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Way of the Hunter

by Jonathan Szeto

The history of the warrior class traces its roots back in time to
the age before recorded history, to the hunter-gatherer societies of the
Neo-Lithic Era. During that time, when man's role as predator was
essential for his survival, hunting became elevated as human society
underwent the process of birth.

As individuals and families coalesced into clans and tribes, the
role of the hunter became mystified, and elaborate pre-hunt ceremo-
nies arose. Ostensibly, they acted as a blessing for the human preda-
tors, but they also served as a recognition of the mystery of the life-
death cycle. Early humanity quickly became aware of the irony that
was hunting, that to sustain their own lives they had to take the life
of another creature.

As time progressed and humanity developed, the need to hunt
for one's food diminished, but hunting still remained, evolving into a
sport and pastime. While hunting was no longer necessary physi-
cally, the spiritual mysticism discovered in the primitive pre-hunt
ceremonies still remained. Furthermore, the physical and mental
challenges offered by playing the role of predator attracted many in-
dividuals.

This cut-and-dried anthropological answer also has an identifica-
tion in the Awakened world. Several anthropological magicians have
speculated that the physical adept traces its ancestry back to the pre-
civilization hunter, who used his crude Gift to gain an edge over
Nature's other predators. Additionally, some have theorized that the
pre-hunt ceremonies of primitive tribes and societies were a unique
form of ritual magic, tailored for the budding physical adept.

LAW OF THE JUNGLE

The Way of the Hunter is, in a way, a combination of several
different Ways, namely the Ways of the Warrior, of Invisibility, or of
the Animals (some more controversial scholars would suggest that,
conversely, these different Ways derived from the Way of the
Hunter). Followers of the Predator's Way borrow traits from other
Ways: the aggression of the Warrior, the stealth of the Unseen, or the
animal instincts of the Beasts.

However, hunting is not a matter of brute strength, sharp senses,
or agile quickness, though such traits are helpful. The human preda-
tor who relies too much on his own abilities all too quickly becomes
prey to his own quarry. Instead, two primary factors give the hunter
the real advantage: his quick intellect and the ability to make use of
tools. At a significant physical disadvantage (as compared to other
para/animal species), the hunter learns how to maximize his own ca-
pabilities, as well as how to take advantage of the environment in his
own favor.

On the metaphysical level, the typical hunter physical adept pos-
sesses as his main powers Improved Abilities, primarily in Stealth.
Specifically, hunters focus on the tracking aspects of stealth to find
and follow their prey. Other common Improved Abilities include
those in combat skills, namely Armed Combat or Projectile Weapons
(or its modern day "grandchild," Firearms). Improved ability in
Unarmed Combat is very rare, though not unheard of. Other notable
but less significant powers include Improved Ability in Athletics or
Sensory Improvements. Physical-improvement powers, such as
Increased Strength, Quickness, or Reflexes, are also common in
hunter adepts, but they are the least important ones in his repertoire.

NEW SKILLS
Area Analysis: Area analysis enables a runner to "stake out” a lim-

ited territory and gain useful information on not only its tactical ter-
rain value, but also insight on the behavior of its local populace,
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patterns of movements, well-trafficked routes, and other interesting
observations. Armed with this information, a runner can blend in
more easily within the area he has staked out and use the local envi-
ronment to his advantage, either on the hunt for "prey" or for getting
the drop on would-be predators.

To use this skill, the runner has to spend at least 48 hours of
continual observation in the area he wishes to analyze. Upon com-
pletion of observation, the runner then makes a Skill Test against a
target number based on the size of the area involved. The exact tar-
get number is a subjective GM call, though the following suggested
examples may help:

1 square kilometer of wilderness

10 square kilometers of wilderness
Small town or village

1 block of a large city

Large commercial facility

(shopping mall, airport, etc)

1 square kilometer of a large city
City District (i.e., a neighborhood)
Corporate Arcology

Additional 24 hours spent observing
(one time bonus only)

An obvious "foreigner"

(human in an ork ghetto, etc).
Heavy police/security presence +2
Locals suspicious of "outsiders" +3

oo N LU
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Depending on the number of successes generated, the character
may gain the following bonuses:

+1 die per success to any Stealth tests made within the area.

