The Shadowist


Some fear shadows. Some love shadows. Some live their entire lives in shadow. But none know the true power which results from the combination of light and darkness save for the Shadowist. The Shadowist combines magic, light and darkness to create effects that most mortals can merely dream of. In response, the Shadows grace him with abilities beyond the ken of most mortals.
Requirements:


Skill: Hide 5 Ranks, Spellcraft 8 Ranks, Concentration 5 Ranks, Knowledge (Arcana) 8 Ranks


Feats: Shadow, Any metamagic feat.

Special: Must be able to cast 1 spell from the Subschool of Shadow and 2 spells with either the Darkness or the Light descriptors
Benefits:


HD: d6


Skill points: (2 + Int Modifer) per Level


Skills: Alchemy, Hide, Knowledge (Arcana), Move Silently, Scry, Spellcraft
	Level
	Base Attack
	Fort
	Ref 
	Will
	Special
	Spells

	1
	+0
	+0
	+0
	+2
	Sight of Shadows
	+1 Caster Level

	2
	+1
	+0
	+1
	+3
	
	+1 Caster Level

	3
	+1
	+1
	+1
	+3
	Shadow’s Grace
	+1 Caster Level

	4
	+2
	+1
	+2
	+4
	Talent for Shadows
	+1 Caster Level

	5
	+2
	+1
	+2
	+4
	
	+1 Caster Level

	6
	+3
	+2
	+3
	+5
	Shadow Extension
	+1 Caster Level

	7
	+3
	+2
	+3
	+5
	
	+1 Caster Level

	8
	+4
	+2
	+4
	+6
	Solid Shadow
	+1 Caster Level

	9
	+4
	+3
	+4
	+6
	
	+1 Caster Level

	10
	+5
	+3
	+5
	+7
	Form of Shadow, Tomb of Shadows
	+1 Caster Level


Sight of Shadows (Ex): At 1st level a Shadowist gains a greater insight into those things hidden from sight. His gains Darkvision out to 30 ft., or if he already possesses Darkvision, it’s range increases by 30 ft.

Shadows Grace (Ex): At 3rd level a Shadowist is graces by the essence of Shadow itself. He gains a +2 bonus to all Hide and Move Silently checks, and whenever required to make a Reflex Save for half damage, he takes no damage on a successful save.
Talent for Shadows (Ex): At 4th level a Shadowist’s study of magic allows him to cast any spell from the Subschool of Shadow spontaneously, but at the cost of dropping one already prepared spell of the same or higher level.

Shadow Extension (Sa): At 6th level a Shadowist, can once per day, summon a Shadow Mastiff from the Plane of Shadow. The Shadowist directs, sees, speaks and can take any action that the Shadow Mastiff is capable of. To do this however, the Shadowist must spend the entire round concentrating. Else the Shadow Mastiff will follow it’s last given orders. This effect lasts for a number of rounds equal to the 3 + the Shadowist’s Charisma modifier or when the Shadowist stops concentrating.
Solid Shadow (Ex): At 8th level a Shadowist can, three times per day, create a temporary non-magical item out of pure shadow. The object must cost less then or equal to 500 gp per level of Shadowist and has the same hardness and hit points. The object retains solidity for a number of rounds equal to 3 + the Shadowist’s Intelligence modifier. Such an object must be able to fit inside the Shadowist’s palm.
Form of Shadows (Su): At 10th level a Shadowist can, once per day, assume an incorporeal form for a number of rounds equal to 3 + the Shadowist’s Wisdom modifier.

Tomb of Shadows (Su): At 10th level if a Shadowist dies from any cause he instantly becomes a Ghost unbound to any location, but he loses all levels in Shadowist instantly.
Spells: At each level a Shadowist gains an effective caster level in his spellcasting class. Of any new spells learned at least one must be from the Subschool of Shadow if possible.

