Blackguard

The blackguard epitomizes evil.  She is nothing short of a mortal fiend.  The quintessential black knight, this villain carries a reputation of the foulest sort that is very well deserved.  Consorting with demons and devils and serving dark deities, the blackguard is hated and feared by all.  Some people call these villains anti-paladins due to their completely evil nature.

Adventures: Blackguards take their adventures serious and have a penchant for referring them to quests.  Even a mundane mission is, in the dark heart of a blackguard, is a personal test – an opportunity to sow death, malice, fear and despair.  She truly comes into her own when leading a mighty crusade and purge against good, not when merely looting ruins.

Characteristics: Divine power protects the blackguard and imbues her with ability to do evil.  It inflicts harm on others, grants the blackguard ability to raise and command undead, and cause despair and fear.  The blackguard uses her powers to destroy all things that are good, just, and holy, and to summon fiends and further evil within the world.  Blackguards can also learn several underhanded skills that make them formidable outside of the battlefield.

Alignment: Blackguards are deviant, vile villains and thus must be evil.  They lose their favor among the dark powers if they deviate from that alignment.  They’re granted unholy powers gives blackguards the justification they need to commit their terrible, foul acts of depravity and evil.

Religion: A blackguard need not devote herself to a single deity – devotion to evil is enough.  Those blackguards who do align themselves with particular religions prefer Hextor (god of tyranny) or Erythnul (god of slaughter) to all others, but some blackguards follow Nerull (god of death).  Blackguards devoted to a god are scrupulous in observing religious duties and are welcome in every associated church, shrine, or temple.

Background: No one ever chooses to be a blackguard.  Becoming a blackguard is answering a call, accepting one’s destiny.  No one, no matter how diligent, can become a blackguard through practice.  The nature is either within oneself or not, and it is not possible to gain the blackguard’s nature by any act of will – they are truly born, mortal fiends.  It is possible, however, to fail to recognize one’s own potential, or to deny one’s own destiny.  Occasionally, one who is called to be a blackguard denies those calls and pursues some other life instead.

Most blackguards do answer the call and begin training as adolescents from evil cultures, societies, or religions.  Typically, they become squires, assistants, slaves, or servants to experienced blackguards or dark clerics, train for years in evil dogma, vile practices, and blasphemous rituals, and then finally set off on their own to further the causes of darkness.  Unlike paladins, blackguards do not necessarily recognize each other as allies or comrades – two blackguards may very well become dire enemies or close friends, depending on their beliefs, goals, and opinions.

Races: Humans, with their ambitious souls, make daunting and dangerous blackguards.  Half-elves, who often have human ambition, may also find them called into service as blackguards.  Dark elves also often become blackguards as a product of their evil, closed society.  Blackguards among other typical, civilized races (such as elves, gnomes, dwarves, and halflings) are rare.  Blackguards are much more common among savage or monstrous races.

Other Classes: Even though blackguards are apart from most others due to their zealotry and dark nature, they eagerly (if not with some suspicion) team up with others whose skills and abilities compliment their own.  They work well with any class of evil alignment, especially other evil divine casters.  Typically blackguards do not abide good acts for long and will either confront their once-allies or leave.  Blackguards cannot work together with paladins, and as such, almost always comes to blows with them.

Role: The blackguard’s chief roll in most groups is as a melee combatant, but she contributes other useful support and offensive capability as well.  She can make an excellent infiltrator, leader, and diplomat.

GAME RULE INFORMATION

Blackguards have the following game statistics.


Abilities: Charisma enhances many of the blackguard’s special powers, most notably her dark blessing and ability to control and command undead.  Strength and Constitution are important for a blackguard during combat.  A Wisdom score of 14 or higher is required to gain access to the most powerful blackguard spells, and a score of 11 or higher is required to cast any blackguard spell at all.


Alignment: Any evil.


Hit Dice: d10.

Class Skills

The blackguard’s class skills (and the key ability for each skill) are Bluff (Cha), Concentration (Con), Craft (Int), Diplomacy (Cha), Handle Animal (Cha), Hide (Dex), Intimidate (Cha), Knowledge (arcana), Knowledge (nobility & royalty) (Int), Knowledge (religion) (Int), Knowledge (the planes), Move Silently (Dex), Profession (Wis), Ride (Dex), Sense Motive (Wis), and Spellcraft (Int).


