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In Powers & Perils, only Shadow
Weavers can use Shadow Magic in any
way. Given the possibilities inherent in
Shadow, it can be covered in greater detail.
This is the purpose of this article. In the
following pages I detail the costs and
powers for Shadow Magic, the place of
shadow in Powers & Perils and shadow
creatures you may add to your campaign.
In detailing the art of Shadow Magic the
format in Book Two of Powers & Perils is
used.

STARTING KNOWLEDGE

When a player completes an apprentice-
ship in Shadow Magic he gains the ability
to cast Starting MEL + 2 Shadow spells. He
also learns to speak the Tongue of Shadow,
a new Supernatural Tongue, at EL60.
There are no other gains for mastering this
form of magic. Innate Shadow Weavers,
once trained, cast Shadow Magic as trained
Natural Magicians, gain double the number
of spells listed above and speak the Tongue
of Shadow at EL80.

APPRENTICESHIP COST

The cost of apprenticeship is 150 exper-
tise points. If the student is a trained wizard
or shaman, he may learn Shadow Magic at
a cost of 100 expertise points. If he is an
innate Shadow Weaver the cost in 80
expertise points.

ORIENTATION

Shadow magic is unaligned. The player
need not specify any orientation for his
Character if he is only using Shadow
Magic. If he is also a trained wizard or
shaman, the normal orientation rules
apply.

ORIENTATION AFFECT

Persons adept in Shadow Magic, other
than Natural Magicians, pay double cost to
learn and cast spells derived from Light,
Darkness or Elemental forces. They may
learn and cast spells that ADVERSELY
affect the Mind or Energy Level of an
enemy at ¥2 the normal cost, rounded up.
Neither modifier applies to Shadow Magic
spells.

STARTING EXPERIENCE AND
EXPERTISE

A Shadow Weaver's starting MEL on the
Starting MEL table (Book Two of Powers
& Perils) is determined by (W + Em)/2,
rounded up. If the Character is a trained
wizard or shaman, the experience listed is
added to that gained for his other
apprenticeship. The expertise is ignored
[See Starting Knowledge above). If the
Character is an innate Shadow Weaver use
either Will or Empathy, whichever is
higher, to determine his starting
experience.
EXAMPLE - Fox Shadow, Shaman of the
Omaga, is a trained Shaman, a trained
Shadow Weaver and an innate Shadow
Weaver. His starting 1 is 31, W is 60 and Em
is 30. He has the following points:

Gained As: Experience Expertise

Shaman 150 160
Trained S.W. 80 ~
Innate S.W. 80 -
TOTAL 310 160 for

Shamanic spells

STARTING LEVEL
The Starting Expertise Level in Shadow
Magic equals WILL divided by 40, rounded
down. If the character trained is a natural
Shadow Weaver his Will is divided by 20
instead of 40. After this skill is learned,
competence in any of the spells increases
with expertise as for other forms of trained
magic. Spells above the Starting Knowledge
allowed are also learned in the normal
manner.
ACCEPTANCE AS AN APPRENTICE
The Acceptance Chance for Shadow
Magic equals (W +Em)/2+25, using the
maximums attainable. (In the case of Fox
Shadow, max. Will 80, max. Empathy 44,
the chance is 87%.)
SHADOW MAGIC RESTRICTIONS
1) Shadow Magic only affects creatures
that cast a shadow.
2) Shadow Magic only operates where
shadow exists. If there are no shadows,
Shadow Magic is impossible.

SPELLS AFFECTED

DOUBLE COST

Sea Powers

Darkness Powers Abandon
Desert Powers Compulsion
Earth Powers Disorder
Elemental Powers Dreams

Fire Powers Fascination
Flaming Death Forgetfulness
Light Powers Hatred

Illusion Powers

HALF COST
Insanity
Leeching
Quarrels
Telepathic Powers
Terror
Vengeful Horror
Wildness

Smokeless Flame
Storm Powers
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SHADOW SPELLS

The table below lists the spells available
through Shadow Magic. Where it applies,
the powers of the innate Shadow Weaver
are modified to fit the appropriate spells in
this list. The spells that this applies to are
marked by an asterisk.

