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This file was written especially for players in D& Known World
canpai gns. Further information on shadow el ves appears in a
separate file: "Shadow El ves: The O ficial DM TM Book for the
D&D(R) Gane." This material may al so be adapted for an AD&D(R)
MYSTARA(R), HOLLOW WORLD(R), or RED STEEL(R) canpai gn using anot her
AOL library file that describes shadow el ves in AD& game
statistics ("Shadow Elves: The O ficial AD&D(R) Game Statistics").
Maps and illustrations fromthe original GAZ13 product are not
avail able on-line at this tinme.

Shadow el ves are unknown on any other official canpaign world in
the AD&D game nultiverse. However, individuals can travel wherever
they |ike, using spells, devices, magical gates, or elenents of the
SPELLJAMVER(R) or PLANESCAPE(TM canpai gns.

The worl d of Mystara has undergone maj or geopolitical changes in
recent years, given the events detailed in the <Wath of the
I mortal s> boxed set, the three <Poor W zard's Al manacs>, and
<Joshuan's Al manac> (due out Decenmber 1995). Shadow el ves have
fought their way to the surface world and now control their own
ki ngdom Aengnor, which is conpletely surrounded by Darokin.
(Aengnmor was formerly known as the el ven kingdom Al fheim) Consider
the information in this file and other GAZ13-based ACL files to be
the nost accurate "pre-Wtl" data available. Files updating the
shadow el ves' situation mght be posted at a | ater date.

I nt roducti on

Before starting a shadow el f canpai gn, make sure that you, the
pl ayer, are famliar with this guide, which provides you with an
overvi ew of the nysterious shadow el ves and gui delines for creating
shadow-el f characters to use in their hone deep beneath the Broken
Lands of the Known Worl d.

The very best way to | earn about the shadow elves is not to
encounter them as a reader, but as a player character. The culture
of the shadow elves is truly an alien one, quite different from
life on the surface. It has many | ayers, and peeling off these
| ayers, one by one, is a time-consuni ng process. Not even the
shadow el ves know why they do sone things the way they do; so nuch
is shrouded in history, or in their deeply held beliefs. Mich
enj oynment can cone from | earning about these underground elves in
a pi eceneal fashion, so the best way to experience this book is to
| et soneone else "read"” it to you, in the course of a gam ng
sessi on where your characters | earn--perhaps incorrectly, at
first--about the shadow el ves.

When you are finally ready to play a shadow elf character of
your own, this is where you'll return. About half of this book
gives the cultural perspective of the shadow elves: history as they
know it, general geographical information, a typical day, and sone
scattered details about the "Way of the Shamans."” The rest of this
book details the creation and playing a shadowelf character, wth



an extensive list of skills and spells.

For those players who want an extra chall enge--at the cost of
sl ower advancenent--the |ast section of this book tell you how to
create and play a shaman, or ritual spellcaster, anong the shadow
el ves. Shamans dedicate their entire lives to Rafiel, the Imortal
and to the shadow elves as a whole. In return for their service,
they gain additional spells, as well as the respect of the shadow
elves for their wi se | eadership.

Besides the rules for the D& game, you may be interested in
perusi ng GAZ5 <The Elves of Al fheinm and GAZ10 <The Orcs of Thar>;
bot h of these books pertain to the "friends and nei ghbors"” of the
shadow el ves. The perspective of these books, of course, is
different, and a few "well-known facts” in them m ght not be
entirely correct--but a character who wants to know the whole truth
about the shadow el ves nust travel to their underground doni nion
and |ive anmong them

Wel cone to the Honme of the Shadow El ves

Adventurers know t he Broken Lands as a rugged, forsaken area of
burning sunlight and dry, dusty rocks. Merchants who have business
on the other side of the Broken Lands, along with nercenaries hired
to protect them are typically the only outsiders willing (or
foolish enough) to enter this barren place

Some adventurers al so know that the Broken Lands are not as
deserted as they appear, for below them are the caverns that serve
as honmes for many humanoid races: orcs, bugbears, goblins,
hobgobl i ns, kobol ds, ogres, gnolls, and trolls. The orcish king,
Thar, claims the Broken Lands as his, and together with his hordes
t hreatens any on the surface above who trespass his domain. |ndeed,
the Broken Lands are quite inhabited, for the vicious and ugly
humanoi ds who live beneath its surface are still not as deep as
possi bl e. Beneath the orcs and their allies live a race never neant
to inhabit the bowels of the earth, but |ost to depths eons ago and
now accustoned to |ife bel ow ground: the shadow el ves.

Only a handful of the hunmanoi ds above the shadow el ves know of
their existence, and al nost no surface dwellers are aware of them
Yet the shadow el ves have know edge not only of the orcs and their
kin, and the Al fheimelves and other dem humans farther above, but
al so of lands and races never dreant of by any of these: the area
known to the shadow el ves as the Land of the Red Sun

Rafiel WIIl Guide H m

The cavern was cold and humid, a contrast fromthe usually warm
and dry abodes that the shadow el ves inhabited. But this group was
not at hone: they had travel ed sone distance in order to
participate in a ritual as old as their race, a ritual handed down
fromthe Imortal Rafiel, a ritual ordained in the Refuge of Stone.

No torchlight nor candle flane reflected off the shaman's pale,
nottled face, for this was a ritual of darkness, as were all of the
rituals of the shadow elves. Still, the small group huddled in this
cave coul d see through the bl ackness as well as any surface dweller
could see in daylight, and their large, pointed ears could easily
pull in the whispering of the shaman's chanting voice as she
recited the history of the Four True Cl ans.

"Once, long ago, before the Great Rain of Fire even before the



shamans di scovered the secrets of the Earth Fire, we lived on the
surface, as did all of our brothers and sisters. Deep in forests
green did we dwell, a happy people in a happy land. W were a
fertile race, living at peace with all in a fertile land. Qur

el ders brought us up wi sely, teaching us all those things that we
needed to know, and we in turn brought up our children so that they
coul d preserve the best of all of us.

"And so life went on for so many years, until humans caused the
Great Rain of Fire, the day that the sun and the noon noved
suddenly across the sky, and our fair land was |ost in snow and
ice."

The shaman paused in her recital, a tear rolling slowy down her
cheek. She turned to the nother and father standing there, staring
intently at each. The nother's eyes had already begun filling with
tears hours ago, as the shadow el ves were naking their pilgrinmge
to this lonely spot. Sonehow the little bundle in her arnms knew not
to cry.

The shaman reached out her hand to pull the bl anket back from
the baby's grotesque face, then continued her soft chanting.

"But all was not |ost for our people. Those at hone in the south
were nostly destroyed, frozen by the bitter cold and unable to find
food anywhere. Fortunately, though, our elders had visited
Bl acknmoor, and even as it was burnt to a cinder, this remant found
the Refuge of Stone.

"The fathers of the Four True Clans dug deep beneath the
surface, finding incredible caverns that hid them fromthe Rain of
Fire. Al of Blacknpbor was |ost, but the elves were safe.

Travel i ng onward, always deeper, after many years the | eaders of
this remant found a | arge cavern where they settled. Etched on its
wal I's, touched by the hand of Rafiel, were the sacred words of the
Refuge of Stone. It was there that our ancestors built a great
tenple, and it was there that the City of Stars grew up. Rafiel had
not yet taught us the Way of the Shamans, nor the secret of the
soul crystals.™

The shaman | ooked down at her breast, where hung a |large, clear
stone, which even in the pitch darkness of the passageway seened to
glowwith its owm |ight as she spoke. Holding tightly to the
crystal with her left hand, she put her right hand on the forehead
of the tiny sacrifice she was about to offer to the Way of the
Shamans.

"The Way of the Shamans was there, in the Refuge of Stone, but
our elders could not see it, for Rafiel did not want themto see
it. The secret of the soul crystals was there, in the Refuge of
Stone, but our elders could not see it, for Rafiel did not want
themto see it. But Rafiel was good, and Rafiel was w se, and the
Ref uge of Stone caused our people to grow in nunber.

"Life in the City of Stars was hard, with little food, and many
of us hungered for many years. Rafiel was testing us, tenpering his
people as a snmith tenpers his sword. After centuries, Rafiel was
convinced that this sword was true; he knew its hardness and its
sharpness. Wth this sword, Rafiel could snmte any enemy, and so it
was that Rafiel revealed to us the Way of the Shamans, hidden
within the carvings of the Refuge of Stone.

"Light brings forth shadow, and only shadow can bring forth
l[ight. May this soul bring forth light, and return together with
others to | ead our people.”

So saying, the shaman took the baby fromits nmother's arms and



set it gently on the cavern's floor. "Rafiel in the rocks can guide
this one's path now Strengthen him help himto find a clear
crystal, lead himas you led us to our Refuge of Stone. W will
watch for him just as you patiently watch over us."

The shaman started back down the cold passageway, |eading the
party hone to the City of Stars, while the crystal on her chest
gl owed brightly. The dwi ndling sounds of the baby's whinpering
mat ched his nother's silent tears

Hi story as the Shadow El ves Know |t

The el ves who had | ed the Bl ackmoor expedition were caught
unawares by the Great Rain of Fire. They fled into the Broken
Lands, finding caves there that promised to protect themfromthe
scorching flames on the surface. Deep within the ground, they found
a vast cave with unusual properties: one could stand on its ceiling
as easily as on its floor. On that ceiling they settled, attracted
by nysterious carvings, and founded the City of Stars.

The City of Stars was not the only city of the shadow el ves, but
it was the largest, and it did manage to survive--sonething
difficult considering the circunstances. The catastrophe on the
surface continued in the depths of the earth and utterly destroyed
one city, Aengnor, when it was surrounded by |l ava after an
eart hquake. Even so, after centuries, the elves had started to
rebuild civilization, and centuries after that, they dared to
travel to the surface again.

The el ves had by now forgotten the way to the surface, but the
bravest anmong them were sent to seek it out. On their first
journey, a small party of elves found the |land as inhospitable to
themas it was when they left it: the sun burned a fiery red, and
refused to set at night. The pale skin and eyes of the shadow el ves
were little match for the sun's brightness; many nmenbers of this
group were blinded after only the first day, and all of them died
shortly after returning to the City of Stars.

A second expedition was sent out about a hundred years |ater.
The shadow el ves energed in the Broken Lands near what is now
called the Sun's Anvil, and needl ess to say, the expedition |eader
deci ded that the surface was still not habitable. Meanwhile, the
shadow el ves had occasionally encountered other denizens of the
Broken Lands. These humanoi ds in general found the shadow el ves
deli ci ous; none of themwas able (nor did any try) to correct the
shadow el ves' false inpression of conditions on the surface.

Eventual | y, shadow elves in some cave or other canme upon a party
of human adventurers. These humans scarcely recogni zed the shadow
el ves as elves, so nuch had their appearance changed over the
mllennia. The shadow elves |earned fromthese humans that the
devastation fromthe G eat Rain of Fire had ended |ong ago, and
even nmore astonishing, that an entire nation of elves had
establ i shed thenmsel ves on the surface--Alfheim (In fact, severa
nations of elves had fornmed, including Wendar, Shie Lawr in
Al phatia, and two principalities in dantri, but the shadow el ves
did not learn of these until later.)

The shadow el ves, unskilled in the arts of diplomacy (for such
had never before been needed by their kind), hastily sent a group
to Alfheim on the surface, but peace was not to be readily had.
The surface elves, who had sonehow survived the ice age in their
honel and and travel ed here, were not interested in sharing their



bounty with their |ost cousins. A series of overtures and
counterovertures finally ended with Celedryl, then king of Alfheim
ordering that all shadow elves found within his real mbe

i mredi ately killed.

The shadow el ves hardened their hearts at this. This was agai nst
their code as elves: Never would they treat another of their kind
so shamefully. They now understood why Rafiel had prepared them so
wel |l for the hardships of cave living, for it was evidently their
fate to live forever in the City of Stars and its environs.

Still, sonme shadow el ves are yet hopeful that they nay be able
to return to the surface sone day, and certain envoys have quietly
been sent to different nations to investigate this eventuality.
Meanwhi | e, the shadow el ves are not friendly to any visitors to
their realm the approved policy is to shoot these enemies first,
and ask questions later.

The Four Lost Clans

In relation to the elves of Alfheim and other surface |ands, the
shadow el ves make up all that is left of four clans | ost when
Bl ackmoor was destroyed: the Cel ebryl, the Porador, the Felistyr,
and the Gel balf. Elves are not a solitary people; they enjoy the
company of others of their kind. Thus, it is not surprising that
these four clans have gathered into four cities underground.

These four cities are connected by a warren of tunnels, opening
out into caverns |arge enough to hold each of the cities. The
tunnel s connecting the cities are not of uniform size, and so nost
tunnels are designated as allowing travel in only one direction. In
this manner, groups sel dom need to pass by each other in the
narrower passageways. The elves have a certain anount of
speci alization, so trade between cities is a commopn activity.
Traveling the wong direction is seen as a breach of good manners.
More about the tunnel networks connecting the cities can be found
bel ow.

VWil e nmenbers of a clan live in the city to which they bel ong,
it is ordinary practice to marry a shadow elf froma different
city. The new couple then sets up their home in the bride' s honme
city, usually living near her parents, and sometines sharing
quarters with them The new husband is considered to belong to his
wife's clan after the marri age.

Geography in Genera

The domain of the shadow el ves covers one of the greatest
regi ons of any country covered in the Gazetteer series. If it were
suddenly noved to the surface, it would extend fromBelcadiz in
G antri, east to the regions of the Ethengarian Yakuts and the
Dwar f gate Mountains, then south to the Cruth Muntains and west in
a line below the city of Darokin as far as Lake Ansorak.

The shadow el ves, spread out over their underground expanse,
nurmber about 550,000, with nmore than half of these concentrated in
the clans' four mmjor cities.

The City of Stars

Popul ati on: 250, 000

Cl an: Cel ebry

Description: The City of Stars is the capital and largest city of
t he shadow el ves, and an architectural marvel, for it is built on
the ceiling of the |Iargest cavern known to them The elves thought



it amracle that gravity acted in the way that it did in this
cavern, and the fortunate di scovery of the Refuge of Stone on a
cavern wall further guaranteed its value as the site for a city.

The gravity is in general uniformfor anyone standing in a
particular spot: he feels firmy attached to the floor bel ow him
and anything he throws up into the air falls back down to the
ground as expected. But there are areas of sudden gravity shifts
along the walls, and a careful clinber will discover that he can
ascend to what he thought was the ceiling and then stand upon it,
| ooki ng "up" toward the "floor" he was standing on before. It is on
this ceiling that alnmpst a ngjority of shadow el ves nakes their
hone.

The name of the City of Stars derives fromits appearance from
the floor of the cavern in which it is built. The unusual gravity
of the cavern allows a visitor to stand on the floor of the cavern
and | ook up at the city, mles above, so far away that its
streetlights and wi ndows appear to be stars. Sonewhere, deep in the
shadow el ves' racial nmenories, they recall the beauty of stars
under a summer sky, so the City of Stars holds a particul ar
enoti onal appeal. Indeed, the infravision of the elves |eaves
little need for lights--the main reason they are kept is so that
the city deserves its name when viewed fromthe floor of the vast
cavern.

The City of Stars, however, does not always deserve its name,
for its cavern is so large--and so warm-that the center of the
cavern often fills with clouds, and rain falls about once a week.
Because of the peculiar gravity of the place, this rain falls both
directions at the same tine. Thunderstorns occur |ess often, but
are quite dramatic and seen as a good omen fromthe Imorta
Rafi el .

The principal feature of the City of Stars is of course the
Tenple of Rafiel, built against a face of the cavern on which is
carved the Refuge of Stone, the religious text upon which the Way
of the Shamans and all worship of Rafiel is based. The Tenple of
Rafiel alnost entirely fills this niche, with stalactites hundreds
of feet Iong hanging down nearly to the steps of the tenple.

The tenple is built as a series of concentric rectangles, with
wall's sloping in toward the center. Any shadow elf is free to
worship at the shrine on the very top of the tenple, but entering
inside is allowed only to shamans. Only the highest-1level shanmans
have access to the innernost sanctum of the tenple.

The Cel ebryl Air Force is of course based in the City of Stars;
its troops practice maneuvers daily, swooping their |arge
ski nwi ngs--tremendous flying reptiles simlar to w nged reptiles of
t he age of dinosaurs--through the air.

The City of Stars is directly underneath Troll hattan, in the
Broken Lands; the water fromthe city's wells, in fact, is filtered
down from Troll Lake nore than a thousand feet above

New Grunl and

Popul ati on: 40, 000

Cl an: Por ador

Description: The city of New Gunland is | ocated about 100 mles
north of the City of Stars, a good twelve-day journey through

twi sting tunnels that connect the two caverns. New Grunl and's
cavern is about half the size of the capital's, but is considerably
war mer .



The Grunl anders take advantage of this heat by grow ng and
processing food, trading it with the other three cities of the
shadow el ves. A "Porador breakfast"--only a single nmouthful--can
last an elf all day long, because of the way it is conpressed and
preserved. Foodstuffs such as these are particularly useful for
traveling through the caves; no one wants to be burdened with extra
wei ght .

Al fnyr

Popul ati on: 25,000

Cl an: Fel estyr

Description: Alfnyr boasts the |argest vein of soul crystals of any
of the cities of the shadow el ves. Mning these crystals is

tedi ous, exacting work--it can take several years to extract a
single crystal --but is considered rewarding by the el ves because of
the religious significance of the crystals. The crystals, of
course, are not traded with other clans, but are shared between
shamans, who are considered clanl ess, belonging to all of the
shadow el ves.