Skill Points at 1st Level: (4 + Int modifier) x 4.


Skill Points at Each Additional Level: 4 + Int modifier.

Class Features

All of the following are class features of the blackguard.


Weapon and Armor Proficiency: Blackguards are proficient with all simple and martial weapons, with all types of armor (heavy, medium, and light), and with shields (except tower shields).

	Level
	Base

Attack

Bonus
	Fort

Save
	Ref

Save
	Will

Save
	Special

	1
	+1
	+2
	+0
	+0
	Aura of evil, detect good, draining touch

	2
	+2
	+3
	+0
	+0
	Dark blessing

	3
	+3
	+3
	+1
	+1
	Aura of despair, embrace of shadows

	4
	+4
	+4
	+1
	+1
	Command undead, spells

	5
	+5
	+4
	+1
	+1
	Sneak attack: +1d6

	6
	+6/+1
	+5
	+2
	+2
	

	7
	+7/+2
	+5
	+2
	+2
	Poison use

	8
	+8/+3
	+6
	+2
	+2
	Unholy malediction

	9
	+9/+4
	+6
	+3
	+3
	Fiendish servant

	10
	+10/+5
	+7
	+3
	+3
	Sneak attack: +2d6

	11
	+11/+6/+1
	+7
	+3
	+3
	Aura of horror

	12
	+12/+7/+2
	+8
	+4
	+4
	

	13
	+13/+8/+3
	+8
	+4
	+4
	Corrupt scripture

	14
	+14/+9/+4
	+9
	+4
	+4
	

	15
	+15/+10/+5
	+9
	+5
	+5
	Sneak attack: +3d6

	16
	+16/+11/+6/+1
	+10
	+5
	+5
	Grim requiem

	17
	+17/+12/+7/+2
	+10
	+5
	+5
	

	18
	+18/+13/+8/+3
	+11
	+6
	+6
	

	19
	+19/+14/+9/+4
	+11
	+6
	+6
	Dread malice

	20
	+20/+15/+10/+5
	+12
	+6
	+6
	Sneak attack: +4d6


Aura of Evil (Ex): The power of a blackguard’s aura of evil (see the detect evil spell) is equal to her blackguard level, just like the aura of a cleric of an evil deity.

Dark Blessing (Su): Blessed by the dark powers, the blackguard gains a bonus equal to her Charisma bonus (if any) to all saving throws.  This bonus to saving throws cannot exceed the blackguard’s class level.


Detect Good (Sp): At will, the blackguard can use detect good, as the spell.


Draining Touch (Su): Blackguards possess a debilitating touch that drains the very life, vitality, and souls of their victims.  As part of an attack action a blackguard can make a draining touch, which is a melee touch attack (but no more than once per round).  This draining touch deals negative energy damage (but does not heal undead), and heals the blackguard for the amount of damage it deals.   The amount of damage dealt with this ability is equal to a total of her blackguard level x her Charisma bonus (minimum amount equal to blackguard level), in a day.  She may allocate this damage however she pleases, either all in one single attack or spread out among several attacks.


Aura of Despair (Su): The mere sight and presence of a blackguard is enough to instill despair into her enemies.  Beginning at 3rd level, the blackguard radiates a malign aura that causes enemies within 30 feet of her to take a –2 penalty on all saving throws.  Additionally, the blackguard is immune to fear effects.


Embrace of Shadows (Su): At 2nd level the blackguard is gifted with the essence of darkness, allowing her to sneak much more easily, even while wearing armor and equipment.  The blackguard’s armor check penalty for Move Silently and Hide skill checks reduces by 1 point.   At every five levels afterward her penalty reduces an additional point (2 points at 7th level, 3 points at 12th level, and so on).


Command Undead (Su): When a blackguard reaches 3rd level, she gains the divine power to command and rebuke undead (see the Player’s Handbook, page 159).  She commands undead as would an evil cleric three levels lower.  A blackguard gain a bonus to the amount of undead she can command equal to her Charisma modifier (this bonus also applies to the amount of undead HD a blackguard can control by animate dead and similar spells).