SHADOW MAGIC

BASE

MANA
ROLL SPELL COST
01-10 Communicate 1
11-20 Dark Sith“ 1
21-27 Invisibility * 1
27-33 Create Warriors* 2
34-39 Delusion 2
40-45 Leechin, 2
46-51 Soul Sight 2
52-56 Freezing Hand 3
57-62 Shadow Sculpting 3
63-68 Energy 3
69-73 Shadow Command 3
74-78 Liberate Shadow* 4
79-83 Disorder 4
84-87 Shadow Bands 5
88-90  Shadow Plague 5
91-93 Wasting Hand 5
94-96 Shadow Cage 6
97-99 Fatal Shade 8
100 Deadly Shadow 10

SPELL DESCRIPTIONS
COMMUNICATE

This spell allows the caster to com-
municate with the Shadow of any being
within his range. It MUST be cast using the
Tongue of Shadow. It is used to gain
general information about that person's
orientation, intent and personality. It may
not be used to establish communication
with that person. When this spell is used,
only ¥ of the target's MDV, rounded down,
can be applied in defense against it. Un-
less he rolls Em or less, the target is un-
aware that any communication is taking
place.

RANGE - (EL+1)x3"

DURATION - 12-EL phases (the time

required to learn the information specified

above).
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CREATE WARRIORS

The caster can create Shadow Warriors.
The maximum number possible equals the
EL cast+1. The caster loses one energy
point per warrior per full turn that they
remain, in addition to the mana or energy
required to create them.

Cast at TRIPLE cost, the spell allows the
caster to form a single warrior with
1+(EL/2), rounded up, times the normal
Shadow Warrior values, i.e. a single EL4
warrior costs 30 mana to summon, takes
30 hits, has a strength of 75, etc. When this
is done, the shadow's MR is reduced by
ONE per multiple over one. The cost to
power it is increased by ONE per multiple
over one, i.e. the EL4 shadow above has
a MR of 13 and costs 3 energy per turn to
maintain.

Shadow Warriors appear to flow out of
the caster when formed. They move as the
caster directs. While controlling more than
one warrior the caster can do nothing else.
While controlling a single warrior he may
use other Shadow Magic, move or engage
in other physical actions.

NOTE - Innate Shadow Weavers may com-
mand any number of warriors without
suffering the restriction above. Instead of
using the base cost specified in Book One,
determine an EL as an Innate Power for
this spell. Treat it as an innate power in all
ways unless the Shadow Weaver is trained.
Once he is trained, this spell starts at his
Innate EL, can be cast at that EL or lower
and can draw from either the Casting Abil-
ity or the Energy Level.

RANGE - (EL + 1) x 5" (The distance that

the Shadow can be from the caster without

disappearing.)

DARK SIGHT

The Duration is as for the Shamanic spell
of the same name. The range is
[EL+1)x5". The caster may not use the
spell to include others. It is not usable in
total darkness and does not grant better
than normal vision.
NOTE - Innate Shadow Weavers have total
Dark Sight at no cost. They see in the dark
as well as they can in the day. (Their sight
is as good as an EIf at night and as good
as a man in the day.)

DEADLY SHADOW

The victim's own shadow is turned
against him. To use this spell, the caster
needs blood and hair from the person to
be affected OR he must have cast Soul
Sight on that person’s shadow within the
last 24 hours. If neither is true, the spell
is an abysmal failure. If both are, the caster
may subtract TEN from his roll in addition
to normal modifiers.

A victim cursed with a Deadly Shadow
can only be cured with a Negate Curse
spell. Each day that he fails to roll his Will,
the shadow’s attack drains 2D6 + EL energy
points from him. When his EnL reaches
zero he is dead. While the Shadow drains
its victim, the victim loses Strength,
Stamina and Constitution equal to ¥ the
energy lost. When one characteristic

reaches zero or less, the victim's MR, OCV
and DCV are reduced 50%. When two are
at zero or less he is in coma. If all three
reach zero, he is dead (even if he still has
a positive EnL).

DELUSION
The victim sees movement in the
shadows around him. Positive that he is
surrounded by an overwhelming force, he
will surrender unless he rolls Will, minus
the EL modifier. On this roll, failure causes
the victim's immediate surrender, partial
success causes him to flee in a random
direction (intent on fighting his way to free-
dom). On success, he may ignore the spell.
Cast at DOUBLE cost, this spell affects

everyone in a circular area defined by its
radius. All act as specified above. Any
whose MDV is higher than the MDV limit
automatically ignore the spell. Where such
a person is within the effect area, affectable
persons may roll Will x2 to resist instead
of Will.