Al frmyr does profit financially fromits mning, though, often
finding precious netals near the pockets of soul crystals. The
smoke of smthies can be snmelled in Alfnmyr, as these netals are
fashioned into fine arnor and weapons.

Ceographically speaking, Alfmyr is the city farthest fromthe
rest of the shadow el ves, being |ocated al nost directly under the
Canol barth Forest in the kingdom of Alfheim

Losetrel

Popul ati on: 17,500

Cl an: Gel bal f

Description: The smallest of the four main cities, Losetrel is
known for the bravery of its tailors. Spider silk, gathered from
the webs of giant shroud spiders, is carefully cured to renove its
paral yzing features, and is then woven into cloth and cut and sewn
into white garnments of considerabl e beauty.

The shroud spiders are not donesticated in any sense of the
word. Their bite is poisonous, but it is considered unprofitable to
kill a spider, as they take years to grow to a size at which they
can spin usable silk. This neans that the webbing nmust be "stol en”
fromthe spider, usually acconplished by having one tailor lure the
spider away fromits lair by feigning to be trapped whil e another
tailor grabs up the silk. This is a dangerous maneuver, since
anyone within 30 feet of the spider can be hit by a paral yzing
strand of web.

Webbing is also made into ropes that retain their property of
paral ysis for several nonths; these are often used as | assos by
ski nwi ng troops, or by ground forces traveling through tunnels near
humanoi d settl enents.

The techni ques first developed in Losetrel have since been
adopted in other cities and settlenents of the shadow el ves.

The Tunnel s of the Shadow El ves

Shadow el ves are as adept at m ning and tunneling as the dwarves
of Rockhone are, but for the nost part the shadow el ves have not
had to create their own tunnels. Indeed, the area that they inhabit
isriddled with literally thousands of caves and tunnels, with sone
passageways being hundreds of mles |ong.



Not only do these passages |ead between the four cities of the
shadow el ves, but they also |lead to many of the realns of the
humanoi ds, as well as to the surface in various |ocations,

i ncluding @ antri, Darokin, and even Thyatis and Al phati a

Natural ly, the endpoints of these tunnels are carefully guarded
by the shadow el ves, even though visitors through themare rare.
The nost common (after ordinary animls and other nonsters) are
humanoi ds from the Broken Lands above, but the occasional human or
dwarf party is not unknown.

Interestingly enough, there is a tunnel that is purported to
lead to the fabled "Land of the Red Sun", and it is guarded just as
any other tunnel would be, although none of the shadow el ves use
it. Being posted here is considered a denotion

The shadow el ves have spent--and continue to spend--considerable
time working on these tunnels. If one didn't know better, one
per haps woul d suspect that the shadow elves were related to
dwar ves, because of the enjoynent and skill they have with mning

Tunnel s are wi dened where necessary to provi de proper passage.
Where stal agnmtes and stal actites prevent wheeled carts or pack
animals from nmoving through, these natural features are renmoved by
work crews to provide a path. Sone areas need special shoring up
along walls and ceiling to insure safety.

Not all the tunnels are filled only with air--sone are
consi derably nore hazardous while offering other benefits. Mny
tunnels are flooded with underground rivers, and several of these
rivers are navigable, allowi ng the shadow elves to travel in boats
fromcity to city. Extensive work has been done on several of these
wat er tunnels, because a boat can't just duck its head when the
ceiling is lower. The erosion along these tunnels also requires the
constant attention of shadow elven mners. Sone | arge caverns
contain gigantic underground | akes; sone of these have shadow el f
cities and settlements along their banks.

A few tunnels are "wind shafts”, with air blowing fiercely in
one direction or the other, depending upon the pressure of the
caves that are interconnected. These insure that the shadow el ves
have fresh air to breathe, besides allow ng smoke to be carried off
safely. For the npbst part, these passageways are not further
excavated by the shadow elves, lest they interfere with the natura
wi nd.

Finally, a few tunnels are filled with nolten magma, on its way
to becom ng | ava once it reaches a surface and spews forth froma
vol cano. Tunnels only partially filled afford opportunity for the
shadow elves to vary their diet, for many of themcontain |ava
fish, a succulent food prized not only because of its rarity but
al so because of its piquant flavor. Lava rivers frequently becone
the homes of blacksmths and other nmetal workers, as well as other
types of businesses that need a high heat source. Explorations of
these tunnels, when possible with the assistance of nagic, show
that nost of themend in great [ava whirlpools, sonme leading to the
surface--presumably to a vol cano or future vol cano--and sonme
| eadi ng back down into the depths of the world.

As can be expected, different types of tunnels can converge nore
or less in one spot. Thus, for exanple, a wind tunnel, |ava tunnel
and underground river mght create a great quantity of steamthat
is blown off to some other cave

Finally, it must be enphasi zed that these tunnels are quite
variable in size--sone can barely be squeezed through by a young



shadow el f, while others can be several niles wde.
A Day in the Lives of the Shadow El ves

<<l a.m:>> Swoopi ng through the black sky, Teledriel kept his
eyes sharp, scanning this way and that, hunting for his deadly
prey. Teledriel belonged to Clan Cel ebryl, and had earned his post
as captain of a patrol after 19 years of service. Above him stars
twi nkled--the lights of the City of Stars. His skinw ng mount knew
this cave as well as he did. The great beast flapped its |eathery
wi ngs only occasionally, otherw se catching the warmair currents
that lifted off various rocks, hot fromthe energy in the bowels of
t he earth.

Thi s whol e area underground was riddled with tunnels; the major
ones were well guarded by troops on the ground, but there were not
enough elves to protect all of them and sone of these tunnels |ed
to the Broken Lands above. It was a full-tinme job for nmany,
protecting the habitations of the shadow el ves fromthe maraudi ng
humanoi ds. \Whenever possible, it was standard policy for the shadow
elves to kill any unwanted visitors, conpletely to the |ast
soldier. If any happened to escape, or if a raid was considered not
accidental --not just a party of trolls who were lost in the
tunnel s--then the shamans needed to be called in, to use their
magi ¢ to reroute the tunnels, so that the orcs and their kin would
not be able to find the shadow el ves that way again

For the nobst part, humanoids were too stupid to attenpt
attacki ng the shadow el ves--and those with enough intelligence to
accomplish it were smart enough not to try. Tonight, Teledriel
hoped that all would be quiet.

<<2 a.m:>>1In the city of Losetrel, in a quiet little house, in
a small room an elf lay in painful struggle--the struggle for
life. She and her husband had waited for this nmoment for 28 weeks
now, the nmonent when she would give birth to their first child. The
pai ns were conming nore regularly now, and Faengl oar knew that the
time was close.

Her husband, Poponel, was worried, as worried as any husband
woul d be at such an occasion. He loved his wife, but was frightened
of her frailty. He glanced at the nmidw fe hovering nearby, and
wondered if his child, whether son or daughter, would be born
heal t hy. Faengl oar was only 141 years old, quite young to be having
a child.

<<3 a.m:>> The town of Porador was quiet at this tinme of day,
but Dilgar liked it that way. He was al ready up and busy tending
his charges. "My beasts want to be mlked reg'lar,” he liked to
say, and he prided hinself on the fact that he had not missed a
norning or evening in 22 years on the farm

The giant slugs--not the wild variety, but a species
domesti cated by the shadow elves millennia ago--waited patiently in
their stalls, growming softly when Dilgar poured the slop in their
feed troughs. This was Dilgar's favorite part of the job, when the
beasts' eager natures showed through. Dilgar liked his slugs to
show sone spirit.

<<4 a.m:>> Faengloar's cries had grown | ouder over the | ast
hour, as her pain had intensified, and Poponel had been ushered
fromthe roomby his sister-in-law. Now Poponel had only to do what
every father had to do at sone tinme in his life--to wait by
hinself, with his fears, while his wife bore his child. It could be



hours yet, he thought to himself. He hoped that he could endure the
wait and wi shed that he had a treltilan to snmoke while he paced
back and forth.

<<5 a.m:>> Seladir set down her towel; she was dry enough now,
and conbed through her danp white hair w th quick, eager strokes.
Sel adir had nuch to do today--she had been up for an hour
al ready--for Seladir was a shaman.

She picked up the small copper pitcher and poured a few drops of
holy water on each hand. Barely audi ble, she asked that Rafi el
woul d gui de her this day and keep her heart and body clean, so that
she coul d better serve him This ritual conpleted, she hurriedly
dressed, finishing her outfit with a large white gemthat hung from
a gold chain around her neck. "May Rafiel guide these to us,"” she
solemly intoned, and then wal ked from her tiny roomtoward the
mai n chanber of the Immortal's tenple

<<6 a.m:>> Mardani el continued along his way, quietly taking
step after step as he had for the last three hours. To another
shadow el f, keepi ng such hours woul d seem unusual - - but Mardani el no
| onger had the right to call hinself a shadow elf. Mardaniel was a
<wanderer>, forced to leave his city after a shaman determ ned that
he was too old to stay any longer. "Too old!" he thought to
himself-- "as if | was any spryer at 700 than 800."

Mar dani el chuckled to himself at this thought, then sucked in
his breath | est anyone hear him This cavern was one he had never
entered before, of course, for it was ordered in the Refuge of
Stone that wanderers never retrace their steps, and Mardani el was
not one to tenpt Rafiel's justice over so inconsequential a matter.

<<7 a.m:>> Teledriel was pleased with the night--everything so
far had been quiet, and only two nore hours on his shift. The
sturdy beast under his saddl e showed no signs of tiring, but
Tel edriel would be glad to | and and crawl into bed.

His stomach reminded himthat it was tine for his neal. He
whi stled twice to his skinwing as a signal, then tied the reins off
to the saddle-ring while his nount flew steadily on. The pouch
hanging from Teledriel's belt held his neal for the day, and he
opened it gingerly, pouring the brownish [unmp into the palmof his
hand. He offered a silent prayer up to Rafiel, bit into his
br eakfast, and swall owed the whole in two gulps. Teledriel would
not be hungry again until the foll ow ng norning.

<<8 a.m:>> Seladir felt entirely at peace with herself, as she
did each norning after the adulation of the Refuge of Stone. The
wor shi p chanber of Rafiel's tenple was huge, and the back of the
| argest chanber was built into the face of the cliff. No wall was
added, for here was found the Refuge of Stone, the instructions for
t he shadow el ves, drawn by Rafiel's own finger into the rock.

Those gathered there this norning had read out the 14 verses of
the Refuge of Stone, following the letters carefully even though
each had nenorized the entire text |ong ago. Mst of the
congregati on were shamans, wearing soul crystals, and these gens
shown the brighter while the holy words were recited.

Sel adir wished that she could stay in this place for a while
| onger, but knew that she had other duties to keep her busy today
in the tenple.

<<9 a.m:>> Teledriel was putting his great beast away, rubbing
his back with a stiff brush where the saddl e had been strapped for
the past 12 hours.

Suddenly, both beast and rider bristled at the faint sound of a



horn being blown from sone distance away. Every shadow elf in the
City of Stars knew this sound, for there was only one reason that
horns were bl own--an attack from outsi de!

Tel edri el grabbed the saddle back fromits rack as a boy cane
running to help. Wthin nonents the great straps had all been made
fast, and Tel edriel was wi nging his way back across the sky. His
ears picked out the direction of the horn, and he guided his nmunt
hi gher and hi gher, soon reaching the gravity shift point where he
swung the skinwi ng over and began the rapid descent toward the
opposite floor of the cavern

<<10 a.m:>> Dilgar had finished mlking his slugs, and even now
was pouring the last bucketful of their yellowbrown mlk into a
| arge vat. The evening before, he had picked a handful of lernmon (a
kind of fungi) and now tossed it into the vat and stirred briskly
with a | arge wooden paddle. Wiile the m |k was curdling, he rinsed
off his | eather apron--slugs <can> be a little nessy at tinmes--and
headed off to the "north 40," where his fungi needed tending.

<<11 a.m:>> Poponel's mnd junped back and forth froma nood of
hope and ease, to one of excitenent and eagerness, to one of doubt
and worry, and back again. He tried sitting, he tried pacing, and
he even tried |lying down. None of this was able to settle him-but
woul d anyone expect it to?

Fromtime to tine he could hear his wife's groans of pain from
the next room which only made himfeel even nore powerless. The
mdw fe didn't really help when she stepped out for a nonent and
asked how he was--he felt enbarrassed for being nervous, and felt
further enbarrassed for feeling enmbarrassed

<<Noon: >> On the surface, the sun would be at its highest point
in the sky at this time, but inthe City of Stars it was, of
course, still as dark as ever.

Seladir's noontine nmeditation was interrupted, as she knew it
woul d be when she first heard the horns, by the arrival of injured
troops fromthe battle across the gigantic cavern. One of the worst
injuries was a skinwi ng rider--probably an officer, to judge from
his clothing. The mlitary heal ers who brought himin said that he
had been anmbushed by two trolls who junped out at hi mwhen he dived
toward a reginment of orcs. His skinwing had been killed--and half
eaten!--by the trolls. If their hunger had been |ess, they m ght
have paid sone attention to this flyer and he woul d have returned
to a soul crystal; as it was, he lay on the ground unconsci ous
whi | e ot her shadow el ves | aboriously defeated the humanoi ds al
around him

Sel adir | ooked at this specimen of bravery now He would |ive,
but it would be some tinme before his left |eg regenerated, and that
required the care of a shaman. Bl essed by Rafiel, she thought to
herself, this man would fly again in a few nonths.

<<l p.m:>> Reginal had stared at the wall of this cave for over
two hours now, and he felt ready to take the next exacting step.
The pick in his hand | ooked like a child' s toy, small as it was,
but it was of the finest shadow el ven craftsmanship. Further, it
had been bl essed by the shamans at the Tenple of Rafiel. No other
tool would fit the bill for the precise work he was doi ng

Regi nal was no ordinary mner. He was not digging a new
passageway to sone cavern, or w dening sone tunnel so that carts
coul d pass, or even raising the ceiling of sone underground
river--a dangerous job, but necessary for navigation in mny cases.

No, Reginal was m ning soul crystals, and he knew t hat damagi ng



the gemin any way meant many deaths, for these nulti-faceted
stones held within themthe past and future nmenbers of his race.
This was Rafiel's gift to his kind, he thought, the secret of the
soul crystals.

Tap! Tap!> His pick struck the rock wall in two places; then
Regi nal stood staring again. This one would require a few nore
hours of study before he could continue his excavation.

<<2 p.m:>> "Liar! | touched you before you found refuge, you
know | did."

"Did not, green elfl"

"Did so, wanderer!"”

"Did not!"

"Did so!"

Two shadow el f children were enjoying another day of play, at
games that reflected the concerns of their parents |ong ago. The
archetype was the early wanderings of the shadow el ves, before
Rafiel reveal ed the Refuge of Stone and the race founded the great
City of Stars. "Geen elf" was a free insult, conparing the
compani on with those surface elves that had not the courtesy nor
ki ndness of accepting their deep-dwelling siblings. This chil dhood
squabbl e would end in a moment or two, and play would continue, but
the di sagreenents the playmates' parents had with the el ves of
Al fheimwas a nore serious matter--outside the real mof chil dhood

frivolity.
<<3 p.m:>> Seladir was finished with her patient, the skinw ng
ri der whose nanme she still did not know. The bleeding fromhis |eg

had st opped, thanks to her powers as a shaman of Rafiel. She felt
glad that the wound that anputated the | eg was sharp and clean, for
she hated having to cut away dirty injuries. If the rest of the |leg
had been found at the scene of the battle, she could have tried to
put it back on, but evidently one of the trolls had consuned it. As
it was, she exerted the utnost of her powers to cause the nissing
linb slowy to grow back.

<<4 p.m:>> Poponel was no happi er now than he was 12 hours
before. The midwife had left, relieved by another nmdw fe who took
her place at Faengl oar's bedsi de. Poponel harbored a secret desire
t hat sone ot her husband, sone other father-to-be, could come and
relieve <hinrk, waiting for the inevitable while Poponel got some
sl eep, or took a walk, or--anything but this!

<<5 p.m:>> Mardani el was al nost 900 years old, but still had
his faculties. He knew what the rock surrounding a vein of sou
crystals |l ooked like, and this was it. In his youth, this would
have been a lucky find, but now it was valueless to his race.

Rafi el knew where it was, and would reveal it in due time, but al
Mar dani el could do was to pause here, reverently, and wonder who
nm ght soneday be born after these gens were unearthed

Wul d Rafiel |ook kindly on his own soul ? he wondered. Wen he
breathed his [ast breath, would he travel to a soul crystal hanging
around a shaman's neck, or resting on an altar? Or would his
travail be to abide in an unm ned vein, such as this one, to
wait--possibly for centuries, or even mllennia--until he was dug
out and could be born again?

Mardaniel's reveries were interrupted by a sudden sound fromthe
passageway ahead of him He could hear his heart pounding in his
ears as his eyes scanned this way and that, |ooking for any
sui tabl e hiding place anong the rocks. He was a wanderer, and
forbi dden by the Refuge of Stone ever to retrace his steps, so he



could not turn and run. But who was ahead of him coming this way?
Per haps a band of goblins, hunting for food. Even worse, it could
be a group of his own kind--and Rafiel had strictly forbidden
contact between wanderers and city dwellers. Mardaniel pulled
himself into a niche in the wall, crouched down, and hoped that he
woul dn't be spotted.

