The Shadow Lockner
Race: Shadow Cliptonian

Class: Lockner

Abilities: Dexterity aid in many skills, intelligence helps them in using the shadows as well as searching for lost items.  Charisma aids in spells and getting out of trouble.

Alignment: NE or CE

Hit Dice: d6
Average Height: 4 to 4.5 feet

Average Weight: 50 to 60 pounds

Saving Throws: Chart

Skills: Class skills include: Appraise [Int], Balance [Dex], Bluff [Cha], Concentration [Con], Decipher Script [Int], Diplomacy [Cha], Disable Device [Int], Disguise [Cha], Gather Information [Cha], Hide [Dex], Knowledge [int], Listen [wis], Move Silently [Dex], Open Locks [Dex], Pick Pocket [Dex], Read Lips [Int], Scry[Int], Search [Int], Search [int], Spell Craft [Int], Spot [Wis], Tumble [dex] Use Magic Device [Cha]
Skill Points: 1st Level: (8 + Int modifier) x 4

        Each addition level: 8 + Int modifier

Weapon and Armor Proficiency: Lockners are proficient in small simple and martial weapons.  They are like rogues opting for small quick and quite weapons.  They are also limited by their height.   They cannot wear any armor.   However a natural armor much like chain mail is bound to them in their creation.  This Cliptonian Chain gives a natural +5 AC as is noiseless.

Racial Traits: 
Small: They average 4 - 4.5 feet tall

Speed: 20 feet

Racial Ability Adjustments:






+2 to Intelligence





+1 to Dexterity

-2 to Constitution

-1 to Wisdom





60' dark vision: an ability of their magical nature

Spell resistance: 11 + level

Magic Detection: 20% chance + 5% per level to notice magic within view

Regeneration: A lockner only needs to sleep 4 hours to gain back abilities and hp.  Also they regenerate 1 hp per hour if they used no magic.  All ability to heal hp is lost if in shadow weave dead zones however as it is the shadow weave that heals them.

Skill adjustments:

+2 to Knowledge [arcana], knowledge [obscure knowledge], Move Silently, Hide in Shadows

+1 to Listen, Tumble, Use Magic Device, and Disable Device

Common Language: All Shadow Lockners can speak Common.  Other languages would be from groups known to have a history of holding many great magical things, such as the drow or elven races.

Spells:
All Shadow Lockners have the ability to manipulate the weave from which they came.

Description:
A Shadow Lockner is a race made around a class.  The Shadow Lockner was created by several powerful shadow wizards with the aid of Shar and is formed by shadow magic.  Like the magic that forms them, a Shadow Lockner is a mysterious and chaotic creature.  Unlike their cousins, the Cliptonian Lockners, the Shadow Lockner tends to be more evil in their whims.

The Shadow Lockners appearance is that of a deep black Halfling. A few differences from most races is that he does not breath, age, needs no food or drink, no odor and there is no real gender to them. They tend to be more leaner then their cousins and also tend to hide themselves under cloaks.

Food and drink are destroyed as soon as they enter the lockner, having no effect on them what so ever.  Magic dead zones and anti-magic do not affect a Shadow Lockner as these only effect the weave of Mystra.   However a Shadow Lockner is made up of shadow magic so anything that stops shadow magic can cause problems for them.  In places that shadow magic is dead a Shadow Lockner can no longer heal naturally and any of its magical abilities will become useless.  Prolonged exposure will weaken the Shadow Lockner at a rate of  -2 to constitution and strength.

They bleed magical energy.  If they drop to -10 hp they are nothing more than bone tightly bound with skin.  The magical energy becomes part of the shadow weave. Only clerics of Shar can bring them back and then with terrible risk.  They will refuse if the lockner is not in good standing with Shar.

Personality: The shadow lockner is evil yet not always stable in mind.  They tend to follow whim to a darker path.  They maintain secrecy about themselves and only give half-truths to any one not of the church of Shar.  It is hard to even get their name.

Adventures: A shadow lockner will move about the world seeking the power of knowledge.  They may not understand it but that wont stop them from testing it out first often getting themselves into more trouble then they can handle.

Characteristics: A shadow lockner is a being of great intelligence but little wisdom.  They know that pressing the red button will cause a chain of events that will end the world but then he never seen a world end before.  They are creatures of great curiosity.  The church will get the knowledge of what he knows, but only after he knows what he knows which means testing it.

