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Printing
Guidelines

This booklet was written in A4 format,
if you want to print it in an A5 format
(the one used by Old School
Essentials™) the following guideline
may be followed.

Disclaimer: This guide assumes you
are using Windows™ as your Operative
System, so Mac™ users may have to
search for a specialized guide.

There may be three ways to adjust
printing scale:

1. Many printer drivers have native
support for such functionality. Here is
HP's example:

() HP Laserlet MFP 426

Printing Shortcuts | Paper/Quality | Effects | Finishing | Advanced

Resizing Options

() Actual size

(@) Print document on:

Scale te fit
() 9% of actual size:

2. Generate A4 size PDF from your
document. Then use your favorite PDF
reader to print the PDF on As, by
selecting "fit to paper".

3. There's also a semi-manual way,
directly in Word, if both above
solutions fails for you:

Go to print and, from Printer
Properties, set the scale factor to 70.7

percent. That will adjust it to As size
(on A4 paper). However, the printer's
margins will not scale, as they are set by
the printer's hardware. Hence you may
need to set the scale factor slightly
lower, depending on your printer's
margins. There is also the issue that
Word will still tell the printer to use A4
paper, and you can't change that to As
because, as you discovered, Word
paginates the document to the paper
size. For good measure, changing the
paper size from Printer Properties at
print time will be ignored by Word - it
must be done from Page Setup,
prompting re-pagination.

No matter which option you choose,
make sure that your printer actually
"see" As paper in a tray. You can verify
this in printer settings, on the printer
panel or other ways -- depending on
your printer.

For example, on many LaserJet printers
you have to:

1. Send the actual print job to
the printer (any of above
methods).

2. Wait until it signals that an
incorrect paper size (A4) is
inserted into the tray.

3. Remove the tray, place As
paper and put it back.

4. Only thenyou'll see a
message to confirm in-tray
paper size permanent
change.



Foreword

One of the many things that made Dark
Sun so appealing when it came out in
the gos was how different it was from
previous settings. It was a
post-apocalyptic setting that put
emphasis on surviving a harsh and
oppressive environment, the perfect for
games that put heavy emphasis on
resource management and life or death
situations. This, of course, forced a
change in how the games should be run
and what rules should be used, as Athas
provided a different theme and
aesthetics that demanded a change of
pace for DMs to capture it.

This document will showcase a series of
rules for items, resource management,
climate conditions, treasures and many
more, some of them are optional and
applicable at the DM discretion for
their games. Your Athas may be
different from my Athas, but with these
options [ aim to provide DMs out there
a way to be able to capture the themes
of Athas not only accurately, but also
conveniently, easy to reference and
remember and most importantly, fun.

These rules are to be used in OSR
systems based on the B/X edition, but
with a heavy emphasis on Old School
Essentials™, which is gonna be used as
a frame of reference for the rules that
will be presented in this document. It is
also to assume that you hold a copy of
either the Classic or Advanced
Fantasy Rule Books for OSE™

This is part of an ongoing project to
create an Old School Essentials™
conversion of Dark Sun that aims to fix
the complicated rules of 2E. As such,
expect changes to these in future.

Feel free to use these on your games,
and if you have any recommendation or
feedback, please feel free to reach out
and let me know, I am always looking to
improve.
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Chapter 1: Adventuring




Running Games
in Athas

Welcome to the brutal world of Athas; a
post-apocalyptic world ravaged by
magic and ruled by tyrant
sorcerer-kings, where simple survival is
a daily challenge. For DMs interested in
running games in this world ravaged by
sorcery, some aspects of the game and
skills should be emphasized to provide
the best experience possible, specially
but certainly limited to:

Keeping Athas Interesting and
Unique

Athas is intended to work differently
than other traditional fantasy worlds,
even after taking into account that it is
a post-apocalyptic setting. Exotic
plants, weird animals and unique
landscapes dot the world of Dark Sun,
so DMs should play with imaginative
descriptions for the locations the PCs
get to explore, for example by
describing colorful flowers growing on
the walls of a canyon, or exotic colors of
boulders on the rocky badlands, all of
these will provide PCs the feeling that
the world they are in is different and
mysterious, and even if Athas is a harsh
deadly planet, it is still beautiful and
could even create a thrill for
exploration and curiosity. For a good
source of inspiration of what details
could be added, one should not go
further than reading about Earth’s
many deserts, as very often our planet
provides incredible landscapes and

phenomena that will go beyond the
imagination of many.

Providing Challenges from the

Environment

A good chunk of the challenges players
should face are those provided by the
harsh wilderness. Perhaps one day is
particularly hot and they must cross the
desert sand dunes, so the challenge
should be how to cross the desert when
the dunes are so hot they are able to
burn one’s feet, or maybe after a harsh
sandstorm they got lost in the desert
and now the PCs realize that they may
not have enough water and food to go
back safely to the nearest settlement.
All of these make the world gritty and
challenging, and without dropping a
single monster on the table, tension
would be always high and every
decision could mean life or death.

Resource Management

Because survival is a key aspect when
having adventures in Athas, DMs must
make sure to keep track of the items
carried by the PCs, with the amount
waterskins and rations reminded, all
arrows counted, and the breakage of
armor and weapons joining together to
entice players to get creative and use
every trick at their disposal to live
another day. All tools, skills and spells
matter, and creative problem solving
should be rewarded fairly and
consistently, for only the most cunning
and resourceful are the ones who thrive
in the uncaring tablelands.



Adventure
Scenarios

Even though there could be an infinite
number of possible adventure concepts
and scenarios, all of the adventures
scenarios present in the Old School
Essentials Referee’s Tome™ are
perfectly able to fit in a Dark Sun, with
the following being a series of examples
of what kind of adventures could also
be had in Athas, which could be used as
inspiration for DMs.

1. Protect Home Base/City

The city or settlement the PCs are in is
facing outside threats that could cause
its destruction. The PCs are employed
by one or more factions inside the base
to deal with these threats one way or
the other to ensure the safety of their
home.

2. Take part in Veiled Alliance

operations

The Veiled Alliance is attempting to
promote its plans to undermine the
Sorcerer Kings, avoid persecution or
take down traitors and enemies. PCs
will have to work through operatives
with code words, fear that templars
could find them at any turn and may be
forced to deal with shady organizations
where right and wrong can blur
together.

3. Restore Athas

The PCs must help a druid or cleric to
defend or expand a natural formation
against a defiling force, which can be
defilers, a dangerous beast or an evil
artifact.

4. Become Employees for a

Merchant House

The PCs are employed by a Merchant
House to participate in mercantile
operations, ranging from doing caravan
runs, setting up outposts, rooting out
competition and going up the ranks of
the house, all with the objective of
ensuring profits.

5. Promote City’s

Templar/Noble

The PCs are employed by a noble house
or templar to undermine political
opponent, taking part in assassinations,
backstabbing and many potential
situations with morally questionable
implications.

6. Fight in the Arena as

Gladiators

The PCs are pit fighters (maybe even
slaves), participating in gladiator
combat, fighting in tournaments
against powerful and cunning
opponents in front of bloodthristy
audiences, either for glory, wealth or
their freedom.

7. Take part in Intercity War
PCs are part of a City-State’s army and
must participate in military battles and
operations to earn victory and wealth in
the name of a Sorcerer-King,
progressing through the ranks and
maybe even becoming generals.

8. Dethrone a Sorcerer-King
The PCs join or maybe even lead a
rebellion against an evil Sorcerer-King,
gaining allies and enemies and
eventually taking part in a final battle
for freedom and the fate of Athas.



Experience

All characters who make it through an
adventure alive receive experience
points (XP), awarded by the DM. XP in
the Dark Sun setting may be gained
from four sources: treasure recovered,
monsters defeated, resources acquired
and class related actions (optional).

Treasure Recovery

Treasure that PCs bring back from an
adventure works the same as in Old
School Essentials™ and other B/X
based games.

The value of XP: Characters gain 1 XP
per 1 ceramic piece (cp) value of the
treasure.

Monsters Defeated

All monsters defeated by the party (i.e.
slain, outsmarted, captured, scared
away, etc.) grant XP based on how
powerful they are. Similar to how it
works in Old School Essentials™ and
other B/X based games.

Resource Adquisition

The findings of water sources, food or a
place for shelter grant XP based on how
valuable these are.

Water Source: Water accounts for 50
XP x Number of days it lasts . If an
Oasis or other significant body of water
is discovered, it is worth up to 2,000 XP.

Food Source: Food accounts for 25 XP
x Number of days it is able to feed
one person.

Place for Shelter: Finding a good place
to take refuge is worth 20 XP x
number of days it was used or safe.

Class Action (Optional Rule)

Experience may be granted by the use
of class or race abilities that follow the
class’ respective archetype, looking to
incentivise roleplaying and creative
problem solving, given at the DM’s

discretion.
Class Action XP table
Class Action XP granted
Fighter Showcasing martial prowess 50 XP per Level
Gladiator  Taking the final hitonafoe 100 XP
Performing creative moves 10 XP per Level
in combat
Ranger Performing survival taks 100 XP
Cleric Promoting Elemental 100 XP
Patron
Druid Defeating Defiler 200 XP per level
Templar  Enforcing Sorcerer king's 100 XP
law or goals
Preserver  Solving problems with 50 XP per Level
magic creatively
Maintaining spell’s secrecy 100 XP
Defiler Defiling the Land 50 XP per Level
Thief Thieving Skill successful use 20 XP per Level
Finding or acquiring 100 XP per Level
treasure
Bard Effective use of poison 100 XP
Inspiring individuals 20 XP per Level
Psionicist  Using Psionics to solve 40 XP per Level
problems
Dwarf Complete Focus quest 300 XP per Level
Elf Thieving Skill successful use 20 XP per Level
Promoting tribe’s well being  200XP
Halfling  Practice another’s race soXP
custom
Aid another Halfling 100 XP
Half-Elf  Bettera Human or Elf in 150 XP
their customs
Half-Giant Shift alignment per 100 XP
influence
Mul Showcase strength and/or 50 XP
resistance
Thri-kreen Showing hunting ability 100 XP
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Survival

In a world of survival, characters may
have extended periods of time just
caring for their day-to-day needs. The
following rules may be used in
conjunction to the rules for wilderness
adventuring present in Old School
Essentials™.

