Darkstrider 

“Behold me abominations, and know the words that will carry you to oblivion: I am Khalid Sikkyn.”- Khalid Sikkyn, Darkstrider, to the duo of a lich and beholder.

The Darkstriders are a group that is known for its efficiency in tracking down and killing members of any species the world has known. While not known for mercy and compassion, the majority of the Darkstriders favor the side of good, acting as vigilantes for the greater good and bounty hunters. However, one unifying factor is that the Darkstriders have little use for the law, as it restricts the ability to hunt their prey. A few Darkstriders allow themselves to be hired out as trackers, assassins, or even mercenary leaders for an army. The quintessential Darkstrider, however, is constantly on the move, perhaps having either a small home or a favorite tavern he likes to frequent.

Darkstriders will work with each other actually easily, as long as personal morals do not come between partnerships. Indeed, sometimes the factor of being a Darkstrider can patch up racial enmity as they focus on a common goal. One such example is of a rather well known pairing of a vampire and a wick fey darkstrider...

The Darkstriders share no unifying leadership. They operate as their own individual cells. This leads to the Darkstriders having numerous reputations in many different areas, depending on the actions of those that operated in that land. All agree on one thing however: Better to not run from a Darkstrider, less you die tired.

Hit Dice: d8

Prerequisites

Alignment: Any non lawful

Base Attack Bonus: +6

Skills: Hide 6 ranks, Move Silently 6 ranks, Survival 8 ranks

Feats: Track

Skills: Climb (Str), Gather Information (Cha), Handle Animal (Cha), Heal (Wis), Hide (Dex), Intimidate (Cha), Jump (Str), Knowledge (Dungeoneering) (Int),  Knowledge (Nature) (Int), Knowledge (Geography) (Int), Listen (Wis), Move Silently (Dex), Ride (Dex), Search (Int), Sense Motive (Wis), Spot (Wis), Survival (Wis), Swim (Str), and Use Rope (Dex).

Skill Points: 6 + Int mod

	Level
	BAB
	Fort
	Reflex
	Will
	
	Spells

	1
	1
	0
	2
	0
	Favored Enemy 1, Dark Fate 1/day
	+1/ existing divine level

	2
	2
	0
	3
	0
	Relentless Tracker
	+1/ existing divine level

	3
	3
	1
	3
	1
	Dark Fate 2/day
	+1/ existing divine level

	4
	4
	1
	4
	1
	
	+1/ existing divine level

	5
	5
	2
	4
	2
	Favored Enemy 2, Mass Dark Fate
	+1/ existing divine level

	6
	6
	2
	5
	2
	Dark Fate 3/day
	+1/ existing divine level

	7
	7
	3
	5
	3
	
	+1/ existing divine level

	8
	8
	3
	6
	3
	Improved Relentless Tracker
	+1/ existing divine level

	9
	9
	4
	6
	4
	Dark Fate 4/day
	+1/ existing divine level

	10
	10
	4
	7
	4
	Favored Enemy 3, Darkest Hour
	+1/ existing divine level


Proficiencies: The Darkstrider gains no weapon or armor proficiencies.

Spells- Darkstrider levels stack with any divine spellcasting class previously had to determine spells per day and the level known.

Favored Enemy (Ex) - The Darkstrider gains a favored enemy once every five levels as per the ranger class ability, stacking with any other preexisting favored enemies. 

Dark Fate (Su) - A Darkstrider can evoke mortal terror upon any of his favored enemies. Using a standard action, the Darkstrider declares his target’s dark fate, making the target roll a Will save (DC 10 + half of his Darkstrider levels+ Wis mod). If the target fails, he is affected as per the spell Doom, caster level equal to the PC’s Darkstrider levels. All the rules of the spell Doom apply.

Relentless Tracker (Ex) - A Darkstrider can always take 10 on a Survival check when following tracks and move his full movement suffering no penalties. He also only suffers a -10 when tracking at a full run speed.

Mass Dark Fate (Su) - Whenever a Darkstrider uses his Dark Fate ability, he can target a number of his favored enemies equal to 1+ Cha modifier with a single use.

Improved Relentless Tracker (Ex) - A Darkstrider can now take his full run and suffer no penalties to Survival checks while tracking.

 Darkest Hour (Su) - Whenever a Darkstrider scores a critical hit against one of his favored enemies, he is affected as per the spell Bestow Curse, except that there is no saving throw allowed. Spell resistance still applies, however. 

