Bloodshade (by Ernie Dodds)
Bloodshades are spellcasters whose specialty is undead. They know best how to do deal with undead, and often assume some properties of them. Of all things unholy, wraiths, shadows, and other creatures who have come back, unnaturally, from death are some of the most feared. Bloodshades are trained long and hard to combat these affronts to life itself.

Hit Die: d6.

Prerequisites:

Alignment: Any.

Classes: Wizard (Necromancer), or a Cleric with the Death domain, and access to at least one 0th, 1st, 2nd, and 3rd level necromancy spell.

Feats: If the character does not fit the above classes, he or she may qualify with Spell Focus (Necromancy).

Class Skills

Alchemy (Int), Concentration (Con), Craft (Int), Intimidate (Cha), Knowledge (All, taken separately) (Int), Profession (Wis), Scry (Int, exclusive skill), Spellcraft (Int), Use Magic Device (Cha).

	Level
	Base Attack Bonus
	Fort
	Ref
	Will
	Special
	Spells per Day

	
	
	
	
	
	
	1st
	2nd
	3rd

	1
	+0
	+2
	+0
	+2
	Detect Undead, Disrupt Undead, Turn or Rebuke Undead, Purify Food and Water 1x/day
	2
	—
	—

	2
	+1
	+3
	+0
	+3
	Strong Vitality,

Ghastly Weapon (+1 attack, +1d6 damage)
	3
	—
	—

	3
	+2
	+3
	+1
	+3
	Unliving Perception, Living Shade 1x/day,

Ghastly Weapon (+2 attack, +2d6 damage)
	4
	0
	—

	4
	+3
	+4
	+1
	+4
	Calm Presence, Living Shade 2x/day
	5
	1
	—

	5
	+3
	+4
	+1
	+4
	Enhanced Casting, Shadowy Appearance
	5
	2
	0

	6
	+4
	+5
	+2
	+5
	Ghastly Weapon (+3 attack, +3d6 damage)
	5
	3
	1

	7
	+5
	+5
	+2
	+5
	
	5
	4
	2

	8
	+6/+1
	+6
	+2
	+6
	Living Shade 3x/day
	5
	5
	3

	9
	+6/+1
	+6
	+3
	+6
	Ghastly weapon (+4 attack, +4d6 damage)
	5
	5
	4

	10
	+7/+2
	+7
	+3
	+7
	
	5
	5
	5


Class Features
· Weapon and Armor Proficiency: Bloodshades are not proficient with any armor or shields. They are proficient with the dagger, quarterstaff, arbalest, crossbow (light and heavy), and sling.

· Detect Undead: At will, a Bloodshade can detect undead, as a spell-like ability.

· Disrupt Undead: May use disrupt undead, as the spell, at will.

· Purify Food and Water: Replicates the spell. The catser is able to do this, having an understanding of what is causing it to become unfit to eat in the first place. May Curse Food and Water instead, if the caster for some reason wishes to.

· Turn or Rebuke Undead: May turn undead or rebuke undead once per day, as a cleric. Cleric and/or Wizard(Necromancer) levels may be factored in.

· Spells: At 1st-level, a Bloodshade may cast a small number of divine spells (see list below). He must have a charisma of at least 10 + the spell level to be able to cast each spell, and all spells will have a DC equal to 10 + spell level + Charisma bonus (if any). The spellcasting class levels that allowed this class to be taken are included in caster level for purposes of spell effect.

· Spontaneous Casting: The Bloodshade need not prepare his spells.

· Strong Vitality: +4 on saves vs. spells and spell-like abilities from undead, and bestowing negative levels.

· Ghastly Weapon: At 2nd level, a Bloodshade may enchant one weapon to combat undead. This weapon gains an enhancement bonus and additional damage against undead, and affects incorporeal undead as though from an incorporeal source. If the Bloodshade wishes to enchant another weapon, the first enchantment must be expelled. If used on a ranged weapon with ammunition, each missile is enchanted until its movement is stopped or it deals its damage (whichever comes first).

· Unliving Perception: The Bloodshade gains 11 + Bloodshade levels illusion resistance, Darkvision 60ft, and suffers light blindness as Drow.

· Living Shade: As a standard action, the Bloodshade may become like a shadow. His number of shadow hit dice is equal to his Bloodshade level. He does not gain the attributes of undead, and the strength damage may not kill, but will merely leave a subject helpless. He also loses his ability to cast spells (though not turn undead, rebuke undead, or any spell-like abilities) This ability may be used once per day per 4 Bloodshade levels. Coming back from the shadow form is a free action. Anyone with a line of sight must succeed in a will save with a DC of 15 + Bloodshade levels + Charisma bonus, or they will be tricked into seeing a natural appearance (just coming in from a doorway, walking out from behind someone, etc.) of the caster.

· Calm Presence: Caster gains +4 to will saves vs. fear effects.
· Enhanced Casting: The Bloodshade may cast one spell of each spell level once per day as though he were 2 caster levels higher.
· Shadowy Appearance: The Bloodshade begins to appear dark and frayed around any edges of himself and clothing.
1st-level Spells
Death Ward, Inflict Critical Wounds, Invisibility to Undead, Restoration, Animate Dead, Daylight, Enervation
.

2nd-level Spells

Control Undead, Create Undead, Life Bolt, Harm, Raise Dead, Life Shell
.

3rd-level Spells

Create Greater Undead, Undead Sympathy, Mass Invisibility (to Undead).

Life Bolt

Necromancy

Level: Bloodshade 2

Components: V, S, F

Casting Time: 1 round

Range: Medium (100ft + 10ft./level)

Effect: bolts of pure living spiritual energy harm undead, heal and strengthen living.

Duration: Instantaneous

Saving Throw: Will half

Spell resistance: Yes

This spell releases a bolt of living spiritual energy to its target. The spell deals 1d6 damage (maximum 10d6) per caster level, and 1d4 temporary Dexterity, Charisma, and Wisdom damage to undead. Living creatures gain 1d6 temporary HP, and 1d4 Strength, and Wisdom and Charisma. The caster gains one additional bolt for every 4 caster levels. The focus is a small (1/4cup) vile of the caster’s blood.

� Daylight will not blind the caster. Enervation may affect undead


� As Antilife Shell, but affects undead.