Wilderness Adventuring
Sequence of Play per Day

1. Decide course: The players decide on
their course of travel for the day.

2. Losing direction: The DM determines
whether the party gets lost.

3. Upcoming Obstacles: The DM makes
checks for monsters and weather.

4. Description: The DM describes the
terrain passed through and any sites of
interest that the party comes across,
asking players for their actions, as
required. If a monster is determined to
appear, it may happen at any time during
this step.

5. Survival Tasks: The players may
choose to attempt a task related for
survival, they must make a check to
determine success or failure in such
actions.

6. End of day: The DM updates time
records, with special attention to rations,
spell durations, and the party's need to
rest.

Overland Travel

Terrain Modifiers Some types of terrain
modify the speed at which characters
can travel:
e Broken lands, desert, salt flats, :
33% slower.
e Jungle, mountains, salt marshes:
50% slower.

Food and Water

Due to the barren conditions of Athas,
water is an important resource,
especially when adventuring in the
wilderness.

Water Consumption

An active character (hard exertion,
walking, riding, etc.) needs 1 gallon of
water per day, also known asa water
unit.

Food Consumption

The amount of food a character needs
to eat per day is known as food unit, or
the amount of food a normal human
needs for survival

Unusual Races

Thri-kreen: Thri-kreen only consume
half the amount of water and food units
per day.

Mul: Mul can stand up to 2 days
without consuming water or food .
Half-giants: Half-Giants consume
double the amount of water and food
units per day.

Effects of Starvation

Everyday a character spends a day
without the proper amount of food or
water, they receive a penalty of losing
1d6 CON per day. Once the character’s
CON drops to o, the character dies.

Recovering from Starvation

A character suffering from the effects of
starvation able to find food and water
to survive may recover slowly. The
recovering character regains 1d8 CON
each subsequent day they receive food
and water once more (assuming the
character is safe from starvation), until
it regains its original CON score.



Survival Taks

Survival tasks are downtime activities
that may be attempted during
wilderness travel. These actions will
require a check to determine success or
failure.

Survival check: Unless otherwise
stated, all survival checks have a chance
of 1-in-6 of success.

Survival Tasks Descriptions

Pathfinding

It allows the character to look for the
right path to their destination if they
are currently lost in direction.

Gear Repairing

The character sharpens weapons and
armor. A Broken weapon or armor is
repaired on a success. Only one piece of
gear may be repaired at a time, an
metal equipment may need at least two
successful attempts to be repaired

Tending Wounds

The character may tend wounds,
provided they have bandages, proper
herbs or other required objects set by
the DM. On a success, the wounded
character recovers 1d3 hit points, on top
of recovery from resting.

Hunting

When hunting, success means
encountering animals which may be
suitable for eating (if they can be
caught!). This is in addition to the
normal chance of random encounters.

Foraging

Foraging for herbs, fruits, nuts, etc. On
a success, the character finds 1d4 food
units, medicinal herbs or 1d4 water
units.

Treating Illness

The character may treat illnesses,
provided they have proper remedies or
other required objects set by the DM.
On a success, the character treats status
ailments like poison, paralysis or
diseases (assuming they can be cured).

Gear Crafting

The character is able to create a weapon
or armor, assuming the character has
the necessary materials to craft one.
This is a long and complicated process,
especially in the wilderness, therefore
multiple successful attempts are
required to create a weapon or armor.
The following table describes the
amount of attempts necessary
depending on the material for armor or
weapons.

Gear Crafting Table

Material Attempts
Leather, Wood 2
Bone, Hide 3
Obsidian, Chittin 4
Metal* 5

*: Steel Weapons can only be crafted in
specialized almost nonexistent forges.
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Environmental
Hazards

Athasian weather is harsh and as
deathly as its inhabitants. For this
reason, DMs are encouraged to place
challenges that come from the
environment itself.

Generating Weather

See the tables below to determine the
highest temperature in the day and
temperature effects.

Day Temperatures
2d6 Descriptor F° Degrees on:':.:arz:;tiun

2 Cool 60-79 Half
3 Warm Bo-8g -
4 Warm 90-99
5 Hot 100-109 -
6 Hot 110-116 -
7 Very Hot 120-124
8 Very Hot 125-12G -
g Very Hot 130-134 -
10 Very Hot 135-130 -
11 Furnace 140-149 Double
12 Furnace 150+ Double

Night Temperatures

2d6 Descriptor F° Degrees on::.:arggtiun

2 Cold 40-44 Half
3 Cold 45-49 Half
4 Cool 60-63 Half
5 Cool 64-67 Half
6 Cool H8-71 Half
= Cool 72-75 Half
8 Cool 76-79 Half
g Warm Bo-87 -
10 Warm 88-04 -
11 Warm 95-99 -
12 Hot 100+ -

11

Heatstroke & Cold Damage

Any character unprotected for extreme
temperatures receives damage
depending on the temperatures listed
on tables to the left:

e Hot: 1d2 Damage Daily

e C(Cold and Very Hot: 1d4 Damage

Daily.
e Furnace: 1d6 Damage Daily

Winds

Roll on the table below to determine
wind strength. The Wind Effects table
is repeated here.

Wind Conditions

2d6 Descriptor 55'1;2‘:1 1?&2;? r
2 MNone o
3 Light 12 -
4 Light 1/2 -
5 Moderate X1 -
(3] Moderate X1
7 Moderate X1 -
8 Strong N2 -
g Strong X2 -
10 Storm X3 Sandstorm
n Storm X3 Sandstorm
12 Sirocco N/A Tornado®

*: On the Silt Sea, it causes gray death on a 20
miles radius

Sailing Speed: It modifies the sailing
speed of Silk Skimmers on the silt sea,
for details see silt vehicles, p21.
Sandstorm: Sandstorms give a penalty
of -4 on attack rolls and a penalty of +1
on all Survival tasks

Tornado: It causes 1d6 damage to all
unprotected characters.

Gray Death: Silt Sandstorms that gives
unprotected characters -4 on attack
rolls, a penalty of +1 on all Survival
tasks and increases water consumption
by 2.



The Endlean Cycle

Athasian Time

Every city state has its own calendar,
but that most commonly used and
considered the Calendar of Tyr.
In the calendar of Tyr, years are counted
off using a pair of concurrently running
cycles; one of eleven parts, the other of
seven. The eleven-part, or endlean
cycle, is counted and spoken first, in
the order presented below. The
seven-part, or seofean cycle, is counted
and spoken second. The endlean cycle
is complete when Athas two moons, Ral
and Guthay, meet in the heavens in a
major eclipse that occurs once every 11
years. The seofean cycle is
more abstract, meeting when agitation
in the cosmos leads to fury. Every 77
years the cycle repeats itself, ending
with a year of Guthay’s Agitation and
starting again with a new year of Ral’s
Fury. Each 77-year cycle is called a
king’s age; there have been 183 complete
king’s ages since Tyr adopted this
calendar (more than 14,500 years).

Calendar of Tyr

The Seofean Cycle

Fury

Friend Contemplation
Desert Vengeance
Priest Slumber
Wind Defiance
Dragon Reverence
Mountain Agitation

King

Silt

Enemy

Guthay
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The Merchant’s
Calendar

While each city-state has its own
official calendar, the dynastic merchant
houses have, over the centuries, come
to use a standardized book of days. This
has evolved slowly over time as the
need to efficiently coordinate activities
with trading partners grew. The
calendar is generally referred to as the
Merchant’s Calendar.

Each year is made up of exactly 375
days: the exact time between highest
suns. Athasians have no seasons that
govern their thinking of time, as there
is no marked difference in temperature
or weather patterns. However, the year
is divided into three equal phases: high
sun, sun descending, and sun
ascending. Highest sun is the first day
of the year in the calendar of Tyr and
lowest sun indicates the midpoint of
the year (which, incidentally, occurs at
midnight, and is generally observed in
night time ceremonies).

Year of the Messenger

Every 45 years, a brilliant comet visits
Athas. By night one can read by the
messenger’s light, and it can be seen
clearly in the full light of day. Folklore
holds that the messenger visits the
dragon every 45 years to deliver to him
important information reconnaissance
that the stars have observed since its
last visit.

Starting the Campaign

For campaign purposes, the calendar
starts on High Sun (the first day of the
year) of the Year of Priest’s Defiance, in
the 170th King’s Age. The next Year of
the Messenger will be the Year of
Enemy’s Slumber, six years away
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Chapter 2: Money &
Equlpment
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Athasian Coins Conversion Table

1 GP 15P 1 BP 1 CP 1 Bit
Value in GP 1 110 1/20 1/100 1/1,000
Value in SP 10 1 1/2 1/10 1/100
Value in BP 20 2 1 1/5 i/50
Value in CP 100 10 5 1 1/10
Value in Bits 1,000 100 50 10 1

Wealth

Athas is a metal poor world. In game
terms, all metal items—swords, armor,
coins—are worth considerably more
than one other fantasy world.

