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SECTION 1

INTRODUCTION

_4

31 Vm/onen Moje joined the Navigator on the fore-  reached them.
| ﬂﬂ deck of the skyship. sulfean appeared young to bkl A :
| “Moje’s trained eye even [}(o)v an Elven Navigator, and ~ 17¢ SRS trem 10 S187004Y0, Zer

staggeveb ut
craft slewed about in a

towaros tbe Essence

structure creakin
regained theiv balance
strangely majestic spin, 0
vortex.

* indeed Sulfean was bavely out of his teens; somewhat
 of aprodigy. But Luvonen had [ittle time to muse upon
" the selection processes of Navigators, as the veason for
 bis summons to the deck became clear. Dead abead of
~ the Ewerian Princess, the clondy sky had turned the
unnatum[,-[umino_us reen w[aic(}9 cou)fb on[;g eral

o= amoroa_c[a of one of Ku[%ea’s greatest terrors: a lows

0 tearing at his clothes and flowing haiv,
sfullyaeplaced his Compass n its padded
K)ugbt to contvol his own flapping

«1 see we ave a problem.” Moje said without taking his  gale, while the Navigator turned to

~ ees from the eevie phenomenon before thewm.
in of the Princess rushed up to the two wen,
My at his cap. He still had his com osure, but it
as clear that even he was fw'gbteneb By tEis monstrous
storm. “Sirs,” he shouted over the vising winds, “1 realize

ou ave ot vesponsible for rescuing us from such as this,
gut any assistance would be much appreciated.”

60 AbOV
tenoing

- “Tndeed.” answered Su[fean tone[ess[y. “t fo
. .ﬁpe winutes ago; the shock waves are alveady
 more than five miles.”

1 The two wien stood impassively

Sulfean continued to stare forward, eyes glazed, his
kunckles white on the balustrade. Moje doubted he even
noticed the captain.

“Captain Rewian, 1 believe that the Navigator is even
1ow 00ing bis best to Oivert our course [rom d 0isastrous

- fies.” Moje e ek ;
: : co“mon wng tbm storm. Howeuvey, I [ear tbat even b]S
ﬁn s sexctant-like Compass and  powers will be of no avail against such a powerful flow-
aojusteo aj “Too [ate.” storm. T suggest you attempt to steer to starboard and

make preparations to jettison the Xenium keel in order

here was d brilliant ﬂasb fvom thearea to attempt an emergency) ground [anbing."

ies of iridescent [ightning stabbed down
the earth. The green clowds swivled into  The captain was -bowifieb. «That'll wreck my sbipl"
a fuvmel, twisting [iie a great screw towaros
 the ground. .Tge sky went dark; tge' sun seented to go
~ out as everything was [it only by this [uminous green
~ tornado, laced with forks of [ightning. Then the winds

Moje cocked an eyebrow. “Our alternative is guite [ike{f
to be caugbt in a Flow Vortex, in which case we wi
surely be destroyed... or worse.”
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6 SECTION 1 - INTRODUCTION

hat is Shadow World? Shadow World is a high-

fantasy setting published as a complete setting for the
Rolemaster system in the late 19805 by Iron Crown Enterprise
(ICE) and written primarily by Terry Amthor. Shadow
World incorporated eatlier published works by ICE such as
Vog Mur and new material has continued to be published
for it by, at various points, ICE, Eidolon Studios, and
Guild Companion Publications. On this world of Kulthea
there are more than a dozen continents although the vast
majority of material written has been for the large middle
continent of Emer and its neighbor to the north, Jaiman.

This guide to Shadow World is the first in a series of publications

intended for players rather than Gamemasters (although it will

be useful for them as well!) Shadow World is rich in history and

flavor but as a Gamemaster (GM) it can often be overwhelming just

deciding where to start and what information to convey to play-

ers to help them with ideas for characters and

backgrounds. This Player Guide is intended

to give players general information on the

Shadow World setting, while future pub-

lications will focus on specific contifients

and will contain cultural and regional
information and maps.

‘will just

It is an impossible task to make a player guide that is completely
suitable for all campaigns. Therefore it is important that the GM
establish what information is and is not available to the players. The
guide was written to contain only general information that adds
depth and flavor to the world, and “spoilers” have been avoided.

LORE SKILLS

Just because information is containe@in this guide does not mean
that a character will know that information. This guideis meant to
give an overview of the setting and willno doubt discuss aspects
and regions of the world that'some characters will know nothing
about. Indeed, most pedsantry and eitizens of Shadow World will
know verylittle, especially of things beyond the bordersiof their own
local region. Each section given in the Guide containsa minimum
of information. Characters may know none of it, some of it, all of
it, or even above and beyond what is presented.

