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The organisation of the Dark Druids stretches way back into the annuls of history. Their original beliefs were actually quite passive, believing that just as everything lives, all things, in the fulfilment of time, must end. They believed that it was a perversion of nature to tend to the sick, or feed the starving, or even warn someone about the large boulder about to land on their head. To put it simpler, they were the ultimate in Non-interventionists. 

Then one day, as in all things, something happened that changed the way the world looked at the Dark Druids and at the way the Dark Druids looked at the world. 

It was during a siege at a city (time and place are now unknown). The populace of the city was starving, the Dark Druids at their temple in the city were not, and chose not to share their food with the populace of the city. Things turned from nasty to worst and all bar one druid survived. That druid went immediately into isolation living on an island. 

Nothing was heard about the Dark Druids for a few decades, until a village (Zebonis) near the island started having mysterious deaths. Eventually the cause of the deaths was tracked down to a temple on the island, where a small band of Dark Druids lived. The local population destroyed the temple. 12 druids survived the slaughter and pronounced a powerful curse upon the dead body of their abbot (unknown to everyone this curse inhabited the body of a baby, who later became the Witch Queen). It was later found out that the people who mysteriously died had a form of plague which spread through the area soon after. 

Since that day the Dark Druids have followed the practice of actively speeding along death. Therefore the religion has been outlawed and banned, hunted down and nearly wiped out several times only to come back stronger and stronger. Their more current history is closely woven with that of the Empire of Legolis. 

	Dark Druid

	Lvl
	Attack Bonus
	Fort. Save
	Ref. Save
	Will Save
	Special
	Spell Table

	1
	+0
	+2
	+0
	+2
	Detect Living
	+1 Caster Level

	2
	+1
	+3
	+0
	+3
	Dark Vision, Dark Blessing
	+1 Caster Level

	3
	+2
	+3
	+1
	+3
	Smite Living, Aura of Despair
	+1 Caster Level

	4
	+3
	+4
	+1
	+4
	Death Strike +1d6
	+1 Caster Level

	5
	+3
	+4
	+1
	+4
	 
	+1 Caster Level

	6
	+4
	+5
	+2
	+5
	 
	+1 Caster Level

	7
	+5
	+5
	+2
	+5
	Death Strike +2d6
	+1 Caster Level

	8
	+6
	+6
	+2
	+6
	 
	+1 Caster Level

	9
	+6
	+6
	+3
	+6
	 
	+1 Caster Level

	10
	+7
	+7
	+3
	+7
	Death Strike +3d6
	+1 Caster Level



Requirements 

To qualify to become a Dark Druid, a character must fulfill all the following criteria: 
Alignment: Neutral Evil 
Base Attack +3 
Knowledge (Religion) 6 
Knowledge (Undead) 6 
Intimidate 5 
Scry 5 
Spellcraft 6 
Feat: Combat Casting 
Special : Must be able to command Undead 
Special : Must be able to cast 3rd level necromatic spells 
Special : Must kill someone as a ritual sacrifice to enter cult 

Class Skills 

Skill Points at each level 3 + Int mod 
The Dark Druid’s skills (and the key ability for each skill) are: 

Alchemy (Int) 
Concentration (Con) 
Knowledge (Religion) (Int) 
Knowledge (Undead) (Int) 
Intimidate (Cha) 
Scry 
Spellcraft 

See Player’s Handbook Chapter 4, "Skills" for skill descriptions. 

Class Features

· Hit Dice: d8 
· Weapons and Armour : Simple and Martial Weapons, All Armour, Shields 

· Detect Living: This ability is similar to the ability of the Black Guard in the Dungeon Master's Guide to detect good. This ability can not tell the Dark Druid the type of Life only direction and strength, therefore it would be difficult to determine the difference between a healthy dog and a wounded human, as each would be of comparable strength. 
· Dark Vision: The Dark Druid gains Dark vision. This is the same as an elf's dark vision. 
· Dark Blessing: The Dark Druid gains the blessing of the Dark Powers. This ability functions the same as the Black Guard's ability in the Dungeon Master's Guide. 
· Smite Living: This ability functions the same as the Black Guard's ability in the Dungeon Master's Guide, except it works against living creatures. 
· Aura of Despair: This ability functions the same as the Black Guard's ability in the Dungeon Master's Guide. 
· Death Strike: Due to the Dark Druids obsession with Death he gains extra damage when fighting against living creatures that conform to a humanoid form. This damage increases at certain levels as the Dark Druid becomes more powerful. 
· Spell Table: For every level that a Dark Druid gains she also progresses in caster level in her previous class, this level is used to determine what spells she can cast and the power of her spells. If the Dark Druid has more than one spellcaster class then she will have to choose one and stick with that decision

Notes 

A Dark Druid tends to concentrate his spell selection to those spells that involve the following; Charm, Combat, Elemental, Healing and Necromancy. The Dark Druids have their own language, which at present is known to only a few outsiders. Dark Druids carry a medallion at all times. On the medallion is a picture of a dead oak tree. Dark Druids use this medallion as their divine focus. The Dark Druids will not tolerate the presence of holy objects from any other religion. Also, they will attempt to either kill a small children on sight or attempt to capture them to be induced into the religion later (Babies and small children are one of the strongest symbols of Life). Their clothes, weapons, armour, etc (anything that is worn) must be black, they cannot use clothing, armour or weapons of any other colour. They also cannot use weapons, armour or magical items that have not been blessed by a High Ranking Dark Druid Priest. They will not lie or in anyway deliberately deceive, they always think that they will win anyway. They will either try to convert everyone they meet or kill them. They have an irritating personality, this is primarily due to their religion. They rarely show incentive, instead relying upon standard procedures written down by the Hierarchy. 