Money

The most commonly used coin
throughout Athas is the ceramic piece
(cp). Ceramic coins can be
manufactured from the most common
clay of Athas, then glazed in specific
colors and kilned to discourage forgery.
Coins made of other materials— gold
(gp), silver(sp), bronze (sp), and
fractured ceramic pieces or bits
(bit)—are also used. The conversion
rates of coins are shown above.

Starting Wealth

Characters in Athas start with 3d6 x 10
ceramic pieces.

e 3rd Level characters starting
wealth: When using the
optional rules to start characters
at 3rd level, those characters
start with 3d6 x 20 cp.

e Character tree starting
wealth: When creating alternate
characters using the character
tree optional rules, those
inactive characters also get
starting wealth, and may be
equipped prior to first time play.

15

Hirelings
Just like in other settings, NPCs can be

hired by a character to perform certain
services

Hirelings and Adventuring

Hirelings do not accompany characters
on adventures. Characters may hire
NPCs to join them on adventures, but
these are treated separately, called
retainers; their rules are stated on p29.

Types of Hirelings

Hirelings are divided into three types:

e Mercenaries: Hired soldiers
who will guard, patrol, and
otherwise serve in wilderness
settings, but only as part of a
larger force, not an adventuring
party. For more details, see p32.

e Specialists: Hired individuals
who have a particular trade or
who have special knowledge.
These individuals are usually
hired for a specific task. For
more details, p34.

e Slaves (Optional Rules): Slaves
are individuals owned as
property by another individual
to perform certain task as
specialist, no pay beyond their
upkeep for living or freedom to
terminate working for their
owner. Players are only allowed
to buy slaves on DMs discretion.
For more details, see p36.



Equipment

Athas is a metal poor world. In game
terms, all metal items—swords, armor,
coins—are worth considerably more
than one other fantasy world. In the
lack of metal, however, alternatives are
found in the use of inferior materials
for weapons and armor.

Weapon Materials

Materials for weapons known in Athas
are those similar during Earth’s bronze
age. The material determines not only
the cost of the weapon, but also overall
quality and reliability of it during and
after use. Table below explains the
differences of each weapon materials.
Price for weapon: The table below
lists the type of coin in which a weapon
is priced based on its material.
Breaking weapons: On a natural 1, roll
a d6, the table below explains the
chances of a weapon breaking.
Repairing a weapon: Once a weapon
breaks, it may be repaired by paying
50% of its original cost, rounded up.

Weapons Materials Table

Masterwork Weapon

Masterwork weapons are weapons
whose making technique is very
advanced and high-quality. A
masterwork weapon gives +1 to all
attack rolls and +1 to damage and
costs double the amount of its
original cost. Masterwork and magical
properties can stack together.

Armor Materials

Armor tends to be made out of animal
hide, leather, chitin, etc; with metal
armor being rare. The table below
explains the difference of each armor by
material.

Price for armor: The table below lists
the type of coin in which a weapon is
priced based on its material.

Breaking armor: When being hit by a
natural 20, roll a d6, the table below
explains the chances of an armor set
breaking.

Repairing armor: Once armor breaks,
it may be repaired by paying 50% of its
original cost, rounded up.

Metal Armor: Using armor made out
of metal causes water needs and
consumption to double, as well as
penalties from dehydration.

Armor Materials Table

Material | Coins Breakage Condition
Wood Bits Automatically breaks
Stone cp 4-in-6 chance of breaking
Bone BP 3-in-6 chance of breaking
Obsidian | SP 2-in-6 chance of breaking
Metal* GP 1-in-6 chance of breaking
Magical | GP** | These never break

*: Steel weapons never break
**: Magical Weapons cost the same no matter
the material.

Material | Armor Type | Coins | Breakage Condition

Leather | Leather, Bits | 4-in-6 chance of breaking
Shield

Hide Leather CP 3-in-6 chance of breaking

Bone Chainmail BP 3-in-6 chance of breaking

Chitin Chainmail, | &P z-in-6 chance of breaking
Plate, Shield

Metal Plate, Shield*| GP 1-in-6 chance of breaking

Magical | Any GP** | Never breaks

*1+ Metal shields do not apply penalties from metal armor
**: Magical Armor costs the same regardless of material

16



Adventuring

Gear

The following are the equivalent of the
adventuring gear present in Old School
Essentials™ or the base B/X game.
Any items not present in the original
game will be described next to the table

below.

Adventuring Gear Table

Item Cost (cp)
Backpack 5
Crowbar (Bone) 10
Incense (Garlic) 5
Grappling Hook (Obsidian) 50
Hammer (Stone) 10
Idol Amulet (Holy Symbol) 25
Life sap (Holy Water, vial) 50
Stone spikes (12) 25
Lantern 10
Mirror (hand-sized, glass)

Oil (1 flask)

Pole (10" long, wooden) 1
Rations (food or water, 3 days) 30
Rations (food or water, 1 day) 10
Rope (50') 1
Sack (large) 2
Sack (small) 1
Stakes (3) and mallet (Stone) 15
Thieves' tools 25
Fire rocks (tinderbox) 3
Torches (6) 5
Waterskin 20
Beer (2 pints) 1
Rosemary (Wolfsbane) 10

17

Descriptions

Incense: burned incense may be
intended as a symbolic offering to
various deities or spirits, or to serve as
an aid in prayer. Incense in Dark Sun
may be used to temporarily repel
undead and other malicious ethereal
beings.

Idol Amulet: Figures representing
divinity that may channel power.
Sorcerer kings, elemental patrons and
nature spirits have their own amulets.
Life Sap: Extract from trees and other
plants and blessed by priests to use for
medicinal purposes. It has all for all
intent and purposes the same effects of
holy water, plus the ability of healing
1d3 hit points upon pouring it into a
wound and healing some poisons and
paralysis upon drinking it. A variant of
this is Life Tree Sap, which is way more
strong and valuable, for more details,
refer to treasures, p5s5.

Fire Rocks: Fire striker rocks that can
create a spark of fire. Basically a
non-metal tinderbox.

Rosemary: Herb associated with
calming properties to “clear the mind”.
It may be used to calm beasts, whether
wild or domestic.



https://en.wikipedia.org/wiki/Incense
https://en.wikipedia.org/wiki/Deity
https://en.wikipedia.org/wiki/Prayer

Poison

Athasian bards are masters of the fine
art of creating potent poisons out of
plant extracts and creature venom. The
following are a description of some of
the Athasian poisons, usable in

conjunction with the rules present in
the Old School Essentials Advanced

Fantasy Player’s Tome™.

Poison Table

Poison Cost (CP) Save Mod.
Bloodstream poisons

Bug extract 15 +6
Cactus juice 80 +5
Cistern fiend saliva So0 +4
Drake’s blood 1,600 +3
Ingested poisons

Inix slumber 10 +6
EIf Scent 35 +5
Kank taint 250 +4
Purple grass extract Bo0 +3
Templar’s ultimatum 1,200 +3
Inhaled Poisons

Brain seed powder 10 +3
Fordorran 350 +2
Gaj poison gas 700 +1
Poison weed gas 1500 +0

Onset Time Effect (Success) Effect (Fails)
1d441 rounds Mone 2dio damage
1d3 rounds None 3dio damage
1 round None gdio damage
Instant MNone Death
2d4 rounds 1o damage 3dio damage
1d4+1 rounds 2dio damage 4dio damage
1d2 rounds 3dho damage sdio damage
Instant qdio damage 6dio damage
1d4 turns sdio damage Death
Instant MNone 1 turn paralysis
Instant 1 round paralysis 2 turns paralysis
Instant 2 rounds paralysis 3 turns paralysis
Instant 3rounds paralysis 4 turns paralysis




Armor

The following are the armor list of their
equivalent in Athas. The price reflects
the minimum amount to get the armor
set in question, regardless of the quality
of the material. Refer to the rules for
armor materials on p11 for more details
regarding the type of coins used for
superior materials.

Ammunition

Ammunition for weapons is the same in
other worlds, although it may be
assumed that metallic projectiles are
more effective and more piercing than
regular stone projectiles.

Ammunition Table

Ammunition Cost
Armor Table
Armor AC  Weight Cost Arrows (quiver of 20) 5Cp
(Coins) (CP) Crossbow bolts (case of 30) 10 Cp
Leather Armor  7[12] o 25 Silver tipped arrow 1 5 ap
Chain Mail 5l14] 400 60 Sling Stones Free
Plate Mail 3016 500 100
Shield +1 bonus 100 20
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Weapons

The following is a list of Athas exclusive
weapons. The list of weapons available
in Old School Essentials™ or B/X
based games can also be used in
addition to these. The price reflects the
minimum amount to get the weapon in
question, regardless of the quality of
the material. Refer to the rules for
weapon materials on p11 for more
details regarding the type of coins used
for superior materials.

Weapon Qualities

Boomerang: After throwing this
weapon as a projectile, it has a 50%
chance of coming back afterwards.

Defensive: Using this weapon can be
used as a Shield. If a Shield is carried,
the bonus to AC comes only from the
shield, and if carrying two defensive
weapons at the same time, only one of
them gives bonus to AC
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Athasian Weapon Table
Weapon Cost (CP)  Weight (coins) Damage Qualities
Alhulaks 10 30 1d6 Melee, Reach
Cahulak 20 6o 1dio Melee, Two-handed, Missile
(5-10"/11'-20'/21"-30")
Carrikal 10 50 1d6+1 Melee, Slow
Chatkcha 5 30 1d4 Melee, Boomerang, Missile
(5-10'/n'-20'/21"-30")
Crusher 8 30 1d6 Blunt, Melee, Two-handed
Dragon’s Paw 10 50 1d8+1 Melee, Brace, Two-handed
Gythka 8 40 1dio Melee, Brace, Two-handed
Macahuatl 16 30 1d6+1 Melee
Singing Stick 14 20 1d4+1 Blunt, Melee
Trikal 25 6o 1dio Melee, Reach, Slow,
Two-handed
Tortoise Blade 12 30 1d4 Melee, Defensive

Reach: This weapon adds 5 feet to your
reach when you Attack with it.




