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Foreword
Before there was light, there was darkness. Darkness has haunted mankind from the very beginning, a looming uncertainty that 
could hold any threat or terror. This reputation makes darkness a potent tool in the hands of a mystic, who can draw upon all 
the powers of the primeval and mysterious through it.

—An excerpt from Scholar Radha’s The Forms of Magic

This is a supplement for Spheres of Power that focuses on adding new talents for the Darkness sphere. These 
talents are designed to add new basic options to the sphere as well as support functionality of the Darkness 
sphere in a broader array of situations.

Talents
Dampen Light
You can dampen light in an area. This functions similarly to 
creating darkness, using the same range and area, but it lasts 
for 1 minute per caster level without the need for concentra-
tion and only lowers light levels by one step within the area. 
In addition, you cannot apply (darkness) talents to these areas, 
though (meld) talents function within them as if they were an 
area of darkness. You may also apply talents that would change 
the area or duration of your darkness (such as Greater Darkness 
or Eternal Darkness) to use of this talent.

You may take this talent twice; when taken a second time, you 
may choose to lower light levels by two steps when you use this 
talent.

Dappled Shadows
You may reduce the radius of your darkness in 5 ft. increments 
to create a second sphere of darkness with a radius equal to the 
subtracted amount. You may do this multiple times to create 
multiple areas of darkness. These spheres may be placed any-
where within your range that you can see, but may not overlap 
each other. If used in conjunction with the Wall of Darkness 
talent, your cubes no longer need to be placed contiguously. 

Dual Darkness
By spending a spell point you can apply two (darkness) talents 
to a single area of darkness. The effect of each talent is resolved 
separately, and you must pay the spell point costs of each one 
individually, though other costs (such as metamagic or other 
talents) are only paid once. This talent may not be used in con-
junction with the Midnight advanced talent.

Ranged Darkness
You may create darkness anywhere within Long range instead of 
Medium range, and may sustain any darkness within Long range 
through concentration instead of Medium range.

Shadowing Darkness
When creating an area of darkness you can choose to have your 
darkness cling to anyone who passes through it and trail from 
them like smoke. Anyone who leaves the area of your darkness 
treats areas of bright light as areas of dim light and all other 
light levels as total darkness for the purposes of determining 
concealment when it would not be beneficial to them. In ad-
dition, they continue to be affected by any (darkness) talents 
as if they were still in an area of your darkness. These lingering 
effects last for one round after a creatures leaves an area of your 
darkness.

In addition, you may increase the effects of this talent by 
spending a spell point when you create an area of darkness. If 
you do so, the effects of this talent linger for an additional 
round per two caster levels, though a creature can attempt a 
Reflex save at the end of each of these turns to remove the 
clinging shadows.

Shifting Shadows
As a free action at the beginning of your turn or when you first 
create an area of darkness, you can alter the area of your dark-
ness. You may remove up to one 5-ft. square plus an additional 
5-ft. square per 2 caster levels from anywhere within the area, 
and may add one 5-ft. square plus an additional 5-ft. square per 
2 caster levels to an existing area of darkness, so long as the 
addition is contiguous. At the beginning of each turn, you may 
change which squares are removed or added, but may never 
add or remove more at one time than your caster level would 
allow.

Umbral Burst
You may spend a spell point to create an area of darkness as 
a swift action. This darkness is temporary, lasting only for one 
round before the effect ends. You cannot concentrate to main-
tain it, or spend a spell point to maintain it without concentra-
tion. Talents and abilities that would normally extend its dura-
tion (such as Lingering Darkness or Eternal Darkness) cannot 
be applied to areas of darkness created by this talent.
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Advanced Talents
Eternal Darkness
Prerequisites: Dark sphere, Lingering Darkness, 10th caster 
level or higher

When creating darkness, you may spend 2 spell points to turn 
your darkness into a permanent effect that lasts until it is dis-
pelled. Once created, this darkness is unmoving. It cannot be 
centered on a creature or object with the Clinging Darkness 
talent, and cannot be moved with the Rolling Blackout talent, 
though you can adjust its area with Shifting Shadows.

Pitch Black
Prerequisites: Dark sphere, Pure Darkness, 10th caster level 
or higher

Pure Darkness no longer counts against the number of (dark-
ness) talents you may apply to an area of darkness.