Spells: A blackguard has the ability to cast a small number of divine spells.  To cast a blackguard spell, a blackguard must have a Wisdom score of at least 10 + the spell’s level, so a blackguard with a Wisdom of 10 or lower cannot cast these spells.  Blackguard bonus spells are based on Wisdom, and saving throws have a DC of 10 + spell level + the blackguards Wisdom modifier.  

	-- Spells per Day --

	Level
	1
	2
	3
	4

	1
	--
	--
	--
	--

	2
	--
	--
	--
	--

	3
	--
	--
	--
	--

	4
	0
	--
	--
	--

	5
	1
	--
	--
	--

	6
	2
	--
	--
	--

	7
	2
	--
	--
	--

	8
	3
	0
	--
	--

	9
	3
	1
	--
	--

	10
	3
	2
	--
	--

	11
	4
	2
	0
	--

	12
	4
	3
	1
	--

	13
	4
	3
	2
	--

	14
	4
	3
	2
	0

	15
	4
	4
	3
	1

	16
	4
	4
	3
	2

	17
	4
	4
	3
	2

	18
	4
	4
	4
	3

	19
	4
	4
	4
	3

	20
	4
	4
	4
	3



When the blackguard gets 0 spells per day of a given spell level (for instance, 1st-level spells for a 4th level blackguard), she gains only the bonus spells she would be entitled to based on her Wisdom score for that spell level.  The blackguard’s spell list appears below.  A blackguard has access to any spell on the list and can freely choose which to prepare, just as a cleric.  A blackguard prepares and casts spells as a cleric (blackguards can spontaneously cast inflict spells just as an evil cleric does).


A blackguard’s caster level is equal to half her class level.


Sneak Attack: Gained at 5th level, this ability is exactly similar to the rogue ability of the same name.  The extra damage increases by +1d6 every five levels beyond 5th (+2d6 at 10th, and so on).  If a blackguard gets a sneak attack bonus from another source (such as rogue levels), the bonuses on damage stack.


Unholy Malediction (Sp): Infused with dark power, the blackguard can drain the very soul from a wounded enemy and empower herself.  A number of times per day (1 + Charisma modifier, minimum of 1) she can cast the death knell spell as a free action (but no more than once per round), targeting any enemy within 30 feet without having to make a touch attack.  The saving throw to resist this special death knell spell is 10 + ½ the blackguard’s class level + the blackguard’s Charisma modifier, and the caster level is equal to the blackguard’s class level.


Poison Use (Ex): Blackguards are skilled in the use of poison, and at 7th level, never risk accidentally poisoning themselves when applying a poison.

Fiendish Servant: By performing a pact to some infernal or diabolic power, the blackguard is granted a fiendish servant.  See the section below for further details.


Aura of Horror (Su): The blackguard’s mere unholy presence is enough to strike fear into the hearts of lesser enemies and rattle the nerves of the staunchest opponent.  Any enemy who comes within 10 ft of the blackguard and has 5 or less HD must make a Will saving throw, DC of 10 + ½ the blackguard’s class level + her Charisma modifier.  Failure causes the creature to become frightened, on a successful save they are instead shaken.  Creatures with more than 5 HD instead become shaken if they fail their saving throw.


These fear effects last so long as the creatures remain within the blackguard’s aura of horror and for an amount of rounds afterwards equal to the blackguard’s class level.  If a creature with more than 5 HD passes their saving throw, they are immune to the blackguard’s aura of horror for 24 hours.

Corrupt Scripture (Sp): The blackguard can proclaim her corrupt and heretical scripture and doctrine, filling the area with blasphemous words.  Once per day, the blackguard can cast blasphemy as per the spell (at a caster level equal to her blackguard level).  The saving throw to resist her corrupt scripture equals 10 + ½ her blackguard’s class level + the blackguard’s Charisma modifier.