Religion: Shar is the Shadow Lockners= god.  He is her slave as is the shadow weave.  What she and her church tell him to do he does without thought.  The church sees the lockner as one of the chosen and will treat them with great respect.  The Shadow Lockner rarely will act a fool in front of a follower of Shar, as Shar wishes her Chosen to be pillars of her church.

Background: Shar created the lockner race to do many things.  They are to aid in the battle against Salon, which includes the death of her followers and magic items.  They are to find and discover secret knowledge.  To further her church and allied churches cause.  Bring down any who stand against the church of Shar.

Other Classes: The Shadow Lockner will join evil and neutral characters, but never the good.  Paladins and good clerics are never seen around a Shadow lockner for too long.

The Shadow Lockner:
	Level
	Base

 Attack

 Bonus
	Fort Save
	Ref Save
	Will Save
	Special
	SR
	Spell Level

	
	
	
	
	
	
	
	1
	2
	3
	4
	5
	6
	7
	8
	9

	1
	+0
	+0
	+2
	+2
	Light Walk, Magic Damage Reduction 10,

Spell-like Abilities
	12
	1
	
	
	
	
	
	
	
	

	2
	+1
	+0
	+3
	+3
	Sneak Attack 2d6
	13
	2
	
	
	
	
	
	
	
	

	3
	+2
	+1
	+3
	+3
	Blindness Immunity
	14
	2
	1
	
	
	
	
	
	
	

	4
	+2
	+1
	+4
	+4
	Sneak Attack 3d6
	15
	3
	2
	
	
	
	
	
	
	

	5
	+3
	+1
	+4
	+4
	
	16
	3
	2
	1
	
	
	
	
	
	

	6
	+4
	+1
	+5
	+5
	Sneak Attack 4d6
	17
	3
	3
	2
	
	
	
	
	
	

	7
	+4
	+2
	+5
	+5
	
	18
	4
	3
	2
	1
	
	
	
	
	

	8
	+5
	+2
	+6
	+6
	Sneak Attack 5d6
	19
	4
	3
	3
	2
	
	
	
	
	

	9
	+6/+1
	+2
	+6
	+6
	Legend Lore
	20
	4
	4
	3
	2
	1
	
	
	
	

	10
	+7/+2
	+2
	+7
	+7
	Magic Damage Reduction 15
	21
	4
	4
	3
	3
	2
	
	
	
	

	11
	+8/+3
	+3
	+7
	+7
	
	22
	5
	4
	4
	3
	2
	1
	
	
	

	12
	+9/+4
	+3
	+8
	+8
	Discern Location
	23
	5
	4
	4
	3
	3
	2
	
	
	

	13
	+10/+5
	+3
	+8
	+8
	
	24
	5
	5
	4
	4
	3
	2
	1
	
	

	14
	+11/+6/+1
	+3
	+9
	+9
	
	25
	5
	5
	4
	4
	3
	3
	2
	
	

	15
	+12/+7/+2
	+4
	+9
	+9
	
	26
	5
	5
	5
	4
	4
	3
	2
	1
	

	16
	+13/+8/+3
	+4
	+10
	+10
	Sneak Attack 6d6
	27
	6
	5
	5
	4
	4
	3
	3
	2
	

	17
	+14/+9/+4
	+4
	+10
	+10
	
	28
	6
	5
	5
	5
	4
	4
	3
	2
	1

	18
	+15/+10/+5
	+4
	+11
	+11
	
	29
	6
	6
	5
	5
	4
	4
	3
	3
	2

	19
	+16/+11/+6/+1
	+5
	+11
	+11
	
	30
	6
	6
	5
	5
	4
	4
	3
	3
	2

	20
	+17/+12/+7/+2
	+6
	+12
	+12
	Magic Damage Reduction 20
	31
	6
	6
	5
	5
	4
	4
	3
	3
	2


Class Features:




Sneak Attack: As rogues and their cousins, Shadow Lockners also gain the ability to make sneak attacks. 