<<6 p.m:>> MI|es above the City of Stars, the sun was going
down in the western sky, but there was no change here. Rafiel's
ki ndness did not extend to creating giant lights in the sky to see
by. Shadow el ves had other gifts fromthe Inmmortal: Their clear
eyes could see in the dark for alnobst a hundred feet, and their
oversized ears enabled themto zero in on the tiniest sound.

<<7 p.m:>> Dilgar wouldn't trade his |life with that of anyone
el se in Porador--or even anyone in the City of Stars, even the king
hinself. He liked getting up early, and he |iked settling down to
an evening of peace and quiet after putting the aninmals to bed.

The slugs needed little tending, other than their mlking tw ce
a day, but the spiders were something el se. These fearsone giants
were naturally territorial, but even so if one got too hungry it
was liable to roam and Dilgar's neighbors wouldn't appreciate that
at all.

Once a week, Dilgar had to give the spiders neat--fresh nmeat. He
had only two spiders on his farm and he was fortunate that there
had been an attack by kobolds a few days ago. Kobol ds al ways
attacked in | arge nunbers, but were usually incapable of being nore
than a nui sance. Dilgar had purchased four of the dead creatures
fromthe troops' quartermaster after the battle, and he now
approached the spider webs with the bodies |oaded in a wheel barrow.

H's farmwas laid out in a clever fashion. The spiders lived in
a cul -de-sac; Dilgar had fitted out the passageway |eading into
themw th a slingshot made fromthe outer skin of a particular
gi ant fungus. One by one, he | oaded up the slingshot with the cold
bodi es of the kobolds, firing these norsels into the spider webs at
the back wall of the cave. He liked the little chittering sound the
beasts made when he fed them

<<8 p.m:>> Mardani el should have felt tired, but his excitenent
was still high fromthe conversation he had been having with his
new friend. The footsteps he had heard did not belong to a humanoid
raiding party, nor to city-dwelling shadow el ves, but to another
wanderer |ike hinself.

This was all owed, but necessarily tenmporary: Rafiel's code did
not allow either of themto acconmpany the other, for that would
require himto retrace his footsteps, and such a thing a wanderer
never could do. The two old nen had just talked for a while,
rem ni sci ng about nutual acquai ntances years before in the City of
St ars.

Mar dani el brought up the subject of the hidden city, a tale he
had heard as a child, but his new acquai ntance knew nothing of it.
Was there really a great cavern, inhabited by wanderers? Did Rafi el
all ow such a thing? Wuld Mardaniel ever find this city?

The two wanderers swapped i nformati on on what each would find
farther along the tunnel, then they parted. Neither woul d ever see
t he ot her again.

<<9 p.m:>> Tel enon Cel ebryl was king of all the shadow el ves,
by the grace of Rafiel and his shamans. Hi s palace was in the City
of Stars, of course. Odinarily, a king would not be working this
late, but it was not every night that a spy brought back a new



report fromdantri.

Tel enon knew that his subjects deserved better than these holl ow
spaces underground, even if this was Rafiel's will for them
Tel eron knew that |ife on the surface was sweeter than this, and
that the elves of Alfheimcould be forced to share their bounty
with the shadow el ves. Tel emon knew that he had the strength,
cunning and will to bring these things to pass

Wth this |atest report, his plot to take over Alfhei mwas
proceedi ng according to plan.

<<10 p.m:>> Seladir enjoyed this flyer's conpany. H s optimnm sm
in the face of hardship and suffering was contagi ous, remnm nding her
of what her father was |ike before he becane a wanderer.

She | earned the name of the captain--for she had guessed
rightly, he was an officer--the nane of Teledriel, who would rest
here in the tenple's infirmary overni ght, and then report back to
his canp in the norning. H s |l eg had grown back entirely by now, he
would walk with a linp for a few weeks while it gained its strength
anew.

<<11 p.m:>> Poponel could not believe that he had fallen
asl eep. He woke up now with a start, and wondered what tine it was.
He could hear his wife's piteous cries fromthe bedroom
intermngled with the mdwife's orders: "Push!"™ the woman cried
"Push harder! Everything is well, Faengloar, but you nust work now
to see your new baby born!"

The fact that in a few nonments Poponel's wait woul d be over was
no relief to him He found hinmself pacing back and forth across the
room wanting to be with his wife but knowi ng that he would only be
in the way. At this final nmoment, his thoughts turned to fear: The
shadow el ves were nore prolific than their surface cousins, but a
pai nful price was paid for this. WIIl ny baby be healthy? he
wondered, or will it, like so many others, be defor--he could not
get his mind to finish the word. He had a brother whose second
child was returned to Rafiel, as was the customin such cases, and
Poponel knew that he thought of it with sadness each tinme he went
to the tenple.

The sudden sound of a baby's cry brought Poponel's thoughts back
to the present, but the shouts of the mdwife did nothing to soothe
him "Faengl oar! Your son! Look at his facel He has the marks--send
soneone to the tenple i mediately!" Poponel noticed, rather
detached, that the room seened to be getting darker, and that there
was a rushing sound in his ears--then he fainted and coll apsed to
the floor.

<<M dni ght:>> Sel adir was in bed, and had pulled the bl anket
tight up under her chin. It had been a | ong day, and she certainly
deserved her rest, which made her wonder all the nore why she could
now hear voices clanoring in the hallway outside her door. A knock
convi nced her that she would not soon be sleeping. "Cone in!" she
cal | ed.

A servant girl stepped through the doorway and bowed her head
once in respect to the shaman. "Pardon the intrusion, your
reverence, but there is a man here who needs you to look at his
newborn. He says that the baby has the marks--"

Sel adir was already up out of the bed and pulling on her
daycl ot hes. She followed the girl out into the |lobby to neet this
fat her. Poponel saw her com ng, and thought how poi sed the shaman
| ooked. He studied the purplish marks around her eyes, and proudly
remenbered those sane marks on his first son's face, the marks that



forever branded him as one of Rafiel's chosen, the marks that
qualified himto enter the tenple's school, the marks that showed
every shadow el f that here was a shaman!

The Way of the Shamans

The shadow el ves are a quite religious race, feeling as they do
that the continued existence of their people intimtely depends
upon the quality of their relationship with the Imortal Rafiel. It
was Rafiel, they believe, that led themto the City of Stars and
reveal ed his scripture, the Refuge of Stone. Nor is Rafiel any
one-shot | eader: He has continued his mystical presence throughout
the history of the shadow el ves, teaching and enpowering shamans,
| eading miners to new veins of soul crystals, and in every way
ensuring that the shadow el ves do not becone extinct.

Birth? Not Quite Yet!

Life begins at birth--or so believe the surface dwellers. The
shadow el ves know better, for Rafiel has taught them his secrets,
the Way of the Shamans. In fact, the soul of the individual is
immortal, and dwells in a physical formonly temporarily--at nost
a thousand years

VWere is the soul, then, before it is born into the body of a
shadow el f? And where does the soul go after apparent death? The
answers to these two questions give the shamans incredi bl e power.

Soul Crystals

The rocks surrounding the habitat of the shadow el ves
infrequently yield forth a particular sort of gem-a gem found
nowhere else in the world. Rafiel has taught his shamans that these
gens are "soul crystals", the holders of the race of shadow el ves

Each soul crystal, depending on its size and quality, can
contain fromone to 100 souls. These souls lie dormant as |ong as
the gemis contained in its original rock formation, but after it
is excavated these souls are free to be born.

When a shadow el f becones pregnant, a soul from a nearby sou
crystal enters into the woman to await its inmnent birth. Wich
soul ? From whi ch soul crystal? These are decisions for Rafiel
hi msel f to make, and those who revere him nust of course respect
his judgnents in all such cases.

Speci al Soul s

In Rafiel's wisdom he has selected out certain souls as
speci al . \When these are born, their uniqueness is inmediately
apparent.

Some souls are weaker than others, or m sbehaved in earlier
lives, and must be kept apart fromthe shadow el ves or properly
puni shed to guide them along the path that | eads to proper
behavi or. These souls are born with tragic, atrocious deformties
as a sign of their past m sdeeds.

In such a case, a shaman |eads the parents, together with the
infant, on a journey that m ght take several days or weeks. Rafie
gui des the shaman on this circuitous route, that eventually ends up
in sonme little-travel ed underground corridor. There, a short
cerenony is held, and the baby is abandoned into Rafiel's care. The
parents nourn for the expected death of their infant, but they know
that Rafiel is just and that its soul will someday return in



anot her crystal, for no shadow elf ever truly "dies".

How exactly do these infants die? A few mght linger for a few
days before passing away from exposure, but this is rare--after
all, a tender young baby mght hit the spot for sonme wandering
nonster. Cruel? No, for as the shadow elves say, "Rafiel wll qguide
him"

The Mark of the Shaman

The second case of unusual birth among the shadow elves is
consi dered nuch nore auspicious--the parents in this case have an
opportunity to rejoice over their good fortune wi th considerable
pride.

These babi es show a purplish discoloration of skin--a
bi rt hmar k--around their eyes and extending up the forehead into the
hairline. Many of these infants also show additional nottling on
other parts of the face, or other parts of the body, nost often the
backs of the hands or tops of the feet. These birthmarks are al nost
al ways symmetrical in design, a definite proof that these
di sfi gurenents have not occurred randomy

These birthmarks are known anmong the shadow el ves as the "mark
of the shaman". When such a baby is born, the closest tenple nust
i medi ately be notified, and a shaman is sent out to verify the
facts of the birth. The child is taken away fromthe parents at the
age of 10, and reared fromthat tine on in the clan's Tenple of
Rafi el .

Tenple training is quite effective in bringing about a proper
attitude of worship toward Rafiel; he in his turn rewards the
student with such bl essings as are deserved: a strong body, a quick
m nd, an eagerness to learn, and the will to survive agai nst
over whel m ng odds.

In the rare case that a youth with the mark of the shaman does
not enter tenple training, or is not consecrated by another shaman
the birthmark fades away when the shadow el f reaches adul t hood

The Power of Souls

Full training in the Way of the Shaman includes many powers that
can only be hinted at here. One of these powers is the ability to
use soul crystals as material conmponents of a spell. The shaman
casting his magic, can intensify it by drawi ng upon the power of
all of the souls contained within the crystal. Considering that
virtually all elves have sone inherent ability at magic, and
further considering that there m ght be as many as 100 souls in a
crystal, it is easy to imgine the power that the shaman has in
this regard.

Death and the Next Life

When a shadow el f dies, his soul returns to a soul crystal to
await a new birth sonme tine in the future. This tenporary resting
spot for the soul is determned in whole by the actions of the
i ndi vi dual while alive

The shadow elf who is diligent in obeying the shamans and the
reveal ed truths of the Refuge of Stone will nost likely end up in
a soul crystal currently in use, that is, as a shaman's anul et or
kept carefully in a tenple. Such a soul is liable to be born again
soon thereafter, and again live out the hard life of a shadow elf.

A shadow el f who does not live up to the standards set by
Rafiel, on the other hand, will be sent to a soul crystal stil



deep within the rock. Here he nust wait, unconscious of his
surroundi ngs, until the soul crystal is tediously and painstakingly
removed by a shadow elf mner. Only after the soul crystal is
excavat ed and then blessed at the Tenple of Rafiel do its souls
beconme eligible for birth.

It is widely believed by nost shadow el ves that shamans can
comruni cate with those departed souls residing in soul crystals,
but the shamans do not speak of this publicly. "The Way of the
Shamans is not for every ear to hear," according to the el ves.

The Refuge of Stone

The core beliefs of the shadow elves are enunerated in the 14
verses of the Refuge of Stone, the original of which can be found
at the Tenple of Rafiel in the City of Stars. Fromthis basis, the
organi zed priesthood has devel oped a number of subsidiary rules and
regul ati ons, all of which nust be carefully followed if a shadow
elf wants to live out his life in the best way possible.

The cal endar of the shadow el ves is al so based upon this text,
with 14 nonths of 24 days, each nonth representing the truth of one
particul ar verse. Naturally, there are special feast days and
hol idays in each of these nonths, and the shadow el ves are careful
to celebrate these in a fitting manner.

More inportantly, many days of the cal endar are considered
unl ucky, typically because of some earlier tragedy falling upon the
day in question. No official business (and no inportant business if
one is extra careful) is transacted on these "bad" days.

More details of the shadow el f cal endar can be found in the
Dungeon Master's Booklet; the calendar itself is printed inside the
outer cover.

More About the Shadow El ves

First Cones Love, Then Cones Marri age

Shadow el ves formfamlies nmuch as surface elves do. Many
marri ages are arranged by the parents, with a goal of increasing
the famly's wealth or influence. Al marriages are
<exoganous>--that is, the bride and groom nust belong to different
clans. The new hone is then set up in the clan of the bride; the
groomis considered fromthat point on to be a nmenber of his
bride's clan.

If the wife died early enough for her wi dower to remarry, he
m ght then choose a new bride fromthe clan in which he was
originally born--for he would not at that tinme belong to that clan,
so the marriage woul d be proper.

As can be expected, this "back and forth" between clans has many
cul tural and societal benefits for the shadow elves. No city
suffers frominbreedi ng--other than the usual two types of defects
encountered by the shadow el ves. What technol ogi cal innovation
there is can spread nore easily by the intermarriages of different
clans, and the natural desire to see one's relatives increases the
anount of intercity travel and trade

Then Cones Baby in the Baby Carriage

The shadow el ves are nore prolific than their ancient cousins,
the surface elves, but are still nowhere as prolific as the
humanoi d races that surround them Furthernore, the incidence of
babi es born with disqualifying marks is high enough to prevent the



shadow el f popul ation fromgrowing too rapidly. Current growth
rates are 1% per year, with an expected average of four children
per famly, and a maxi mum effective |ifespan of 800 years.

Still, the total nunber of shadow elves is currently about
triple the nunber of elves in Alfheim

Food for the Body, Food for the Sou

The Refuge of Stone doesn't teach anything like "give us this
day our daily bread", but it does nention food, and the habits of
the shadow elves in this regard are different enough to bear
ment i oni ng.

The Way of the Shamans teaches several different techni ques for
food preparation and preservation; this is seen as Rafiel's way of
protecting the nascent shadow el ves from new y-encountered
poi sonous substances and al so his way of allowing the elves to
travel far on slimsupplies.

The typical shadow elf eats only one neal a day, and that neal
usually takes the form of an egg-sized, dark brown ball of
conpacted foodstuffs. So proficient are the elves at this science
that this <trania> also supplies the elf with the water he needs
for the day. Eating nore than one ball of trania is considered not
only rude but also irreverent, a sin against the Way of the
Shamans.

The exception is on the elven feast days. On such occasi ons,
wine flows freely and succul ent delicacies of every variety are
prepared in abundance. A typical neal on a holiday will consist of
14 courses, representing, of course, the 14 verses of the Refuge of
Stone and the 14 nonths of the cal endar. The synbolism of these
di shes is exquisitely bound up with their preparation and the way
they are served, nmaking the neal a delight not only for the shadow
el f tongue but for the shadow elf spirit as well.

Wor ki ng for a Living
The typical shadow elf learns a trade fromhis father, or
perhaps from an uncle, and practices that profession for his entire

life. About one out of three shadow elves will change occupations
at m ddl e age--say, 500 years old--but this is often | ooked upon by
nei ghbors as a synptom of |aziness. After all, if one persists at
a craft, one will reap the enjoynent of it, so if soneone takes up

a new trade, this proves he was not diligent enough in the earlier
one.

More on the typical occupations of the shadow el ves can be found
bel ow. A player character, of course, nmight very well have |earned
nmore than one trade even in his relative youth--as evidenced by the
nunmber and choice of his skills.

The Strength of Rafi el

The shadow elves do not live at peace with their neighbors; no,
far fromit. The constant raids fromthe Broken Lands woul d be too
much for any weaker race, but the shadow elves viewthis
interference as a way for Rafiel to test his people, and they seem
to do well at the test.

Al l shadow el ves are expected to serve in the mlitary for at
| east 10 years once adulthood is reached at the age of 120. Mny
find that they enjoy the excitenent and challenge of this node of
life, and stay in the mlitary as a permanent career. This does not
precl ude adventuring; valiant expeditions into unexplored tunnels



are as inportant as standing guard near the City of Stars.

Travel and Trade

Travel and trade between the four tribal cities of the shadow
elves is, in fact, relatively commn, thanks to the network of
tunnel s that interconnects the four cities.

The principal and nost comon nethod of travel is on foot. A
journey might take up to several weeks, but is not particularly
arduous. One sinplification is that the shadow el ves can carry
trania, their compressed food, mnimzing the anobunt of weight in
packs. At |east one nmenmber of a traveling group stays on guard at
all tinmes when the group is resting, so that unwel cone visitors can
be detected early.

When a great quantity of goods is to be transported, carts are
used. Many of these are ordinary hand carts, pushed by one or two
i ndi vidual s over the entire distance to be traveled. O her carts
are attached to beasts of burden and pulled while the el ves wal k
al ongsi de, or even ride in |arger wagons.

Goi ng by boat is another possibility, as underground rivers
travel between many areas. \Wile none of the ships of the shadow
el ves can match the size of those found on the surface seas, sone
are as large as a longship: 80 feet frombow to stern, with a crew
of 75 elves and capable of carrying a cargo of up to 40,000 cn
wei ght .