RANGE - (EL+1)x4" (The maximum

distance from the caster that the person

affected, or the center of the radius cast,

can be.)

RADIUS—(EL+1)x2"

DURATION-2 turns (EL factor

applies as a power)

MDV LIMIT - (EL +1) x4

EL MODIFIER -EL +5

DISORDER

As for the Chaos spell of the same name.
This spell weaves misleading shadows that
delude the mind and make it impossible to
judge distance and direction. The caster is
not affected by this spell. While it is in
effect, he may not cast any other type of
magic, including shadow magic.
ENERGY

This spell regenerates the caster's Energy
Level. If an additional Mana Point is paid,
it may be used to raise the energy level of
some other person on touch. When using
the spell on himself, the caster subtracts
his MDV from the roll in addition to
normal modifiers. If the spell results in
failure, the energy recipient loses Y2 the
energy he stood to gain. If it is an abysmal
failure he loses as much energy as he
would have gained. If the loss lowers the
EnL below zero, the recipient is dead. At
zero he is in coma.

This spell may not be cast on the same
person more than-once in a given day. If
itis, the target is in coma for one hour per
energy point he would have gained. Unless
he rolls his current energy level or less, his
EnL is reduced to zero and he is in coma
until a Negate Curse spell wakes him. After
the initial duration, one roll is allowed
every 24 hours.

RANGE - Touch only
ENERGY GAIN-2D6+EL energy
points

FATAL SHADE
The spell forms a dark shade that attachs
itself to the victim and drains his soul. Un-
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less it is dispelled, or the caster is killed be-
fore it has its full effect, the victim is
doomed. If the caster has the target's blood,
hair or spit to use in casting, the shade must
be banished magically if the person is to
be saved. It cannot be banished magically
if the person is to be saved. It cannot be
affected by any weapon or spell except a
Dispell/Banish spell.
DAMAGE-(EL+1) (The number of
energy points lost by the target every hour.)
MDV -MEL + (ELx2" (The MDV of the
spell)
RANGE- (EL+1)x2" (The maximum
distance from the caster to his target for
the spell to succeed.)

FREEZING HAND
A powerful paralytic spell that inflicts

physical damage on its victim. The caster
must touch the specified target within the
number of phases in Duration One. If he
doesn't, he loses energy equal to the
damage specified below and the spell is
wasted. Duration Two is the number of
phases the victim is affected after being
touched. The caster may perform no other
magic while he wields this spell. If he does,
the spell ends. Any part of Duration Two
that remains for any victim is lost when
another spell is begun.

RANGE - Touch only

DURATION I-(EL+1)x2 phases

DURATION II -2 turns (EL factor ap-

plies as a power)

DAMAGE -EL +2 |Hits inflicted on the

target each phase OR energy lost by the

caster if he fails to touch the target.)

MAX. STRENGTH-(EL+1)x2) (As

specified for Paralysis in Book Two of

Powers & Perils)

INVISIBILITY

As for Invisibility in Powers & Perils. The
spell may only be used when the caster is
in shadow.
NOTE - Innate Shadow Weavers are not
required to cast this spell. Whenever they
enter a shadow, and choose to be invisible,
they pay the mana points required for the
EL used and are. If trained, they may use
an EL less than or equal to their innate EL.




This spell allows the caster to leech
energy from the shadow of another being.
The target receives his full MDV in
defense. Success increases the Energy
Level and/or Casting Ability of the victim's
EnL and Casting Ability (if he has one).

