
How the White Wolf 8 version of “Shadow Mastery” was translated from 
1st edition Advanced Dungeons and Dragons to 5th edition D&D
	
	Original
	Translation

	For Illusionists only
	For Wizards only.  Frankly, very little of these spells had anything to do with “illusions”.

	Need to be learned in order
	Seems reasonable.  Kept as is.

	Levels: cantrip + 1-7
	Levels: cantrip + 1-9

	Vague terminology
	Specific terminology to 5th edition, using clues from spells like “Creation” and “Evard’s Black Tentacles” for guidance

	No school listed 
	All schools have been assigned appropriately

	“Form Shade” at 6th level
	As “Shade” is no longer a 5e creature, it was replaced with “Merge With Shadows”, which combines some effects from the Monk Tradition “Way of the Shadow” and “Shadow Dragons”, and which also makes a nod to the original write-up, which implied a spell called “Shadow Form”.

	“Eclipse” at 7th level
	Broadened in scope, and changed to 8th level, since it has somewhat similar scope as “control weather”

	Spells “Enter Shadowfell” and “Shadow Storm” didn’t exist
	Enter Shadowfell was put in at 7th level to both (a) help expand the spell list up to 9th level and (b) align in power with “Etherealness” 

“Shadow Storm” was put in at 9th level to (a) help expand the spell list up to 9th level and (b) align in power with “Meteor Swarm” and/or “Earthquake” and (c) respect the original write-up which hinted at this spell’s existence. 


Converted Feb 2019 by Drexxell (www.drexxell.net).   Comments/questions to:  drexxell@ymail.com.  


SHADOW MASTERY:  A SPECIAL SEQUENCE OF SPELLS, AS TRANSLATED INTO 5E

Shadow Mastery is not an individual spell but is rather a sequence of spells. There is one individual spell for each spell level of one through nine, plus a cantrip.  The spells are among the more complicated of those that wizards use and may only be learned through gradual association with the Shadowfell.  For this reason, learning each spell is a prerequisite to learning the subsequent spell.  (i.e. the second level obscure/banish shadow may not be learned until the first level reshape is learned and neither of these may be learned until the cantrip distort is learned.)  Also, the wizard who wishes to master these spells of shadow must have a minimum intelligence of 17.  In order to learn Shadow Mastery, the wizard must either choose distort among their initial cantrips or add it later as he/she gains new cantrips at higher levels.  Without distort as a cantrip, no wizard may learn any other Shadow Mastery spells. 

Most of these spells deal with simple shadows, as in “the darkened area created behind a creature when light shines upon it”.   Whenever these spells discuss the undead monster known as a “shadow”, the phrase “shadow (monster)” will be used.  Further, the term “source creature” or “source object” is used to mean the creature or object which cast the shadow being manipulated by any of these spells. 

Additionally, if a creature or object is illuminated by multiple light sources, it casts multiple shadows, but the group of all of these shadows will be considered a single shadow for the purposes of these spells.  Thus, if a human is lit from three angles by three torches, the casting of reshape would allow the wizard to make all three shadows take some new shape (the same shape for all three).  Similarly, the spell shadow monster would turn the group of three shadows into ONE shadow (monster).

These spells only function when one is near, but not in, the Shadowfell.  As such, they only function on the Prime Material Plane, Feywild and the Border Ethereal.

Finally, the wizard who eventually learns all of the Shadow Mastery spells detailed below comes to be known as a Shadow Master.  As a Shadow Master, the wizard will be granted a pet Darkmantle by the Powers of Shadow.  The Darkmantle will be loyal to the Shadow Master and may not be controlled by any other(s).   If the Darkmantle ever dies in service to the Shadow Master, it will be replaced, but only once per year.  Furthermore, as a Shadow Master the wizard gains the ability to Sense Shadow Crossings.  



Sense Shadow Crossing:  You concentrate on a 5 miles radius around you for 1 minute.  If there are any Shadow Crossings in that radius, you can tell both the distance and direction to each.