Finally, if one wants only to travel fromone side of a |arge
cavern to another, one can fly on a skinwi ng. While these are
normally used only by skinwing patrols (a branch of the shadow
elven mlitary), a few of these gigantic beasts are in private
hands. A few tunnels are |arge enough that skinw ngs could fly
through them-if not the entire distance, then nost of it, with the
remai nder covered on foot.

Bef ore Deat h--the Wanderers

The shadow el ves have another custom that m ght seem cruel, but
could not be--or Rafiel would not have ordered it. When an elf is
fortunate enough to live to be 800 years old, he no |onger has the
right to Iive anong his people.

In a special cerenony held in his clan's tenple, he bids

farewell, with well-wi shers all around. This is not a solemm
occasi on, but rather is celebrated with good food, strong drink,
and singing and dancing well into the night--or what <woul d> be

night if the shadow elves lived on the surface. This festivity is
al ways held on a holiday, as described above.

At the conclusion of the cerempny, two shamans escort their
el der into a tunnel. Again, Rafiel guides their steps for sone
di stance. When the shamans reach their random destination, the old
shadow el f is left behind. He becones a "wanderer", cursed to |live
by hinmself, never allowed to retrace his steps, and never to conme
into contact with other shadow el ves.

How | ong do these wanderers |ive? No shadow elf knows, for
contact is forbidden. Most are frail fromage, and not suited to a
solitary "wi | derness" existence.

Legends speak of an entire city of wanderers, hidden somewhere
anong the regions of the shadow el ves, but how could this be? No
sensi bl e shadow elf believes in this tall tale.

By the way, it is a matter of some specul ati on anpong t he shadow
el ves as to why Rafiel commands that wanderers |eave. Many shadow



el ves believe that this teaching is a holdover fromthe earlier
days underground, when food was scarce and the elderly were often
too weak to contribute their share to the conmunity. |ndeed, when
life was nost harsh, few shadow el ves reached the venerabl e age of
800, so there were few wanderers. In any case, the practice is
carried out by the shadow elves with no exceptions, as any conmand
from Rafiel would be.

Creating and Pl aying a Shadow El f

Into the Fray

Pl ayi ng a shadow el f character can be exciting, for these
under ground magi ci ans have different reasons for doi ng what they
do--these are not just wood el ves dropped into a cave! Still, as
far as gane rules go, sone simlarities are found, along with sone
differences. Look over this material carefully if you want to play
a shadow el f.

To create a nornmal shadow elf player character, you need only
follow the elf-generation rules fromthe D&D Basic Set or Rules
Cycl opedia, noting the follow ng differences:

<<Physi cal Description:>> Wile popular art often depicts
surface elves as having a faint greenish cast to their skin, it
woul d be nmore accurate to say that they are fair-skinned. The
shadow el ves are even paler, with white hair and very cl ear eyes,
usually a sparkling blue or gray col or. The shadow el ves are
somewhat smaller and thinner than their surface cousins, standing
about five feet tall and wei ghing about 100 pounds. Their ears are
| arger than those of wood elves, giving the shadow elves a sort of
"wal ki ng radar” underground. Shadow el ves have hi gh-pitched
voi ces- - al nost squeaky to human ears.

<<M ni num Scores and Experience Bonuses:>> An adult shadow el f
character nmust have a mininmumIntelligence score of 9. If both his
Strength and Intelligence are 13 or nore, he gains an Experience
bonus of 5% If his Intelligence is 16 or nore, and his Strength is
13 or nore, his Experience Bonus is 10% Different mninmums and
bonuses apply to shamans; these are described bel ow.

<<Hit Dice and Levels:>> EIf hit points are deternm ned on one
Si x-sided die for each level, with the normal additions allowed for
hi gh Constitution. Ninth level is the last level in which an elf
gai ns another Hit Die. Fromthere on, he gains 2 points per |eve
with no additional Constitution bonus.

Unli ke normal elves, shadow el ves <can> proceed higher than 10th
level in fighting and magical ability, w thout having training from
humans or becomi ng Treekeepers (cf. <The Elves of Alfheinp). A
shadow- el f character who gains the higher [evel of Experience
Poi nts nmust choose whether he wants to specialize as a fighter or
as a magic-user. Virtually all such fighters belong to the shadow
el f arny; magic-users may belong to the arnmy, may be shamans, or
may be free |l ances, working for themselves or for whonmever m ght
wi sh their services.

As fighters, shadow elves progress past 10th |evel with <attack
ranks> (described in the D& Conpani on rules; or the D& Rul es
Cycl opedi a, page 106). As nmmgi c-users, they may attain new spells
of higher levels. (See Table 1.)

<<Tabl e 1: Shadow EIf Experience, D&D(R) Game>>



Spell s by Spell Level
Level Experi ence Attack Rank 1 2 3 4 5 6 7 8 9
1 0 - T - - - - - - - -
2 4,000 - 2 - - - - - - e
3 8, 000 - 2 1 - - - - - - -
4 16, 000 - 2 2 - - - - - - -
5 32,000 - 2 2 1 - - - - - -
6 64, 000 - 3 2 2 - - - - - -
7 120, 000 - 3 3 21 - - - - -
8 250, 000 - 4 3 2 2 - - - - -
9 400, 000 - 4 4 3 2 - - - - -
10 600, 000 a C 5 4 3 2 1 - - - -
11 850, 000 b D 6 5 3 3 2 - - - -
12 1, 100, 000 E 6 5 4 3 2 1 - - -
13 1, 350, 000 F 7 6 4 4 3 2 - - -
14 1, 600, 000 c G 7 6 5 4 3 2 1 - -
15 1, 850, 000 H 8 7 5 5 4 3 2 - -
16 2,100, 000 I 8 7 6 5 4 3 2 1 -
17 2, 250, 000 J 8 8 6 6 5 4 3 2 -
18 2,600,000 d K 8 8 7 6 5 4 3 2 1
19 2, 850, 000 L 8 8 7 7 6 5 4 3 2
20 3, 100, 000 M 8 8 8 7 6 5 4 4 3

Notes to Table 1

a - Sane as a Fighter of levels 22-24.

b - Gain the Conbat Options for Fighters. Two attacks per round
possi ble at this |evel.

c - Automatically takes half damage from any breath weapon.

d - Sane as a Fighter of levels 25-27. Three attacks per round
possi ble at this |evel.

Table 1 conmbines information for both fighting and magi c- using
shadow el ves, as the experience points are the same for both.
However, after 10th |evel, remenber than a character can be
progressing only in one, not the other! If your character is
progressing as a fighter, you should disregard the new spells
listed past 10th Il evel; conversely, if your character is a
magi c-user, you should disregard attack ranks; your shadow elf will
forever fight as a plain, 10th-level elf.

<<Special Abilities:>> Besides their ability to operate as both
fighters and magi c-users at the same tinme, elves have natural
infravision with a range of 90 feet in the dark. Also, they cannot
be paral yzed by ghouls or other undead, although other types of
paral ysis are potent against them

As far as | anguages go, the shadow elves know their own tongue
their alignment |anguage, and the | anguages of three of their
near by underground enem es: gnolls, orcs, and hobgoblins. The
| anguage of the shadow elves is a dialect, of course, of the
| anguage of the surface elves. Your DM has nore information if your
character wants to |learn the surface | anguage or conmunicate with
the el ves of Alfheimor other regions.

Just |ike their surface cousins, shadow el ves have keen vision
so they are quite adept at finding hidden doors and other objects.
VWhenever an elf tries to find something, the DMrolls 1d6 and
allows the elf to find the object (assuming the elf is looking in
the right area) on a roll of 1 or 2. This applies to any shadow



elf's searching for anything--not just a hidden door

<<Nanes: >> Names for shadow elves are sinmlar to the nanes of
surface el ves. The names of various characters nmentioned in the
book can give you a start; other exanples of names can be found in
B10 <Night's Dark Terror>; CML <Test of the Warlords>;, CM/ <The
Tree of Life> GAZ1 <The Grand Duchy of Karanei kos>; GAZ3 <The
Principalities of Gantri> GAZ5 <The Elves of Alfheinr;, GAZ9 <The
M nrot had Cuil ds>; M2 <Vengeance of Al phaks>, M <Tal ons of Ni ght>;
and X11 <Saga of the Shadow Lord>. Shadow el ves do not follow the
custom of "use names" as described in GAZ5 <The Elves of Alfheinp.

<<Clan and City:>> Every shadowelf character has to belong to
a specific clan, which usually determnes the city where the elf
lives. The clan your character belongs to will change if your
character gets married--and could change for other reasons as well

<<Stronghol ds: >> When a shadow elf reaches 9th level, he may
build a stronghold in a cave near the shadow elf's domai ns. Your DM
will tell you howto do this when your character reaches this
| evel . When a shadow elf does this, he starts a new settl enent that
woul d be considered to belong (ultimately) to his particular clan

<<Speci al Attacks:>> Shadow el ves who belong to the arny
continue to inprove in conbat ability for their entire careers.
Refer to the table below for details. When the character's XP total
reaches 850,000, the Conbat Options for Fighters (see DM s
Conpani on rul ebook; or D& Rul es Cycl opedi a, pages 103-105) are
gained. For multiple attacks (if an attack hits with a Hit Roll of
2), two attacks are possible at 850,000 XP, and three attacks at
2,600,000 XP. Four attacks per round are never gained by shadow
el ves. Smash, Parry, and Di sarm options are usable, as described in
the DM s Conpani on or Rul es Cycl opedi a.

<<Skills:>> The optional use of skills, if allowed by your DM
is described in conplete detail in the follow ng section.

<<Magi ¢ Levels:>> It should be pointed out here that the spel
| evel s described in this book correspond to the systemfirst
described in GAZ5 <The Elves of Alfheinp. It is a different system
fromthe "normal elf" in the rul ebooks, with higher possible |levels
of spells, and nore spells to choose from When rolling up your
shadow-el f character, be sure to check with your DM that he all ows
this nodified nmagi c system for elves.

Skills for Shadow El ves

Skills are a handy and optional addition to the D& gane rul es.
They help to define a character and add considerably to the
rol e-playing possibilities avail able. Ask your DM whether skills
are being used in your canpaign.

Initial Skills
Al'l beginning (1st-level) shadow elves start with four initial

skills. Al shadow el ves have the Orientation in Caves skill. One
other skill must be chosen from among the craft and profession
skills; this skill represents the character's trade. A character

can also choose two additional skills fromthe |ist bel ow
(including nore crafts, if the player w shes).

<<Bonus Ski || s: >> Begi nni ng characters know nmore skills if they
are particularly intelligent, exactly as characters know nore
| anguages if they are intelligent. A character with an Intelligence
of 13-15 knows one extra skill (for a total of five). Wth an



Intelligence of 16-17, a character knows two extra skills (for a
total of seven).

How Skills Are Used

Each skill is based on one of a character's ability scores
(Strength, Intelligence, Wsdom Constitution, Dexterity, or
Charism).

During a gane session, the DM may decide that a character's

skill could help himin a situation. Also, the player may ask the
DM to consi der whether his character's skill m ght be applicable,
but it's up to the DM to deci de whether or not this is the case. If
the DM deci des that the use of the character's skill is appropriate
to a situation, the player is asked to roll 1d20 agai nst the
current score of the ability the skill is based on. If the roll is
equal to or less than the ability score, the skill has been used

successful ly.

Guidelines for Skill Use

In nost circunstances, skills cannot be used agai nst other
pl ayer characters. Certain skills, particularly Charism skills,
can only be used against NPCs. A roll of 20 always fails. The
hi gher the successful roll (so long as it is successful!), the nore
effectively the skill has been used. The nore difficult the task
the nore nodest the benefits of a successful check.

Aroll of 1 is not an automatic success. When a very difficult
task is attenpted, the DM may assign penalties to the roll to
reflect the increased difficulty of the task. If the task is
exceptionally difficult, the DM may rule (before the dice are
rolled) that, although success is renotely possible, it is
i ncredi bly unlikely. In such a case he may require the player to
roll two consecutive 1s. A character pulling off such a feat can
make a good case for having been divinely inspired!

The DM may deci de that use of a skill when carrying out an easy
task is automatic, or that the PC receives a bonus to the roll

The DM determ nes the anmount of tine required for a successfu
use of a skill. Building a cart may take several days, while
identifying a fungus may take only seconds.

The DM deternmines the effects of the successful use of a skill.
Your DM may rule that successful use of the Boating skill will give
advance warning of rapids in the tunnel ahead, or that it only
permits the character to deal with the rapids when they are
reached, according to circunstances.

The DM s ruling is final. If, as a player, you think a judgnent
was unreasonabl e, discuss it with your DM after the game, with the
hope of avoi ding m sunderstandings in the future.

I mproving Skills

A character's skill score may be raised above the ability score
that the skill is based on. To inprove a skill score, you nust
trade in one ordinary skill choice to increase a different skil
score by 1 point.

Such an inproved skill is indicated on a character sheet by
mar ki ng the nunber of additional points with a "plus” sign after
the skill name (i.e., Acrobatics +1, Nature Lore +2, etc.).
Improving a skill increases the chance of a successful check

agai nst that skill.
O her benefits conferred by that skill are not affected. These



are permanent choi ces; you cannot shuffle skill scores after the
character starts adventuring

Learning Mire Skills
As tinme goes by, your character may gain nore skills or inprove

exi sting ones. All characters get a new skill choice every four
experience levels. Thus, they get their first skills at 1st |evel,
then a new skill at 5th level, another at 9th | evel, another at
13th level, and so on.

Each additional skill choice may be used to acquire a new skill
or inprove an old skill in the manner described earlier. New skills
may be drawn fromthe general skill list or fromthe craft and

prof ession skills.
<<Tabl e 2: Maxi mum Skills Known, by Character Level>>

Level 1: 7 skills
Level 5: 8 skills
Level 9: 9 skills
Level 13: 10 ski
Level 17: 11 ski
Level 21: 12 ski
Level 25: 13 ski
Level 29: 14 ski

[
[
[
[
[
Level 33: 15 skil

nnunuononon

Skills and the Character Sheet

Record your skills on your character sheet in the follow ng
fashion. First fill in the "Nunber of Skills Choices: __ " bl ank
recording on the |line the nunber of starting skills choices your
character received

Bel ow this, wite down your character's skills. Record the name

of the skill, the abbreviation of the ability the skill is based
on, any pernmanent nodifier you have obtained for the skill by
devoting extra skill choices to it, and the correct skill roll you

have with the skill

<<Exanpl e: >> Fortanor, a shadow elf of the Gelbalf clan (Str 13,
Int 16, Ws 9, Dex 9, Con 11, Cha 10) begins his adventuring
career. His Intelligence of 16 gets himtwo extra skills, for a
total of seven. He desires to explore the environs of his city by
nmeans of the waterways nearby, so he chooses ship building as his

craft skill, and his DMrules that this skill depends on Fortanor's
Intelligence. In order to serve better, he opts to apply two skil
choi ces to Hel nsman/ Captain skill, giving hima +1 on his skil

checks. He simlarly chooses other skills that he thinks would be
useful to his character, and tops off the list with Singing, just
because he thinks this would be fun. His character sheet |ooks I|ike
this:

Nunmber of Skill Choices: 7
Ship Building (Int): 16

Hel msman/ Captain (Int+1): 17
Know Terrain (Int): 16
Danger Sense (Ws): 9

Rope Use (Dex): 9

Singing (Cha): 10



Skill Descriptions

Following are the skills particularly appropriate or useful in
a shadow el f canpaign, listed according to the ability score they
are based on. This is not a conplete list of all possible skills.
You may suggest other skills to your DM and he may have ot her
skills avail abl e for canpai gn use

Do not overl ook the possibility of skills that are entertaining
but "useless” in the traditional adventurer's way of thinking.
Skills can be useful to characters for in-session problemsolving,
but a skill doesn't have to be useful to be desirable--it can just
be fun. Don't hesitate to ask your DM for a skill that m ght not be
very useful, but which perfectly fits the personality you've
i magi ned for your character.

Craft and Professional Skills

Every shadow el f must have at |east one skill which can earn him
a living;, even a shaman nust specialize in sone trade, just as any
other citizen. These different skills make use of different
character abilities, and sone can even be vari abl e, dependi ng on
the ruling of your DM For exanple, many crafts can be seen as
based on either Intelligence or Dexterity, depending upon the
degree to which the craftsmanship approaches the | evel of artistry.

The craft skills may be included anmong the Dexterity-based
skills because manual dexterity, patience, and practice are
important in |earning the basics of any craft. Alternatively, they
may be included among Intelligence-based skills because training,
attention to detail, and proper planning are inportant to the end
result. DMs may decide to use both designations in the same
canpaign. The Intelligence-based crafter nay make the |ovelier
products, while a Dexterity-based crafter makes solid, serviceable
goods.

Use of these skills presunes adequate time and access to
appropriate tools and materials. O herw se, penalties may be
assessed, or a DM may rule that the task is inpossible.

Craft

The ability to make and repair itens associated with your craft,
and the ability to evaluate the worth of such itens. Craftsman
skills include Arnorer, Barrel making, Blacksm thing, Brew ng,
Brickl ayi ng, Bowyer, Building, Carpentry, Cobbler, Draying,
Engravi ng, Farm ng, Fletching, d assblow ng, Leatherworking,
Metal smithing (gold or silver), Mning, Pottery, Sculpting, Ship
Bui | di ng, Snelting, Stonecutting, Tailor, Tanning, Tinkering,
Weaponsni thing, and so forth. Some crafts are described in nore
detail bel ow.