RANGE-EL

DAMAGE - (EL+1)x5
EXAMPLE —An EL4 spell is cast and suc-
ceeds. The caster's EnL and Casting Ability
are increased by a total of 25. The victim's
current Energy Level and Casting Ability,
if he has one, are EACH reduced 25.
IMPORTANT - If a spell takes more energy
or mana than a person has, it takes what
he has in that area and no more. At no time
may the total points received by the caster
be greater than Y2 the amount drained,
rounded up.
EXAMPLE — An EL4 spell succeeds against
a man with EnL.20 and no magical training.
The caster drains 20 killing the man. He
receives 10 points to assign to his EnL or
Casting Ability.
IMPORTANT —No more than % of the
points gained, rounded up, can be assigned
to any one area. The remainder must be
assigned to the other area. No points may
be assigned to an area where none have
been used or lost. Points that cannot be as-
signed due to this are lost.
EXAMPLE - An ELZ spell gains the caster
15 points. He assigns the maximum, 9, to
his EnL. The other 6 are subtracted from
his Mana Points used, moving him back
towards his full Casting Ability. If his
energy level is at full strength, he loses the
6 that have to go there (assigning the mini-
mum there).
LIBERATE SHADOW

As for Liberate Spirit except the caster
sends his shadow on a specific mission. It
returns when the mission is complete or
it is recalled. While the shadow is gone, the
caster is unaware of his surroundings and
of what the shadow is doing. He is defense-
less. The only action he can take is to recall
his Shadow, which requires a Will roll. The
EL modifier for this spell increases his
chance of a successful recall. Once the
shadow returns, the caster will know what
it saw and did while it was gone. Per turn
that it is gone, the caster loses 1D6 energy
points. After a successful recall, the
shadow returns in 1D2 turns. If it exceeds
the recall range in performing its mission,

it must be summoned (CL1) to be recalled.

This spell can be cast at THREE times
normal cost on a willing person other than
the caster. When this is done, that person
suffers the disadvantages above. However,
the caster will be able to monitor the ac-
tivities of that person's shadow and direct
its performance of the mission in an intel-
ligent manner. The person whose shadow
is sent must still recall it. He is allowed to
add ¥ the caster's Will to his own in doing
so. If he fails the caster must summon the
shadow and force it back into the person's
body before that person dies.

RANGE - (EL+1)x 25" (The distance the

shadow can be sent from the caster and still

be recalled without Summoning.)

SPEED - MDV (MR equals the Caster's

MDV)

EL MODIFIER - [EL +1) x5
NOTE — Shadow Weavers have this as an
innate power. Their EL is determined as
specified in Book One. They may liberate
their spirit, with no EL modifier, at their
innate EL. They may operate as normal
while it is gone except they may not cast
Shadow Magic. If trained, they cast the
spell at % mana cost, rounded up, at any
EL less than or equal to their innate EL
AND receive the normal EL modifier. They
may not liberate another person’s shadow
unless they are trained.

SHADOW BANDS
The caster can create dark bands, within

his range, to chain one enemy per band
created. If the strength of the target exceed
the strength for the EL cast, the bands can
not affect him. If not, they enfold him and
prevent him from taking ANY action for
the entire duration. Once the spell is in
force, the caster can direct the bands
against any target he desires as long as he
does not move and does not cast any other
magic. He must hit these targets, using his
MEL x 2 as his OCV on the Combat Table.
Against the initial targets of his spell this
restriction does NOT apply.

RANGE-EL+1)x2 turns

NUMBER AFFECTED-EL+1 (The

number of bands created. One band is used

per target. If not used immediately, a band

may be used later against any target that

enters the radius. If the caster moves or

casts any other magic, bands not in use are

lost.) .

STRENGTH- (EL+1)x 10
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SHADOW CAGE

As for the Shamanic Spirit Cage spell,
with restrictions as specified for Deadly
Shadow. The caster must have a crystal
sphere or prism to serve as the cage. It can
be cast against shadows that are still tied
to their body. If it is cast against free
shadows, subtract TWENTY when rolling
for success.

A person whose shadow is stolen in this
way wastes away, losing 1D6 energy points
per day until he dies. The only way to save
him is to find the item containing his
shadow and smash it to release the
shadow.

SHADOW COMMAND

Anyone affected by this spell rolls
Will + MDV, minus EL modifier, to resist
the wishes of his "soul”. If he makes this
roll, he may attack the caster but must add
the EL modifier to all combat and magic
rolls. If the roll is not a success, he must
work towards performing the command
that has been placed on his shadow. Only
a single command may be placed. In all
other ways, it operates as for Compulsion.

