
Shade Knight CR 8
Male Shade Knight Fighter 4 
LE Medium Undead 
Initiative: +6; Senses: Darkvision 60 ft. 
Defense 
AC: 26, Flat-Footed: 24, Touch: 12 
(+9 armor, +2 dexterity, +5 natural) 
HP: 106 (14 plus 8d12+32 plus 3d10+12) DR: None 
Fort: +10, Ref: +5, Will: +7  SR: None 
Resistances: None 
Immunities: Undead Immunities 
Defensive Abilities: None 
Offense 
Base Attack Bonus: +8; Grapple: +14; Space/Reach: 5 ft. / 5 ft. 
Speed: 30 ft. 
Melee: Masterwork Greatsword +16/+11 (2d6+9 plus Shadow Blade 17-
20/x2) 
Special Abilities: Master of Tactics, Shadow Blow, Shadowy Form, 
Terrifying Charge, Unholy Reinvigoration 
Tactics 
During Combat: Shade knights are intelligent creatures and almost 
every one is also an expert tactician. A shade knight rarely charges 
blindly into combat (and only ever does so when facing a paladin) and 
will work with its allies to maximize its combat effectiveness with 
flanking. A shade knight only ever power attacks if it has a very easy 
time striking its foes (ex. The shade knight hits on a 5 or higher on a d20 
roll) in which case it power attacks for 5 points (granting it a +10 bonus 
to damage rolls with its greatsword). 
   A shade knight will employ its shadow blow only against heavily 
armored opponents and will always seek to employ it at least once in a 
combat if faced with an opposing paladin. 
   If a shade knight is fought in an area of natural sunlight or an area 
bathed in the effects of a daylight spell, it will seek to maneuver out of 
the area of effect as soon as possible so that it might engage its foes in a 
situation that is more tactically advantageous to itself. 
Morale: While shade knights do not know fear, they are not suicidal 
creatures and will flee if reduced to one-quarter of their maximum hit 
points or less (28 hit points in this case). 
Statistics 
STR 22 (+6) DEX 14 (+2) CON 0 (+---) 
INT 13 (+1) WIS 10 (+0) CHA 18 (+4) 
Armor Check Penalty: -5 (-5 armor, -0 shield) 
Feats: Combat Reflexes, Improved Critical (Shadowblade), Improved 
Initiative, Power Attack, Quick Draw, Unholy Endurance, Weapon 
Focus (Shadowblade), Weapon Specialization (Shadowblade) 
Skills: Intimidate +19 (15 ranks, +4 Cha), Knowledge (nobility and 
royalty) +12 (11 ranks, +1 Int), Handle Animal +19 (15 ranks, +4 Cha), 
Ride +12 (15 ranks, +2 Dex, -5 armor), Sense Motive +11 (11 ranks) 
Languages: Common and any one other 
SQ: Undead Traits 
Combat Gear: None 
   Other Gear: +1 Full-plate, masterwork greatsword 
Ecology 
Environment: Any 
Organization: Solitary, pair, squad (4-16), troop (10-40) 
Treasure: Standard 
Special Abilities 
   Master of Tactics (Ex): A shade knight is capable of instructing its 
allies to better strike their foes. Whenever an ally within 60 feet of the 
shade knight threatens a critical hit, it gains a +4 bonus to its 
confirmation roll. 
   Shadow Blade (Su): Whenever a shade knight strikes a particularly 
gruesome blow, its foe is assaulted by the shadows themselves. 
Whenever the shade knight confirms a critical hit, its target immediately 
suffers 2d6 points of negative energy damage. Every round thereafter the 
foe suffers an additional 1d6 points of negative energy damage. To 
negate the effect of this ability the target must be immersed in natural 
sunlight or the effects of a daylight spell. 
   Shadow Blow (Su): As a full round action, the shade knight may 
make a single melee touch attack that, if successful, deals normal 
weapon damage and an additional 4d6 points of negative energy 

damage. A shade knight cannot employ the power attack feat while 
attacking in this way. 
   The shade knight may employ this ability once per day. 
   Shadowy Form (Su): The form of a shade knight is constantly 
cloaked in moving shadows that disguise its positioning and give it the 
illusion of incorporeality. The shade knight is always considered to have 
concealment against any foe threatening it, the only way to negate this 
concealment is to battle the shade knight while in an area covered in 
natural sunlight or under the affect of a daylight spell. 
   Terrifying Charge (Ex): Whenever the shade knight makes a charge 
attack, all enemies within 30 feet of its target must succeed on a DC 22 
will save or be shaken for 1d4 rounds; its target must also succeed on 
this will save or be shaken. Creatures immune to fear-inducing effects 
are immune to this ability. 
   The save DC is Strength-based. 
   Unholy Reinvigoration (Su): A shade knight’s most terrible power is 
that of spontaneous healing. Once per day as a swift action, the shade 
knight may heal itself for 4d12+12 points of damage. 
 
 
   Before you stands an armor-clad shadow of a man; its armored form 
is wreathed in shadows that conceal his form. This warrior’s once 
gleaming plate armor is tarnished and black and it carries a wickedly 
serrated greatsword that looks to have seen the resolution of a great 
many battles. 
 
   Shade knights are the damned souls of powerful warriors who, in their 
moment of need, were betrayed by those they trusted most. Instead of 
rising as a wraith or specter, these mighty warriors chose to embody 
their hatred in a much more physical way; animating their arms and 
armor and fueling their fell powers with a rage that can never be quelled. 
In its rage a shade knight 
   While shade knights are intelligent creatures, their minds are wracked 
with both endless fury and madness; everyone they meet looks, in their 
eyes, like those that betrayed them unto death, this leads shade knights 
to attack with a surprising furor that has been known to strike stark terror 
into the hearts of the bravest men.  
   Should a shade knight come upon a lone warrior battling against a 
group of foes, it will charge forth to render aid to the beleaguered 
combatant. Once battle has been resolved it will typically wander away 
wordlessly or at most give a solemn nod to the warrior it assisted before 
leaving. A shade knight never attacks a warrior it aids in this way unless 
the warrior attacks it first. 
   All shade knights speak Common and most also speak one other 
language that depends upon their origins before death. While shade 
knights are capable of speech, most never speak in any way beyond a 
guttural howl as they charge into battle. 
 
Lore 
   A successful knowledge (religion) check will reveal the following 
information about a shade knight: 
DC 22 This creature is a shade knight, the animated remains of a 

powerful warrior who was betrayed by his closes friends. This 
reveals all undead traits. 

DC 27 The charge of a shade knight can strike fear into those it 
combats. In addition, the shadows that cloak a shade knight 
allow it to duck into shadows and evade attacks. 

DC 32 The strike of a shade knight carries with it powerful negative 
energies that wrack the forms of those its strikes. Shade 
knights also possess the ability to momentarily transform their 
weapons into crackling shadow energy that allows them to 
easily bypass even the strongest armor. 

 
Feat Notes 
   Unholy Endurance: Grants an undead creature bonus hit points equal 
to its Charisma modifier multiplied by its hit dice. Also allows the 
creature to use its Charisma bonus in place of its Constitution bonus in 
regards to fortitude saves. 
   First appeared on the blazing skeleton and full details on the feat can 
be found with that monster’s stat block. 