Weapon
Descriptions

Alhulak: This weapon consists of a
5-foot length of rope with a four-bladed
grappling hook on one end. The other
end is secured to a 2-foot-long handle,
which can be used to block attacks.

Cahulaks: A pair of four-bladed heads
tied to either end of a 12-foot length of
rope, this weapon can be employed in
melee or as a thrown weapon.

Carrikal: By lashing a length of
mekillot bone to the jawbone of any
sharp-toothed creature, a kind of battle
axe is created. Sharp ridges of teeth run
down half the length of the bone
handle, and the hinges of the jaw are
sharpened to a keen edge.

Chatkcha: This thri-kreen throwing
weapon is common among the steppes
tribes. It’s a crystal wedge that can be
thrown up to 9o yards and, due to its
spin and effect upon the air, returns to
the thrower.

Crusher: A spiked stone (or, rarely,
metal) ball at the end of a 20- to
25-foot-long flexible pole makes up this
unique melee weapon.

Dragon’s paw: This weapon has two
blades, one attached to either end of a
5- to 6-foot-long wood shaft. The blades
can be fashioned from any suitable
material. A centrally located curved bar
or basket protects the wielder’s hand
and features a protruding blade that
juts perpendicularly to the shaft.
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Gythka: This thri-kreen polearm has
wicked blades at either end. The
weapon’s thick shaft allows it to be used
like a quarterstaff against similarly
armed opponents.

Macahuatl: A macahuatl is a sword
painstakingly crafted using a core of
solid wood, with small, sharp shards of
obsidian embedded into the wood to
form an edge on two opposite sides of
the weapon.

Singing sticks: Singing sticks are used
in pairs, one wielded in each hand.
Each stick is made from a springy;,
straight wood and measures 1 inch in
diameter and 2% feet long. The ends
are slightly wider than the center.

Trikal: This small polearm is a
6-foot-long, mostly wood shaft. The
uppermost 12 inches consist of three
blades projecting from a central shaft.
Beneath the blades is a series of spikes,
generally extremely sharp. The other
end of the shaft is weighted to increase
the momentum of the weapon.

Tortoise blade: This weapon is
basically a small shield with a
protruding blade. Though named for a
specific creature, its protective shell can
be carved from bone or chitin, or
fashioned from hardened leather.



Chapter 3: Mounts &
Vehicles
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Animals

Due to lack of oceans and
predominance of desert landscapes,
most transportation in Athas is made
with land wagons and silt skimmers,
which will be described in this section.

Game Statistics

Hull Points (hp)

The vehicle’s structural integrity and
ability to keep moving when damaged.
Analogous to a character’s hit points. A
vehicle that reaches o hull points is
destroyed.

Armour Class (AC)
The vehicle’s ability to resist damage
from attacks.

Movement Rate

The speed at which the vehicle can
move. Every vehicle has a base
movement rate and an encounter
movement rate (noted in parentheses).
The encounter movement rate is one
third of the base movement rate.

Cargo Capacity
The maximum load the vehicle can
carry, measured in coins.

Required Crew

The number of people or animals (e.g.
sailors, oarsmen, etc) required for the
vehicle’s normal operation.

Passengers or Mercenaries

Some vehicles have extra space aboard
specifically intended to carry
passengers or mercenaries in addition
to the normal crew. If a vehicle’s
description does not mention this space
for passengers, it is assumed to only
have space for the crew—the DM may
rule that cargo hold space could be

converted into additional living
quarters.

Siltworthiness

Silt Skimmers are ships designed for
travel on the Sea of Silt, they have four
wheels that are tend to be pulled by
slaves or undead drones and large wind
sails. Some are designed for longer
journeys than others, which will be
detailed later.

Damaging Vehicles

In combat, attacks and damage may be
directed at vehicles in addition to
characters and monsters.

Normal attacks: Unless noted in a
vehicle’s description, attacks with
normal weapons (e.g. bows, swords,
etc.) do not inflict hull damage.

Magical attacks: Damaging spells or
magical attacks inflict one point of hull
damage per five points of normal hit
point damage the attack does.

Giant monsters: Can damage
vehicles, inflicting one point of hull
damage per five points of normal hit
point damage the attack does.

Mounted weaponry: Some vehicles
carry mounted weaponry specifically
designed for vehicle-to-vehicle combat.
Such weapons inflict hull damage
directly. The rules for attacking with
ship-mounted weapons are described in
p22.



Effects of Hull Damage

When a vehicle loses hull points, its
movement rate is also affected. This
may be due to structural damage
influencing how the vehicle moves or,
in the case of water vessels, due to
taking on silt.

Movement rate reduction: For every
10% a vehicle is reduced from its
maximum hull points, its movement
rate is reduced by an equal percentage.
For example, if a vehicle loses 20% of its
hull points, its movement rate is
reduced by 20%.

Destruction
e [favehicle is reduced to o hull
points: It will lose its structural
integrity in 1d1o rounds (e.g. a
water vessel sinks).
e Any mounted weaponry is no
longer functional.

Repairs

In a workshop: Vehicle damage can be
repaired by experienced technicians
working in a suitable workshop or dock.
In the field: A vehicle’s crew can repair
up to half of any damage sustained.
Remaining damage can only be repaired
in a suitable workshop or dock.

Time: It takes five crew-members one
turn to repair one hull point. This task
requires full attention, so any crew
involved in repair cannot take any other
action during a turn repairing a vessel.
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Boarding

When the occupants of a vehicle wish
to board another vehicle, the two
vehicles must be brought alongside one
another.

Forceful boarding: If the occupants of
one vehicle wish to forcefully board the
other vehicle, there is a 2-in-6 chance of
being able to successfully maneuver the
vehicle into a boarding position. The
two vehicles may then be clamped
together with grappling hooks.

Mutual boarding intent: If the
occupants of both vehicles wish to
board one another, their mutual intent
makes the action succeed with no
chance of failure.

Boarding characters: Characters who
are in the act of boarding another
vehicle suffer a -2 penalty to attack rolls
and Armor Class for one round.

Rowed Silt Skimmers

Rowing Encounter Speeds

Some rowed vessels may have an
increased encounter movement rate.
This represents the great effort on the
part of the pullmen that may be exerted
during combat. Such speeds cannot be
maintained for long periods, thus the
per turn and per day movement rates of
such vessels are much slower.

Reduced Pullmen

Having less than the required number
of oarsmen reduces a vessel’s speed.
Movement rate reduction: For every
10% reduction in the available rowing
crew, the vessel’s rowing speed is
reduced by an equal percentage. For
example, if 10% of the pullmen are
being used to repair hull damage, the
vessel moves at 90% of its normal speed
(i.e. 10% slower than normal).



Animals of
Burden

Animals of Burden Table
Unencumbered Encumbered
Cost Miles Movement Max Load Miles Movement Max Load

Animal (cp) per Day Rate (Coins) per Day Rate (Coins)
Erdlu 50 18 90'(30') 4,500 9 45'(15') 9,000
Kank 120 24 120'(40") 4,000 12 60'(20") 8,000
Mekillot 500 8 40'(15") 8,000 4 20'(8’) 16,000
Inix 100 20 100'(35') 3,500 10 50'(20’) 7,000

Tack and
Harness

Armor Table

Item Cost
Saddle and bridle 25 sp
Saddle Bags 5Cp
Leather Barding 25 sp
Chitin Barding 40 8p
Leather Barding, Mekillot 50 gp
Chitin Barding, Mekillot 75 2p

Barding: Armor made of leather and
plates of metal. Provides the animal
with an AC of 5 [14] in leather and 3[16]
in chitin and weighs 600 coins.

Saddle bags: Hold up to 300 coins in
weight.

Mekillot Barding: Mekillots have their
own style of barding due to their size.
This set of barding provides an AC of 5
[14] in leather and 3[16] in chitin and
weighs 1,200 coins.
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Land Vehicles

Chariot: Lightly armored vehicle
designed for combat. Chariots have an
AC of 9 [10] and 1d4 hull points.
Howdah: Frame with seats designed to
be mounted on the back of an animal.
Howdahs have an AC of 9 [10] and 1d4
hull points.

Wagons, open: Little more than a
wooden box on four wheels. Wagons
have an AC of g [10] and 2d4 hull
points.

Wagons, closed: Closed armored
wagons that provide rest and shade.
Wagons have an AC of 7 [12] and 3d4
hull points.

Wagon, caravan: Mobile fortress
pulled by mekillots, for long mercantile
journeys. Defended usually by escorts
and armed second only to forts in the
desert.

Difficult Terrain

When traveling through difficult terrain
(e.g. desert, forest, mountains, swamp),
these vehicles can only travel on
maintained roads.