RANGE-ELx2"
EL MODIFIER - (EL +1)x3

SHADOW PLAGUE
The spell strikes the victim with Plague
by affecting his shadow. In all other ways,
its affect is as for the Plague spell, except
the contagion is passed when his shadow
comes in contact with the shadow of
another living creature. Only a Negate
Curse spell can cure the spell before the
duration, as specified for Plague, ends.
INFECTION CHANCE - (EL+1)x5%
(Constitution has no effect on the chance
of infection.)

SHADOW SCULPTING

The caster can sculpt shadow into usa-
ble inanimate objects. He is limited in the
number of shadow objects he can have at
one time. Unless he makes the item per-
manent by recasting the spell at five times
normal cost for the EL used, items that he
creates dissolve if anyone else touches
them.

Items created with this spell must be
items that the caster has personal
knowledge of or that he is capable of mak-
ing normally. Cast at the normal cost they
are dark objects of solidified shadow. At
double the normal cost they have a normal
appearance AND can be animated if they
have the shape of an animate creature. To
animate such an item the caster must allo-
cate EL x 2 points from his EnL to the item.
While the item lives, it retains these points
and the caster cannot regain them. When
it is dispelled or dies, he may regenerate
them as normal. In essence, the caster
breaths a soul from himself into the item.
Animated items of this type have stats as
for Creations and will defend their creator
fanatically at all times.

RANGE -Touch only
DURATION -2 days (EL factor applies
as a power, the shadow will dissolve at this
time if it has not been made permanent.)
ITEM LIMIT-EL+1
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SOUL SIGHT

As for the Shamanic spell of the same
name. Sometimes used with the Deadly
Shadow spell to curse enemies.

WASTING HAND
The basic parameters of this spell are as

specified for the Freezing Hand. If the
caster touches his chosen victim the spell
drains energy from him and causes him to
age. If he fails to touch him, he suffers the
damage he would have done to that person.
For Range and Duration see Freezing
Hand.

DAMAGE-(EL+1)D10 (The energy

points lost AND the number of months that

the person ages.)
IMPORTANT - Those effected are stunned
one phase per year that they are aged by
this spell. If they are aged more than four
years, they pass out for 2D10 turns. This
spell has V2 its energy draining effect and
no age effect on creatures with greater than
human life spans.

Now we have the basics of Shadow

Magic. From here, we need to create the
Lord of Shadow, his realm and some
supernatural shadow beings for your
campaign.
MULABE KEJAN-Lord of Shadow,
Destroyer and Servant of Light, Enemy and
Ally of the Greater Darkness, Walker in the
Shadows, Lord of Infinite Shapes, Marshal
of the Kiana'shan, Master of Hidden
Thoughts, Foeman of Eternity, Immortal
patron of Selfish Action, the soul of Will-
fulness.

Lord Kejan mirrors the schizoid essence
of Shadow. He is dedicated to both the
preservation and the destruction of both
Light and Darkness, his enemies and the
forces that, together, make his existence
possible. His realm, and the creatures with-
in it, mirror his unpredictable nature. His
realm is a land of perpetual shadow where
neither light nor darkness can be pure or
total. Because of his nature, Shadow often
aids Balance but never aligns itself with
other forces. It is an independent force that
can be both a strong ally and a terrible

enemy to any with the courage to dare its
power.

THE REALM OF SHADOW

The terrain in this realm is psychotically
angular and twisted badlands. Shadow lies
throughout the land and, everywhere, isa
living force. In the center of this area, on
the Summit of Shadow lies Kejan's Citadel,
the central focus for the power of Shadow
and the throne of Mulabe Kejan.

Except for the forces of Shadow there is
no life in this area. Living beings who enter
the realm waste away as the substance of
living Shadow drains the power of their
being from them. Even their own shadow,
metaphysically a reflection of their inner
self, aids its brothers in accomplishing this
goal (seeking to liberate itself from the
fleshy cage and being that forces form and
substance on it). Except for beings with
innate ties to Shadow, and forces with a
contact level of TWO or higher, any being
who casts a Shadow that enters this realm
is in danger.

CREATURES OF SHADOW

The following creatures derive their sub-
stance, power and being from Shadow. All
are supernatural forces with magical
powers. All can be quite deadly in the right
circumstances.