DISTORT (SHADOW MASTERY 0)
Transmutation cantrip
Casting Time: 1 action
Range: 60 feet
Components: V, S
Duration: 1 minute
By using this cantrip, the caster may make it seem as if a being's shadow were being created from some light source other than the one which is truly creating the real shadow. For example, the focal point might be placed behind the subject of the spell so as to elongate the shadow and make it seem to those who can only see the shadow, and not the subject, that the subject is actually very large. By learning this cantrip, the potential Shadow Master has just begun to be able to manipulate shadow material from the Shadowfell as he or she wishes.

RESHAPE (SHADOW MASTERY 1)
1st level transmutation
Casting Time: 1 action
Range: 60 feet
Components: V, S
Duration: Concentration up to 1 minutes
Reshape allows the caster to change the outline of the shadow of one creature or object the caster can see.  A human’s shadow may therefore be altered so that it looks like the shadow of a lion, centaur, or even a dragon!  The size of the new shadow is limited to the area of the original shadow. 
At Higher Levels. When you cast this spell using a spell slot of 2nd level or higher, you can, in addition to changing the shape, make the target shadow smaller or larger than its original size by a factor equal to the spell slot being used (1/2 to 2x at level 2, 1/3 to 3x at level 3, etc.)

OBSCURE/BANISH SHADOW (SHADOW MASTERY 2)
2nd level abjuration
Casting Time: 1 action
Range: 60 feet
Components: V, S
Duration: 1 minute or permanent

When you cast this spell, you decide which of the following two functions it performs:
· Make the shadow of one creature or object that you can see disappear for 1 minute.  During that time the source creature does not cast any further shadows from any light sources. 
· One shadow (monster) you can see is killed instantly.  If the shadow (monster) you choose has 100 hit points or fewer, it dies.  Otherwise, the spell has no effect.



ANIMATE SHADOW (SHADOW MASTERY 3)
3nd level transmutation
Casting Time: 1 action
Range: 60 feet
Components: V, S
Duration: Concentration up to 1 minute
You target one shadow you can see that is being cast by one creature (which you do not have to see).  The shadow becomes rope-like and wraps itself around the source creature.  The source creature must succeed on a Strength saving throw or be restrained by its own shadow until the spell ends. A creature restrained by its shadow can use its action to make a Strength check against your spell save DC. On a success, it frees itself.  While this shadow exists, the source creature does not cast any further shadows from any light sources. When the spell ends, the animated shadow returns to normal.

SHADOW MONSTER (SHADOW MASTERY 4)
4th level necromancy
Casting Time: 1 action
Range: 60 feet
Components: V, S
Duration: Concentration up to 1 minute
You target one shadow you can see that is being cast by one creature (which you do not have to see).  That shadow becomes a shadow (monster).  This new shadow (monster) is under your control (The DM has game statistics for these creatures).  While this shadow (monster) exists, the source creature does not cast any further shadows from any light sources. 
As a bonus action on each of your turns, you can mentally command any shadow (monster) you created with this spell if the shadow (monster) is within 120 feet of you (if you control multiple shadows (monsters), you can command any or all of them at the same time, issuing the same command to each one).  However, the shadow (monsters) will only obey two commands:  (1) attack the shadow (monster)’s source creature and (2) stop attacking the shadow (monster)’s source creature.  If you issue no commands, the shadow (monster) only defends itself against hostile creatures.
Once given an order, the shadow (monster) continues to follow it until given a new order or the order is complete.  The creature is under your control for the duration of the spell or until you voluntarily end it, at which point it reverts to being a normal shadow.  If the shadow (monster) is killed, it reverts to being a normal shadow.  If the shadow (monster) kills its source creature, the shadow (monster) disappears and the killed source creature becomes a shadow (monster) under your control for 24 hours, obeying any orders you give it.  After 24 hours it becomes a free-willed shadow (monster). 
At Higher Levels. For each spell slot over 3rd, you may transform 1 additional shadow into a shadow (monster), thus two with a 4th level spell slot, three with a 5th level spell slot, up to 7 with a 9th level spell slot. 
 
SHADOW WEAPON (SHADOW MASTERY 5)
5th level conjuration
Casting Time: 1 action
Range: 60 feet
Components: V, S
Duration: 1 minute
You pull wisps of shadow material from the Shadowfell to create any simple weapon of your choice.  The weapon may be wielded by anyone.  The weapon is considered magical but has no bonuses to attack or damage rolls.  However, in addition to its normal damage, it reduces the target’s Strength score by 1d4 upon a successful hit.  The target dies if this reduces its Strength to 0. Otherwise, the reduction lasts until the target finishes a short or long rest.
If a non-evil humanoid dies from this Strength loss, a free-willed shadow (monster) rises from the corpse 1d4 hours later.
The weapon’s wielder gains 1 Strength point (to a max of 20) every time they make a successful attack with this weapon.  This gain in Strength points lasts for the duration of the spell.