Grim Requiem (Su): The blackguard’s foul ability to absorb her enemy’s life, manipulate their mind, and shatter their soul is complete.  At any time an enemy is slain by the blackguard’s death knell spell (either as a prepared spell or from the Unholy Malediction ability), the blackguard can choose to have that corpse rise as an undead abomination.  The undead is either a skeleton or zombie, at the blackguard’s choice, and rises in 1d4+1 rounds under the blackguard’s control unless she chooses otherwise.  These undead count against the amount of undead a blackguard can control from spells such as animate dead (see page 198 of the Player’s Handbook).


Dread Malice (Sp): At 19th level the blackguard can shroud herself in an aura of pure unholiness, protecting her from all that is good.  Once per day, the blackguard can cast unholy aura as per the spell (including material component), which can only targets herself (at a caster level equal to her blackguard level).  The DC to resist effects of the spell, where applicable, is 10 + ½ the blackguard’s class level + her Charisma modifier.

The Blackguard’s Spell List

Blackguards choose their spells from the following list:


1st-Level: bane, cause fear, charm person, chill touch, command, corrupt weapon, curse water, detect magic, detect undead, divine favor, doom, endure elements, inflict light wounds, magic weapon, obscuring mist, protection from good, ray of enfeeblement, read magic, shield of faith, summon monster I*.


2nd-Level: aid, align weapon (evil only), bear’s endurance, blindness/deafness, bull’s strength, cat’s grace, command undead, darkness, death knell, desecrate, eagle’s splendor, gentle repose, ghoul touch, hold person, inflict moderate wounds, invisibility, owl’s wisdom, scare, shatter, silence, suggestion, summon monster II*, summon swarm, undetectable alignment.


3rd-Level: animate dead, bestow curse, charm monster, contagion, crushing despair, deeper darkness, dispel magic, fear, glibness, halt undead, inflict serious wounds, magic circle against good/infidel, magic weapon (greater), magic vestment, phantom steed, prayer, ray of exhaustion, speak with dead, summon monster III*.

4th-Level: death ward, dismissal, dominate person, enervation, evard’s black tentacles, freedom of movement, geas (lesser), giant vermin, hold monster, insect plague, inflict critical wounds, invisibility (greater), magic jar, modify memory, nightmare, planar ally (lesser)*, poison, slay living, summon monster IV*, unhallow, unholy weapon, zone of silence.
* Evil creatures only

Corrupt Weapon and Unholy Weapon


Blackguards have access to two special spells, corrupt weapon and unholy weapon, which are the counterpart of the paladin spells bless weapon and holy weapon.  Instead of improving a weapon’s effectiveness against evil foes (as the paladin’s spells do), corrupt weapon and unholy weapon make the weapon effective against good foes.

The Blackguard’s Fiendish Servant


Upon or after reaching 9th level, a blackguard can call a fiendish bat, cat, dire rat, horse (any type), hyena, leopard, lizard, pony (any type), raven, snake, toad, or vulture to serve her (see the Monster Manual for these creatures’ basic statistics) – at 14th or higher level the blackguard can select a tiger.  This creature may be used as a guardian, a helper, mount, or some other creative role.  The blackguard’s servant further gains HD and special abilities based on the blackguard’s class level (see table below).


A blackguard may have only one fiendish servant at a time.  Should the blackguard’s servant die, she may call for another after a year and a day.  The blackguard can also choose to simply dismiss her fiendish servant for a different one.  The new fiendish servant has all the accumulated abilities due a servant of the blackguard’s current class level.


These abilities are mentioned in the “Special” column of the table below.

	Class Level
	Bonus

HD
	Natural

Armor Adj.
	Str

Adj.
	Int
	Special

	1st-12th
	+2
	+1
	+1
	6
	Empathic link, improved evasion, share saving throws, share spells

	13th-15th 
	+4
	+3
	+2
	7
	Speak with blackguard

	16th-18th 
	+6
	+5
	+3
	8
	Blood bond

	19th-20th 
	+8
	+7
	+4
	9
	Spell resistance



Class Level: The blackguard level of the blackguard.


Bonus HD: Extra eight sided (d8) Hit Dice, each of which gains Constitution modifier, as normal.  Extra Hit Dice improves the servant’s base attack bonus, base saves, grants extra feats, and extra skill points as normal.