SHADOW-FOX SHADOW
AHP 7 ocv 1

DCV 11 NWI -3

S 4(-1 St 12

D  55+3 A 120(+5)

MR 15 NAV 0

DTV 0 INT 8

MDV 8 EnL 40 MEL 4
cL 1t CDF 3 EL 2
NF  1D3+1

*Per individual summoned the NF listed
appear. If any are killed, the survivors dis-
appear with it, i.e. four of them appear, one
is killed, the other three leave to plot their
vengeance.

APPEARANCE - Shadow-foxes appear to
be the shadow of a large fox except for their
silvery teeth and claws. Whether sub-
stantial, or insubstantial, their appearance
is the same. Only an extremely empathic

HEROIC TRIVIA ANSWERS
(See Page 23 for Questions)

1) A Dryad is a woman associated with the
forest as a worshipper and guardian. A
Hamadryad is a tree spirit, the personi-
fication of the soul of a sacred tree.

2) Thor

3) The name in its entirety exactly defines
and delimits the person it belongs to, is part
of. Metaphysically, once it is known, it is
the person and can be used to compel its
owner or harm him through the name's use
in ritual and/or sympathetic magic.

4) Water

5) Coyote

6) White

7) She will consume him.
8) The Christian God

9) Yin and Yang

10) Gae Bolga

person, or an innate Shadow-weaver, can
detect the difference between these two
states.

SPECIAL

These beings are extremely intelligent,
sociable and capricious. They are never en-
countered alone, the fewest ever found
together is two. They are capable of
communicating with any human and, in
most cases, enjoy doing so. They are mis-
chievious and curious. Many a mortal who
has been befriended by them has regretted
their kindness.

All Shadow-foxes use MEL4/EL2 Insub-
stantiability. When they attack, one re-
mains substantial to bite while the others
try to draw the enemies blow in their in-
substantial form. As the battle progresses,
they shift form repeatedly making it impos-
sible for most people to determine which
of them is solid at a given time. In large
numbers, they can be a terrible enemy.

If the Referee wishes, the Shadow-fox
can be encountered in the Middle World.
It prefers Forest, Swamp, Plains and City
Margins if you add it to your encounter list.
NOTE - Though relatively friendly, these
beings are known for their intelligence and
their love of vengeance. To kill one, and
not kill its brothers, is guaranteed to inflict
the killer, and possibly the summoner,
with a "plague of foxes" for years.

THE KIANA'SHAN SHADOW
HPV 15 OCV  **+

DCV  *** NWI Varies*

S Varies* St Varies

D Varies* A Varies

MR Varies* NAV ~ NA**

DTV 0 CL 2

MDV 15 EnL 120 MEL 10
INT 7 CDF 7 EL 4
NF 1

*The creature has average values for the
shape it takes in all characteristics.
**The creature can only be effected by cer-
tain weapons. If the attacker has such a
weapon, the NAV is zero.

***QCV equals 3+SB+5tB at the time.
DCV equals (MR/5) + DB + AB at the time.
Both vary with the form the creature is in.
APPEARANCE - Kiana'shan are an amor-
phous blob of Shadow. In combat they
adopt the form of some creature or man.
At this time they appear to be the solidi-
fied shadow of that being.

SPECIAL

The Kiana'shan can take any shape that
they wish and hold it for as long as they
desire at no further cost. They are immune
to damage from any attack, normal or
magical, except for Light or Darkness
Powers or any item with those powers in
them.

Kiana'shan are energy leechers. In
addition to any physical damage they score
in combat, any target wounded loses
2D6 +4 energy points. If, at any time, the
total energy consumed exceeds Y the
Kiana'shan's energy level, it departs.



SHADOW BEAST SHADOW
AHP 40 ocv 15

DCV 6 NWI -6

S 100(+5) St 40(+2)

D 20(+1) A 20(+1)

MR 10 NAV 4

DIV 0 CL 2

MDV 12 EnL 60 MEL 6
INT 5 CDF 7 EL NA
NF 1

APPEARANCE-An immense anthro-
poid more than 20 feet in height. The
Shadow Beast has white fangs, silvery
claws and is a solid, preternaturally dark,
shadow.

SPECIAL

When combat against this beast begins,
roll its MEL without modifiers on the
Magic Table. If the result is success it has
the blessing of the Lord of Shadow, grant-
ing EL3 Luck and EL3 Invulnerability. Any
other result indicates that it does NOT
receive these benefits. Other than this
power, the beast is strictly a physical force.
It can be encountered normally, at the
Referee's discretion, in Hill or Forest areas.
It can also be summoned from the Upper
World. It is the bane of creatures of Law
and Chaos. It has also been known to
extend its hatred to the Kotothi and Sidh
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forces. Except for these hated things, the
beast rarely attacks other forces except in
self-defense or to protect something it is
warding.