The guide is broken into different topics that can have in-game
academic skills (lores, sciences, etc) associated with them. Actual
skill sets willany. based on the Gamemaster, gaming system and
rule setused, so amodest list of skills is presented in Table 1

to coyer the areasin this Guide. The GM may use a more
extengive skill'set where these generalized lore skills are
broken down into multiple skills, in which case each skill
er area.
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SEcTION 1 - INTRODUCTION 7

TABLE 1: ACADEMIC SKILLS FOR SHADOW WORLD

SKiILL DESCRIPTION

Astronomy Knowledge of constellations, planets, and astronomical events.

Essaence Lore Knowledge about the flows of Esseence and their effects as well as the division of magical realms and spell-casting.
(Alternate skills: Esseence Lore, Spell Lore, Lore for each realm)

Geography Geography includes continental-scale geography and general trends in ecology. Learning to higher ranks i
to a dearth of information and teachers. Local geography is covered by Region Lore (Alter
Lore, Fauna Lore)

History More extensive history of a region beyond the limited knowledge covered by the Re
(localized) knowledge in world history (Section 8). Also represents local history for areas
Region Lore skill. (Alternate Skills: World History, ‘each region’ History)

Materials Lore Knowledge of physical materials occurring on Kulthea such as building stone;

Region Lore Each specific region is its own skill. General information about a region that includes g
as well as a limited local history. The region size will vary but will generally be about 100,0 re miles (~300 x 300

Lore, Flora Lore, Fauna Lore)

Religion Lore Knowledge of religions and their practices. Usually a chara ave a s1ngle rehglon as a major focus, but nearly all also
(localized) study and become aware of other religions

Localized Skills—Some skills only apply to a specific regional
area and the GM may use a separate skill for each region.(e
History—Rhakhaan). An alternative way is to leave t
skill as a single skill but use the character’s Region
determine what regions the localized skill is useful
the effective skill ranks for knowing about herbs ,
be found by using the lesser of the skills raz
‘Region Lore—Tanara’

ese Tiers are only intended as a guide; Gamemasters may
based on their own version of Shadow World and deter-
characters know more or less than what is given here.
he tier levels and their general descriptions are given in Table 2.

e description in the knowledge tiers only describes probable
knowledge. The actual knowledge and recall will vary per the GM
and sometimes will be determined by a roll. In these cases the
Knowledge Tiers can be used in reverse. The GM will determine
a difficulty based on the Tier of information as given in Table 2.
The skill ranks and difficulty levels provided can be used with
Rolemaster™ or HARP™.

KNOWLEDGE TiERS

To help in gauging what a about the world,
Knowledge Tiers are provide

Knowledge Tiers will gi

TABLE 2: K YWLEDGE |

SKiLL
Ther DEescriPTION EARTH EQUIVALENT Dirricurty

Grade School, Jr. High School 1-5 Routine, Easy

ctory knowledge with details on a few topics.

understanding and recall of all major topic areas, as High School 6-10 Light, Medium
as basic details.
astery and recall of all important aspects of topic, plus College Undergraduate (BS, BA) 11-15 Hard, Very Hard

many finer details in most areas.

Expert Ability to form multiple complex inferences, create accurate ~ Graduate level college (MS, MA) 16-20 Extremely Hard,
analogies, and form connections to other subject matters. Sheer Folly
Sage Complete understanding and knowledge of obscure and Post-Graduate (Doctoral) 21+ Absurd

uncommon parts of subject matter.
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SECTION 2

OVERVIEW
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The world of Kulthea, The Shadow World, is an ancient world
of powerful magic, real deities, and shades of grey between good
and evil. The world is home to hundreds—or perhaps thou-
sands—of cultures that run the spectrum of technology from
Old Stone Age through Late Renaissance, although Irongfige
predominates. Creatures both fantastic and horrible call The
Shadow World home and keep it wondrous...and dangerous.
Invisible flows of magical energy, the Essnce, cross theauarld
interfering with travel but also providing power to 105 Whe
can manipulate it.

?’Izc Observatory of Ordye Mur.

_ot__)ks are tbe _suﬁstdnces o'f History), the vessel of Unoerstanding, the
/" Past so we may) know tbe.Pv'esent ano comprebenb tbe Future.”

The intelligent races living on the world are diverse and varied.
Most are isolated from each other by barriers: mountain ranges,
broad seasganidythe invisible walls of Esseence. Cultures are thus
frequently unaware'of each others’ existence. As one might expect,
geographical kfiowledge varies tremendously, depending on the
environment, educatidn and location of the inhabitant concerned.
Your average man-on-the-street in the city of Sel-kai knows far
more about politie$ of a kingdom a thousand miles away than a
peasant ten miles distant. In general, though, it is important to keep
in mindithat on Kulthea communication travels only as fast as it
can behand-carried. While a Navigator could be hired to transport
a courier (they will not carry messages themselves) that method