+1 die per every two successes to any Etiquette testswithin the area.
+1 die per every two successes to Surprise tests within the area.

+1 die per success to any knowledge test regarding a local resident or
establishment in the area observed.

Astral Tracking: Astral tracking is a Special Skill available only to
characters who are capable of astral perception. Some physical ad-
epts possess this skill, notably "ghost hunter" types. It also repre-
sents the unusual ability of some legendary hunters able to track their
prey, despite the complete lack of any signs or evidence.

Astral tracking allows the character to track and trace another
living or supernatural being by the residual remains of its astral aura
left on the Astral Plane, mystic residual which all such beings imprint
on their environment. These "astral footprints" only allow the char-
acter to trace his/her target; the signature is way too faint to establish
any sort of mystical link for any other purposes.

To use astral tracking, the character must first assense the target,
an object the target has handled, or a place the target has visited. If
performing one of the latter two, the character must assense the ob-
ject/place for a minimum of one hour. The base Target Number is
12 minus either the target's Essence attribute, rounded down, or
Magic Rating, whichever is higher (the mana being channeled
through a magically active aura makes it more conspicuous than the
passive life sign of a mundane aura). Additionally, apply the follow-
ing modifiers below. Success gives the character a trail of astral
footprints to follow the target and locate him/her/it in the material
world.

Affected by the target's magic -1
Aura masking +Grade
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+Rating

Background count
+1/spirit's Force

Concealed by Nature Spirit

Magical ability -2
Potency -(Potency/3)
Sympathetic links

Favored object/place 0

Often handled/visited +2

Recently handled/visited +4

ted by the target's magic: If the target is magically active, any
or object which has been the subject of the target's spells or
will have its aura tainted by the aural signature imprinted on
target's magic. An assensing character receives a -1 modifier to
e test, as the active use of magic makes the traces stand out better
‘azainst the environment.

Awra masking: If the target is an Initiate or Free Spirit with the aura
‘masking power, increase the modifier by the Initiate's Grade or the

Seirit's Force.

LConcealed by Nature Spirit: If a nature spirit is using its
Concealment power to hide the target or an object handled by the tar-
2=t add a modifier equal to the spirit's Force to the target number.

Magical ability: If the target is a magician, adept, spirit, or critter
with magical ability (either active or innate), apply a -2 modifier.
This modifier only applies when assensing the target directly.

Potency: Toxic and insect shamans and spirits do not fit in well with
e natural world, and as such, the dark spoor of their auras are even
more distinctive. Subtract a third of its Potency (or Magical Threat

- Rating), rounded up, from the target number.

Sympathetic links: See page 35 of the Grimoire II for the defini-
Sons of the various categories of sympathetic links.

Astral tracking may also be used in lieu of an Intelligence test to
track astrally threads left by ritual sendings and foci (see Astral
Tracking in SRII, page 149).

- NEW POWERS

Ambush
Magic Cost: 1.5/level

Ambush increases the shock value of a surprise attack, thus mak-
ing it more effective. For every levels of Ambush the adept pos-
sesses, he gains a -1 modifier to all Target Numbers while attacking a
surprised character. Likewise, surprised characters receives a +1
modifier to any tests against the adept.

Blood Mark
Cost: 1.5

An adept with this power is able to track anyone or anything
which she has wounded (i.e., inflicted Physical damage). The power
works by establishing an unconscious astral thread from the adept to
the target upon a successful attack by the adept.

