Dreadknight
Hit Dice

d10.
Prerequisites

Alignment

Any Evil.
Base Attack Bonus

+6.
Skills

Intimidate 8 ranks.
Feats

Weapon Proficiency Martial, Any Weapon Focus, Cleave, Combat Reflexes.
Class Skills

Climb (Str), Handle Animal (Cha), Intimidate (Cha), Jump (Str), Knowledge(History) (Int), Knowledge(Nobility) (Int), Ride (Dex), Sense Motive (Wis), Survival (Wis).
Skill Points at every level

2+Int.
	Level
	BAB
	Fort
	Refl
	Will
	Special

	1
	+2
	+3
	0
	+1
	Aura of Evil, Improved Bull Rush

	2
	+3
	+3
	0
	+1
	Greater Weapon Focus, Dark Bolt

	3
	+4
	+4
	+1
	+2
	Armor of Darkness

	4
	+5
	+5
	+1
	+3
	Frightful Presence, Blacklight

	5
	+6/+1
	+5
	+2
	+3
	Weapon Mastery

	6
	+7/+2
	+6
	+2
	+4
	Dispel Good, Hardened+1

	7
	+8/+3
	+7
	+3
	+5
	Spell Resistance 5/

	8
	+9/+4
	+7
	+3
	+5
	Hardened+2

	9
	+10/+5
	+8
	+4
	+6
	Spell Resistance 10/

	10
	+11/+6/+1
	+9
	+4
	+7
	Hardened+3


Class Features

Weapon and Armor Proficiency

Dreadknights are proficient with all simple and martial weapons, all armor, and all shields (except tower shields).
Aura of Evil

Dreadknights radiate a strong, evil presence equal to their own.
Improved Bull Rush

Dreadknights gain the feat Improved Bull Rush even if they don’t meet the prerequisites.
Greater Weapon Focus

Dreadknights gain Greater Weapon Focus with their chosen weapon.

Dark Bolt

Once per day Dreadknights may use Dark Bolt, which shoots a bolt of darkness for 2d4 points of damage at a range of 100 feet, and a reflex save with a DC equal to 10 + the Dreadknight’s level.
Armor of Darkness

Dreadknights gain the ability to use Armor of Darkness once per day.
Frightful Presence

The imposing nature of Dreadknights gives them Frightful Presence.
Black Light

Once per day a Dreadknight can use Blacklight.
Weapon Mastery

Due to extreme familiarity with their chosen weapons, Dreadknights gain Weapon Mastery, which gives them +1 on all attack and damage rolls (stacks with other modifiers) and makes dual wielding two weapons act as if the weapon in the off hand is light (making attack bonuses -2/-2 instead of -2/-4).
Dispel Good

Once per day Dreadknights may use Dispel Good.
Hardened

Dreadknights spend a majority of time in combat, giving them +1 Str and Con (or +2 or +3 depending on level of Hardened).
Spell Resistance

Dreadknights become naturally resistant to spells.
