
THE SHADES OF MAGIC 
In lieu of imposing a code of behavior, a magic type may be shaded. Shaded magic can be dangerous to a caster’s 
soul. Shaded magic types divide their spells into three categories, depending on how dangerous they are to case.  

 Spells which have an inherently corrupting influence on the soul are black magic.  

 Spells which may or may not be corrupting, depending on the purposes to which they are used, are grey 
magic.  

 Spells which are inherently safe to cast are called white magic.  

CORRUPTION 
Shaded spellcasters acquire corruption points whenever they learn or cast a black magic spell, or cast grey magic 
spells for certain corrupt purposes: 

 Each time a black magic spell is learned, the caster acquires a number of corruption points equal to the 
spell’s level.  

 Each time a black magic spell is cast, the caster acquires one additional corruption point.   

 Each time a grey magic spell is used in order to coerce, deceive, harm, or rob a Lawful or sapient Neutral 
target, the caster acquires one corruption point.  

EXAMPLE: Baldur has come into possession of a Chaotic spellcaster’s spellbook. After several weeks of study, 
Baldur learns darkness (a 1

st
 level black magic spell) and deathless minion (a 2

nd
 level black magic spell). He 

acquires 3 corruption points, 1 for learning darkness and 2 for learning deathless minion. When Baldur is caught 
with the Chaotic spellbook, men-at-arms from the local militia (Neutral men) are sent to arrest him for sorcery. 
Baldur casts burning sparks (a 2

nd
 level grey magic spell) against his would-be captors, killing one guard and 

wounding two others. He gains 1 corruption point for casting grey magic to harm sapient Neutrals. Baldur then 
casts deathless minion to animate the slain guard, gaining another 1 corruption point for casting a black magic 
spell. After making his escape, Baldur has accumulated a total of 5 corruption points.   

When a caster accumulates a number of corruption points equal to his Wisdom score, his alignment shifts one step 
towards Chaotic. When a caster accumulates twice his Wisdom score in corruption, his alignment shifts a second 
step towards Chaotic. Characters who begin Neutral are not affected by the first stage of corruption, and 
characters who begin Chaotic are not affected by the first two stages of corruption. 

When a caster accumulates a number of corruption points equal to three times his Wisdom score, and for each 
additional multiple of his Wisdom score the caster accumulates in corruption points thereafter, he acquires a 
corrupting weakness.  The Judge will randomly determine or pick from the list below: 

1. Disfigured: Sorcerous studies have begun to make the caster a monstrous figure, leaving him misshapen 
limbs, clawed hands or feet, hideous scarring, strangely colored eyes, and so on. Each disfigurement 
imposes a -2 reaction rolls with sapient creatures of Lawful or Neutral alignment. 

2. Distrusted: Lore best left unstudied has twisted the caster’s demeanor and personality. A reaction roll 
with sapient creatures of Lawful or Neutral alignment can never achieve a friendly (12+) result. Each time 
this weakness is selected thereafter, reduce the best possible reaction roll by one further step.  

3. Enervated: The caster’s exploration of sinister sorcery has sapped his soul of strength and vigor. His 
Constitution is reduced by 2 points each time this weakness occurs. 

4. Frightening to Beasts: The caster’s corruption is unsettling to animals. They growl, hiss, rear up, and 
otherwise make their displeasure known whenever he is within 10’. The caster suffers a -4 reaction roll 
when encountering animals or giant animals.  He cannot ride normal mounts. Characters with Beast 
Friendship proficiency can detect something is unnatural about the caster, but do not suffer a reaction roll 
penalty. If the caster himself had Beast Friendship proficiency, the proficiency’s effects now only help 
when dealing with wild predators and scavengers, such as wolves and vultures. 



5. Haunted: Whispers from the beyond plague the caster. They are difficult to ignore, and impose a -2 
penalty to hear noise throws and -1 penalty to initiative and surprise rolls. The penalty is cumulative each 
time this weakness occurs. 

6. Mad: So disturbing are the caster’s dark secrets that he has begun to lose his grip on reality. Each day he 
must make a saving throw versus Spells or go mad for 1-10 hours. The caster’s first saving throw against 
madness is at +20, but each consecutive saving throw is one point less advantaged. When the caster goes 
mad, he falls under the Judge’s control for 1d10 hours, during which time his behavior is entirely 
unpredictable. The day after a bout of madness, the caster resumes his saving throws with a +20 bonus. 

7. Mutation: The corrupting influences of dark magic have begun to warp the caster’s body. The first time 
this weakness occurs, roll 1d10 on the Player’s Companion Magical Mutations sub-table. The second time 
it occurs, roll 1d10+1. The third time it occurs, roll 1d10+2, and so on.  

8. Nocturnal: Creatures of darkness and evil hunt by night, and sleep by day. So too does the caster. He 
cannot regain spells unless he sleeps during the day. Due to his nocturnal habits, he suffers a penalty of -2 
to all throws when in sunlight. This penalty is increased by an additional 2 points each time this weakness 
occurs. 

9. Obsession: The caster’s self-control and will begin to erode in the face of ongoing corruption. His Wisdom 
is reduced by 2 points each time this weakness occurs. Note that this result may cause the caster to 
acquire more weaknesses by increasing the ratio of his corruption points to his Wisdom!  