Land Vehicles Table

Cost Miles Movement Minimum Max Load Extra Max Load

Vehicle (cp)  perDay Rate Animals  (Coins) Animals  (Coins)

Chariot 250 12 60'(z0") 1erdlu, inix 1,000 2 erdlus, inix 2,500
or kank or kank

Howdah 100 - - 1inix or 1,000 1inix or 2,000
mekillot mekillot

Wagon, 150 12 60'(20") 1kankor 4,000 2kanksor 8,000

open erdlu erdlus

Wagon, 400 12 60'(z0") 1kankor 4,000 a2 kanksor 8,500

closed erdlu erdlus

Wagon, 10,000 10 50'(15") 1mekillot 25,000 | 5 mekillots 50,000

caravan




Silt Vehicles

Silt Vessels Table
Cargo

Cost Miles Movement Required Capacity
Vessel (cp) per Day Rate Crew* (Coins) Size Draft
Scout Sail 2,000 18 90'(60") 4 20,000 20" x10’ 2-3
Merchant 5,000 12 60'(60°) 10 100,000 80’ x 20 5-8
Skimmer
Army 6,600 10 50'(35’) 15 80,000 60" x20 5-8'
Transport
War Galley 10,000 10 50°(35") 20 30,000 100'x20°  4-6
Royal 26,000 8 40'(30") 30 60,000 120'x25 10-12’
Warship
Sail Canoe 500 18 90'(60") 1 6,000 15x5 v

*: Required Crew not taking oarsmen into account

Royal Warship: Flagships of navies,
used almost exclusively by almirants or

Descriptions

Scout Sail: A small vessel with a single
mast. They are built for high speed
deep scouting and exploration on the
Sea of Silt.

Merchant Skimmer: Medium sized
ship designed to transport goods
between ports on the Sea of Silt. They
are designed to allow large amounts of

kings themselves for large battles or as
command centers for campaigns.
Equipped with many ballistas, catapults
and a sturdy ram battery.

Sail Canoe: Small vessel, usually used
by pirates or individual travelers of the
sea, light and fast, but offering next to
nothing to protect against the

cargo and lodgings for passengers. elements.
Army Transport: Vessels designed to
transport troops across the Sea of Silt. Crew

Equipped for lodgings for troops,
compartments for animals and war
machines.

War Galley: Vessel for patrolling the
Sea, as well to perform naval
operations, anti-piracy and pursuit of
enemies. These tend to be equipped
with ballistas and/or catapults for
ship-to-ship engagement.
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Vessels are propelled by rowing or
sailing, with some able to use either
means. The necessary crew and the
resulting speeds are given in the table
above. The pay rates for crew are listed
in Specialists, p28.



Vessel Combat Stats

Maximum Armor
Vessel Mercenaries Class Hull Points Ram? Catapults?
Scout Sail 10 g[10] 20-40 Canbeadded Upto1
Merchant 20 8[11] 80-100 - -
Skimmer
Army 100 =[12] 100-120 Can be added -
Transport
War Galley 50 7[12] 100-120 Built in Uptoz
Royal s 8[11] 120-140 Built in Uptos
Warship
Sail Canoe - g9[10] 5-15 - -
*: Required Crew not taking oarsmen into account
Ship Modifications Catapults

The following modifications may be
made to an existing ship:

Catapult: A catapult may be added to a
scout sail, war galley, or royal warship.
Ram: A ram may be added to a large or
small skimmer (as described on the
table above).

Rams

Can be used against ships or giant sea
monsters. Small individuals cannot be
targeted. Rams cost 3,000 extra CP
Attack rolls: Are made using a THACo
of 19 [0] and occur at the same point in
the combat sequence as missile fire.
Attack modifiers: May be applied for
weather conditions, maneuverability,
etc.

Royal Warship or war galley: Deals
1d6+5 x 10 hull points damage against
ships and 6d6 hit points damage
against monsters.

Scout Sail or Transport: Deals 1d4+4 x
10 hull points damage against ships and
3d8 hit points damage against
monsters.
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Fire either large rocks or flaming pitch.
Catapults cost 100 CP.

Weight: A catapult plus twenty rounds
of shot weighs 10,000 coins (subtracted
from the ship’s cargo allowance).
Range: 150-300 yards.

Attack rolls and rate of fire: Depend on
the number of crew manning the
catapult:

2 crew (minimum): Attacks with
THACo 19 [0]. Fires every 10 rounds.

4 crew (maximum): Attacks with
THACo 17 [+2]. Fires every 5 rounds.
Attack modifiers: May be applied for
weather conditions, maneuverability,
etc.

Catapult Shot

Inflicts 3d6 hull damage against ships.
Shots cost 5 CP each.

Catapult Shot, Pitch

Sets a 10'x10’ area of a ship on fire. The
burning does 1d6 hull points of damage
per turn (for at least one turn) and will
spread to other areas of the ship if not
extinguished. A Pitch Shot cost 25 CP.
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Retainers

Just as explained in Old school
essentials™ or the B/X base game,
retainers work the same in Athas.

Limit per PC: Each character is limited
to a finite number of retainers, as
indicated by the character’s Charisma
score.

Duties: Retainers are not mindless
slaves and, although they will usually
share the party’s risks, they will not
willingly act as battle fodder. If abused
in any way, retainers will typically warn
others of this and the PCs will soon find
it difficult to hire other retainers.

Class and Level

Retainers can be of any class (including
normal humans—effectively of level o),

but must be of equal or lower level to
the hiring PC.

Recruitment

Potential retainers are adventurers, just
like the PCs, so they may be found in
drinking establishments, or offering
their services at the local trading
emporiums.

Applicants are recruited through
negotiation, with the referee playing
the roles of the NPCs a character
attempts to hire. The PC should explain
what the job entails and the wages paid.
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Wages and Upkeep

TheDM should determine the rate of
pay desired by potential retainers,
taking the following factors into
account:

e Skill level: More experienced
retainers will want a higher rate
of pay, whereas those employed
for unskilled tasks will have
lower demands.

e Competition: Retainers may
accept lower rates of pay if there
are many applicants, but may
demand higher rates if there is
little competition for the job.

Standard Rate

Retainers will usually want a
guaranteed fee (per day or per
adventure) and a share of treasure
recovered (at very least a half share).
For example: a fee of 1 cp per day plus a
half share of treasure.

Upkeep

The hiring PC must also pay for the
retainer’s daily upkeep (food and
lodgings) and for any new adventuring
gear, weapons, or mounts the retainer
requires.

Shares of Treasure

Fractional shares of treasure are
calculated by dividing the treasure by the
total number of shares. For example, a
party consisting of 5 PCs (who receive full
shares) plus one retainer (who is paid a
half share) discover 2,750 cp of treasure.
The total is divided by 5.5 (five full shares
plus one half share): 500 cp. Thus, each
PC gains 500 cp and the retainer gains 250

cp.



Applicant Reactions

Once an offer is made, the DM
determines the potential retainer’s
reaction by rolling 2d6 on the table
below, modified as follows:

e Charisma: The roll is modified
by the hiring character’s reaction
modifier due to CHA.

e Generosity: The DM may apply
a bonus or penalty, depending
on the attractiveness of the deal
(+1 or +2 for generous offers, -1
or -2 for poor offers).

e Reputation: A penalty of -1 or
-2 may be applied, if the hiring
PC has a bad reputation.

Retainer Hiring Reactions

2D6 Result

zorless Il will
3-5 Offer refused
6-8 Roll again
9-11 Offer accepted

12 or more  Offer accepted, +1 loyalty

Il will: A -1 penalty applies to further
hiring reaction rolls while recruiting in
the same town or area.

Experience

Although retainers are played by the
DM, they acquire experience in the
same way PCs do, can advance in level,
and are affected by all of the same class
rules as PCs.

XP penalty: Because retainers follow
instructions when on an adventure,
thus not directly engaging in problem
solving, XP they receive is penalized by
-50%.

Normal humans: When a normal
human (i.e. a retainer of level o with no
character class) gains XP, they must
choose an adventuring character class.

Loyalty

Retainers have a loyalty rating,
determined by the hiring character’s
CHA. This rating may be adjusted at
the referee’s discretion:

e Bonuses: A retainer’s loyalty may
be increased if the PC has been
particularly good to the retainer
(e.g. has repeatedly given
additional treasure).

e Penalties: A retainer’s loyalty
may be reduced if the PC has
been cruel or contrary to their
word.

Loyalty Checks

To make a loyalty check, the DM rolls
2d6 and, if the result is lower than or
equal to the retainer’s loyalty rating,
accounting for any adjustments, the roll
has succeeded.

When to check for Loyalty

e Peril: Each time the retainer is
exposed to a particularly
perilous situation. If the roll
fails, the retainer will likely flee.

e After an adventure: If the roll
fails, the retainer will not work
for the PC again.



Mercenaries

Hired soldiers who will guard, patrol,
and otherwise serve in wilderness
settings, but only as part of a larger
force, not an adventuring party.

Note that as mercenaries are hired by a
character to perform specific services,
they are not treated as retainers and
thus do not count toward a character’s
maximum number of retainers.

Locating Mercenaries

From all walks of life on Athas,
mercenaries can be found almost
everywhere, from trading emporiums to
slave tribes, as long as someone pays,
one can hire a mercenary.

Wages

Outside of wartime: As listed on the
next page.
During wartime: All wages are

doubled.
Upkeep

The monthly rate of pay includes food
and basic gear. Most mercenaries
already have weapons and armor when
hired, though their employer may give
them additional gear. Note that
armorers are required to repair
mercenaries’ armor and weapons.
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Mercenaries

Equipped with a shortbow, leather
armor and a leather shield.

Cavalry, heavy

Mounted on an erdlu or kank.
Equipped with an obsidian sword, a
bone lance and a chitin plate mail.
There is a 5% chance they have a metal
weapon.

Cavalry, light
Mounted on an erdlu or kank.

Equipped with a wooden or stone lance
and leather armor.

Cavalry, Medium

Mounted on an erdlu or kank.
Equipped with a bone lance and a hide
chainmail.