To use this power, the player first declares prior to making an at-
tack that she intends to make a Blood Mark. If she succeeds with the
melee attack in doing damage, the adept then makes an Intelligence
test, using her target's Willpower as a Target Number. Success means
that the adept will be able to track the target successfully, unless the
target knocks out or kills the adept.

An adept can only Mark one target at a time. Marking does not
count against the number of actions performed, but the player must
declare that she intends to Mark prior to rolling any dice.

Since Blood Mark works by making an astral link between the
adept and the target, anyone capable of astral perception can track the
link (as per the Astral Tracking rules in SRII, page 149) and can
channel a spell on the adept through the link.

An Initiate, spirit, or any other being capable of projecting onto
the metaplanes can break the link by making a successful Astral
Quest (see the Grimoire I1, pages 93-96), as physical adepts are inca-
pable of projecting onto the metaplanes (so far as anyone knows right

Way of the Hunter

now). The rating of the Astral Quest is equal to the adept's Magic
attribute and lasts (Rating)D6 hours in duration.

Flaw Detection
Magic Cost: 2

With the aid of this power, an adept can observe an opponent
for flaws and weaknesses in armor or tactics which the adept can ex-
ploit later in combat. To use this power, the adept must spend at
least a full combat turn observing his opponent. The character can
take no other actions during this time, not even any other Free
Actions. Upon completion of observation, the character then makes
an Intelligence test against the Intelligence of his quarry. If the
adept succeeds in the test, he gains a +2 modifier to the Power of
any attack against that opponent.

An adept may use this power against more than one separate op-
ponent; however, observations against second and subsequent oppo-
nents gain a cumulative +2 modifier to the Intelligence test. The
adept may only observe one opponent at any one time.

Hide in Plain Sight
Magic Cost: 1

This power allows an adept the ability to hide anywhere, despite
any apparent lack of cover or concealment. A Hidden adept cannot
be detected by any physical means whatsoever: normal or enhanced
sight, thermographic imaging, radar, rain/water splashing off of the
adept, etc. Additionally, if the adept is also an Initiate, he can mask
his/her astral aura, so as to be hidden from astral observation as well
(though other Initiates can attempt to break through the mask nor-
mally, if they're suspicious). For all intents and purposes, he's virtu-
ally not there at all.

This power remains in effect, so long as the adept remains mo-
tionless; once the adept moves, the power is broken. However, a
Concealed adept can attack with surprise, using the normal surprise
rules (see SRII, page 86). An adept cannot perform this power
while under any form of observation WHATSOEVER, to include re-
mote cameras and astral observation (after all, what good is hiding
something, if someone watches you while you hide it?). This limita-
tion remains in effect even if the adept is unaware he's being
watched.

Vital Blow
Cost: 0.5/level

With this power an adept can land a vital blow, which the target
is unable to heal or regenerate. On a successful hit which does
Physical damage, whether in ranged or melee combat, the player rolls
a number of dice equal to the adept's level in this power, against a
Target Number equal to the victim's Body. For every success the
adept generates, one box of damage inflicted in the attack will not
heal, until the adept is knocked unconscious or drops the power.

An adept can only "tag" one victim at a time. If the adept
chooses to use this power against another opponent, the power ceases
working on any previous victim, allowing damage to heal normally
again. Note that the amount of critical damage cannot exceed the
physical damage caused by the attack. The player must declare prior
to making the attack that she intends to mark her target with the
Vital Blow power.

Example: Sonya, who has the Vital Blow power at level 5, decides
to inflict a Vital Blow on a street samurai (Body 4). Striking the gil-
lette with her Killing Hands, she inflicts Moderate damage (3 boxes).
Sonya's player then rolls five dice for the Vital Blow effect, against a
Target Number of 4. Scoring a 2, 4, 4, 5, and 8, Sonya gets four
successes; however, since she only inflicted Moderate physical dam-
age, only three boxes on the razorguy's Physical Condition monitor
are affected. The gillette will never recover beyond Moderately
wounded, unless he knocks out or kills Sonya, or Sonya decides to
drop the power against him.

