Death Knight (Fighter Subclass)

Death Knights (not to be confused with the undead creatures of the same name) are the elite warrior protectors of the Cult of Nerull The Reaper. They are much feared for their cruelty and cold, almost inhuman mannerisms, and are sometimes referred to as fiend-knights or anti-paladins. In actuality, however, they are neither of these things. 

Death Knights have a very simple motivation: to deliver the 'gift' of their god - death - to the enemies of their faith. Fortunately, they do not lack for enemies to share it with: they are the sworn opponents of all servants of good deities and even of most evil deities (especially Iuz). Hextor and Incabulos' followers are sometimes tolerated, and the followers of Ralishaz are left strictly alone. 

Until the Greyhawk Wars, many warriors of this type could be found within the Horned Society as bodyguards, enforcers, and even commanders attached to the military and the great temples of Molag. During the massacres of the Blood-Moon Festival, however, many of the knights were themselves granted the gift of their God while defending their lords and sanctuaries from the Tanar'ri, Gehreleth, and even champions of Good sent by Iuz and his elite Boneshadow agents. 

Now this once-proud Knightly Chapter is scattered throughout the Flanaess in small bands, hiding among the bandits of the Fellreev and in secret temples of the faith throughout the Flanaess. It is rumoured that many of the Great Kingdom branch have survived the breakup of the empire and now wander those dangerous lands, however, dealing death and destruction to those unfortunate enough to cross their path. Scattered reports also exist that many are now flocking to the awful banner of Lord- Priest Delglath the Undying in the doomed city of Rinloru, though confirmation is understandably hard to come by given the state of affairs there (see Dragon #204). 

It is rumoured that certain warriors of this ilk have begun to hire themselves out to certain unscrupulous parties contemplating a little tomb robbing, or otherwise venturing into areas known to be haunted by undead. Prices are not mentioned in these tales, though a double share of treasure would probably be the minimum. It is also rumored that these warriors have been sighted in the planes, acting as agents for a strange faction known only as "The Dustmen." 

Ability Requirements: Str 13, Con 15, Wis 13
Armor and Weapons: any
Alignment: Neutral Evil
Races: Human only
Experience: As fighter, but -15% XP, no bonuses given.
Weapon and non-weapon Proficiencies: As Warrior 

Abilities: 

(1st) - bonus disguise proficiency. 
(5th) - Immune to death magic.
(6th) - Command undead as a priest 4 levels lower.
(10th) - Cast priest spells as a Justifier Ranger, from the Spheres of: Necromantic [rev], Sun [rev], and Combat. 

Death Knight Spell Table: 

	1st
	2nd
	3rd
	4th

	10
	1
	
	

	11
	2
	
	

	12
	2
	1
	

	13
	2
	2
	

	14
	2
	2
	1

	15
	2
	2
	2

	16
	3
	2
	2


Restrictions:

· Intense religious training precludes weapon specialization. 

· Disobeying priests of Nerull is a capital offense, punishable by death. 

· Does not attract a body of followers. 

· Few death knights employ hirelings or henchmen, as they tend to be very paranoid. 

· Can never retreat from combat against anyone officially designated as an enemy of the faith. This category currently includes all clerics of Iuz. 

· Must tithe all money save a minimum for personal expenses to the Death Knights organization. This is largely due to the dire straits that the organization is currently in, and individual knights may be permitted to keep money by their superiors so long as it goes toward the struggle to reestablish the church of Nerull. 