In addition, when you apply the effects of Pure Darkness to 
your darkness, you may spend an additional spell point to make 
an even deeper area of shadow. All areas of light, even bright 
light, become absolute darkness, and no mundane light sources 
function. Darkvision does not function in this area, and all oth-
er senses (such as blindsight, scent, and even see in darkness) 
are reduced to a 5 ft. range. 

Vanish in Shadow
Prerequisites: Dark sphere, Hide in Darkness, 5th caster lev-
el or higher

When you apply the Hide in Darkness meld to a target, its 
benefits function in any area of dim light or darkness, not just 
areas of darkness you created.

In addition, when you apply the meld to a target you may spend 
an additional point to completely hide them from detection. 
Anyone that attempts to discern the target’s location must 
succeed on the normal Perception check to locate them while 
they are hiding, even those using unusual forms of perception 
such as blindsight or tremorsense or Divination sphere effects 
to directly or indirectly discover their current position.

Sphere-Specific 
Drawbacks

Black Spot: (Requires Dark) Your area of darkness is only a 5-ft. 
radius, and cannot be increased in any way. You cannot select 
talents that change the area of your darkness (such as Greater 
Darkness, Shifting Shadows, or Wall of Darkness). You must 
select a (darkness) talent as your bonus talent for this draw-
back. You cannot gain this drawback if you possess other draw-
backs that would remove your ability to create darkness, such as 
the Meld into Dark or Penumbra drawbacks.

Penumbra: (Requires Dark) You cannot create darkness, and 
cannot select (darkness) talents. You must select the Dampen 
Light talent as your bonus talent for this drawback. You cannot 
gain this drawback if you possess other drawbacks that would 
alter or remove your ability to create darkness, such as the Black 
Spot or Meld into Dark drawbacks. Credits
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Compatibility with the Pathfinder® Roleplaying Game requires the 
Pathfinder® Roleplaying Game from Paizo Publishing, LLC. See http://
paizo.com/pathfinderRPG for more information on the Pathfinder® 
Roleplaying Game. Paizo, Publishing, LLC does not guarantee compat-
ibility, and does not endorse the product.
Pathfinder is a registered trademark of Paizo Publishing, LLC, and the 
Pathfinder® Roleplaying Game and the Pathfinder® Roleplaying Game 
Compatibility Logo are trademarks of Paizo Publishing, LLC, and are 
used under the Pathfinder® Roleplaying Game Compatibility License. 
See http://paizo.com/pathfinderRPG/compatibility for more information 
on the compatibility license.
Spheres Apocrypha: Dark Talents and all other Drop Dead Studios prod-
uct names and their respective logos are trademarks of Drop Dead Studios 
in the U.S.A. and other countries.
All Drop Dead Studios characters, character names, and the distinctive 
likenesses thereof are property of Drop Dead Studios. This material is 
protected under the copyright laws of the United States of America. Any 
similarity to actual people, organizations, places, or events included here-
in is purely coincidental.
Open Game Content: All material — including but not limited to art, 
place and character names, character and setting descriptions, back-
ground, and new class descriptions— is Product Identity. All other con-
tent is considered Open Game Content
The following text is the property of Wizards of the Coast, Inc. and 
is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights 
Reserved. 
1. Definitions: (a)”Contributors” means the copyright and/or trademark 
owners who have contributed Open Game Content; (b)”Derivative 
Material” means copyrighted material including derivative works and 
translations (including into other computer languages), potation, modifi-
cation, correction, addition, extension, upgrade, improvement, compila-
tion, abridgment or other form in which an existing work may be recast, 
transformed or adapted; (c) “Distribute” means to reproduce, license, 
rent, lease, sell, broadcast, publicly display, transmit or otherwise distrib-
ute; (d)”Open Game Content” means the game mechanic and includes 
the methods, procedures, processes and routines to the extent such con-
tent does not embody the Product Identity and is an enhancement over 
the prior art and any additional content clearly identified as Open Game 
Content by the Contributor, and means any work covered by this License, 
including translations and derivative works under copyright law, but spe-
cifically excludes Product Identity. (e) “Product Identity” means product 
and product line names, logos and identifying marks including trade dress; 
artifacts; creatures characters; stories, storylines, plots, thematic elements, 
dialogue, incidents, language, artwork, symbols, designs, depictions, like-
nesses, formats, poses, concepts, themes and graphic, photographic and 
other visual or audio representations; names and descriptions of charac-
ters, spells, enchantments, personalities, teams, personas, likenesses and 
special abilities; places, locations, environments, creatures, equipment, 
magical or supernatural abilities or effects, logos, symbols, or graphic de-
signs; and any other trademark or registered trademark clearly identified 
as Product identity by the owner of the Product Identity, and which spe-
cifically excludes the Open Game Content; (f) “Trademark” means the 
logos, names, mark, sign, motto, designs that are used by a Contributor 
to identify itself or its products or the associated products contributed to 
the Open Game License by the Contributor (g) “Use”, “Used” or “Using” 
means to use, Distribute, copy, edit, format, modify, translate and oth-
erwise create Derivative Material of Open Game Content. (h) “You” or 
“Your” means the licensee in terms of this agreement. 
2. The License: This License applies to any Open Game Content that 
contains a notice indicating that the Open Game Content may only be 
Used under and in terms of this License. You must affix such a notice to 
any Open Game Content that you Use. No terms may be added to or 
subtracted from this License except as described by the License itself. No 
other terms or conditions may be applied to any Open Game Content 
distributed using this License. 
3. Offer and Acceptance: By Using the Open Game Content You indicate 
Your acceptance of the terms of this License. 
4. Grant and Consideration: In consideration for agreeing to use this 
License, the Contributors grant You a perpetual, worldwide, royalty-free, 

