
SHADOW-VEINED ROCK 
 
Shadowveined: Deep beneath the roots of the mountains, where stygian blackness has never known the 
sun’s warm touch, the shroud of eternal night has forged a primeval connection between this world and the 
Plane of Shadows. In such a place even the rock itself is changed by the touch of eternal night, its very 
substance becoming one with the shadows in which it has lain for untold aeons. 
 Shadowveined rock is literally laced with primal shadow. Thick black cords twist like gleaming 
ebony across its surface, sucking the eye down into a void beyond emptiness. To the touch it seems both 
substantial and insubstantial, particularly along its veins of shadow-stuff, as if it were both solid granite and 
illusionary figment all at once. 
 The result is not only a captivating beauty, but an intrinsic and mystical bond within the rock itself 
to the Plane of Shadows.  Although this bond does not allow the passage of physical creatures from one 
plane to another, certain magical and supernatural effects can use the shadow veins to pierce the veil 
between worlds. And effects which actually involve the Plane of Shadows or its base material are generally 
more powerful and effective in the presence of shadowveined rock (as described in the sidebar on this 
page). 
 
Shadowveined rock has the following effects on spellcasting and other magical or supernatural effects: 

 Arcane sensors and similar effects can pass through shadowveined rock into the Plane of 
Shadows. For example, an arcane eye or prying eye can move through a block of shadowveined 
rock and emerge upon the Plane of Shadows. Similarly, if a spellcaster touching or holding a piece 
of shadowveined rock uses a scrying spell to observe a creature currently on the Plane of 
Shadows, his target does not receive the normal +5 bonus to their Will save as a result of being on 
another plane. 

 When casting shadow walk a spellcaster can take advantage of nearby shadowveined rock to cut a 
more direct path through the Plane of Shadows. Upon casting the spell, the spellcaster, and anyone 
else affected by the spell, simply steps through a solid wall of shadowveined rock. Upon doing so, 
they are transported deep into the Plane of Shadows, allowing them to move at a rate of 100 miles 
per hour (instead of the normal 50 miles per hour). In addition, if their destination is a known wall 
of shadowveined rock they can increase this speed again to 150 miles per hour, emerging from the 
rockface at the other end. 

 A shadowdancer can use their hide in plain sight ability within 10 feet of shadowveined rock, even 
if they are otherwise in a completely illuminated area, as long as they are not carrying the rock in 
question. In addition, a shadowdancer can use their shadow jump ability with shadowveined rock 
as either their point of origin or destination (by stepping into or out of the shadowveined rock). 
When doing so the maximum distance of their shadow jump is doubled (or tripled if both the 
origin and destination is shadowveined rock). 

  
Shadow Tokens: By carefully altering a piece of shadowveined rock, a spellcaster can enhance its 
connection to the Plane of Shadows. The result is a shadow token – a powerful aid in the casting of any 
shadow magic. 
 To create a shadow token the shadowveined rock must first be carefully fashioned into the token. 
This requires a Craft check (DC 20). Then a permanent shadow planar binding must be cast upon the token 
(using the greater shadow conjuration and permanency spells) in order to strengthen and, paradoxically, 
solidify its ties to the Plane of Shadows. Once the connection has been strengthened it must be magically 
tempered. This process requires the Craft Wondrous Item feat, uses 26,000 gp in raw materials, and drains 
1000 xp from the caster. 
 Once the shadow token has been successfully created, it functions as a use-activated item. A 
spellcaster holding a shadow token may cast spells as if they were on the Plane of Shadows. Such spells 
may be cast as though they were prepared with either the Maximize Spell feat or the Quicken Spell feat, 
though they don’t require the higher slots. Furthermore, specific spells become more powerful: Shadow 
conjuration and shadow evocation spells are 30% as powerful as the conjurations and evocations they 
mimic (as opposed to 20%). Greater shadow conjuration and greater shadow evocation are 70% as 
powerful (not 60%), and a shades spell conjures at 90% of the power of the original (not 80%). 



OPEN GAME LICENSE Version 1.0a  
 
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, modification, correction, addition, 
extension, upgrade, improvement, compilation, 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 distribute; (d)"Open Game Content" means the game mechanic and 
includes the methods, procedures, processes and routines to the extent such content 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 specifically 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, likenesses, formats, poses, concepts, themes and graphic, 
photographic and other visual or audio representations; names and descriptions of characters, spells, 
enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, 
environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic 
designs; and any other trademark or registered trademark clearly identified as Product identity by the owner 
of the Product Identity, and which specifically 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 otherwise 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 contributing 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-adaptability 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 updated 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 written 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 due to 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 
termination of this License.  
 
14. Reformation: If any provision of this License is held to be unenforceable, 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 2000-2003, Wizards of the Coast, Inc.; Authors Jonathan Tweet, 
Monte Cook, Skip Williams, Rich baker, Andy Collins, David noonan, Rich Redman, Bruce R. Cordell, 
based on original material by E. Gary Gygax and Dave Arneson.  
 
The Alexandrian; Copyright 2005-2018, Justin Alexander. http://www.thealexandrian.net 
 
Shadowveined Rock, Copyright 2018, Justin Alexander, http://www.thealexandrian.net 
 
END OF LICENSE  

DESIGNATION OF PRODUCT IDENTITY: The following items are designated as Product Identity in 
accordance with Section 1(e) of the Open Game License, version 1.0a: 

The Alexandrian and Justin Alexander. 

Any and all Dream Machine Productions logos and identifying marks and trade dress, including all product 
names, product line names, cover design, and lay-out. 

“Legends & Labyrinths”, “3rd Edition Lives!”, “So You Want to Be a Dragonslayer?”, “So You Want to 
Be a Dragon Master?”, “So You Want to be a Dungeon Master?”, “So You Want to Be a Game Master?”, 
“Technoir”, “Mechnoir”, and “Hexnoir” are trademarks owned by Justin Alexander. 

Emperor Atal XIV, Bloodwight, Sons of Jade, Lost City of Shandrala, Jade Magi, Ranthir, Agnarr, 
Tithenmamiwen, Athvor Krassek, Mithrilani, River Kings, Forest of Eternal Youth, Scarlet Plains, 



Wizard’s Blight, Orcs of the Seven Tribes, Desert of a Thousand Droughts, Pentagram Killer, Gallas Karr, 
Ebon Vested, Lithuin, Titan Spawn 

All artwork not otherwise in the public domain is copyright the original creators. 

Any and all trademarks stated or unstated. 

 
 