Had Sonya inflicted Serious damage with her attack, the four of
the six points of damage inflicated would not heal. The other two
would be able to heal under normal means.
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THE HERMETIC LODGE

The area for all that's magic, both of a Shamanic and Hermetic nature.
by Chris Hussey

>Time for a new post don’cha think? Well, we got our regular
assortment of new spells here for all use. Take a look, see
what ya like, and use your Karma wisely.

>Henning's Boy

>>You have chosen Only New Spells. Do you wish to pro-
ceed? Y/N

>>¥

>>Spells logged in last _ days? (enter days)

>>7

>>Read on, oh great and powerful magician!!!

DETECTION SPELLS

Recount

This spell allows the caster recall the previous moments
of the target's memory. The images come across as sights,
sounds and smells. The caster can recount 2 minutes of time
for each net success, but must remain in contact with the tar-
get for a number of Turns equal to the number of successes to
get that information. If the magician is casting the spell on a
voluntary target, he may lower his Target Number to 2.

Target: Willpower (R)

Type: Mana Range: Touch
Drain: [(F/2+1)]M

Duration: Sustained

>This spell kills for coming to a scene late. Hell, it works
great even if you’re on time.
>Sullivan

>If you’re late, then you got more problems then worrying
about some silly spell.
>Derangel

>Lone Star mages just love this spell.
>Skips

MANIPULATION SPELLS
Telekinetic Manipulations

Accident

This spell duplicates the Critter Power of the same name.
The spell causes minor, non-damage causing accidents to oc-
cur. Having a target trip, hit in the body with a small object
and so on. The Accident itself may not be fatal, but it’s effects
may. An example would be making a target trip and fall.
While that is not fatal, the forty story drop off the ledge the
target was on is. Either way, the Accident forces the target to
lose one Simple or Complex action.

The target may avoid the accident by generating more
successes than the caster in his Resistance Test. The target
uses his Quickness or Intelligence Attribute based on the na-

Hermetic Lodge

ture of the accident. The target number is the Force of the
spell.

Range: LOS Target: 4

Type: Physical
Drain: [(F/2)+1]S

Duration: Instant

>Hey cool! Now I can be my own Spirit!
>Ground Pounder

>Good! You can’t cut it in the shadows anyway.
>] have mana questions

>Frag you! I could smoke your hoop before you even knew
what happened.
>Ground Pounder

>Don’t even worry about this guy. He’s nothing but a small
time Sorcery adept, with a poor spell arsenal
>Gossip

>You’re next, you stupid mother-fragger!
>Ground Pounder

Gills

This spell allows the target to breathe underwater. The
target breathes normally, but does not actually sprout gills.
The target can still only breathe what oxygen is available in
the water. Many toxic lakes and rivers have little to spare.
Range: LOS Target: Body

Type: Physical
Drain: [(F/2)+2]M

Duration: Sustained

>Don’t even try using this spell in Puget Sound.
>Night Speaker

>] once used this spell with a Physical Mask to make me look
like a dolphin. It was slick.
>Taylor

Enlarge

This spell allows the target to increase his size by a num-
ber of points equal to half his Body score, rounded down.
Thus a character with a 6 Body, could appear to be the size of
someone with a 9 Body (6/2=3). This spell does not change
the racial appearance of the target, nor does it grant them ex-
tra dice for Body Resistance Tests.

The spell does grants the target an extra die for every 2
successes to use in Interrogation of Intimidation Tests for the
duration of the spell.

Target: Body
Drain: (F/2)D

Type: Physical Range: Touch

Duration: Sustained
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can think of all kinds of fun uses for this spell
-wearing Hoop-Fragger

s the only way you can get a date!
have mana questions

least I can get one.
ilt-wearing Hoop-Fragger

the drain would put you to sleep before anything hap-

pens, not after.
>Skips

ILLUSION SPELLS
Blindness

This is the Illusionary version of the same Health spell.
The spell renders the target blind for its duration. Because it is
physical spell, this spell will affect cybereyes.

