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Source: Xanathar's Guide to All Shadow Sorcerer's Quirks On Your Option, you can choose from or roll on the shadowy sorcerer's whims table to create a fad for your character. d6 Quirk 1 You always have an icy cold to the touch. 2 When you sleep, you don't seem to breathe (although you still have to breathe to survive). 3 You barely bleed even when
badly affected. 4 Your heart beats once a minute. This event sometimes surprises you. It is difficult for you to remember that living beings and corpses should be treated differently. 6 You blinked. After. Last week. Eyes of darkness From level 1, you have a darkvision with a range of 120 feet. When you reach Level 3 in this class, you will learn the spell of
Darkness, which does not take into account your number of known spells of sorcerers. Alternatively, you can throw it by spending 2 points witchcraft or casting out a spell slot. If you throw it with witchcraft points, you can see through the darkness created by the spell. The power of the grave Starting from level 1, your existence at dusk between life and death
makes you hard to beat. When the damage reduces you to 0 strike points, you can make charisma saving the throw (DC 5+ damage taken). On success, you instead drop to 1 point impact. You can't use this feature if you cut to O punch points with a sheer damage or critical impact. Once saving the throw successfully, you can't use this feature again until
you're done with a long rest. Honchi Il Omen On level 6, you get the opportunity to summon the purl creature of darkness to persecute your enemies. As an action bonus, you can spend 3 sorcerering points to summon dogs of sick omens to target one creature you can see within 400 feet of you. Dogs use the statistics of the mons awful wolf, with the
following changes: « Hound size is average, not large, and it is considered a monseasity, not a beast. ¢ It appears with a number of temporary hits points equal to half your sorcerer level. « It can navigate other creatures and objects as if they were difficult terrain. The hound causes 5 force damage if it finishes its turn inside the facility. « At the beginning of their
turn, dogs automatically know the location of their target. If the target was hidden, it no longer hides from the dog. Dogs appear in an unoccupied space of your choice within 10 feet of the target. Roll initiative for the dog. In turn, he can only move towards his goal the most direct route and he can only use his action to attack his goal. The Dogs can make
attacking possibility, but only against their goal. Also, while the Dogs are within 5 feet of the goal, the goal has a flaw on saving throws against any spell you've thrown. Hound disappears if it comes down to 0 points hit if its target up to 0 points hit, or after 5 minutes. Shadow Walk On the 14th level you get the opportunity to exit one shadow in the When you're
in dim light or darkness like a bonus action, you can teleport up to 400 feet to an unoccupied space, you can see what's also in dim light or darkness. Umbral Form Starting at level 18, you can spend 6 witchcraft points as a bonus action to turn yourself into a shadow form. In this form, you have resistance to all damage except force and shining damage, and
you can navigate other creatures and objects as if they were difficult terrain. You take 5 force damage if you end the turn inside the object. You stay in this form for 1 minute. It ends early if you're incapacitated, if you die, or if you reject it as a bonus action. Shadow Magic, also known as Nethermancy, is a form of magic that combines elements of both the
illusion of magic and the darkness of elementalism, allowing its practices to cloud, envelop and shroud their enemies both literally and metaphorically. Nethermancy is uncommon in /tg/ circles because it doesn't directly stem from classical elementalism, and many believe it's more of a video game phenomenon than a board game. However, there are some
examples. Nethermancy (D&amp;D)[edit] Dragons, shadow magic has made sporadic performances throughout all editions. It has traditionally been a kind of master, or at least a variant of the master, but equivalents have appeared for other secret classes over editions. In particular, Warlocks received the Dark Pact in the 4th edition, which is heavily
associated with Underdark and Shadowfell, while revolving around the creation and manipulation of shadow matter, while in the 5th edition, sorcerers have a Shadow subclass that revolves thematically around the innate ability to manipulate darkness. At Advanced Dungeons &amp;; Dragons, player option: Spell &amp;; Magic sourcebook featured, among
other kits such as Elementalist, Dimensionalist, The Alchemist, Artificer and Wild Mage, Shadow Mage. This philosophical masterclass combines elements of necromancy, illusion and conjuncation, draws its power from the then theoretical plane of shadow to produce creepy phantasms and shadow design stuff. Despite the lack of direct confrontational
firepower, they surpass penetration and espionage work. This kit, limited only to human wizards, required intelligence of 15 and wisdom 16 to enter. His opposition schools are evolution and abjunction. Shadow mage gets most of the standard booby specialist master: Can memaorize one extra spell of their specialty school at the level. +15% bonus to tuition
checks for spells of his specialty school. -15% penalty for learning checks for spells from any other school. Get an automatic spell of their specialty school when they gain level. When inventing a spell if spellbound to their specialty school, it is regarded as one level below. Unlike a standard specialist, shadow magicians have no resistance to resistance
specialties of the school. In addition, the punishment of their shadowy magic spells inflicted by saving throws of their targets depends on outdoor lighting; +2 for bright daylight or continuous light spell; no punishment for weak daylight, dusk or mild spell; -1 for dusk, moonlights or lanterns; -2 faint lunar lights or torches; - 3 candlelight or starlight and finally a
