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HELL KNIGHT (KARNAGE + ANARAK)

Medium-Size Outsider (EVIL)

Hit Dice: 8d8+24 (60 hp)

Initiative: +2 (+2 Dex)

Speed:40 ft.      AC: 17 (+2 natural, +3 dex, +3 demonic armor)

Attacks: Longsword +12/+7

Damage: Longsword 1d6 + 5

Face/Reach:5 ft. by 5 ft./5 ft

Special Attacks: Spell-like abilities, Call Mount

Special Qualities: Uncanny dodge, Regeneration 5

Saves:Fort +13, Refl +11, Will +12

Abilities:Str 16, Dex 17, Con 16, Int 10, Wis 18, cha 6

Skills:Spot +24, Listen +24, Ride +24

Feats: Mounted Combat, Power Attack,

Climate/Terrain: Special

Organization: Solitary, Double, Assault Squad (2d4, +1d8 soldier demons, +1d2 overseers and a Yawakali)

Challenge Rating: 6

Treasure: Triple Standard

Alignment: Always Lawful evil

Advancement Range:9-19 HD (Medium Size); 20-40 HD (Large)

Though a Hell Knight isn't truly a new creature, what happens to their bodies is considered to become one.

A Hell Knight must swear an oath to the demon kings Karnage and Anarak before the transformation can begin.  Upon gaining the power of a Hell Knight, a human is no longer in control of his soul, and he does what the demon kings tell him to do.  Once a Hell Knight is not fighting, he returns home to breed.  Some of these Pure hell knights are known as Gelugon's.

His body shapes and warps to the whims of the demon kings, but usually it takes on the form of a human wearing red Demon Armor and with a weapon composed of pure aether.  An unusual fact is that they are filled with gaseous aether rather than solid or liquid, making their mounts to carry them and more gear.

Combat 
A Hell Knight is highly proficient in combat, using battle tactics to work and destroy any enemy.  The organization they have allows them to kill any foe, unless they are caught completely unaware.
Spell-like Abilities: Dancing Lights, Daze, Detect Magic, Detect Poison, Ghost Sound, Light, Mage Hand, Ray of Frost, Read Magic.  Chill Touch, Identify, Magic Missile, Shocking Grasp, Summon Monster I.  2nd -- Glitterdust, Knock, Mirror Image, Web.  Dispel Magic, Fly, Slow.  Improved Invisibility, Polymorph Self.  Nightmare
Uncanny Dodge (Ex): Due to their ritual, a Hell Knight can forsee events in the future by milliseconds.  This is just enough to prevent them from being flat-footed or flanked.

Regeneration: Hell Knights take normal damage from blessed weapons.
Call Mount (Su): Once per year, a Hell Knight may summon his mount.  This is similar to the paladin ability, however, it allows Lich Dragons, Nightmares, Nightcrawlers and Black dragons to be summoned as a mount.

