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Hit Die: d6 

	Statistics for Darksoul
	Spells per Day

	Level
	Attack Bonus
	Fortitude Save
	Reflex Save
	Will Save
	Special
	1st
	2nd
	3rd
	4th

	1
	+0
	+0
	+0
	+2
	Darkness 1/day, Darkvision 90'
	2
	-
	-
	-

	2
	+1
	+0
	+0
	+3
	Darkwalker 1/day
	2
	1
	-
	-

	3
	+1
	+1
	+1
	+3
	Darkness 2/day
	2
	2
	-
	-

	4
	+2
	+1
	+1
	+4
	Black Embrace
	2
	2
	1
	-

	5
	+2
	+1
	+1
	+4
	Darkness 3/day
	2
	2
	2
	-

	6
	+3
	+2
	+2
	+5
	Darkwalker 2/day
	2
	2
	2
	1

	7
	+3
	+2
	+2
	+5
	Deeper Darkness 1/day
	2
	2
	2
	2

	8
	+4
	+2
	+2
	+6
	Black Venom 1/day
	3
	3
	2
	2

	9
	+4
	+3
	+3
	+6
	Deeper Darkness 2/day
	3
	3
	3
	2

	10
	+5
	+3
	+3
	+7
	Darkwalker 3/day, Greater Darkwalker
	3
	3
	3
	3


	Requirements


	Alignment Any Non-Good 

Base Attack Bonus +4 

Feat Combat Casting 

Feat Spell Focus (Conjuration) 

Alchemy 8 Ranks 

Knowledge (Inner Planes) 8 Ranks 

Spellcraft 4 Ranks 

Spot 4 Ranks 

Special Must be able to cast Darkness as either an arcane or divine spell. 



	
	Class Skills

Skill Points at Each Level: 4 + Int modifier. 

The darksoul's class skills (and the key ability for each skill) are: 

Alchemy (Int) 

Concentration (Con) 

Craft (Int) 

Hide (Dex) 

Knowledge (Any) (Int) 

Profession (Wis) 

Scry (Int) 

Spellcraft (Int) 

Spot (Wis) 




Darksouls are individuals who have infused themselves with the power of darkness in an alchemical ritual. A certain amount of knowledge in the inner planes, alchemy, and spellcraft in general are required to enact the ritual (which will only work on oneself) as well as some affinity for darkness. The resulting character has arcane abilities that draw on the power of the dark. The details of the ritual is often taught by other darksouls or is recorded in ancient tomes. The ritual does not make the character a new type of creature, it only opens them to the power of darkness (and thus is a class, not a template). Legends claim that part of the ritual is the consumption of distilled darkness. 

Darksouls can come from any spellcasting class that has access to the Darkness spell. Bards often become darksouls, as do multi-classed rogue/wizards. The power of darkness meshes well with the abilities of rogues, and the two often mix. Clerics of evil gods or gods of night and darkness commonly become darksouls as well. Fighters and rangers rarely become darksouls, and neither do barbarians. Monks benefit from the class but often find it difficult to meet the requirements. 

Darksouls are often nocturnal, stalking the night while most people sleep. Fear and anger follow a darksoul in places he reveals his darkwalker form. In uncivilized lands, darksouls are often killed when discovered. It is not uncommon to find darksouls associating with shadows and other undead. 

	Class Features


· Weapon and Armor Proficiency Darksouls gain no new proficiency, but they retain any proficiencies acquired from other classes. 

· Spell Ability Darksouls can select their spells from the list below. They cast all of these spells at their character level, not their class level. Darksouls must meditate in darkness each night to gain their spells, and they must select which spells they want to be prepared to cast. Unlike sorcerers, they cannot choose which darksoul spells to cast on the fly. Darksoul spells are considered arcane and are affected by armor failure penalties. Bonus spells are based upon Intelligence. 

· Darkvision All darksouls gain Darkvision 90', allowing them to see perfectly in complete darkness. If a darksoul already possesses Darkvision, it increases to the 90' range. If he already has a greater range, he retains that range. This is an extraordinary ability. 

· Darkness Each day, a darksoul may cast this spell as a caster of his character level at will the specified number of times per day. At level 7, the darksoul may cast Deeper Darkness a number of times each day as well. This is a spell-like ability. 

· Darkwalker Darksouls have the ability to infuse themselves with the power of darkness. When this power is invoked, pure darkness surrounds the body entirely, looking like an obsidian black skin, with only slate grey eyes as visible facial features. This darkness covers clothing, armor, or anything else worn by the darksoul. Wicked claws sprout from the fingers and the darksoul becomes faster and more nimble. The darksoul gains +2 Dex, a +10 circumstance bonus to Hide, Move Silently, and Balance, +2 Natural Armor, claws inflicting 1d6 damage, and casts all darksoul spells at one level higher. However, while in this form, the darksoul cannot use any Charisma based skills other than Intimidate and suffers a -4 penalty to all saves against Light or Sun based spells. This form lasts for 5 rounds plus the character's Intelligence modifier. After the darkwalker form ends, it takes 3 rounds of recovery before the darksoul may cast any spells. All other abilities are unaffected. It is a supernatural ability. 

· Black Embrace When surrounded in complete darkness, the darksoul heals at the rate of 1 hit point per hour. Total darkness could be inside a Darkness or Greater Darkness spell, in a lightless interior room, underground, or inclosed in a box or container. Light as faint as starlight spoils this ability. This is a supernatural ability. 

· Black Venom Once per day, a darksoul may inflict black venom upon a foe within 30'. It is a partial action, and the victim is entitled to a Fortitude roll (DC 10 + darksoul level + Int modifier) to avoid the effect. If inflicted, the victim's eyes turn completely black, he suffers 1d4 strength damage, and he is completely blinded. The effect lasts for 10 rounds. It is a spell-like ability. 

· Greater Darkwalker The most powerful of darksouls may assume the greater darkwalker form. Greater darkwalkers receive an additional +2 Dex bonus, +10 base movement, an additional +2 Natural Armor and spell resistance of 10. Also, the darksoul does not need any recovery time to cast spells once this affect wears off. It is a supernatural ability. 

	Darksoul Spell List

	1st Level

	Bane, Cause Fear, Inflict Light Wounds, Obscuring Mist, Protection from Good

	2nd Level

	Blindness/Deafness, Darkness, Delay Poison, Inflict Moderate Wounds, Silence

	3rd Level

	Deeper Darkness, Negative Energy Protection, Nondetection, Protection from Elements, Vampiric Touch

	4th Level

	Death Ward, Evard's Black Tentacles, Fear, Poison, Shadow Conjuration


· .