Natural Armor Adj.: This is an improvement to the servant’s existing natural armor bonus.


Str Adj.: Add this figure to the servant’s Strength score.


Int: The servant’s Intelligence score (a fiendish servant is smarter than normal animals of its kind).


Empathic Link (Su): The blackguard has an empathic link with her servant out to a distance of up to 1 mile.  The blackguard cannot see through the servant’s eyes, but they can communicate empathically.  Because of the limited nature of the link, only general emotional content (such as feat, hunger, happiness, curiosity) can be communicated.  Note that the low Intelligence of a low-level blackguard’s fiendish servant limits what the creature is able to communicate or understand, and even intelligent servants see the world differently from humans, so misunderstandings are always possible.


Because of the empathic link between the servant and the blackguard, the blackguard has the same connection to a place or an item that the servant does.


Improved Evasion (Ex): If the servant is subject to an attack that normally allows a Reflex saving throw for half damage, it takes no damage on a successful saving throw and only half damage on a failed saving throw.


Share Saving Throws: For each of its saving throws, the servant uses either its own base save bonus or the blackguard’s whichever is higher.  The servant applies its ability modifiers to saves, and it doesn’t share any other bonuses on saves that the blackguard might have (such as from magic items, feats, or abilities).


Share Spells: At the blackguard’s option, she may have any spell (but not any spell-like ability) she casts on herself also affect her fiendish servant.  The servant must be within 5 feet at the time of casting to receive the benefit.  If the spell has a duration other than instantaneous, it stops affecting the servant if it moves farther than 5 feet away and will not affect the servant again even if the servant returns to the blackguard before the duration expires.  Additionally, the blackguard may cast a spell with the target of “You” on her servant (as a touch range spell) instead of on herself.  A blackguard and her servant share spells even if the spells normally do not affect creatures of the servant’s type (magical beast).


Speak with Blackguard (Ex): If the blackguard’s class level is 13th or higher, the blackguard and servant can communicate verbally as if they were using a common language.  Other creatures do not understand the communication without magical help.


Blood Bond (Ex): If the blackguard’s class level is 16th or higher, the servant gains a +2 bonus on all attack rolls, checks, and saves if it witnesses the blackguard being threatened or harmed.  This bonus lasts as long as the threat is immediate and apparent.


Spell Resistance (Ex): If the blackguard’s class level is 19th or higher, the servant gains spell resistance equal to the blackguard’s class level + 5.

Blackguard Variant


Zealous Blackguard
Detect good changes to “detect infidel”.  At the blackguard’s choice, spells she prepares can instead affect infidels instead of a different alignment type (such as good).   Example: protection from infidels prepared instead of protection from good, or blasphemy affecting infidels instead of good creatures.  Below describes what an infidel is.


Infidel: Infidels are beings that worship a different religion, deity, or ideal than the blackguard (referred to as “faiths”).  While a character can certainly believe in many deities, there is only one patron deity that they sponsor which counts as their “faith”.  Ideals also count as faith; a character that follows the ideals of “honor and courage” is different than someone who follows the ideals of “death, murder, and chaos”.


Enemy faiths are faiths that are directly opposed to your own.  Heironeous and Hextor are enemies, such as Pelor and Nerull.


Allied faiths are faiths that are allied with your ideals or deity.  Heironeous and Pelor are most certainly allies, since they are both good deities and are not in conflict with each other.  The ideals of “benevolence and compassion” would be an allied faith of “good, righteousness, and courage”.  


Indifferent faiths are faiths that are neither enemies nor allies of the blackguard’s faith.  Saint Cuthbert and Kord are indifferent to one another yet are not enemies.  The ideals of “courage, honor, and valor” are indifferent, neither enemy nor ally, of the ideals of “protection and reverence of nature”.


Those with no faith are those who do not worship a deity, ideal, or religion for whatever purposes.


Creatures that worship enemy faiths glow with a pale red aura.  Creatures with no faith glow with a pale gray aura.  Creatures that worship an allied faith grow with a pale blue aura.  Creatures of an indifferent faith glow with a pale green aura.  Creatures that follow the same faith as the blackguard glow with a pale golden aura.