whopping -4 punishment for total darkness. Shadow magicians gain one unique ability; increase in nightlife. On level 4, they can see with complete clarity the moonlight, reducing the battle penalties associated with darkness by 1 point. On the 7th level they can be seen starlight, reducing the penalty shootout by 2 points. Finally, on the 10th level, they can
see in complete darkness, denying all combat penalties. This only works in low light; magical blindness, fog, etc. can still blind them. AD&amp;D Kits shadow magicians appear in the #261 dragon magazine; the three consist of Shadow Caller, a variant of a conjunctor specializing in calling monsters out of a plane of shadow, a shadow seeker who pursues
immortality through transformation into undistinguous shadows, and The Shadow Hunter, which combines magical and practical stealth to become a master/rogue hybrid. In the 3rd edition, the Tome of Magic sourcebook brought back the idea of Shadow Magic, featuring new classes and prestige classes based around its use. The most iconic of these, the
heir to the obscure Shadow Mage AD&D, is Shadowcaster. In The Forgotten Kingdoms of the Goddess of Darkness, Shar created shadow magic through his own dark weaving mirror, as part of a plan to usurp the power of his hated foe Mystra. This was not a new class, but a feat found in the main campaign setup book. In exchange for being unable to cast
spells with a light desecrant, and -2 punishments to CL and save DCs for evolution and transmusting spells, they get equal bonus on enchantment, illusion and necromancy. It sounds soft, but it has a secret (only mentioned in later descriptions of weaving rather than the feat itself) the advantage is that you are not affected by dead magic or wild magical areas
that are great. The costs of this feat are somewhat steep but achievable, requiring 13 Wisdom or Layer as patron, and you lose two wisdoms that cannot be restored except for receiving an atone for a spell from priest Shar. Essentially, this means only a layer of worshippers worshipped by Shar's allies, and crazy people use shadow weaving. It should be
noted that there are almost no fines for Beguiler. There is also a prestigious class that can only be accessed by Shadow Weave users. In the 4th edition nethermancy appeared alongside Necromancy as one of the possible schools that can be selected by Mage, essentials variant master. Being a Nethermancer was as a set of three functions obtained by
selecting this particular magic school and which have been acquired at levels 5 and 10. Mage can also falter at Nethermancy, taking the school's 1st and 5th-tier Nethermancy benefits at levels 4 and 8. Nethermancy Apprentice: Creatures affected by your secret impatience attack powers treat enemies more than 2 squares away from them as having a partial
hiding until the end of your next turn. Nethermancy Expert: You get a +2 bonus to intimidate checks and stealth checks. Nethermancy Master: While you have any hiding against the creature, you have a fighting advantage against it. Nethermancy has yet to officially appear in the 5th edition. An unofficial version can be found in Ulraunt's guide to aircraft as a
underclass master with the following credentials: Level 2 - Nether Orbs: Many of your classes have a clue on the ability to summon the raw shadowstuff balls you make as part of completing a long holiday. First you can have 2 other balls available at a time that increases to 3 at level 6, 4 on the 10th level, 5th on the 14th level, and 6 at level 21.i 2nd level -
Nether Aura: While you have Nether Orbs present, you have a 10-foot aura on Nether Orb. In this aura, you can see both magical and mundane darkness, and you can summon the creatures of your choice to suffer from such effects: light decreases in brightness by 1 step, color vision does not work, and vision and hearing are limited to 1,000 feet. Level 6 -
Nethermancy: You learn spells of darkness, and always consider how it's prepared without it using a slot. When thrown at points rather than objects, you can move your 15-foot dark spells as a bonus action. Alternatively, you can spend Nether Orb to create a 5ft sphere of magical darkness that lasts 1 minute. You also get the opportunity to ignore the
magical darkness created by your spells or Nether Orbs at all times. Level 10 - Dark Passage: When you can see two patches of magical darkness, you can sell Nether Orb to magically tie them together. Even though both areas remain active, if you find yourself in one of the linked areas, you can teleport to the other as a bonus action. Level 21 - Ebony
Deflection: While in areas of magical darkness, you can hold Nether Orb as a reaction to add an intelligence modifier to a life-saving throw, and when hitting an attack, you can download d6 as a reaction; on 4+, the attack skips, and you can also hold Nether Orbs to reduce the target number (3+, 2+, 1+) by 1 per spent orb. Level 25 is to become a shadow:
You can hold Nether Orb as a bonus action to take on shadow form before the next turn. In this state you are invisible in the dark, immune to necrotic and poisonous damage, vulnerable to shining damage, cannot be captured or and can move through a space as narrow as 1 inch wide without compressing. Level 28: Nethermancy Expert: You're recovering
spent other balls with a short rest, not just for a long vacation. Obtenebration (WoD)[edit]  ed. code] In the world of vampire games, Obtenebration (a.k.abyss Mysticism, a.k.a Oblivion) is a shadow magic by which vampires use different properties of the shadow abyss, such as drawing a black ectoplasmic substance from the abyss to create different types of
tentacies and disintegrate targets with raw oblivion energy. Azaneali, Hekata and Vampires Of Lasombra are the ones who possess this discipline of encumbrance in the vampire: Masquerade game, and hampiers Haibit are the ones who own it in Vampire: Requiem Game. Lore of Shadow (Warhammer Fantasy)[edit] is a magical art revolving around the
ealing of The Grey Wind of Ulgu, which is associated in edgy with secrets and confusion. In terms of non-professionals, his illusion is magic. Regardless, it is surprisingly powerfully offensive, with many spells such as Mindrazor Okkama or Penumbral Pendulum causing illusions so realistic that those they struck die because they believe they are dead. Dead.
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