Type: Physical Range: LOS  Target: Intelligence (R)
Duration: Sustained Drain: [(F/2)+3]L

>Great spell in a pinch. And the drain is a breeze.
>Angel

>You really want to mess someone up, use this spell on ‘em.
Nothing frags with a person more then when they can’t see.
>Night Speaker

>Unless they don’t need their sight.
>Batboy

Deafness

Like the Blind spell, this spell renders the target deaf for
its duration. This spell will affect cyberears, as it is of a physi-
cal nature.

Type: Physical Range: LOS Target: Intelligence (R)
Duration: Sustained Drain: [(F/2)+3]L

>Stack this one with Blindness, and your target is neutralized.
>Angel

>Unless their part dog.
>Posh

>Or a ghoul.
>Jose

HEALTH SPELLS

Speed

This spell increases a target’s moving modifier for run-
ning, allowing them to run at incredible speeds. In effect, the
spell doubles the Quickness modifier for running, based on
race. This spell will not double the Quickness Attribute.

After the target has finished running, he must make a
Resistance Test or suffer Stun damage. The damage increase
for every two rounds of running, rounded up (2 rounds equals
Light Stun, four rounds equals Moderate Stun and so on). The
target number for the test is equal to the Force of the Spell.

Hermetic Lodge

Type: Physical Range: Touch  Target: 2 x Quickness
Duration: Sustained Drain: [(F/2)+1]D

>You can go like a fraggin’ bat outta hell with this spell.
Wipes you when you’re done though.
>Sirman

>Yeah, but it’s worth it. Out ran the Ancients in the Barrens,
thanks to this baby.
>Posh

Editor's Note:
When [ was just a contributor, this was one of my favor-

ite things to do. Well, now that makes it a bit rough, being
Editor-Man and all. My time has been shortened, and 1 would
rather fill the magazine with contributions from you, rather
than myself (Besides, it makes my head bigger, and that is
tough in small doorways).

So, point being that I'd like to see some spell contribu-
tions to the magazine. They've generally been well received in
the past, so I'd like that to continue in the future.
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UCAS News Intelligencer - All the News that's fit for you, your life, and your general well-being

TODAY'S HEADLINES

International
ALBANIA - Tensions continue to rise once again in the belaguered
thrid world country, as revolutionaries, led by the charismatic elf
known as Tsnari Grummov held another rally against the government
and the megacorporation, Saeder-Krupp. Grummov stated once again,
that if aid programs recently cut off by the government, were not re-
instated, and Saeder-Krupp did not start hiring locally for it's new in-
dustrial factory complex, there would be dire reprecussions. "We will
not wait much longer," Grummov announced. "The government and
megacorps must know that it is still the people that are in control."

Government officials could not be reached for comment on why
the aid programs, which service the poor of Algeria, were halted in
the first place.

Sader-Krupp officials said that local hiring for it's new industrial
complex would begin once the current non-local force, which in-
cludes managers and some workers was better acclimated to the local

conditions.

MORROCO - Gregory DeChevilier has been named the first winner
in the Draco Foundation's Knowledge Frontiers competition. Mr.
DeChevilier won in the catagory of Astral Exploration, by locating a
supposedly yet undiscovered metaplane. Though the details of the
contents of this meatplane were not revealed, the members of the
Draco Foundation's judges board were quite impressed by
DeChevilier's findings. Winning the competition entitles Mr.
DeChevilier to a grant from the Draco Foundation,and a patent for

his discovery. Mr. DeChevilier was not available for comment.