<<Arnorer:>> The ability to make and repair |eather arnor.
Hi gher skill |evels enable the character to nake and repair chain
mail (+1 skill) and lamellar arnmor (+2 skill).

<<Bowyer:>> The ability to make bows and arrows.

<<Shi p Building:>> The ability to build boats and ships, and to
keep themin good repair.

Pr of essi on

These skills are usually based on Intelligence, requiring "book
| earni ng" to becone an expert in them Choose one anobng the
followi ng, or invent a new one not on this |ist and convince your
DMto allowit: Architecture, Banking, and Engi neering.



Strength Skills

<<Brawl i ng: >> This skill allows you to fight crowds using
furniture pieces, knocking attackers off-balance, sw nging down
chandeliers, and so on. Brawling damage is not lethal, it just

knocks victims unconsci ous when reaching 0 HP. A successful check
all ows you to doubl e damage for each +1 in Strength bonus your
character has. Damage is spread anmpong attackers in the same group
up to 10 attackers.

<<Muscl e: >> The know edge and experience of heavy lifting and
hard | abor. Your character knows how to direct groups of |aborers
to make their efforts nost effective. He understands the use of
si npl e machinery |ike wedges, pulleys, and |levers. Your character
gains a +2 bonus to Strength Checks for difficult tasks |ike
bendi ng bars or smashing through doors and walls.

Intelligence Skills
<<Acting:>> The ability to pretend to be soneone else or to show

fal se enptions. Successful use of this skill enables a character to
tell lies over a period of time. This is not the sanme ability as
the Charisma skill of stage acting.

<<Al cheny:>> The ability to recognize and identify comon
al chem cal substances and poti ons.

<<Alternate Magics:>> Basic famliarity with those magics that
are not directly related to standard spellcasting. Includes know ng
magi cal abilities of well-known Prinme Plane and extrapl anar
nonsters, and of Imortal beings.

<<Anci ent History:>> Detail ed know edge of the shadow el ves
hi story. General know edge of the history of the nations of the
ot her races inhabiting the Broken Lands and the surface el ves.
Vague knowl edge of the history of other surface peoples.

<<Artillery:>> Your character understands and knows how to
operate artillery pieces, including the special gravity artillery
inthe City of Stars. A successful check gives a +2 to hit with
such weapons.

<<Boating:>> The ability to handle small boats and barges. Al so
i ncludes fishing skills. Sinple tasks are automatically performed
with this skill; check only in dangerous or unusual situations.

<<Di sgui se: >> The ability to make oneself | ook |ike soneone
el se. A successful Disguise Check by your character is required for
each character or group of characters that the disguise nust fool
The roll is nodified according to the viewer's Wsdom bonus or
penalty. Therefore a character with a high Wsdom score has a
better chance of penetrating a disguise.

<<Hel msman/ Capt ai n: >> The ability to handle a | arger ship and
direct a conpetent crew. This doesn't include handling chall enges
to a captain's authority--a nutiny, for exanple--which would be
deci ded by a Charisma check or use of sone other appropriate skil
(Leadershi p, Persuade, etc.).

<<Know Terrai n: >> The know edge of the |land, water, and
environnment conditions of a region, such as the underground real m
of the shadow elves. This includes knowi ng the safest or fastest
travel routes, pathfinding, local tunnels and waterways, and
dangerous environnmental conditions. Use of this skill in the
character's hone dom nion receives a +2 bonus. Use of this skill in
an unfam liar but simlar setting is at a -2 to -4 penalty. A
begi nni ng shadow el f character cannot take this skill for any



surface region--such know edge must be gained in the course of
advent uri ng!

<<Mappi ng: >> Your character does not necessarily know how to
read and wite, but he is capable of understanding and nmeki ng maps.
A check is needed for conplicated three-di nensional |ayouts, or to
map an area from nenory.

<<Nature Lore:>> Know edge of common plant and animal life of a
fam liar locality, both donmestic and wild. This includes know ng
such things as edi ble and poi sonous plants, healing fungi, or signs
of unnatural danger |ike absence of normal plant |life, atypica

ani mal behavior, etc. Use of this skill in the character's home
dom ni on receives a +2 bonus. Use of this skill in an unfamliar
but simlar setting is at a -2 to -4 penalty. A beginning
shadow-el f character cannot take this skill for any surface

regi on--such know edge nmust be gained in the course of adventuring

<<Navi gation:>> The ability to guide a boat or ship to an
unfam | i ar destination or in unfavorable circumstances in the
under ground wat erways of the shadow el ves. Use of this skil
presunmes possession of a map or equival ent knowl edge of an area. If
any of these are not available, a penalty of -4 to -8 nmay be
i nposed.

<<Non-el vish Cul tures: >> General know edge of non-elvish races
of the Broken Lands. Includes inconplete know edge of non-el vish
custonms, nethods of warfare, skills with magic, and a very basic
vocabul ary.

<<Orientation in Caves:>> Used underground, when noving on |ong
di stances. It prevents becom ng | ost when exploring caverns,
tunnel s, and underground rivers. Orientation in a maze requires a
skill check.

<<Read/ Wite Language: >> Knowl edge of a witten | anguage, either
human, dem human, or humanoid. An Intelligence Check is required
each time an attenpt is nade to read or wite this |anguage.

<<Si gnal i ng: >> Enabl es your character to | eave nessages that can
be understood only by another Signaling specialist. For exanple,
unobtrusi ve stacks of stones may be left to warn friendly foll owers
of an inpending danger. A skilled shadow elf can also |eave sinple
nmessages, such as, "troll patrol arriving fromnorth," "safe place
to canmp”, or "go back and warn the shadow elf army." Comruni cation
is also possible using horns, flags, and |light signals. Al shadow
elves are famliar with the signals sent by the army's horns.

<<Snares:>> Building traps to capture aninmls, nobnsters, or
unwanted visitors. A successful check nmeans the trap functions
properly.

<<Survival :>> This skill enables a shadow-elf character to find
food, shelter, and water in the underground real mof the shadow
el ves. A successful check indicates that your character has found
sufficient food for hinself and several conpanions (fungi, insects,
etc.). Another skill choice is required to find food in a different
terrain type, including surface areas.

<<Tactics:>> The ability to use troops in the best possible way.
A successful check nmeans your DM will nodify the outcone of a
confrontation in a reasonable (and favorable) way.

<<Tracki ng: >> Your character can follow tracks. The DMis free
to increase or decrease the chances of success depending on the
circunmstance (age of the tracks, type of terrain, nunber of
fugitives, etc.). This skill can also be used to obscure tracks
made by your character and any conpani ons. The difference between



the number actually rolled and the nunber needed to nake the test
is used as a negative penalty on Intelligences for Tracki ng Checks
made by anyone trying to follow your character. For exanple
Farneal is a wanderer, and fears that she is being followed by a
band of hungry orcs. She tries as best she can to hide her trai

t hrough the passageways she visits. She has Tracking skill of 15
and rolls a 5, a successful check. Any tracker follow ng her trai
has a -10 penalty to his Intelligence for Tracki ng checks.

W sdom Ski |l I's

<<Ani mal Traini ng: >> Choose a particul ar aninmal. Your character
knows how to raise, train, and care for this type of animl. The
ani mal can be taught some very sinple tricks or sinple orders. A
check is needed every tinme the animal is used for any significant
purpose, with a penalty to the check of -1 per HD of difference
between the trainer and the animal (if the animal is tougher than
the trainer).

<<Bravery:>> This enabl es your character to resist the effects
of any magical fear.

<<Codes of Law and Justice: >> Know edge of the |l aws and noral
codes that govern shadow elf society.

<<Cooki ng: >> Your character is capable of preparing <trania>,
the specially conmpressed and reserved food of the shadow el ves. On
speci al feast days, this skill also gives the ability of cooking up
speci al delicaci es.

<<Danger Sense:>> An aptitude for sensing danger or odd
situations. A successful check neans you have detected an i nm nent
danger, magical or physical, directed at you. You will not know the
nature or the source of the danger. The DMw Il nake this check in
secret, informng you of the result.

<<Det ect Deception:>> The ability to recogni ze deceptive tricks
or behaviors in an NPC. This does not reveal the truth or falsity
of specific statements nor the notivations of the speaker, nor does
it reveal the exact nature of the deception. Unlike the <detect
lies> spell, this skill only warns the character to distrust the
NPC who is trying to deceive him The character gets no clues about
whi ch statenents are true or untrue. Successful use of this skil
just indicates that the speaker is intentionally trying to deceive
t he character.

<<First Aid:>> The ability to performsinple nmedical aid. A
successful check enables a character to restore 1d4 hit points to
any wounded character or creature. This skill nay not be used on a
wounded character or creature nore than once per injury. If the
character is subsequently restored to full hit points, and is then
wounded again, first aid nay once again be applied. If a 20 is
rolled when using this skill, 1d4 points of damage are inflicted on
the patient.

<<Natural Healing:>> Your character is know edgeable in the use
of herbal and fungal cures. If you roll a successful Healing Check
any character who has been poisoned is allowed a second Savi ng
Throw with a -2 penalty. On a successful check you may al so all ow
characters to naturally heal danage at the rate of 2 hit points per
day of total rest.

<<Teaching:>> The ability to teach a skill npst efficiently. A
successful check neans the apprentice learns the skill with a
permanent +1 nodifier, as long as his final skill score remins at

best equal to his teacher's.



Dexterity Skills

Note on Thief Skills: Anmong the dexterity skills listed bel ow
are several based on the abilities of the human thief class: Escape
Artist (simlar to Pick Locks), Find Traps, Hear Noise, Hide in
Shadows, and Move Silently. This is to allow sinmlar types of
characters to develop in shadow el f society (though, obviously, not
to the level of specialization and skill found anmong humans).

For these skills, do <not> use ability score checks as you
normal |y would. To do so would mean, absurdly, that a first |evel
shadow el f with a high dexterity could be better at a particular
task than a full-time human thief--with the sane dexterity--who had
years of experience! Instead, consider the shadow elf to have the

sane percentage chance of success using that skill as a thief of
the same level. If a shadow elf allots an extra skill slot to the
skill (e.g., "Find Traps +1"), treat him as one |evel higher for

the purpose of determ ning his percentage chance of success.

<<Al ertness: >> Enabl es your character to draw a weapon w t hout
losing any tine, or to avoid the effects of surprise. A successfu
check neans your character wakes up at the slightest odd noise--not
necessarily a useful ability for spellcasters

<<Bli nd Shooting:>> The ability to shoot at a target w thout
seeing it (infravision has a |limted range, after all!) Your
character must be able to hear the target so its position can be
evaluated. A H't Roll is needed to hit the target but w thout the
normal penalties due to darkness. Amobng shadow el ves, this skil
trained for and is best used with a Iight crossbow. O her weapons
(bows, daggers, hand axes, artillery, stones, etc.) require a Skill
Check (sone with varying penalties, at the DM s discretion); if it
is failed, the character suffers the usual penalties for darkness
Bl i nd Shooting can be used in conjunction with the Hear Noise skill
(see bel ow).

<<Cl i mbi ng: >> Can be used to clinb underground terrain with
appropriate gear. A check is needed to clinmb nore dangerous
surfaces, with penalties varying with the degree of difficulty (see
DM s book) .

<<Danci ng: >> Just like their surface cousins, the shadow el ves
are superlative dancers. This skill confers the ability to nove
rhythm cally and gracefully to acconpanyi ng nusic.

<<Evade: >> The ability to elude a pursuer. This skill reflects
experience in running away from dangers. Successful use permts
(where appropriate) a nmovenent bonus of +10 feet per round for 10
rounds, giving the evader a chance to hide or throw the pursuer off
his trail. If the situation is one of hiding, dodging, or
out guessi ng a pursuer, a successful check allows the character to
find sone way to be overl ooked.

<<Find Traps:>> The ability to detect traps after observing a
corridor or a room see the note at beginning of this section. A
failed check means none of the traps are discovered. The extent of
the success indicates how many traps could have been found. Another
check is needed to set or disarmeach trap

<<Hear Noi se:>> The aptitude of perceiving faint noises, or some
detail anpbng a nmultitude of different sounds, know ng their source
and nature (see the note at beginning of this section). This skil
i mproves the Blind Shooting skill (above) by granting a +1 bonus on
a skill check; or by granting a +1 on THACO for a character



shooting in the dark who does not have Blind Shooting.

<<Hi de in Shadows:>> As the Thief's ability (see the note at
begi nning of this section).

<<Hor semanshi p: >> Knowl edge of basic care and feedi ng of horses,
and the ability to control a horse under difficult circunstances.
A character can easily recognize a nag, but buying a suitable nmount
for a reasonable price requires a mniml skill check, as wll
attenpting to performvarious activities fromthe saddle. For
example, nost folk can stay in a saddle while a horse is wal king,
but staying there during a gallop or a conbat is a whole different
story. To use a weapon, spell, or skill while on horseback, a
character must succeed in a horsemanship check, with penalties as
the difficulty increases. <Note:> No begi nni ng shadow el f character

can have this skill--it can be gained only on the surface, in the
course of adventuring!

<<Juggling:>> A shadow elf with this skill can juggle three
objects of simlar shape and size. A skill check is required to

juggle nore objects, with a -1 penalty for every object nore than
four, or objects of varying weights.

<<Junp: >> The successful use of this skill enables a character
to |l eap over obstacles and | eap distances of up to 10 feet,
i ncreased by 10 feet with a running start.

<<Ledge Hoppi ng: >> Common i n underground settings, this skil
| ets your character safely hop fromone rocky | edge to another
within six feet, and with reasonabl e encunbrance. The skill also
enabl es your character to find the safest, nost stable | edge on
your path. Circunmstances nmay require a check.

<<Martial Arts:>> Choose one style: Ofensive--Allows a PC to
add Strength bonuses to open hand or natural attacks. A successful
check doubl es danage (bonus not included). Defensive--Permnently
i mproves AC by one, and allows a check to dodge nonnmgi cal
projectiles.

<<Move Silently:>> As the Thief's ability (see the note at
begi nning of this section).

<<Qui ck Draw. >> The ability to notch and fire an arrow with a +2
bonus to Initiative.

<<Rapid Fire:>> A successful check enables a character to fire
a bow twice instead of once. Each shot is made with a penalty of -3
to hit. The first arrowis fired according to which side w ns
initiative, the second arrowis always fired at the end of the
round.

<<Rope Use:>> The aptitude for nmaking knots and nets. A check is
required to throw a net, a lasso, or a grapple to get a solid hold
on an object or creature.

<<Ski nwi ng Flying:>> A shadow elf with this skill is able to
control and ride a skinwing. Skill checks are required to contro
the nonster in dangerous situations or if it gets hit in conbat.
Failure results in the skinw ng spinning out of control until a
successful Skill Check is made (check each round).

<<Sound Imtation:>> Your character can enul ate ani mal or
nonster noi ses to deceive soneone. This skill can be used to
comruni cate at short range wi thout being noticed when used with
Si gnal i ng.

<<Weapon Mastery:>> This enables a character to becone skilled
with a weapon, as described in the D& Gane Master Pl ayers Book
under Weapon Mastery (pp. 16-17). A skill choice nmust be traded in
for each subsequent Wapon Mastery | evel



Constitution Skills

<<Drinking:>> A talent for absorbing al coholic beverages w thout
being affected. The first failure nmeans your character is drunk; he
passes out on the second failed check

<<Sl ow Respiration:>> A successful check neans your character
survives in a reduced space after a cavern exit collapses. A check
i s needed for each day of inprisonnment, with a cunul ative penalty
of -1 for each day the character has been trapped. The sanme could
be applied to water, with a penalty of -1 for each m nute of
imersion. A failed roll nmeans the character suffocates and dies.

<<Stam na:>> The ability to continue arduous physical activity
for long periods, and to endure physical hardship. Character can
run twice as |ong--40 rounds, 10 m nutes--w thout becom ng
exhausted (see "Mowvenent," D&D Basic Pl ayer Manual, page 56; or the
D&D Rul es Cycl opedi a, pages 87-88). He noves as though encunbered
at one class | ower than his actual encunbrance (see the Encunbered
Movenent Rates Table, D&D Basic Player Manual, page 30; or the D&D
Rul es Cycl opedi a, page 88), and receives a +2 bonus on any
Constitution-based checks concerning resistance to effects of
adverse weather or resistance to fatigue from extended peri ods of
exertion.

Charisma Skills

<<Bar gai n: >> A successful check enables a character to get the
best deal available for goods, services or information. If two
characters with this skill bargain agai nst each other, and both
made successful skill checks, whoever made the |owest roll w ns.
The DM may gi ve bonuses or penalties to either character to reflect
the difficulties in the bargain to be nade.

<<Deceive:>> The ability to persuade a listener of the sincerity
of what is said, despite the fact that the speaker is |lying through
his teeth, being insincere, or both. Successful use of this skil
causes an NPC to believe an untrue statenment or to accept a
m sl eadi ng statenent as honest and sincere. Failure indicates that
the character stunbles over words or otherw se sounds unconvi nci ng.
This skill will not stand up to the application of a <detect |ie>
spel | .