MERGE WITH SHADOW (SHADOW MASTERY 6)
6th level transmutation
Casting Time: 1 action
Range: Self
Components: V, S
Duration: Concentration up to 1 minute
You merge your physical body with the shadow material from the Shadowfell.  In this form, you have the following abilities:
· Shadow Step:  You may step from one shadow into another. When you are in dim light or darkness, as a bonus action you can teleport up to 60 feet to an unoccupied space you can see that is also in dim light or darkness. You then have advantage on the first melee attack you make before the end of the turn.
· Cloak of Shadows:  When you are in an area of dim light or darkness, you can use your action to become invisible.  You remain invisible until you make an attack, cast a spell or are in an area of bright light.
· Living Shadow:  While in dim light or darkness, you have resistance to damage that isn't force, psychic, or radiant.
· Sunlight Sensitivity: While in sunlight, you have disadvantage on attack rolls, as well as on Wisdom (Perception) checks that rely on sight.






ENTER SHADOWFELL (SHADOW MASTERY 7)
7h level conjuration
Casting Time: 1 action
Range: Self
Components: V, S
Duration: Up to 8 hours
You create a Shadow Crossing and immediately are transported through it, to the Shadowfell in the area where it overlaps with your current plane.  The Shadow Crossing then closes.  You remain in the Shadowfell for the duration or until you use your action to dismiss the spell.  
When the spell ends, you immediately return to the plane you originated from in the spot you currently occupy. If you occupy the same spot as a solid object or creature when this happens, you are immediately shunted to the nearest unoccupied space that you can occupy and take force damage equal to twice the number of feet you are moved.
At Higher Levels. When you cast this spell using a spell slot of 8th level or higher, you can target up to three willing creatures (including you) for each slot level above 7th. The creatures must be within 10 feet of you when you cast the spell.

ECLIPSE (SHADOW MASTERY 8)
8h level transmutation (ritual)
Casting Time: 1 minute
Range: Self
Components: V, S
Duration: Concentration up to 1 hour
This spell has little to do with the actual manipulation of shadow but is concerned more with the creation of shadows. The following effects occur when this spell is cast, within an unmoving 5 mile radius sphere of the caster’s location at the time the spell is cast.
· All sun(s) grow visibly dimmer and what little light they shed is no longer considered sunlight
· All moon(s) grow dark and cease giving off all light 
· All star(s) continue to give off starlight
· All magical and non-magical sources of light immediately and completely extinguish
· If it is daytime, all outdoor areas become areas of dim light.  If it is nighttime, all outdoor areas become areas of darkness
· All indoor and underground areas become areas of darkness
· All attempts to illuminate anything within the spell’s area of effect will fail (fires refuse to light, magic blades do not glow, bioluminescence doesn’t work, spells and items which give off light will fail)
· A Shadow Crossing comes into existence in a random location 1d4 miles from the caster and lasts until the spell ends.  The wizard knows the direction to this Shadow Crossing, but not its distance.

SHADOW STORM (SHADOW MASTERY 9)
9h level necromancy
Casting Time: 1 action
Range: 500 feet
Components: V, S
Duration: Instantaneous

A grayish black wave of horrifying shadowstuff erupts from a point in the ground that you can see within range.  It expands to fill a 100 foot radius sphere centered on that point.  The sphere spreads around corners.
Each creature in the area of effect must make a Dexterity saving throw.  A creature takes 10d6 psychic damage, 10d6 necrotic damage, and loses 2d8 Strength on a failed save.  On a successful save, the damage is halved and the creature does not lose any Strength.
If a creature survives the damage, but this spell reduces its Strength to 0 it dies. Otherwise, the Strength reduction lasts until the creature finishes a short or long rest.
If a non-evil humanoid survives the damage, but dies from this Strength loss, a free-willed shadow (monster) rises from the corpse 1d4 hours later.

	








