed.

Immortal Names
Immortals have many names and even more identities. An

Immortal keeps their name from their first life but may

choose to don a cover identity that fits in better with the

locals or allows them to travel unimpeded. Because of this,

Immortals are widely varied in culture and nomenclature

with many choosing to use variants of names they have had

in the past.

Immortal Traits
Immortals greatly resemble humans but are quite different

from them.

Ability Score Increase. Your Strength or Dexterity score

increases by 1. Your Wisdom and Intelligence scores increase

by 1.

Age. As an Immortal, you do not age but you retain the

appearance that you had when you first died unnaturally. You

suffer no ill effects from having been in your old age when

you died although most immortals experience death some

time after reaching the age of 20.

Alignment. Immortals come from various backgrounds

and their alignments are widely varied. Their adherence to

the Rules of the Game tends to make them lean more

towards Lawful alignments.

Size. Immortals are reliatively similar to humans in height.

Your size is Medium.

Speed. Your base walking speed is 30 feet.

Languages. Your long life has afforded you time to learn

many languages. You can speak, read, and write Common

and two additional languages of your choice.

Time Worn Existence. You have proficiency with the

History skill.

Immortal Weapon Training. You have proficiency with any

weapon type that deals slashing damage as part of its'

damage calculation.

Quickened Healing. When you recover health using hit

die during a short rest, you always recover a minimum of 5

hit points per die used.

Immortality. You are functionally immortal but that does

not mean you are immune to death. When you die, you

resurrect after 2d4 hours with 1 hit point and you suffer three

levels of exhaustion. You cannot die from exhaustion in this

way. If your death comes by way of decapitation, your

character is permanently dead. You also cannot permanently

recover from any injuries you sustain to your neck. In

addition, you are unaffected by spells that return your

character to life. This includes the Reincarnation and Clone

spells.

The Quickening. Whenever you decapitate another

Immortal in one on one combat you are overwhelmed by The

Quickening. You immediately gain any significant memories

the slain Immortal possessed and, in addition, you gain half

proficiency in one skill they were proficient with.

The Buzz. You possess the ability to sense other nearby

Immortals. When you come within 500 feet of another

Immortal you are immediately aware of their presence. Your

DM decides how accurate this awareness is but the more

powerful you are, the stronger the accuracy. If you have met

this particular Immortal before, you are aware that the

sensation is caused by him or her.
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Rules of The Game
You are bound by the rules of The Great Game. Violating the

rules is impermissable and results in punishment.

Holy Ground. Immortals may not fight on sacred ground. It

does not matter who regards the site as holy.

Single Combat. Fights between Immortals are one on one

affairs. No outside influence that is directly intended by either

party is permissable during a duel.

Breaking the Rules Attempts to break the rules are met

with significant backlash. This may range from a strong

feeling of imminent dread to actual physical and mental

harm. Violating the rules causes you to suffer three times

your level worth of Psychic damage and be stunned for one

round.

The Gathering
When all but a few Immortals are left, the
remaining players ot The Game will feel a calling to
a far away locale to settle the score once and for all.
The winner of this final conflict will be granted The
Prize, the collective knowledge and power of all
Immortals that have ever existed. The Gathering
occurs when only 5 Immortals remain. At this
point, all remaining Immortals gain an additional
Rule of The Game.

Call to Gather You must travel to a location of
the DM's choosing to do battle with the last
remaining Immortals. The longer you avoid your
destiny, the more backlash you suffer. Spending
more than a Tenday without attempting to
reach the location is considered Violating the
Rules.

The Prize
If you are the winner of The Prize, you gain proficiency in all

skills and possess knowledge of everything that has

happened in history up to that point. You also gain the ability

to make yourself mortal again if you so choose, restoring your

ability to produce offspring

In addition, all Humans are considered to be under the

effect of the Detect Thoughts spell when they are within 10

feet of you. If you choose to probe deeper using this effect,

the DC for the Wisdom Saving Throw is 20.

It is up to the winner to decide what to do with the gift.

With the contest over and no more rules to bind them, only

time will tell what may happen.

DM Suggestions
Immortals are rare but it is not entirely unheard of for

Immortals to come from the same clan or homeland over the

course of the generations. Clan Macleod has both produced

and adopted a few Immortals over the course of history.

Not all Immortals are enemies. Many of them see the

potential for The Prize to be used for evil and work together

to ensure that the winner of the prize has beneficial mortal

interests at heart. There are Immortals that would use this

power for evil, many of them having become impressively

strong over their long lives. These Immortals are generally

solitary, powerful individuals that only care about winning

The Game and gaining their Prize.

While it is common for Immortals to be warrior types

exclusively, In the context of Dungeons and Dragons it would

not be out of the question for a player to utilize magic to

augment their swordsmanship.

Immortals, however, are not traditionally accepted by the

gods or other various powers as they are, in essence, an

anathema to greater powers who have little control over their

lives and souls. An Immortal treating with such powers

should generally be regarded in the same way as an Undead

would be.
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Final Notes

H
i there! If you made it this far I just wanted to

say thank you. I've been a fan of the

Highlander series since I was in my early

teens and the concept of immortals has

always struck me as fascinating. Secret,

immortal individuals fighting each other

behind the scenes for great power and wealth.

Hopefully I inspired some people to try using this in their

games, I know the concept of immortality in D&D is a bit

taboo on the PC side but I think that the Highlander version

of the immortal is a decently fair interpretation that is

appropriate for normal play. Anyways, if you decide to use

this in your game I hope you have fun!
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