Engineer

Specialists in siege warfare, they are
unarmed.
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Armor
Type Class Morale Daily Weekly Monthly
Archer/Artillerist 6[13] 8 5 bits 4cp 16 cp
Cavalry, heavy 3[16] 8 1Cp 7Cp 28 cp
Cavalry, light =[12] 9 6 bits 4 cp 16 cp
Cavalry, medium 5014] 9 8 bits 6 cp 24 cp
Engineer g[10] 9 5Cp 4 Sp 16 sp
Footman, heavy 4[15] 8 1cp 7 Cp 28 cp
Footman, irregular  g[10] 9 2 bits 2 cp 8 cp
Footman, light =[12] 9 6 bits 4 cp 16 cp
Footman, militia 8[1] 8 5 bits 4cp 16 cp
Shieldbearer 1[18] 8 2 Cp 15 Cp 6 sp
Archer/Artillerist Footman, heavy

Equipped with an obsidian sword, hide
chainmail and chitin shield.

Footman, irregular

Equipped with a random bone weapon,
unarmored.

Footman, light

Equipped with a bone sword, leather
armor and a leather shield.

Footman, militia

Armed with a random stone weapon,
leather armor and a leather shield.

Shield bearer

Equipped with a stone warhammer,
chitin plate mail and a chitin shield.

There is a 5% chance they have a metal
shield



Specialists

All types of characters that PCs may
wish to hire for non-combat and
non-adventuring purposes (i.e. not
mercenaries or retainers) are termed
specialists.

Note that as specialists are hired by a
character to perform specific services,
they are not treated as retainers and
thus do not count toward a character’s
maximum number of retainers.

The most common types of specialists
are described, along with their typical
monthly pay rates. This list is not
exhaustive and the referee may create

additional types of specialists as

needed.

Locating Specialists

Specialists can be located in almost any
settlement on the tablelands, usually in
trading emporiums. The response will
depend on the availability of suitable
specialists in the area and the offer

made.

Wages and Upkeep

The monthly rate of pay includes food

and basic gear.

Specialists

Specialist Wage per Month
Alchemist 100 Cp
Animal Trainer 50 Cp
Armorer 3ocp
Assistant armorer 15 Cp
Blacksmith L0OD Cp
Engineer 150 Cp
Entertainer 15 cp
Freeman 4<p
Guide 30 Cp
Oarsman 5cCp
Sage 200 Cp
Sailor 15 Cp
Ship's captain 250 Cp

Spy

300 cp (or more)

Alchemist

Recreating medicines or poisons:
Based on a sample or recipe, an
alchemist can produce a medicine or
poison at twice the normal speed and
for half the normal cost.

Recreate potions: An alchemist may
also create potions, but this takes twice
as long and costs twice as much as
normal, also being highly illegal and
requiring great trust with the customer.

Animal Trainer

Trainers are not required for small
numbers of common animals like inix,
cordlus, or kanks, but more exotic
animals or larger numbers of normal
animals require a specialized trainer.

Speciality: All animal trainers are
specialized in a particular kind of
animal. Number of animals: A trainer
can have up to six animals under their
care at a time.

Time required: The DM decides how
long an animal must be trained, based
on the nature of the training. It will
take a minimum of one month to teach
an animal the first new behavior or
trick. After this first month, an animal
has become accustomed to the trainer
and can be taught additional behaviors
at twice the rate (two weeks per
behavior).

Interruptions: If training is
interrupted, all time already spent on
that particular behavior is lost and the
animal becomes unable to learn further
behaviors.



Armorer

Producing weapons and armor: Per
month, an armorer can make five
weapons, three shields, or one suit of
armor.

Maintaining mercenaries’ gear: A
dedicated armorer is required per 50
troops.

Assistants: An armorer’s output (either
in terms of arms produced or troops
maintained) may be doubled by hiring
two assistant armorers.

Assistant Armorer

Apprentices who may work under an
armorer to increase the rate of
production. See Armorer.

Blacksmith

Craftsmen trained in the art of forging
metal. They are very rare to find and
very expensive.

Engineer

Engineers plan and oversee large
construction projects such as building
strongholds .

Number required: One engineer is
needed per 100,000cp cost of the
project.

Speciality: Humans usually handle
overground structures, while dwarves
may be hired for underground
construction.

Entertainer

Musicians, poets, storytellers and/or
actors who perform in front of an
audience. They have 25% of being
bards, which could be employed as
spies too.

Freeman

Unskilled worker employed as farmer
or worker.
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Guide

A guide is a traveler who understands
how to read charts, navigate based on
instruments and the position of the
stars and overall how to travel across
the tablelands and sometimes beyonds.

Oarsman

Unskilled normal humans who man the
oars of silt vessels. Not trained for
combat.

Oarsman

Sages are very rare individuals who
devote their lives to the study of
obscure knowledge. A sage may be
consulted to answer unusual questions.
Time and cost: The DM must judge
the time and cost required to research
the answer to a question.

Sailor

Skilled normal humans who can handle
a ship. Sailors can fight to defend their
ship, typically being equipped with a
sword, shield, and leather armor.

Ship’s Captain

A captain is required for any large ship,
is skilled like a sailor, and has an
intimate knowledge of the particular
coasts they frequent.

Spy
Agents hired to gather information
about a person or group. The spy may
be an outsider who tries to infiltrate or
may be a traitor already connected with
the person or group to be spied upon.
There is a 25% chance of them being
bards.
Time and chance of success:
Determined by the DM.
Reliability: Spies may or may not be
reliable and could stab the hiring
character in the back.



Slaves
(Optional
Rules)

One dark element of Athasian society is
slavery. All of the city-states have a
considerable amount of their
populations as slaves, either owned by
the monarchs or by the many noble
families, a punishment reserved for
criminals, defeated in battle or outright
kidnapped and submitted by force.
Slavery is the practice upon which an
individual is owned as property by
another to perform a task, with no
freedom on the owned person’s side to
break off this relationship, unless the
owner decides to either sell them or let
them free.

Despite slavery being a widespread
practice and component in Athasian
civilization, PCs are asumed to be
heroes! Therefore they should not be
part-taking in this practice. The
decision of allowing them to own

slaves, whether by principle of choice or
by themes of the campaign, falls under
DM discretion! For which the
following rules may be followed.

Locating Slaves

Trading Emporiums are the most usual
place to locate slaves, usually sold in
auctions. Sometimes however,
arrangements for a deed of slaves can
be made with slaveowners to buy them.

Purchasing Slaves

Slaves function exclusively as
specialists, but they cost 10 times its
monthly wages as specialist. After
that, they only require the daily
expenses for their subsistence.
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Slave Morale

Slave morale is always low (ML: 4), as
even if the owner treats them kindly,
they are always concious of their
condition. If a slave sees it possible,
they will try to escape their
enslavement, usually escaping into the
wilderness of Athas. If a slave is treated
in a particularly cruel manner, however,
they may (and often times will) even
seek revenge against their owner!

Liberating Slaves

A slave may be freed by its owner at any
time if they fit. This in turn will forbit
the original owner to force them back
to their previous status as slave, but
would not forbid the new freed man or
women to be enslaved again by third
parties (Law enforcement, bandits,
kidnappers, etc).
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Mass Combat

Athas is a world where the sword is the
one that rules. With resources being
scarce, and the kings scheming with
each other for control over the
Tablelands, armies are raised almost
daily in the city-states, villages and
marauding tribes on the desert, leaving
the world either waging war or
preparing for the next one. For these
reasons, the PCs may be involved in
battles, and the following rules may be
used to manage them.

When is Mass Combat used?

It could be used anytime as the DM
sees fit, but as a rule of thumb, any
hostile encounter where each of two
or more sides have at least 50
creatures on their side may be
required to use mass combat.

Army Organization

Armies need to be organized to be
effective, so the following are ways that
any army may be organized.

Units:

A group of 5-10 men form a unit, the
most basic division of any army. These
determine the battle rating of an army
and may be joined together. Units range
between many types of specializations,
depending on the type of individuals
that form them.

Centuria:

A group of 5-10 units form a centuria,
they are the most common subdivision
of an army, as they are the ones that
tend to reach the middle ground of
flexibility and strength in numbers to
be effective. A group of centuriae
operating together in conjunction is
known as a Legion.
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Game Statistics

Hit Points (hp)

A Unit's amount Hit Points is
determined by the table on the next
page. When units form a centuria, the
hit points of each unit are added
together.

Battle Rating (br)

A Unit battle rating is a bonus
representing offense and defense
during combat. When different types of
units form a centuria, the centuria
battle rating is determined by the unit
with the highest battle rating.

Movement Rate

The speed at which units may move on
the battlefield. When different units
form a centuria, the movement rate is
determined by the unit with the lowest
movement rate.

Morale

Morale is the capacity of an army to
maintain cohesion and belief in victory.
When different units form a centuria,
the morale is determined by the unit
with the highest morale.

Battle Rank (Optional Rules)

Battle rank is a badge of veterancy, to
gain one up, units or centuriae must
defeat at least one enemy unit or
centuria and survive a battle without
retreating. Ranks are written in roman
numbers from 1 to 3 (I-IIT) and grant an
extra point of battle rating per rank.

Battle Formations

Special stances that units may take that

modify their stats, usable depending on
the situation. Battle formations are only
available for centuriae composed of the

same type of unit.



Types of Units Table

Monthly  Hit Battle  Movement
Unit Wages  Points Rating Rate Morale Battle Formations
Archers 16 sp 4 2 40’ d Range, Skirmish
Cavalry, heavy® 28 sp 8 5 s’ 9 Charge, Diamond
Cavalry, light 16 sp 5 3 9o’ 7 Charge, Skirmish
Cavalry, medium 24 Sp ~ 4 8o’ 8 Skirmish, Diamond
Engineers 16 sp 2 1 40’ 6 Arm/Disarm
Footmen, heavy 28 sp G 4 30 9 Phalanx, Hoplite
Footmen, irregular 8 sp 3 3 40’ 6 Berserk, Charge
Footmen, light 16 sp 3 3 35 7 Hoplite, Turtle
Footmen, militia™* 16 sp 4 2 40’ - None
Shieldbearers 6 gp 7 3 30’ 8 Turtle, Hoplite

*: Heavy cavalry may be comprised of Templars, see Special Units
**: Militia Footmen may be comprised of psionicist and other spellcaster, see Special Units

Formation Descriptions

Arm/Disarm: The unit is able to
mount and dismount barricades, siege
machines and traps, taking 1d4 turns to
mount or dismount them.