Blindness Immunity: Shadow Lockners don=t need light to see, they use the shadows to feel their way in areas that they cannot use their dark-vision to see.  This means they take no negatives to speed.  They also only have a 25% miss chance in combat, take no negatives to search and spot checks (they still don=t know the specifics of things seen, only if it is a sword, humanoid, or table).  The attacker also gains no bonus to hitting them.
Discern Location: If a shadow lockner knows of an item, person, or place he can make an attempt to call up the location of them.  The location is usually general, sometime vague.  The DC is dependant on the level of secrecy surrounding the person, place, or thing.  If the check succeeds by 5 or higher the location is general.  If the check succeeds by 1-4 it is vague.  If the check is dead on then the location is given in direction, i.e. north, south, east, or west.
Legend Lore: At the peak of the Shadow Lockners knowledge seeking he gains the unique ability to discover the legends that a person, place, or thing may hold.  They need to be at the place, holding the things, or have a clear picture of the person in order to use this ability.  Casting time is 1d4*10 minutes and the information is usually somewhat a riddle, but will offer true and pointed information.

Light Walk: A Shadow Lockner is lightweight and often can walk over a trap without setting it off.  On a successful reflex save the trap will not go off.  The Shadow Lockner may notice the trap if the role beats the DC by 5 or more.

Magic Damage Reduction: Due on their magical nature and the process of its stabilization, a Shadow Lockner will eventually be able to absorb some damage from magic that makes it through their SR.
Spells: Shadow Lockners are more adapt at casting spell then their cousins.  They are almost the equals of other spell casters. 

- Evocation school spell cannot be cast

- Transmutation can be mimic through innate abilities.  All spells of this school are cast at -2 caster levels and then only up to 5th level school can be cast.  Anyone making a save against the spells makes it at a +2.

- Divination School is cast at +1 caster level

- Darkness Spells are cast at a +1 caster level.

Spell-like abilities: From early on a Shadow Lockner shows great adeptness to the use of shadows for the purposes of stealth and assassinations.  These spell like abilities are gained at a rate of one per level.  They can be used a number of times per day equal to 1+1/2 their level.

Armor of Darkness: Envelopes the lockner in shroud of flickering shadows.  It conceals his feature and grants a +3 deflection bonus to AC plus one per every four level.  It also grants a +2 saving throw against holy, good, and light spells and effects.  It lasts for 10 minutes per level

Black Light: Create an area of total darkness which normal and dark vision cannot see through.  Anyone viewing the area outside of it cannot see into it.  It covers a 20 ft radius, lasts 1 round per level, and has a range of 25 ft + 5 ft per 2 levels.

Claws of Darkness: Allows the lockner to turn his hands in to inky black claws.  This gives the lockner to make two claw attacks (two weapon negative apply) that do 1d4 points of cold damage.  The claws extend up to 6 feet giving a natural reach of 10 feet; this is done as a free action.  The claws last 1 round per level.

Dark Bolt: Allows Shadow Lockners to fire beams of darkness from their hands.  Each bolt deals 2d8 points of damage to living creatures and a lockner has one ray per two levels to a maximum of 10 bolts.  They have a range of 60 feet and a will save against a DC of 10 + caster level + charisma modifier will half the damage.

Shadow Spray: Causes multiple shadowy ribbons to shoot out from a target point.  Creatures in the area of effect (5 foot radius burst) take 2 points of temp Strength damage, are dazed for one round, and suffer a -2 moral penalty on saves vrs. fear like spell.  A fortitude save negates, it lasts for 1 round per level, and has a range of 100 ft. + 10 ft. per level.

Shadow walk: This allows a lockner to move quickly when hidden within the shadows.  It allows them to move at a rate of 60 feet.  It lasts only 2 rounds per level, but they are invisible while in the shadows and make no noise.  On a spot check of a DC equal to the lockners hide check plus the lockners level would allow a person to notice them.

Other Notes:
Shadow Lockners must keep in contact with a church of Shar.  Whenever they discover something truly great they will go to the head of the nearest church and hand over the information or item they have found, along with any other artifacts or knowledge they have discovered.  What the church does with it is up to the head Priest.  Often if the item is something that would aid the Lockner they will allow him to keep it after cataloging it.  Unlike the Cliptonian Lockners, Shadow Lockners will always continue the quest of knowledge until death, never gaining their cousins immorality.  However they may prestige into other classes (usually shadow adapts) after gaining at least 6 levels.  Another restriction on this is that they must continue gaining levels as a lockner, at least gaining one level of lockner after gaining 2 levels of the prestige class.  This is due to the fact they never stop the search of knowledge.