<<@Gain Trust:>> The ability to gain the trust of an NPC t hrough
a conbi nation of courtesy, respect for traditions, know edge of
human and dem human nature, and honorabl e behavi or. Successful use

of this skill causes an NPC to accept the character as a
trustworthy person until given solid evidence to the contrary.
In routine situations, a successful use of this skill is

sufficient. This covers situations |like an overnight visit to a
roadsi de inn, seeking food and shelter at a farnstead, etc. In
dangerous or threatening circunstances, or if the NPC |istener is
hostile or already has reason to distrust the speaker, the DM may
assess penalties to the check. The DM nmust exami ne the situation
and may require opposed Charisma checks between the PC and the NPC,

or require opposed checks between the Gain Trust skill and the
NPC s W sdom

<<Leadershi p: >> Successful use of this skill adds a +1 bonus to
the noral e of any NPCs under the character's control. It may al so

be used to convince other NPCs to follow the character's comrands.
<<Musi c: >> Choose one group of related instrunments; groups
i nclude stringed instrunents, brass, percussion, etc. Like their



surface cousins, the shadow el ves are skilled nusicians.

<<Per suade: >> The ability to prove your sincerity to NPC
listeners. This skill cannot be used to deceive a listener; the
speaker nust always believe the truth is what he says. If the NPC
is hostile, or has a reason to distrust the speaker, the DM may
assess penalties of -1 to -8 to the skill check

<<Si ngi ng: >> The shadow el ves have a rich oral history, with
many of their |egends and sagas comritted to music. The ability to
sing well is highly valued anong the elves, and is a useful skil
to make friends of strangers in public settings. Related to the
Storyteller skill, bel ow.

<<Storyteller:>> The ability to captivate an audi ence when
telling stories. It is also an ability of shamans versed in the
hi story of the shadow el ves.

Magi ¢ Among t he Shadow El ves

M |1l ennia ago, the surface el ves developed their first
civilization upon their skills with magic and conbat. Elves | earned
magi c easily, and all elves knew at | east some magic. It is said,
even anong the shadow el ves, that humans first |earned the
di sciplines of magic fromelves, though this my be sinmply
sel f-serving | egend- maki ng

Over the years, the shadow el ves have expanded upon the
relatively sinple spells that they knew when they first traveled
under ground. Because of the subterranean environnment in which they
wer e devel oped, these spells often have differences fromtheir
surface counterparts.

There is no limt to the progress in magic that a shadow el f can
make, if he elects to be a magic-user rather than fighter--a shadow
el f can exceed the 10th |evel of experience and accordingly gain in
power. For nore information, see <<Hit Dice and Level s>>, earlier
in this booklet.

The Spells

The shadow el ves have their own higher magical systemwhich is
simlar to that of human w zards, but reflects their habitat of
i ving underground--sone spells are useless in the environnent of
t he shadow el ves, and so were never discovered

The use of nunbered | evel s can be confusing here. A 20th-1evel
shadow el f has three 9th-1evel spells, while human magi c-users do
not gain 9th-level spells until they reach 21st |evel. However, an
exam nation of the Experience Points involved shows that a shadow
elf of the 10th | evel has to have earned al nost as many XP as a
human wi zard of the 28th level--a | evel which has four 9th-1|evel
spells and many nmore | esser |evel spells.

Spells in italics have detail ed descriptions below, others are
identical to the magic-user spell of the sane |evel and can be
found in the various D&D rul ebooks.

The shadow elves live in an underground environment, and their
avail able spells reflect that fact. Detailed spell descriptions
explain many of the restrictions inposed by the underground
environnment, but many spells are so |ike surface spells that they
are not fully described here. Where these spells have underground
restrictions, the restriction is noted with a plus sign (+) next to
the spell nanme. An asterisk indicates a reversible spell.



First-Level Shadow EIf Magi c-User Spells

Anal yze+
Char m Per son
Det ect Magic
Faerie Fire+
Fairie Lights+
Fel | owshi p+
Locat e+
Longstri de+
Magi c Mssile
Precipitation+
Protection from Evi
Read Languages
Read Magi c
Ventril oqui sm
Wat cher +

Second- Level Shadow ElIf Magi c-User Spells

Det ect | nvisible
Ent angl e+

ESP*
Invisibility
Levitate

Locate hject
Mrror | nmage
Phant asmal Force
Produce Fire+
Web

Thi rd- Level Shadow Elf Magi c-User Spells

Cl ai rvoyance

Di spel Magic

Fly

Hast e*

Hol d Under ground Ani mal *+

Hol d Person*

Invisibility 10-Foot Radi us
Protection From Evil 10-Foot Radi us
Protection From Normal M ssiles
Speak with Underground Aninmal s+
WAt er Breat hing

Fourt h-Level Shadow Elf Magi c-User Spells

Charm Monster

Conf usi on

Di mensi on Door

Enchant ed Weapon+

Fear

Growt h of Underground Ani mal

Hal | uci natory (Underground) Terrain
Massnor ph Pol ynor ph Ot hers Pol ynor ph
Sel f Renpve Curse*

Sumrmon Under ground Ani mal s+



W zard Eye
Fi fth-Level Shadow EIf Magi c-User Spells

Conj ure El enent al
Contact Quter Pl ane
Di ssol ve*

Feebl em nd

Magi ¢ Jar

Pass- Wl |

Rock Door +

Tel eki nesi s

Tel eport

Transnmute Rock to Mud+
Wal | of Stone

Si xt h-Level Shadow ElI f Magi c-User Spells

Anti - Underground Ani mal Shell +

Anti - Magi ¢ Shel |

Geas*

Lower Water

Move Earth

Pass Rock+

Proj ected I mge

Stone to Fl esh*

Transmute Rock to Lava+

Weat her Control (in City of Stars only)

Sevent h- Level Shadow EIf Magi c-User Spells

Create Normal Creatures
Lore

Lower Lava+

Magi ¢ Door *

Mass I nvisibility*
Reverse Gravity

Rock+

Tel eport Obj ect
Transport Through Rock+
Turn Rock+

Ei ght h- Level Shadow El f Magi c-User Spells

Dance

Force Field

Mass Char nr

Metal to Rock+

M nd Barrier*

Per manence

Pol yrmor ph Any Obj ect +
Synbol

Travel

Ni nt h- Level Shadow EIf Magi c-User Spells

Cont i ngency



Gat e*

Heal

| munity
Maze
Shapechange
Swor d+

Ti mest op

W sh

New Shadow El f Spell| Descriptions
First-Level Spell Descriptions

Anal yze

Range: 0 (Touch only)

Duration: 1 round

Ef fect: Analyzes magic on one item

Description: A shadow elf using this spell can handle one item and
| earn the enchantnent on it. Helns nust be put on, swords held in
hand, bracelets put on wists, etc. Any consequences of this action
fall upon the elf, as usual, though he or she gets the usual saving
throws. The elf has a chance of 15% plus 5% per nmmgi c-user |evel of
determ ni ng one characteristic of the item or of whether the item
has no magic at all. The determi nation is not exact. Pluses on
weapons can be characterized as many or few, charges can be
estimated within 25% of the actual nunber, etc.

Faerie Fire

Range: 60 feet

Duration: 1 round per |evel of caster

Effect: Illum nates creatures or objects

Description: Wth this spell, the shadow elf can outline one or
nore creatures or objects with a pale, flickering, greenish fire.
The fire does not inflict any danage. The objects or creatures need
only be detected in sonme way (such as by detect magic) to be the
object of this spell. Al attacks against the outlined creature or
object gain a +2 bonus to Ht Rolls, as it is nore easily seen. The
el f can outline one nman-sized creature (about 12 feet of fire) for
each 5 |l evels of experience. Thus, at 20th level, 48 feet of fire
can be produced (outlining one dragon-sized creature, two

horse-si zed, or four man-sized creatures).

Fairie Lights
Range: 40 feet plus 10 feet per |evel
Duration: 2 rounds per |evel
Effect: Illum nates an area
Description: This spell creates fromone to four lights which
resenbl e either torches or lanterns and cast up to the same anount
of light. The actual intensity of the Iight can be varied by the
caster at any tine he spends a round concentrating. The caster nmnust
create the lights where he can see themi he can then nove the
lights anywhere within his range, even if they pass out of his
vi sion (such as around a corner). He cannot nove them through solid
obj ect s.

This spell is frequently used by shadow elves to m slead parties
of orcs who cone too close in a cavern or passageway.



Fel | owshi p

Range: 0 (shadow elf only)

Duration: 1 round per |eve

Ef fect: Increases charism

Description: This spell causes the shadow elf to gain either a
tenporary increase of 2-8 points in charism in the eyes of the
target, or a loss of 1-4 points if the target nmakes a Saving Throw
versus Magic. All those failing the Saving Throw are very inpressed
by the caster and desire greatly to be his friend and assist himin
any way they can. Those who do not fail the Saving Throw are uneasy
in the caster's presence and tend to find himor her irritating.
This spell has no effect on creatures of animal intelligence or
lower. It also has no effect on Charisna-based skills.

Locate

Range: 0 (shadow elf only)

Duration: 6 turns (1 hour)

Effect: Detects one aninmal or plant within 120 feet

Description: This spell allows the shadow elf to sense the
direction of one known normal animal or plant. The elf can |ocate
(simlar to the <locate object> spell) any normal or giant-sized
ani mal , but not fantastic creatures, plant nonsters, nor any
intelligent creature or plant. He nust nane the exact type of

ani mal or plant, but does not need to see the specific one he

wi shes to |locate. The aninmal or plant gets no Saving Throw. (This
spell is nost often used to find special plants.)

Longstri de

Range: 0 (touch)

Duration: 5-8 hours

Ef fect: Doubl es normal nopvenment speed

Description: The <longstride> spell enables the shadow elf or other
reci pient of the spell to nove at tw ce normal ground speed
(wal ki ng) for 1d4+4 hours without tiring, or run normally for the
sanme amount of tinme without tiring. However, after this the
reci pi ent must spend the same anount of time resting, as well as
drinking plenty of liquids and eating heartily. If he does not
rest, he |l oses 2-8 Constitution points. These are recovered by rest
at the rate of 1d4 days per point, and only after he has spent tinme
resting and drinking and eating, as noted above. Only bipeda

humans and dem humans are affected by this spell

Precipitation

Range: Speci al

Duration: 1 round per |eve

Effect: Creates light rain in 30 feet + 10 feet per |evel dianeter
area

Description: This spell takes all the water vapor in the area of
effect and turns it into a light rain. Note that a | ow1|evel shadow
el f would be caught within the effect of his own spell because of
the short range.

Except when used by high-1level elves, the principal effect of
this spell is to danpen clothing, filmsolid rock floors with water
(meking footing uncertain), water plants, and snuff out fires. The
rain turns into obscuring fog of double its normal area when it
hits fire magic (such as a <wall of fire>). If the weather is bel ow
freezing, the rain turns into sleet (between 31 and 33 degrees F)



or snow (30 degrees F and bel ow).

Magi cal cold (such as an <ice stornmp) applied to the result of
the precipitation turns it into ice.

Wthin the domains of the shadow elves, this spell can be cast
only in the cavern which contains the City of Stars; this spel
cannot be used on the surface.

Wat cher

Range: 10 feet

Duration: 2-8 turns plus 1 turn per |evel
Effect: Plants or aninmals give warning

Description: Wen the watcher spell is cast, the shadow elf causes
a specific plant or local animal to react to the presence of any
living creature bigger than a rat, i.e., anything |arger than about

one-half cubic foot in volunme or than about 3 pounds in weight. As
soon as any living creature steps past the plant or animl, touches
it, or otherwise disturbs it, the plant or animal enmts a | oud
keeni ng sound which can be clearly heard within a 60-foot radius
(subtract 10 feet for interposing doors, 20 feet for thick walls).
The sound | asts for one round, then subsides. Undead do not cause
the spell to function, but invisible creatures do. Flying and
levitating creatures attenpting to pass over the watcher within the
radi us are al so di scovered

Second- Level Spell Descriptions

Ent angl e

Range: 30 feet

Duration: 1 round per |eve

Effect: Controls ropes

Description: This spell allows the shadow elf to use any rope-like
obj ect of living or once-living material (roots, vines, |eather
ropes, plant-fibre ropes, etc.) to behave as he orders. About 50
feet of normal 1/2-inch dianeter vine plus 5 feet per |evel of
caster can be affected. The commands to be given under an entangle
spell include: coil (forma neat stack), coil and knot, |oop, |oop
and knot, tie and knot, and the reverses of all the above. The vine
or rope must be within 1 foot of any object it is to coil around or
tie up, so it must often be thrown at the target. The affected vine
can be handled by the target as it would any other entangling

obj ect.

Produce Fire

Range: 0 (shadow elf only)

Duration: 2 turns per |eve

Effect: Creates fire in hand

Description: This spell causes a small flame to appear in the
shadow el f's hand. It does not harmthe caster in any way, and
sheds light as if a normal torch. The flanme can be used to ignite
conmbusti ble materials touched (lantern, torch, oil, etc.) wthout
harm ng the magical flame. While holding the flame, the caster can
cause it to disappear and reappear by concentration once per round,
until the duration ends. Oher items may be held and used in the
hand while the fire is out. If desired, the fire may be dropped or
thrown to 30 feet range, but disappears 1 round after |eaving the
el f's hand.



Third-Level Spell Descriptions

Hol d Under ground Ani mal *
Range: 180 feet
Duration: 1 turn per |level of caster
Ef fect: Paral yzes several aninals
Description: This spell will affect any normal or giant-sized
underground animal, but will not affect any fantastic creature, nor
one of greater than animal intelligence. Each victimnust make a
Savi ng Throw vs. Spells or be paralyzed for 6 turns. The shadow el f
can affect 1 Hit Die of animals for each | evel of experience
ignoring "pluses"” to Hit Dice. For exanple, a 20th-level elf could
cast the spell at 10 giant toads (2+2 Hit Dice each). Note that the
spell can affect summoned, conjured, or controlled animals.

The reverse of the spell, <free underground ani mal >, renoves the
paralysis of up to 4 victinms of the normal form of the spel
(including one cast by a cleric). It has no other effect.

Speak with Underground Animals

Range: 0 (shadow elf only)

Duration: 6 turns

Ef fect: Allows conversation within 30 feet

Description: Wen this spell is cast, the shadow elf nust name one
type of underground ani mal (such as normal bats, lizards, etc.) For
the duration of the spell, the elf my speak with all aninmals of

that type if they are within 30 feet; the effect noves with the
caster. Any normal or giant forms of animals (including underground
mamual s, insects, birds, etc.) may be spoken to, but intelligent
animal s and fantastic creatures are not affected. When there exist
both normal and giant fornms, only one type (either normal or giant)
may be nanmed. The creatures' reactions are usually favorable (+2
bonus to reaction roll), and they may be tal ked into doing a favor
for the shadow elf if the reaction is high enough. The favor
requested must be understood by the animl, and must be possible
for the creature to perform

Fourt h-Level Spell Descriptions

Enchant ed Weapon
Range: Touch
Duration: 5 rounds per |evel
Ef fect: Makes a weapon tenporarily magical
Description: A weapon of any kind that this spell is cast on
becones magical for the duration of the spell. It has no bonuses to
hit or for danmage, but it can be used agai nst |ycanthropes, various
undead, gargoyl es, some non-corporeal creatures, and other
creatures who are invul nerable to nornmal weapons.

This is a very popul ar spell anong fighting shadow el ves.

Fear

Range: 0 (Touch)

Duration: I|nstantaneous

Ef fect: Causes targets to run away in fear

Description: The victimmnust nmake a Saving Throw vs. Magic or run
away fromthe caster (at 3 tines the normal rate) for 30 rounds.

Growt h of Underground Ani mal



Range: 120 feet

Duration: 12 turns

Ef fect: Doubl es the size of one ani mal

Description: This spell doubles the size of one normal or giant
underground ani mal. The aninmal then has twice its nornmal strength
and inflicts double normal damage. It may also carry twice its
normal encunbrance. This spell does not change an aninmal's
behavi or, Arnmor Class, or hit points, and does not affect
intelligent animal races or fantastic creatures.

Summon Under gr ound Ani mal s

Range: 360 feet

Duration: 3 turns

Effect: Calls and befriends normal aninals

Description: Wth this spell, the shadow elf can sunmon any or al
normal underground animals within range. Only nornmal, non-nmagica
creatures of animal intelligence are affected, excluding insects,
art hropods, humans, and dem humans but including mammals, reptil es,
anphi bi ans, etc. The shadow elf may choose one or nore known
animals, may call for specific types, or may summon everything
within range. The total Hit Dice of the aninmals responding wil
equal the level of the caster. Treat normal small creatures (frogs,
mce, squirrels, small birds, etc.) as Hit D e each. Aninmals

affected will conme at their fastest novenent rate, and wll
understand the elf's speech while the spell is in effect. They wil
be friends of and will help the caster, to the limt of their
abilities. If harmed in any way, a sumoned animal will normally

flee, the spell broken for that animl. However, if the shadow el f
is being attacked when a sumoned ani mal arrives, the animal wll
i medi ately attack the opponent, fleeing only if a Morale Check is
failed.

This spell may be used to calm hostile animals encountered while
advent uri ng.

Shadow el ves sel dom use this while hunting nornmal food ani mals.

Fifth-Level Spell Descriptions

Rock Door

Range: 0 (shadow elf only)

Duration: 1 turn per |level of caster

Effect: Opens a path through rocks

Description: For the duration of this spell, no rocks can prevent
the shadow el f's passage, no natter how dense. Even stal agmtes
will bend or magically open to allow the druid to pass. Al

equi prent carried can al so be noved through such barriers, but no
ot her creature can use the passage.