National

ST. LOUIS - The Metahuman Empowerment Coalition staged a mas-
sive rally in support of that city's ghoul population. Nearly two
hundred marchers came out in support of ghouls, with cries of dis-
crimination and lack of proper protection in wake of what locals are
terming "The Hunts." These hunts began after a small enclave of
over thirty ghouls was discovered living in an condemed apartment
complex on the west side of the city.

Since the discovery of the enclave, the buidling has been torn
down, forcing the ghouls into hiding. Not long after, bands of vigi-
lantes sought out the ghouls, which brought about numerous, and
deadly confrontations. In the past two weeks alone, over thirteen
lives have been claimed on both sides.

The members of the MEC claim that the local authorities did
nothing to stop the merciless hunting of ghouls and may have even

aided citizen groups in tracking down the fleeing ghouls.

News

BOSTON - In a related story, Biomeans Inc., of Massachusetts re-
leased a statement to the media today that they are appoximately
eight to twelve months away from a final prototype for synthetic
flesh which may be edible by ghouls. Citing breakthroughs in bio-
chemical and magical research, developers at Biomeans hope to have
a prototype by mid 2060, with a final product by the end of the year.
Biomeans is the first corporation to announce a breakthrough in
the race for such a product, which was spurred on by the bequest in
the will of assassinated President Dunklezahn. If Biomeans' product
proves successful, it could earn them two million nuyen from the

President's will.

CLEAVELAND - The search continues for the missing daughter of
Ohio's reputed snack king, Daren Varras. Stephanie Varras was re-
ported missing on the 27th of October, and has not been seen since.
A lack of evidence, including a ransom note has hindered the search
for Stephanie Varras, though authorities are convinced she still re-

mains in the area.
Varras is best known for his line of "Varras Vittles" snack cakes

and other sweet treats. Varras is also reagarded as one of the most
successful dwarfs in the state of Ohio. Authorities have not ruled out

involvement by Cleveland's active anti-metahuman groups.

SEATTLE - Vowing not to give up without a fight, Graham
Overhauss said he will see see his campaign through to the end, in
his bid for the Governorship of the city-state.

Though recent polls show that incumbant Governor Marilyn
Schultz with a resounding lead, Overhauss said that the polls are
stilted,and placed his trust in the voters of Seattle. Overhauss was re-
cently hounded by the press over a scandal within his organization
where three underage aids were found naked and high on BTL chips
at Overhauss' suite.

Responding to these charges, Overhauss stated that quote, "I'm
not the only one with dirt.” Candidate Overhauss declined to elabo-

rate on that statement.

Got 3 news item to report ond We'd loved to see it. E-mail
off to hussfolk@discover-net.net. Or you can use the tried
and true post office and send it to: Shadowland Newsitems
1326 99th Ave W. Duluth, MN 55808
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Whriter's Guidelines

Contained on the following pages are the new fangled Writers'
sdelines for Shadowland Magazine. Read them, know them, be
Use these guidelines when preparing to submit an article or
type of piece to the magazine. Doing so, not only helps the be-
red editor, it also helps make the magazine come out on time.

ve it or not.

t to Submit

Shadowland is a magazine devoted solely to the Shadowrun

. published by the fine folks at FASA. While, we're sure it's

we won't accept submisions for other games to publish in the
magazine.

Shadowland generally publishes short fiction (5000 words max),
‘eptional or varient rule articles, artciles dealing with new items such
&s weapons, cyberware or spells. Shadowland also publishes short
scenarios, though longer runs are possible.

‘What NOT To Submit
There are a few things that we're not really looking for, so keep
this in mind when writing.

While Shadowrun is a gritty game in a bleak future, we don't
meed any articles or stories that contain acts of a violent sexual nature
or excessive vulgarity (unless using the Shadowrun swear words of
oourse).

Also, when composing a piece keep game balance in mind. A
squad of shadowrunners that are all Grade 8 Physical Adepts, backed
up by two cyberzombies and a magician that makes Harlequin nerv-
ous, is a bit much. In other words, don't overdo it.