Berserk: Increases the morale and
battle rating of the unit by 1 for one
turn.

Charge: The unit moves at double its
movement rate, but at the cost of
having -1 to its battle rating for the next
turn afterwards.

Diamond: Increases the battle rating
by +1 when attacking in melee, but at
the cost of having -1 battle rating when
attacked.

Hoplite: The unit stands in place and
gains +2 battle rating, but at the cost of
not being able to move.

Phalanx: The unit gains +2 battle
rating against attackers who charge,
skirmish and in diamond formation,
but moves at half its movement rate.
Range: The unit is able to attack at a
range of up to 40 yards.
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Skirmish: The unit is able to quickly
attack at melee or range and then move
again if it hasn’t spent all of its
movement for that turn.

Turtle: The unit raises its shields up
the air and becomes immune to ranged
attacks, but suffers a penalty of -2 battle
rating against chargers, skirmishers and
diamond formations.

Special Units

Units that may have spellcasters or
psionicist may cast their powers at once
to another unit or centuria, with the
same effects and limitations of magic
and psionics, as well as only being able
to do it in units and centuriae of the
same type. Doing so, however, leaves
them vulnerable to attacks, suffering a
penalty to -3 battle rating if they are
attacked that same turn.



Running Battles

1. Roll for initiative: Each side
rolls 1dé6.

2.  Determine Morale

3. Order actions.

4. Eachside determines battle
rating: Each side rolls 1d6.

5. Losing side checks for
morale

Turns: Mass combat is divided by
turns, unlike regular combats that use
rounds

Initiative

Roll 1d6: For each side at the start of
each round.

Winner: The side with the highest roll
acts first. Other sides act in order from
highest to lowest roll.

Ties: Either both sides may roll again
or actions on both sides may be
resolved simultaneously. (This means
that both sides may inflict deadly blows
on each other!)

Morale

The leader of the army must always
check for morale for any unit or
centuria before making orders. If the
morale check fails, instead

retreating, the unit or centuria stay still
or keep their previous order for the rest
of the turn.

Order actions

Once morale has been checked, the
leader make the orders, in the following
order:

1. Movement (If applicable).

2. Formation (If applicable).

3. Attack Target.
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Determine Battle Rating

Determine the battle rating of the unit
or centuria plus any bonus or penalty
from special formations. Additionally,
the following may be taken into
account:

Commanders:

If any of the units attacking or
defending have the leader of their army,
said attacking or defending unit or
centuria has +1 to their battle rating.
PC Combat:

If the unit or centuria the PCs are on
attacks or is defending, they get to
participate in a regular combat
encounter, if they win their army get +1
battle rating that turn.

Metal Equipment:

Metal Equipment grants +1 battle rating
Supplies: Armies without a steady
supply of food and water suffer a
penalty of -2 battle rating and -2
morale.

Resolving the Attack

After determining the Battle Rating of
each faction, both sides roll 1d6 and
add them to their Battle Rating. The
side who has a higher result gets to
apply said result as damage against said
unit or centuria.

Exceptions:

Range Attacks: The defending side
doesn’t get to damage the attacker if it
wins.

Flank and rear attacks: If the attack
comes from the rear of the flanks, the
defender doesn’t apply damage back.

Losing Side Checks Morale

Losing side checks morale, if the check
fails, the morale rating decreases by 1. If
a unit of centuria fails its morale check
three times in battle, it will lose
cohesion and flee from the battlefield.



Sieges

When Sieges take place, the attacking
side needs the use of specialized
weapons to penetrate the enemy’s
fortress. The use of engineers is crucial
to operate them, and their presence is
crucial between victory or defeat.

How Sieges work

Sieges are managed the same way a
mass combat would, with exception of
siege weapons and how they interact
with walls, gates and other defensive
structures.

Walls

The walls of the fort are the only thing
protecting the defenders against the
attacker. Their stats are listed as
follows:

Hull Points (hp)

The wall’s structural integrity and
ability to keep moving when damaged.
Analogous to a character’s hit points. A
wall that reaches o hull points is
destroyed.
Armour Class (AC)

The wall’s ability to resist damage from
attacks.

Price of Walls

For more details regarding the price
and construction walls and fortresses,

see Strongholds, p42.

Wall Stats Table

Structure  Hull Points Armor Class
Wall 40-60 g[10]
Tower, small 20-30 8[n]
Tower, large 30-40 8[11]

Gatehouse 40-50 9[10]

Siege Weapons

Battering-Rams

Very effective against gatehouses. Rams
cost the same as a closed wagon (400
cp).

Attack rolls: Are made using a THACo
of 19 [0] and occur at the same point in
the combat sequence as missile fire.
Attack modifiers: May be applied for
weather conditions, maneuverability,
etc.

Damage: Deals 1d6+5 hull points
damage against Gatehouses and 1d4+4
against walls.

Catapults

Fire either large rocks or flaming pitch.
Catapults cost 100 CP.

Range: 150-300 yards.

Attacks roll: Attacks with THACo 17
[+2]. Fires every 5 rounds. Attack
modifiers: May be applied for weather
conditions, maneuverability, etc.
Catapult Shot

Inflicts 3d6 hull damage against
structures. Shots cost 5 CP each.
Catapult Shot, Pitch

Sets a 10'x10’ area of a structure on fire.
The burning does 1d6 hull points of
damage per turn (for at least one turn)
and will spread to other areas of the
walls if not extinguished. A Pitch Shot
cost 25 CP.

Dismantling Siege Weapons

Disposing of the engineers operating
the weapons or outright attacking them
once will render them useless.
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Strongholds

When PCs become leaders, they may
choose to make their own fort to
manage as their domain. The following
procedure should be used:

1. Permission: It may be necessary to
secure permission to build from a
monarch or trade house over the land.
This may not be required if the land is
uncharted wilderness.

2. Clear land: If the construction site is
in the wilderness, first and foremost it
needs to have a reliable source of water.
Also, all monsters in a 6-mile area (i.e.
one hex on a typical small-scale
wilderness map) must be killed or
driven off.

3. Design: The player creates a plan for
the stronghold and calculates the costs
(see construction prices overleaf).

4. Review: The referee should review
and approve the player’s plans.

5. Hire Sages: For every 100,000 cp cost
of the stronghold, the PC must hire one
engineer (see Specialists, p28).

6. Construction: Once the land has
been cleared and construction
materials delivered, construction may
commence. The time required depends
entirely on the stronghold’s total price:
one day of game time per 500cp. PCs
may employ either workers or slaves for
the construction

7. Prepare for settlers: If the PC
wishes to found a dominion and attract
settlers, a wider area around the
stronghold should be cleared of
dangers.
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Domain Management

Maintaining Dominance

To keep its domain safe, constant
patrols by hired mercenaries must be
arranged on a radius of 18 miles around
the fort (6 miles, in inhospitable terrain
such as salt flats, mountains, or thick
jungle or the silt sea). All menaces must
be kept at bay, ranging from monsters,
marauding tribes or rival city-states.

Settlers

The PC may wish to attract settlers into
a cleared area. The PCs will have to find
ways to keep the area attractive, from
declaring non-slavery zone, hosting a
trading emporium or financing
infraestructure. Advertising may also be
necessary. The referee will determine
the costs involved and how many
settlers are attracted.

Taxation

If settlers move into the PC’s domain,
the character can expect to gain 10cp of
taxes per year from each settler.

Construction

For constructing forts and other
structures, the rules for domain
management found in Old School
Essentials Classic Fantasy Rule Set™
or Advanced Fantasy Player Tome™
may be used as guidelines for
construction, with the change being
that all prices listed in GP would be
listed in CP.
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Encounters
Tables

The following tables are made to
provide some guidelines to DMs to
determine encounters for the PCs.
Demihuman, slave worker, and templar
patrol encounters must be organized by
the DM. The following tables require
the use of the OSE Dark Sun Monster
Manual and Old School Essentials
Classic Fantasy Rule Set™.

How to Roll an Encounter

Roll 1d12 and look up on the table
depending on the type terrain the PCs
currently find themselves in.