Transmute Rock to Mud
Range: 160 feet
Durati on: Permanent
Effect: Turns hard rock to soft mud
Description: This spell turns natural rock of any kind into an
equal volume of nud. The nost that can be transmuted is a cube of
20 feet on a side per level. The depth of the nud can never exceed
one-half its length and breadth.

Once the spell is cast, the resulting mud acts |i ke normal nud
in all situations.



Si xt h-Level Spell Descriptions

Anti - Under ground Ani mal Shel

Range: 0 (shadow elf only)

Duration: 1 turn per |level of caster

Ef fect: Personal barrier which blocks aninmals

Description: This spell creates an invisible barrier around the
shadow el f's body (less than an inch away). The barrier stops al
attacks by underground ani mals, both normal and gi ant-sized, as
well as insects and all other non-fantastic creatures of anim
intelligence or |less. The caster cannot attack animals while
protected except by use of magical spells; the animals are
protected fromthe elf's physical attacks, just as the elf is
protected fromtheirs.

Pass Rock

Range: 0 (shadow elf only)

Duration: Instantaneous

Ef fect: Short-range teleportation

Description: Wth this spell, the elf can enter one |arge stone or
stalagmte, teleport, and i mediately step out of another stone of
the same type. The stones must be | arge enough to enclose the elf;
the wall of a cavern will <not> work for this use. The range an el f
can teleport varies by the type of stone, as follows: stalagmte or
stalactite: 600 yards netanorphic rock: 360 yards igneous rock: 240
yards sedi nentary and ot her rock: 300 yards

Transnmute Rock to Lava
Range: 160 feet
Durati on: Permanent
Effect: Turns hard rock to hot | ava
Description: This spell turns natural rock of any kind into an
equal volume of l|ava. The nost that can be transmuted is a cube of
20 feet on a side per level. The depth of the |ava can never exceed
one-half its |l ength and breadth.

Once the spell is cast, the resulting lava acts |like normal |ava
in all respects.

Sevent h- Level Spell Descriptions

Lower Lava

Range: 240 feet

Duration: 10 turns

Effect: Cuts depth to 1/2 norma

Description: This spell will affect an area up to 10,000 square
feet. At the end of the duration, the |lava noves back into the
area, sonmetinmes causing "lava waves" that otherw se would not
natural ly occur.

Rock

Range: 0 (shadow elf only)

Duration: 2 turns per |level of caster

Effect: Allows caster to turn to stone

Description: This spell allows the shadow elf to change into a
rock, along with all non-living equi pment carried, up to once per
round (to or fromrock form) for the duration of the spell. The



caster can concentrate on other spells while in rock form Although
this spell does not give imunity to Turn to Stone effects (from
the attack of a gorgon, for exanmple), the caster may sinply turn
back to normal form one round after becoming petrified.

VWile in rock form the elf is Arnor Class -4, but cannot nove.
The rock cannot be damaged by cold or fire (whether normal or
magi cal ), or by normal weapons. The rock need not breathe, and is
thus imune to all gas attacks, drowning, etc. Magical weapons and
other spells (such as lightning bolt) can inflict normal danmge. |f
a fire or cold spell is cast at the elf while in normal form the
character need only win the initiative (through the standard roll)
to turn into a rock before the attacking spell strikes. The caster
receives +2 to initiative if planning to change form that round.

Transport Through Rock

Range: Infinite

Duration: I|nstantaneous

Ef fect: Long-range tel eport

Description: This spell may be used once per day at nost. The

shadow el f must be near a rock of any size--not a cavern wall--and
nmust choose either a general |ocation or a specific known rock
el sewhere. After casting the spell, the elf magically enters the

nearby rock and steps out of a rock at the destination (the exact
rock determned randomy if not specified). There is nolimt to
the range, but the rocks nust be on the sane Pl ane of Existence.
The caster inmediately appears at the new | ocation

The caster can transport two additional, willing creatures.

Turn Rock

Range: 30 feet

Duration: 1 turn per |level of caster

Ef fect: Pushes all stone itens away

Description: This spell creates an invisible wave of force, 120
feet long and 60 feet tall. Its mdpoint can be created anywhere
within 30 feet of the caster. This wave of force then i nmediately
moves in one horizontal direction, as specified by the caster, at
the rate of 10 feet per round. If desired, the force wall can be
stopped at any tine, but cannot thereafter be noved.

All stone objects contacting or contacted by the wave of force
becone stuck to it and nmove with it. The wave of force continues
movi ng until the maxi mumrange (360 feet) is reached, and stops
there for the remai nder of the spell duration. The items caught are
not harmed by the effect, but cannot be used while trapped init.

Once created, the wave of force does not required concentration
However, the caster mmy cause it to vani sh before the duration ends
by concentrating for one round

This spell has many useful applications in cleaning up a cave
area. However it will not nobve permnent constructions (such as
bui | di ngs) or other secured objects (such as stalagnmtes or
stal actites).

Ei ght h-Level Spell Descriptions

Metal to Rock

Range: 120 feet

Durati on: Permanent

Ef fect: Changes netal into rock



Description: This spell can be used to change any netal item or
itenms into rock. The amount that can be transmuted is 50 cn per

| evel of the caster. Any mmgical itemis 90% resistant to the
magi c. The effect is permanent, and cannot be changed back with a
<di spel magic> spell. Any arnmor changed to rock falls off the
wearer and any weapons affected turn to non-magi cal stone clubs.

Pol yrmor ph Any Obj ect

Range: 240 feet

Duration: See bel ow

Ef fect: Changes form of one object or creature

Description: This spell is simlar to the 4th-1evel <polynorph

ot her> spell, except that any object can be affected. If the object
is part of a greater whole (such as a section of wall), up to a 10
feet x 10 feet x 10 feet volunme can be pol ynorphed. A creature my
avoid the effects if a Saving Throw vs. Spells is made, but with a
-4 penalty to the roll.

There are three basic "kingdons' of all things--animal
vegetabl e, and m neral. If an object is polynorphed to one of a
"near by" ki ngdom (ani mal -veget abl e, vegetabl e-m neral), the
duration is 1 hour per level of the caster. If the change is from
animal to mneral (or the reverse), it lasts for 1 turn per |evel
of the caster. If no change in kingdom occurs (for exanple, if a
creature is pol ynorphed into sone other creature), the change is
permanent until renoved by a <di spel magic> spell at normal chances
for success.

Note that creatures created by neans of this spell are not
automatically friendly. A polynorph cannot affect a creature's age
or his points. (See the 4th-1evel <polynorph self> and <pol ynorph
ot her> spells for other guidelines.)

Ni nt h- Level Spell Descriptions

Swor d

Range: 30 feet

Duration: 6 rounds + 1 per |evel of caster

Ef fect: Creates sword of force

Description: This spell allows the shadow elf to create a

shi mmrering sword-1ike blade of force. The elf is able to wield this
weapon as if he or she were holding it. An elf cannot both fight
with this sword and fight with other weapons, but it will just hang
in space if the elf nust neglect it for a few rounds to handl e
sonet hing else. It has no bonuses, but can hit any sort of

opponent, even those normally struck only by +3 weapons. It hits
any Arnor Class on a roll of 19 or 20. It inflicts 4-24 points of
damage and lasts until the spell duration expires, a successful

<di spel magic> is cast on it, or the caster no |longer wants it.
This sword can be used for any special maneuvers, just as a normal
sword can.

Creating and Pl aying a Shanman

Shamans anong the shadow el ves hold an el evated status, being
the worldly representatives of the Inmortal Rafiel. Being a shaman
is no small task, so Rafiel chooses those souls he wishes to be his
shamans, and marks themin his own special way. There is no other
way to "becone"” a shaman--if the mark is there, the character is



eligible for training, but if the mark is m ssing, the shadow elf
is out of luck. If you wish your PC to be a shaman, then she has a
mark |ike this.

Shamans are elves, so they have the normal abilities of fighting
and spellcasting as other elves, but in addition they receive
shaman spells nuch as human clerics do. Naturally, |eve
advancenent | evel takes |longer for a shaman because of her extra
responsibilities and powers.

Besi des the special birthmark signifying the character's status,
each shaman, before she is qualified to receive spells, nust
acquire a soul crystal. Wen your character is ready for this step,
your DM w || provide you--perhaps with other players--with a quest
adventure to realize this goal. Over a career, a shaman mn ght
acqui re many of these holy gens--if the character is true to the
Way of the Shaman, and if Rafiel guides her

Details

To create a shaman shadow el f player character, follow the rules
for creating an elf given above, noting the follow ng differences
for shamans:

<<Physi cal Description:>> As already noted, all shadow elf
shamans have the "mark of Rafiel"--a purplish birthmark that
extends over the forehead and eyes, and sonetines other parts of
the face, in a symetrical design. Exanples of these marks can be
found on the cover of this book.

An unusual Iy hi gh percentage of shadow elf shamans are
femal e--about 70% -so you m ght consider playing a female
character, too, if you are interested in playing a shaman.

<<M ni mum Scores and Experience Bonuses: >> Besi des the normal
m nimum Intelligence score of 9, a shaman nust al so have a W sdom
score of at least 9. If both her Wsdom and Intelligence are 13 or
nmore, the shaman gains an Experience bonus of 5% If her Wsdomis
16 or nore, and her Intelligence is 13 or nore, her Experience
Bonus is 10%

<<Special Abilities:>> The main special ability of the shadow
el f shaman (besides those abilities that all shadow el ves have) is
the powerful spells that Rafiel grants. These nake the shaman a
powerful force against those outsiders who would interfere with the
happi ness of the shadow el ves. No spell can be granted, or
subsequently cast, unless the character is in possession of a soul
crystal of the appropriate size and quality. For exanple, sonme soul
crystals are "first-level" crystals; a shaman having one of these
could neditate and receive first-level spells, and cast these, but
coul d not receive any higher spells. The first soul crystal your
shaman finds will nost likely be one of these. Wen you are ready
to cast higher-level spells--time for another quest!> (O her
special abilities will be gained as the shaman advances in | evel
and she is allowed into |ower levels of the Tenple of Rafiel. These
will be revealed to you by your DM as the tinme cones.)

<<Clan and City:>> Distinctly unlike other shadow el ves, a
shaman is said to be cl anl ess--she serves all shadow elves. In
practice a shaman of course nakes her honme in a certain city, and
typically that is the city of the clan of her parents. Shamans do
not often marry, not because there is any prohibition against it,
but just because their many responsibilities would get in the way
of a settled, normal family life. In fact, because a shaman is
"clanless"” frombirth, she may even marry soneone from her parents



clan. If a male shaman does marry, he does not necessarily nove to
the city of his bride. Usually it is dictated by the needs of the
shadow el f people (i.e., where he is needed for a tenple, etc.).

<<Tenpl es: >> When a shaman reaches 9th level, she may build a
Tenple of Rafiel in a cave near the shadow elf's domain. Your DM
will tell you howto do this when you reach this level. Wen a
shaman does this, she starts a new settlenent that would be
considered to belong (ultimately) to her particular clan

<<Speci al Attacks:>> Shaman characters are not allowed to
i mprove in conbat ability past the 10th | evel of experience, nor
are they eligible to use the Conbat Options for Fighters or
mul ti ple attacks.

<<Level Advancenent:>> The Experience Points gained by a shaman
character must be split between her normal advancenment and the
addi ti onal XP needed to advance as a shaman. The player can divide
these points as she wi shes, but the |l evel of shaman can never
exceed the regular level. Also, notice that to becone a 1st-I|evel
shaman requires 2,000 XP. The character nmust adventure for a while
as a 1st-level shadow elf to earn these points; only after she has
achi eved themis she invested as a shaman of Rafi el

<<Spel I s: >> Shaman spells are gained the way clerics gain their
spells: The character neditates and Rafiel grants the spells that
Rafi el thinks the character has earned.

<<Tabl e 3: Shadow Elf Shaman Experience, D&D(R) Ganme>>

Shaman Spells by Spell Level

Level Additional XP 1 3 4 5 6 7
1 2,000 i - - - - - -
2 3,000 2 - - - - -
3 4,000 2 1 - - - - -
4 8, 000 2 2 - - - - -
5 16, 000 2 2 1 - - - -
6 32, 000 3 2 1 - - - -
7 60, 000 3 31 - - - -
8 125, 000 3 3 2 - - - -
9 200, 000 3 3 2 1 - - -
10 300, 000 4 3 2 1 - - -
11 425, 000 4 4 2 1 - - -
12 550, 000 5 4 3 2 - - -
13 675, 000 5 4 3 2 1 - -
14 800, 000 5 4 4 3 1 - -
15 925, 000 6 5 4 3 2 - -
16 1, 050, 000 6 5 4 3 2 1 -
17 1,175, 000 7 5 4 4 3 2 -
18 1, 300, 000 7 6 4 4 3 2 -
19 1, 425, 000 7 6 5 4 3 2 1
20 1, 550, 000 8 6 5 5 4 2 1
21 1, 675, 000 8 7 5 5 4 3 2
22 1, 800, 000 8 7 6 5 4 3 2
Notes to Table 3

125,000 XP per level after level 22.
Maxi mum shaman spell ability is gained at |evel 22

Shaman Spel |l Lists by Level



First-Level Shadow EIf Shaman Spells

Cer enony

Command Word

Purify Food and Water
Resi st Cold

PwNE

Second- Level Shadow ElIf Shaman Spells

Cure Light Wunds

Det ect Danger

Know Al i gnment *
Predi ct Weat her

Resist Fire

Sil ence 15-Foot Radi us

ok wNE

—

hi rd- Level Shadow El f Shaman Spells
Fi re Bal

Heat Met al

Obscure

Protection from Poi son

PoNE

Fourt h-Level Shadow El f Shaman Spells

Control Tenperature 10- Foot Radi us
Cur e Di sease

Lava Breat hing

Wall of Fire

RwnN =

Fi fth-Level Shadow EIf Shaman Spells

Call Upon Soul s
Cure Serious Wunds
I nsect Pl ague
Neutral i ze Poi son

PonNE

Si xt h-Level Shadow El f Shaman Spells

1. Control Destiny

2. Cure Critical Wunds
3. Dispel Evil

4. Rai se Dead

5. Stone to Flesh*

6. Truesi ght

Sevent h- Level Shadow El f Shaman Spells

Creepi ng Doom

Del ayed Bl ast Fire Bal
Di scharge Soul Power
Ear t hquake

Rai se Dead Fully

akwNE

New Shadow El f Shanman Spell Descriptions



First-Level Spell Descriptions

Cer enony
Range: Touch
Dur ation: Permanent
Ef fect: Consecration of one creature, item or area
Description: This is an all-purpose spell that a shadow el f rnust
performas part of a process to guide another elf through some part
of his or her life. The cerenonies involved include:
<Adopt:> A cerenony that transfers a shadow elf (and, on rare
occasi on, a human or other dem human) from one clan to another. The
shaman perform ng the cerenmony nust be of a |evel at |east equal to
the adoptee's. This cerenmony is part of any marriage, noving the
groomto the clan of the bride
<Anat hermati ze: > A cerenony perfornmed when an elf has reached the
age of 800 years and nust now be bani shed as a wanderer.
<Consecrate:> This cerenony has two different uses anong the
shadow el ves. The first allows the shaman to dedi cate an area of
ground to the building of a Tenple of Rafiel, and dedicates certain
i mpl ements for that building. The second use of this spell allows
the shaman to dedicate an area of a cave for the mning of soul
crystals, and dedicates certain inmplenments for that m ning.
<Invest:> A cerenony that is perforned when a shadow el f becones
a shaman.

Command Wor d
Range: 10 feet
Duration: 1 round
Ef fect: One creature
Description: This spell allows the shadow elf to utter a command of
one word. The word nust be in a | anguage that the recipient is able
to understand. The recipient obeys to the best of her ability as
Il ong as the command is clear and unequivocal. A command to "Die!”
woul d make the recipient faint for a round, but there would be no
other harnful effect (unless, of course, she was wal king a high
wire at the tinme). Typical command words include halt, back, run,
go, surrender, etc.

Undead are not affected by a <command word>.

Creatures with an Intelligence of 13 or nore and creatures with
6 or nore hit dice or experience levels are entitled to a Savi ng
Throw vs. Spells. Creatures who neet both qualifications do not get
two saving throws.

Purify Food and Water
Range: 10 feet
Durati on: Permanent
Ef fect: Makes food and water safe to consume
Description: This spell will make spoiled or poisoned food and
wat er safe and usable. It will purify one ration of food (either
Iron or Standard rations), or six waterskins of water, or enough
normal food to feed a dozen people. If cast at mud, the spell wll
cause the dirt to settle, leaving a pool of pure, clear water. The
spell will not affect any living creature.

This spell is seldomused anong the shadow el ves, who have cone
to depend upon <trania> their specially conpressed and preserved
food preparation.



Resi st Cold

Range: O feet

Duration: 6 turns

Effect: Al creatures within 30 feet

Description: Wen this spell is cast, all creatures within 30 feet
of the shaman can withstand freezing tenperatures w thout harm In
addi tion, those affected gain a bonus of +2 to all Saving Throws
agai nst cold attacks. Furthernore, any damage fromcold is reduced
by -1 per die of damage (but with a m nimum of 1 point of damage
per die). The effect will nove with the shaman.