10. Sleepless: Haunted by nightmares and disturbing visions of the grave, the caster finds it hard to sleep. 
Each time he attempts to rest, he must roll 1d6. On a 1, the caster tosses and turns all night, regaining no 
hit points and recovering no spells. The chance of sleeplessness increases by 1 each time this weakness 
occurs, to a maximum of five times.  

The maximum number of weaknesses a caster may have is equal to the highest level spell he can cast. Such a 
caster is as depraved as he can be, given his knowledge; additional corruption cannot taint him further until he 
unlocks even darker secrets (e.g. learns higher level spells). He still accumulates corruption points, however. 

EXAMPLE: Baldur is a 7
th

 level Neutral loremaster with 11 Wisdom. Over several months of studying a Chaotic 
spellbook, Baldur accumulates 11 corruption points. This is sufficient to cause Baldur’s alignment to shift one step, 
but because he is Neutral he ignores this first stage of corruption. On a dangerous adventure, he casts several 
black magic spells, and accumulates 22 corruption points. Baldur’s alignment now shifts another step, which he 
cannot ignore; he becomes Chaotic aligned. 

With his new alignment, evil deeds come easier to him, and Baldur soon racks up more corruption. When 
accumulates 33 corruption points, Baldur acquires his first corrupting weakness. The Judge rolls a 1 on 1d10, 
indicating that Baldur is now disfigured. Because Baldur has been casting a lot of necromancy spells, the Judge 
decides that Baldur has taken on a corpse-like appearance, with pale yellowish skin, gaunt flesh, and reddish eyes. 
Baldur now suffers a -2 reaction roll with sapient Lawful and Neutral creatures. 

The disfigured Baldur is now shunned by all good creature and sees little point in “playing nice” anymore. He soon 
accumulates many more corruption points. At 44, 55, and 66 corruption points, he accumulates his second, third, 
and fourth corrupting weakness. He becomes nocturnal (-2 penalty to throws in sunlight), haunted (-2 to hear 
noise, -1 initiative and surprise rolls), and mutated – with a roll of 8 on the Magical Mutation sub-table indicating 
he grows large fangs which prevent intelligible human speech (though not spells). At 8

th
 level he accumulates 80 

corruption points, but he cannot acquire more than four weaknesses, because the highest level spell he can cast is 
4

th
. When Baldur reaches 9

th
 level, and becomes capable of 5

th
 level spells, he has acquired 103 corruption points. 

He immediately acquires his fifth weakness – another result of nocturnal means that he now suffers -4 penalty to 
throws in sunlight. 

IDENTIFYING THE SHADE OF MAGIC 
Any spell school that uses the Shades of Magic must categorize its body of spells into black, grey, and white. To 
determine the shade of a spell, consult the checklists below. Always start with the black magic checklist, then 
proceed to the grey magic checklist, then to the white magic checklist.  



The following types of spells should be considered black magic: 

 Death and necromancy spells of any sort, except those which exclusively harm the undead.  

 Detection spells reversed to conceal black magic (e.g. undetectable curse). 

 Enchantment spells which are capable of charming or commanding sapient creatures for more than an 
hour. Having the power to enslave the will of sapient creatures for long periods of time is inherently 
corrupting. 

 Enchantment spells which cause fear in living creatures, unless limited to target evil creatures. Causing 
fear and terror is an inherently black deed. 

 Illusion spells which send phantasmal killers against the target. Causing fear and terror is, again, a black 
deed. 

 Healing spells reversed to cause harm (e.g. cause light wounds or cause disease). Perverting healing 
magic is always black. 

 Protection spells reversed to operate against good creatures (e.g. protection from good) or harm the 
target (bane). 

 Summoning spells which communicate with or summon creatures from thin air (other planes of 
existence); or summoning spells which summon Lawful or sapient Neutral creatures which are compelled 
to serve the caster or any Chaotic creatures.  

 Wall spells with necromantic components (e.g. wall of corpses). 
 

The following types of spells should be considered grey magic: 

 Blast spells of any type.  

 Enchantment spells which are capable of charming or commanding sapient creatures, but not for more 
than an hour; and other enchantment spells which are not limited to targeting evil creatures. 

 Illusion spells which render the target invisible or inaudible, or which can be disbelieved. 

 Movement spells which can affect objects or unwilling targets. 

 Transmogrification spells which can affect unwilling targets.    

 Wall spells of any type except walls of corpses. 
 

The following types of spells should be considered white magic: 

 Death spells which exclusively harm the undead. 

 Detection spells which are not black. 

 Enchantment spells which are limited to targeting evil creatures. 

 Healing spells, except if reversed to cause harm. 

 Illusion spells which cannot be disbelieved, except for inaudibility and invisibility. 

 Movement spells which can only affect willing targets. 

 Protection spells, except if reversed to operate against “good” creatures or to harm the target. 

 Transmogrification spells which can only affect objects or willing targets. 

 Summoning spells in which the creature(s) summoned must arrive by means of their own locomotion 
from the nearest lair and are either sapient Lawful creatures which serve Lawful casters; or are 
unintelligent Neutral creatures. 

 Any other spell which is not black or grey. 
 

Robert E. Howard Memorial Rule (Optional): The taint on this type of magic is very strong. All of its grey magic 
spells are considered black magic. This magic type’s spellcasters gain 1 bonus class power per point of class 
category value. 

H.P. Lovecraft Memorial Rule (Optional): The taint on this type of magic is so dark that there are no “pure” spells 
all. All of its spells are considered black magic. This magic type’s spellcasters gain2 bonus class powers per point of 
class category value. 

. 