How to Submit

If at all possible, try and submit your piece using the following
guides:

We like artciles-in MS Word 7.0 (which can translate many
other files types), but will accept other, common file formats. If you
are submitting something in a more exotic, less common format,
please check with us first. In this format, please include all special
formatting (bold, italics, etc.).

In addition to this style, we would like to have an ASCII text

backup of the file. It helps in translation from file to layout.
All submissions, regarless of media (see below) must have the

Shadowland Writer's Guidelines

author's name, address, and phone number on at least the first page
of the file document. We can't pay you, if we don't know who you
are.

Please include a brief cover letter in you document, regardless of
media, explaining what your piece is about. Don't forget your ad-
dress.

And most importantly, please include a copy of the Disclosure

Agreement with your submission. This is vital.

Media

While a hardcopy, with accompanying 3.5" IBM Compatible
floppy is preferred (including all file types), e-mail submissions are
acceptable.

Handwritten pieces are unacceptable, and will be promptly ig-
nored, and teased.

Where to Submit
All submissions may be sent by postal (snail mail) to:
Shadowland Submissions
1326 99th Ave W
Duluth, MN 55808
E-mail submisions may be sent hussfolk@discover-net.net

Subject Guidelines

A few particular guidelines need to be followed when submitting
a piece.

When quoting a rule, please include the manual used, and the
page number (i.e. "His weapon is Customized (Fields of Fire, p.
78)").

When detailing any major characters with exotic or uncommon
equipment (alpha-delta grade cyberware primarily) please include
notes on the math involved so we can easily double-check your
work. Characters with all delta grade chrome and cultured bioware
can cause calculator meltdown.

When writing something that might be seen in a Shadowrun
sourcebook, think about the presentation. The magazine attempts to
emulate the source and scenario books, and would like the authors to
do the same. A good example is the "Shadowtalk" in various source-
books. Notice how it has changed from older publications. Please
stay current.

Please use .25" tabs, and single spaces between sentences.
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Please, please, please. I will love you forever.

How to Act
Once a submission is received, it goes through an approval process, that may require the author to perform some rewrites. Don't take this

the wrong way. The piece was liked, it just needs a little work. When possible, rewrites will be asked for with enough lead time to be com-
pleted by the author. Other times, this may not happen. You have been warned. And very important, If you have any questions, at any time,

about the guidlines, or a potential article, please ask. It will save both of us time.

What to Expect
Don't expect instant turnaround of your submission. Shadowland is a quarterly magazine. You may submit something that may not see

print for several months to possibly even a year. Only so much material can be placed in one issue.

Shadowland Disclosure Form

Please include a copy of this form for each piece submitted

Title of Piece:

I submit this piece and all accompanying materials to Shadowland on a non-confidential basis. I understand that this submission,
and its review by Shadowland does not establish, in any way shape or form, a relationship with Shadowland, except as stated in
this form. I also understand that Shadowland magazine may reject this idea upon review, and I may have my piece returned to
me, only if Shadowland is supplied with a Self Addressed Stamped Envelope. If my piece is returned, Shadowland is not respon-

sible for lost or damaged articles.

I agree that Shadowland will have a reasonable time for review of the piece, and its submission to the Approval Process, and
will do its best to inform me of an article's acceptance or rejection. I also understand that my submission does not create any

recognition or acknowledgement of originality or novelty.
I understand that I will be compensated once my piece reaches publication
I understand the theory of relativity and what it means to be a real human being (sorry, I just couldn't resist)

I also warrant that this piece has never been published and that it is original and does not violate the rights of any third party. I
also am the sole owner of this piece and I'm of legal age, or am the legal guardian of the submitter.

Signature:
Date:

Submitter's Name:
Phone:

Address:
City State:

Zip Code

Please submit form, with submission to the following address. Please keep a copy for your own records.
Shadowland Submissions 1326 99th Ave W. Duluth, MN 55808
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