non-exclusive license with the exact terms of this License to Use, the 
Open Game Content. 
5. Representation of Authority to Contribute: If You are contribut-
ing original material as Open Game Content, You represent that Your 
Contributions are Your original creation and/or You have sufficient rights 
to grant the rights conveyed by this License. 
6. Notice of License Copyright: You must update the COPYRIGHT 
NOTICE portion of this License to include the exact text of the 
COPYRIGHT NOTICE of any Open Game Content You are copying, 
modifying or distributing, and You must add the title, the copyright date, 
and the copyright holder’s name to the COPYRIGHT NOTICE of any 
original Open Game Content you Distribute. 
7. Use of Product Identity: You agree not to Use any Product Identity, 
including as an indication as to compatibility, except as expressly licensed 
in another, independent Agreement with the owner of each element of 
that Product Identity. You agree not to indicate compatibility or co-adapt-
ability with any Trademark or Registered Trademark in conjunction with 
a work containing Open Game Content except as expressly licensed in 
another, independent Agreement with the owner of such Trademark or 
Registered Trademark. The use of any Product Identity in Open Game 
Content does not constitute a challenge to the ownership of that Product 
Identity. The owner of any Product Identity used in Open Game Content 
shall retain all rights, title and interest in and to that Product Identity. 
8. Identification: If you distribute Open Game Content You must clearly 
indicate which portions of the work that you are distributing are Open 
Game Content. 
9. Updating the License: Wizards or its designated Agents may publish up-
dated versions of this license. You may use any authorized version of this 
License to copy, modify and distribute any Open Game Content originally 
distributed under any version of this License. 
10. Copy of this License: You MUST include a copy of this License with 
every copy of the Open Game Content You Distribute. 
11. Use of Contributor Credits: You may not market or advertise the Open 
Game Content using the name of any Contributor unless You have writ-
ten permission from the Contributor to do so. 
12. Inability to Comply: If it is impossible for You to comply with any of 
the terms of this License with respect to some or all of the Open Game 
Content statute, judicial order, or governmental regulation then You may 
not Use any Open Game Material so affected. 
13. Termination: This License will terminate automatically if You fail to 
comply with all terms herein and fail to cure such breach within 30 days 
of becoming aware of the breach. All sublicenses shall survive the termi-
nation of this License. 
14. Reformation: If any provision of this License is held to be unenforce-
able, such provision shall be reformed only to the extent necessary to 
make it enforceable. 

15. COPYRIGHT NOTICE 

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc. 
System Reference Document. Copyright 2000, Wizards of the Coast, 
Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on ma-
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