These are the basic forces of Shadow. If
you adopt this article, and use it in play,
feel free to modify it as you wish. Many
additional powers, creatures and forces can
be derived from Shadow. The items
presented here are just the tip of the ice-
berg, let your imagination roam to discover
other elements of its power that are worthy
of your campaign.

Talent is a subject that has long fas-
cinated me. Why one person has a natural
ability at a skill that is superior to another's
long, hard practice is a difficult question.
Is it because of genetics, racial memory or
subconscious exposure during infancy and
early childhood? Who can say? All I am
sure of is that Talent, whatever its source,
gives us another way to personalize role-
playing characters. RuneQuest is an ideal
medium for this because of its versatility
and internal self-consistency.

For game purposes, I will define
‘Talent" as ability with a specific set of skills
that transcends the typical expertise and
learning potential of the species in
question. A talented person has higher skill
and learns the skills that he has talent in
more quickly than a normal person. Now,
even though all characters are not created
equal, I do not want to make a possible
imbalance worse. Any character who has
talent must also have mental blocks, i.e. a
group of skills that he or she has difficulty
in learning. This keeps talented characters
from over-running the game or other
player characters.

Deciding what percentage of characters
can be talented is up to the game master.
I prefer to let players have a lot of control
over character generation. However, for
others and NPC's, there is a table at the end
of this article.

My method allows players to take a
talent increase percentile of up to TEN
points in any ONE skills category modifer.
This amount of increase never changes.
Characteristic changes may later change
the modifier but the character will always
have the amount of increase taken in
addition to that determined by his charac-
teristics.

The number added above must now be
subtracted from one or two (player’s
choice) other categories. If two categories
are chosen, the total of both added must
equal the amount added to the talented
category. If one category is penalized, the
modifier must equal the talented bonus in
the other area. The total points of mental
blocking, like talent, are permanent
changes to the skills category modifier af-
fected. Players should consider closely the
advantages and disadvantages of each
category. Game masters must remember
that players will make opportunities to use
advantaged areas. They, as game masters,
must see to it that they have a need to be
aware of their disadvantages as well.

I have found that it is not a good idea to
allow players to apply talent or mental
blocking to their magic skills modifier.
When this is done, games heavily into
sorcery get blown away. In games where
little magic is used, a mental block is
too convenient a loophole—in essence
granting the talent for nothing. Talent with
weapons covers both attack and parry.
Players should divide the talent benefit,
whether positive or negative, between the
attack and parry modifiers.

Improvement in skills from experience
is normal. When the roll is taken it is in-
creased or decreased by any talent or
mental block modifier that applies. Talent
will help a character to learn more often
and blocks will greatly impair his ability
to learn from experience.

Improving skills by training is normal
except for the time needed to train for the
increase. Talented skills train for hours
equal to Current Ability MINUS the Talent
modifier. Blocked skills are trained in for
hours equal to Current Ability PLUS the
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Block modifier taken.

EXAMPLE

The base time to increase in something is
21 hours of training. A person talented for
10 would increase after 11 hours. A person
blocked for 5 would need 26 hours.

Skill improvement by research is the
same as usual. The talent or block modifi-
er is applied when rolling to improve such
that a talented person has a greater chance
to improve and a blocked individual has a
lesser chance to do so.

Any talent system is arbitrary. However,
we have found this system to be fun and,
in my campaign, it has helped develop the
atmosphere of role-playing and storytelling
that is essential to any successful
campaign.

RANDOM TALENT TABLE

If you desire random generation of talent,
the base chance of a character being
talented is 10%. The amount of talent is
determined with 1D10. He will have 1D2
blocks. The category in which he is
talented is determined rolling D100 on the
table below:

CATEGORY
DETERMINATION TABLE

ROLL  MODIFIER AFFECTED
01-14 Agility
15-28 Communication
29-42 Knowledge
43-56 Manipulation
57-70 Perception
71-84 Stealth
85-100 Weapon Skills