Second- Level Spell Descriptions

Cure Light Wunds*

Range: Touch

Dur ation: Permanent

Ef fect: Any one living creature

Description: This spell will either heal damage or renove
paralysis. If used to heal, it will cure 2-7 (1d6+1) points of
damage. It will not heal any danage if used to cure paralysis. The
shaman may cast it on hinmself (or herself) if desired. This spel
will never increase a creature's total hit points above the

origi nal anount.

Det ect Danger
Range: 5 feet per |evel of caster
Duration: One hour
Ef fect: Reveal s hazards
Description: This spell conbines sonme effects of <detect evil> and
<find traps> VWile it is functioning, the shaman can concentrate
on places, objects, or creatures within range. A full round of
concentration is needed to exam ne one square foot of area, one
creature, or one small object (a chest, weapon, or smaller item.
Larger objects require nore time. After exam ning the thing, the
shaman wi |l know whether it is imediately dangerous, potentially
dangerous, or benign (all strictly froma shaman's point of view).
The precise nature of the danger is not reveal ed. Note that nost
creatures are potentially dangerous. This spell wll detect
poi sons, while other spells may not.

The spell duration is a full hour when used underground in the
areas inhabited (or clained by) the shadow el ves; el sewhere, the
duration is half normal (i.e., three turns).

Know Al i gnnent *
Range: 10 feet
Duration: 1 turn
Effect: Tells alignnment of target
Description: This spell enables the shaman to exactly read the
al i gnment aura of a person--human, dem human, or nonhuman. Up to 10
persons can be exanmined with this spell.

The reverse of this spell makes another's <know alignnent> spel
react as if the target is the same alignnment as the examner; this
effect lasts for one turn.

Predi ct Weat her
Range: 0 (shaman only)
Duration: 12 hours



Effect: G ves know edge of com ng weat her

Description: This spell enables the shaman to |earn the accurate
weat her to cone for the next 12 hours. It affects an area 1 nmile in
<di aneter> per |evel of the shaman; for exanple, a 20th-I|evel
shaman would |l earn the weather within a 10-mle radius. The spel
does not give any control over the weather, nmerely predicting what
is to cone.

Resist Fire

Range: 30 feet

Duration: 2 turns

Effect: One living creature

Description: For the duration of this spell, the recipient cannot
be harned by normal fire and heat. The recipient also gains a +2
bonus on all Saving Throws against magical fire (dragon's breath,
fire ball, etc.). Furthernore, damage from such fire is reduced by
1 point per die of damage (though each die will inflict at least 1
poi nt of damage, regardl ess of adjustments). Red dragon breath
damage is reduced by 1 point per hit die of the creature (again to
a mnimum of 1 point of damage per hit die).

Si |l ence 15-Foot Radius

Range: 180 feet

Duration: 12 turns

Ef fect: Sphere of silence 30 feet across

Description: This spell makes the area of effect totally silent.
Conversation and spells in this area are inpossible for the
duration of the spell. This spell does not prevent a person within
the area from hearing noi ses made outside the area. If cast on a
creature, the victimnust make a Saving Throw vs. Spells; if
successful, the spell remains in the area in which it was cast, and
the victimmy nove out of that area.

Third-Level Spell Descriptions

Fire Bal

Range: 240 feet

Duration: I|nstantaneous

Ef fect: Explosion in a sphere 40 feet dianeter

Description: This spell creates a missile of fire that bursts into
a ball of fire of 20-foot radius when it strikes a target. The fire
ball will cause 1-6 points of fire damage per |evel of the caster
to every creature in the area. Each victimmay nmake a Saving Throw
vs. Spells; if successful, the spell will only do half damage. For
exanple, a fire ball cast by a 6th-level shaman will burst for 6-36
poi nts of damage, or one half the total to those neking the Saving
Thr ow.

Heat Met al

Range: 30 feet

Duration: 1 turn per |level of caster

Effect: Warns one netal object

Description: This spell causes one object to slowy heat and then
cool. It will affect one netal item weighing up to 5 cn per |evel
of the caster. A 12th-level shaman, for exanple, can heat a normal
sword, but a 20th-level shaman can heat a two-handed sword, and a
36t h-1 evel shaman, a |ance. The heat causes no damage to magi cal



items. Normal weapons or other itenms nmay be severely dammged,
especially if mde of wood and netal (as a normal |ance), as the
wood will burn away. |If the object is held, the heat causes damage
to the holder: one point during the first round, 2 in the second,

4 in the third, 8 in the fourth, and then decreasing at the sane
rate (for a total of 22 points of heat damage over seven rounds.)
No Saving Throw is allowed, but fire resistance negates all damage.
The item may be dropped at any tinme, of course, and creatures of
low intelligence are 80%Ilikely to do so (check each round). In the
fourth round, the searing heat will cause |eather, wood, paper, and
ot her flammabl e objects in contact with the netal to catch fire

Once the spell has been cast, no concentration is needed; the
heating and cooling proceed automatically. a dispel magic can stop
the effect, but normal means (inmersion in water, etc.) will not.

If used on an iteminbedded in an opponent (such as an arrow or
dagger), the creature may renmpve the itembut |oses initiative for
that round (and takes the appropriate heat damage as well). Note
t hat heat damage di srupts concentration; the victimcannot cast
spells during any round in which damage is inflicted by this spell

Qbscure

Range: 0 (shaman only)

Duration: 1 |level per turn of caster

Effect: Creates huge mi sty cloud

Description: This spell causes a m sty vapor to arise fromthe
ground around the shaman, form ng a huge cloud. The cloud is 1 feet
hi gh per | evel of the shaman, and is 10 feet across for each |evel.
For exanmpl e, a 20th-level shaman could cast an obscure 20 feet tal
and 100 feet in radius. The cloud has no ill effects except to

bl ock vision. The caster, and all creatures able to see invisible
things, will be able to dimy see through the cloud. Al other
creatures within the cloud will be delayed and confused by the

ef fect.

Protection from Poi son

Range: Touch

Duration: One turn per |evel of caster

Effect: G ves one creature inmunity to all poison

Description: For the duration of this spell, the recipient is
completely immune to the effects of poisons of all types, including
gas traps and <cloudkill> spells. This protection extends to itens
carried (thus protecting against a spirit's poisonous presence, for
exanmple). Furthernore, the recipient gains a +4 bonus on Savi ng
Throws vs. Poi sonous Breath weapons (such as green dragon breath)
but not petrification breath (such as a gorgon's).

Fourth-Level Spell Descriptions

Control Tenperature 10- Foot Radi us

Range: 0 (shaman only)

Duration: 1 turn per |level of caster

Effect: Cools or warnms air within 10 feet

Description: This spell allows the shanman to alter the tenperature
within an area 20 feet across. The naxi mum change is 50 degrees
(Fahrenheit), either warnmer or cooler. The change occurs

i medi ately, and the effect noves with the shaman. The tenperature
may be changed by nere concentration for 1 round, as long as the



spell lasts. The spell is useful for resisting cold or heat so the
caster may survive any tenperature extremes.

Cure Di sease

Range: 0 (touch)

Dur ation: Permanent

Effect: One living creature

Description: This spell will cure any living creature of one

di sease, such as those caused by a mumry or green slime. If cast by
a shaman of 11th level or greater, this spell will cure

| ycant hr opy.

Lava Breat hi ng

Range: 30 feet

Duration: 1 day

Effect: One air-breathing creature

Description: This spell allows the recipient to breathe while under
lava. It does not affect novenent in any way, nor does it interfere
with the breathing of air. Note also that this spell does <not>
afford protection fromthe intense heat of the | ava

VWall of Fire

Range: 60 feet

Duration: Concentration

Effect: Creates 1,200 square feet of fire

Description: This spell creates a thin vertical wall of fire of any
di rensi ons and shape, determ ned by the shaman, totalling 1,200
square feet (for exanple, 10 feet x 120 feet, 20 feet x 60 feet, 30
feet x 40 feet, etc.). The wall is opaque and will block sight.
Creatures of less than 4 Hit Dice cannot break through the wall
Creatures of 4 HD or nore can break through, but take 1-6 points of
damage in the process. Undead and col d-using creatures (white
dragons, frost giants, etc.) each take doubl e damage whil e breaking
t hrough. The wall cannot be cast in a space occupi ed by another
object. It lasts as long as the caster concentrates on it, wthout
novi ng.

Fifth-Level Spell Descriptions

Call Upon Soul s
Range: 30-foot radius from soul crystal
Duration: 1 round per |eve
Ef fect: 1 ncreases spell effects
Description: This spell enables the caster to increase her spel
effects for one round per level. This requires the use of a sou
crystal of the appropriate quality. The increase in |evel depends
upon the soul crystal, and varies between one and seven | evels of
increase. If the level of spell casting does not substantially
change the effect, the caster may instead choose to increase one of
the follow ng factors:
<Range> (except for permanent or instantaneous effect spells)
<Dur ati on> (except for permanent or instantaneous effect spells)
<Area of Effect> (except for spells affecting only one person or
target) The factor increases 10% (or one level) for each 10 souls
within the soul crystal, to a maxi mumof 7 levels or 70%
<Exanpl e: > A 36th-|evel shaman with the maxi num soul crystal
(i.e., 70%inprovenent) could cast a fire ball 408 feet away



i nstead of 240 feet, or cover a 68-foot blast area instead of 40
feet. (Damage does not increase since spells never cause nore than
20d6 of dammage, as per D&D Conpanion rules.)

Drawi ng upon the power of souls within a crystal weakens them
of course. The souls regain their strength only slowy, as they
have no naterial bodies. Each soul drawn upon is unusable for one
week. Other souls within the crystal are still available, however

Cure Serious Wunds

Range: Touch

Dur ation: Permanent

Ef fect: Any one living creature

Description: This spell is simlar to a cure |ight wounds spell
but will cure one creature of 4-14 points of damage (2d6+2).

I nsect Pl ague

Range: 480 feet

Duration: 1 day

Ef fect: Creates a swarm of 30-foot radius

Description: This spell sunmpns a vast swarm of insects. The swarm
obscures vision and drives off creatures of less than 3 Hit Dice
(no Saving Throw). The swarm noves at up to 20 feet per round as
directed by the shaman while it is within range. The caster nust
concentrate, w thout noving, to control the swarm If the caster is
di sturbed, the insects scatter and the spell ends.

Neutral i ze Poi son

Range: Touch

Durati on: Permanent

Effect: A creature,container, or object

Description: This spell will nmake poison harmess either in a
creature, a container (such as a bottle), or on one object (such as
a chest). It will even revive a victimslain by poison if cast

within 10 rounds of the poisoning! The spell will affect any and
all poisons present at the tine it is cast, but does not cure any
damage (and will thus not revive a poisoned victimwho has died of
wounds) .

Si xt h-Level Spell Descriptions

Control Destiny
This spell is described in another file for shadow el ves: "Shadow
El ves: The O ficial DM TM Book for the D&D(R) Gane."

Cure Critical Wunds

Range: Touch

Dur ati on: Pernanent

Effect: Any one living creature

Description: This spell is simlar to a cure |ight wounds spell
but will cure one living creature of 6-21 (3d6-3) points of damage.
Di spel Evil

Range: 30 feet

Duration: 1 turn

Ef fect: Enchanted or undead nonsters or one curse or charm
Description: This spell may affect all undead and enchanted
(sunmmoned, controlled, and animated) nonsters within range. It wll



destroy the nonster unless each victimmkes a Saving Throw vs.
Spells. If cast at only one creature, a -2 penalty applies to the
Saving Throw. Any creature from another plane is banished (forced
to return to its honme plane) if the Saving Throw is failed. Even if
the Saving Throw is successful, the victinms nust flee the area, and
will stay away as long as the caster concentrates (w thout noving).
This spell will also renove the curse fromany one cursed item or
may be used to rempve any magi cal charm

Rai se Dead

Range: 120 feet

Dur ation: Permanent

Ef fect: Raises body of one elf

Description: By nmeans of this spell, the shaman can raise any elf
fromthe dead. The body nust be present, and if part is m ssing,
the rai sed character may be disabled in sone way. A 19th-|evel
shaman can rai se a body that has been dead for up to eight days

For each |l evel of the shaman above 19th, three days are added to
this tinme. Thus, a 22nd-|evel shaman can rai se bodies that have
been dead for up to 17 days. The recipient becones alive with 1 hit
poi nt, and cannot fight, cast spells, use abilities, carry heavy

| oads, or nove nore than half speed. These penalties will disappear
after two full weeks of conplete bed rest, but the healing cannot
be speeded by magic.

Stone to Flesh*

Range: 120 feet

Dur ati on: Permanent

Effect: One creature or object

Description: This spell turns any one statue (or quantity of stone
up to 10 feet x 10 feet x 10 feet) to flesh. It is usually used to
restore a character turned to stone (by gorgon breath, for
exanmple). The reverse of this spell, <flesh to stone> wll turn
one living creature, including all equipnment carried, to stone. The
victimmy nmake a Saving Throw vs. Turn to Stone to avoid the

ef fect.

Truesi ght

Range: 0 (shaman only)

Duration: 1 turn + 1 round per |evel of caster

Ef fect: Reveals all things

Description: Wien this spell is cast, the shaman is able to clearly
see all things within 120 feet. The spell is quite powerful; the
shaman can see all hidden, invisible, and ethereal objects and
creatures, as with the magic user detect invisible spell (including
secret doors). In addition, any things or creatures not in their
true form-whether polynorphed, disguised, or otherw se--are seen
as they truly are, with no possibility of deception. Alignment is
al so "seen", as is experience and power (level or Hit Dice).

Sevent h- Level Spell Descriptions

Creepi ng Doom

Range: 120 feet

Duration: 1 round per |evel of caster

Effect: Creates a 20 feet x 20 feet square insect horde
Description: This spell magically creates a huge swarm of 1,000



creeping insects, appearing anywhere within 120 feet of the shaman
(as chosen by the caster). They fill an area 10 feet x 20 feet at

| east, and can be ordered to fill any area up to 60 feet x 60 feet
(at nost). The creeping doom can nove at up to 60 feet/turn (20
feet/round) if the caster remains within 120 feet of any part of
the swarm They vanish after the duration ends, or whenever the
shaman is nmore than 120 feet fromthem The insects always attack
everyone and everything in their path, inflicting 1 point of damage
per 10 insects--a total of 100 points per round per creature--to
all within it (no Saving Throw). Normal attacks (such as fire) can
damage the horde slightly, but even a fireball spell will only slay
100 of them (reducing the danmage the horde can do accordingly). The
creepi ng doom can be destroyed by a dispel magic spell (at normal
chances for success), but it can penetrate a protection from evi
effect, and can nove over npst obstacles at the normal novenent
rate.

Del ayed Bl ast Fire Bal

Range: 240 feet

Duration: O to 60 rounds

Ef fect: Del ayed blast fireball, sphere of 20-foot radius
Description: As the name inplies, this is a fire ball spell whose
bl ast can be del ayed. The shaman nust state the exact nunber of
rounds delay (fromO to 60) when the spell is cast. A small rock,
very simlar in appearance to a valuable gem then shoots out
toward the desired | ocation, and remains until the stated del ay

el apses. The "gent may be picked up, carried, and so forth. Wen
the stated duration ends, an effect identical to a normal fire bal
i s produced--a sudden instantaneous explosion inflicting 1-6 points
of damage per |evel of the caster to all within the area of effect
(a sphere of 20-foot radius). Each victimmay nmake a Savi ng Throw
vs. Spells to take half damage. Once the spell has been cast, the
expl osi on cannot be hurried nor further delayed, except with a

wi sh. The "genf' created is pure magic, not an actual object, and
cannot be noved nmmgically (by telekinesis, teleport, etc.), though
it can be dispelled.

Di scharge Soul Power
This spell is described in another file for shadow el ves: "Shadow
El ves: The O ficial DM TM Book for the D&D(R) Gane."

Ear t hquake

Range: 120 yards

Duration: 1 turn

Ef fect: Causes earth trenors

Description: This powerful spell causes a section of earth to
shake, and opens large cracks in the ground. A 14th-level caster
can affect an area up to 60 feet square, adding 5 feet to each

di rension with each | evel of experience thereafter. For exanple, an
18t h-1 evel shadow elf affects an area up to 80 feet square

19t h-l1evel, 85 feet square; and so forth. Wthin the area of
effect, all small dwellings are reduced to rubble, and | arger
constructions are cracked open. Earthen formations (hills, cliffs,
etc.) formrock slides. Cracks in the earth nmay open and engulf 1
creature in 6 (determ ned random y), crushing them

Rai se Dead Fully



Range: 60 feet

Dur ation: Permanent

Effect: Raises any living creature

Description: This spell is simlar to the 8th-level <raise dead>
spell, except that it can raise any living creature. Any human or
dem human reci pi ent awakens i mredi ately, with no wounds (full hit
points), and is able to fight, use abilities, spells known, etc.,
wi t hout any penalties--except those existing at the tinme of death.
For example, a victimcursed or diseased at death would stil
suffer the affliction when raised fully. If any other living
creature (other than a human or dem human) is the recipient, the
gui delines given in the raise dead spell apply (including tinme
limtations, rest needed, etc.). A 22nd-level shaman can use this
spell on a human or dem human body that has been dead up to 4

nont hs; for each |evel of experience above 22nd, 4 nonths are added
to this time. Thus, a 24th-level shaman coul d cast <raise dead
fully> on a body that has been dead up to 12 nonths.

END FI LE