Stoney Barrens

diz Encounter

-

Gaj

Roc

Brambleweed
Human,/Demi-human
Wyvern

Basilisk

Spider, giant

Gith

Sylk wyrm

L= R = |

10 Baazrag
11 Braxat

12 Cloud ray

Stoney Barrens, Alternative

diz Encounter

Drake, earth
Id fiend

Tohr-kreen

—

Plain giant

B'rogh

B'rogh
Kank
Erdland

Cat, psionic

L=l L = Y L

-
b

So-ut

pa
—

12, Nightmare beast

Verdant Belt

diz Encounter

—

Cloud ray
Drake, fire
Erdland
Gaj

Belgoi
Thri-kreen
Jozhal
Stirge

L=l i = R N e

10 Cat, giant

11 Braxat

12 Drake, water

Human/Demi-human

Human/Demi-human



Sandy Wastes Rocky Badlands
diz Encounter diz Encounter

1 Basilisk 1 Cyclop

2 Ssurran 2 Roc

3 Snake 3 Ssurran

4 Gith 4 Braxat

5 Human/Demi-human 5 Human/Demi-human

6 Scorpion, giant 6 Rat, giant

7 Inix 7 Jhozal

3 Silt runner 8 Belgoi

g Cilop g Gith

10 Anakore 10 Aaracokra

1 Purple Worm 1 Nightmare beast

12 Cloud ray 12 Drake, Earth
Sandy Wastes, Alternative Rocky Badlands, Alternative

diz Encounter diz Encounter

1 Megapede 1 Cloud ray

2 Rock cactus 2 Drake, fire

3 Thrax 3 Beetle, giant

4 Sink worm 4 B'rogh

5 B'rogh 5 Pterrax

6 Silt runner 6 Desert giant

7 Cat, psionic o So-ut

8 Beetle, Giant 8 Belgoi

g Drake, earth 9 Aaracokra

10 Sand Cactus 10 Id fiend

1 Kank 1 Erdland

12 Drake, fire 12 Drake, Air
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Mountains Scrub Plains
di2 Encounter diz Encounter

1 Tyrannosaurus Rex 1 Mekillot
2 Salamander 2 Sylk wyrm
3 Rac 3 Roc
4 B'rogh 4 Gith
5 Pterrax 5 BEIEI‘:I
6 Pterran 6 :(aln
i Zombie 7 X

. 8 Thrax
8 Gith . .

9 Spider, giant

9 Aaracokra _

o 10 Stirge
10 Villichi 1 Cactus, rock
1 Wyvern . Gaj
12 Drake, Air

Mountains, Alternative

Scrub Plains, Alternative

di2 Encounter di2 Encounter
1 Triceratops 1 Drake, Earth
2 Banshee, dwarf 2 Thri-kreen + Tohr-kreen
3 Cat, psionic 3 B'rogh
4 Id fiend 4 Sand Bride
5 Scorpion, giant 5 Villichi
6 Cloud Ray 6 Human/Demi-human
7 Tarek 7 Tarek
8 Gith 8 Anakore
9 Ghoul 9 Giant, plain
10 Villichi 10 Basilisk
11 Pterosaur 11 Cactus, rock
12 Drake, Air 12 Gaj
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Salt Flats Forests

di2 Encounter di2 Encounter
1 Basilisk 1 Nightmare beast
2 Snake, giant 2 Cat, kirre
3 Wyvern 3 Pterran
4 Sand Bride 4 Halfling
5 Skeleton 5 Gith
6 Scorpion, giant 6 Pterrax
7 Silt Runner 7 Spider, giant
8 Roc 8 Cat, psionic
9 Centipede, giant 9 Cistern fiend
10 Spider, Giant 10 Beetle, giant
1n Cactus, rock 11 Wyvern
12 Gaj 12 Drake, water

Salt Flats, Alternative Silt Sea

diz Encounter diz Encounter
1 Basilisk 1 Cloud ray
2 Id fiend 2 Purple worm
3 Wyvern 3 Silt runner
4 Sand bride 4 Razorwing
5 Megapede 5 Giant, beasthead
6 Erdland 6 Sailor (Pirate)
7 Silt Runner 7 Demi-human (trader/pirate)
8 Razorwing 8 Sand bride
9 Centipede, giant 9 Giant, plain
10 Purple worm 10 Trader
1 B'rogh 11 Pterrax
12 Drake, fire 12 Silt horror
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NPC
Encounters

This procedure generates parties of
NPC adventurers. As the procedure is
fairly involved, referees may wish to
pre-generate some NPC parties for use
in random encounters. The following
general details apply to all types of NPC
party described:

e Spells: If spell casters are
present, choose or roll their
memorized spells.

e Equipment: Normal
adventuring gear.

e Treasure: Treasure types U+V,
shared among the group.

e Marching order: Decided by
referee. If the classes presented
in this book are not in use, the
referee should replace the listed
classes by equivalents in use in
the campaign.

NPC Adventurer Class and Level

Level

NPC Demi-human Class and Level

diz Class Basic Expert
1 Bard 1d3 1d6+4
2 Druid 1d3 1d6+2
3 Cleric 1d3 1d6+3
4 Fighter 1d3 1d6+5
5 Gladiator 1d3 1d6+3
6 Preserver 1d3 1d6+2
7 Defiler 1d3 1d6+4
8 Psionicist 1d3 1d6+3
9 Ranger 1d3 1d6+4
10 Templar 1d3 1d6+3
11 Thief 1d3 1d6+4
12 Demi-human 1d3 1d6+3
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Level

d6 Class Basic Expert
1 Dwarf 1d3 1d6+3
> EIf 1d3 1d6+4
3  Halfling 1d3 1d6+3
4  Half-elf 1d3 1d6+2
5  Half-giant 1d3 1d6+2
6  Mul 1d3 1d6+3
Basic Adventurers

Composition: 1d4+4 characters of
random class and level (see below).
Alignment: Either roll the alignment
of each NPC or roll once for the party.

Expert Adventurers

Composition: 1d6+3 characters of
random class and level (see below).
Alignment: Either roll the alignment
of each NPC or roll once for the party.
Mounts: 75% chance of being mounted
in the wilderness.

Valuable Items: Per individual: there is
a chance of the NPC having a metal or
magic item from each suitable valuable
item sub-table (see Magic Items, p).
The chance per sub-table is 5% per level
of the NPC. Rolled items that cannot be
used by the NPC should be ignored (no
re-roll).

NPC Adventurer Alignment

dé6 Alignment
1-2 Lawful

3-4 Neutral

5-6 Chaotic



Encounter
complications

Athas is a living world, and the struggle
for survival is a challenge that almost
all of Athas inhabitants face. The
following tables will help DMs to
decide in what state the PCs may find
encounters in the wilderness. The
intent of these is to give DMs some
inspiration and provide the possibility
of emergent narrative within the game.

Monster Behavior

The table below describes what actions
the creature of a potential encounter
may be taking at the moment of finding
the players. For some results the DM
will be required to fill the blanks, but
most times re-rolling the encounter
table should be enough.

Monster Behavior

2d6é6 Monster is...

Monster Complication

The table below describes possible
complications the monsters may be
facing. These shall be rolled at the DMs
discretion with the intent of adding
depth to an encounter.

Monster Complications

2d6

Monster suffers from...

Caring for...
Trapmaking/marking territory
Crafting/Sharpening weapons
Resting/Sleeping/Recreation
Moving through area
Patrolling Territorry
Eating/Cooking

Ll = = R e

Searching for...

-
=]

Escaping from...

=3
—

Trading with...

—
[

Fighting with...
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Lacking a limb
Dehydration
Hunger
Broken Equipment/Attacking limb
Wounded (minor injuries)
Tied/Trapped

IIness

Lo+ =T = R I . e

Heatstroke/Hypothermia

-
=]

Lacking eyes/ears

—
—

Having spent special abilities

—
b

Fatally wounded (major injuries)




Chapter 8: Treasure and
Magic Items
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Treasure

Since Athas is a metal-poor-world, the
treasure tables found in Old School
Essentials™ are inappropriate for coins
found in a lair. The DM may use these
tables instead for all Dark Sun treasure.

Rolling Randomly

Monster listings note which treasure
type is present in the creature’s lair and
which it may carry on its person. Each
treasure type (see overleaf) lists one or
more types of coins or items that may
be found in the hoard. For each item in

1. If a percentage value is given, first roll
d1oo to see whether this item is present
in the hoard.

2. If a range of values is given (e.g.
100-1,000cp, 6d6 gems), decide upon
that range to determine the quantity of
this item that is present in the hoard.

3. For gems and valuable items, the
procedures for determining the value
and properties of the items in the hoard
are found in later sections.

Manual Adjustments

If the value of the randomly generated
treasure is significantly above or below
the average value of the treasure type,

the list: the referee may adjust the results
manually.
Individual and Small Lair Treasure Table
Treasure Ceramic Bronze Silver Gold
Type Bits Pieces Pieces Pieces Pieces Gems  Valuable Item

] 2-12 — = - - - -

K - 2-12 - - - - -

L - - 5-10 - 2-8 - -

M - - 6-12 1-6 - - -

N - - - - 1-4 — -

)] 10-30 10-20 - - - - _

P - 10-40 = = 1-10 - -

Q - - 10-20 - - 1-6 -

R - = - 2-16 10-40 318 -

S - - - - - - 1-8 potions
T - - - - - - 1-4 scrolls
U - - - - - 3-24 Any 1

- _ - - - go% 70%
v - _ - - - - Any 2
w - - - 4-24 1-6 2-20 Any 2
- - - 50% 25% 70% 6o'%

X - - = - - - Any 2 potions
Y - - - 200-800 - - -

L 100-300 100-400 100-500 100-600 100-400 1-10 Any 3

50% 50% 50% 50% 60% 75%0 50%



Lair Treasures Table

Treasure Ceramic Bronze Silver Gold
Type Bits Pieces Pieces Pieces Pieces Gems  Valuable Item
A 200-2,000  100-2,000 50-1,000 10-100 10-100 10-40 Any 2
30% 40% 40% 35% 25% 60% 30%
B 400-4,000  100-1,000 50-500 10-100 5-50 1-8 Armor, Weapon
25% 25% 25% 25% 30% 30% 10%
C - 100-600 50-200 10-60 - 1-6 Any 2
- 15% 15% 20% - 25% 10%
D 1,000-10,000 1,000-3,000 500-1,000  100-600 100-400 1-10 Any 2+1 potion
15% 50% 20% 15% 10% 30% 15%
F 2,000-12,000 1,000-4,000 500-1,100 300-1,800 200-1,200 1-12 Any 3+1 scroll
25% 25% 25% 25% 30Y 15% 25%
F 3,000-18,000 1,000-4,000 600-2,400 300-1,200  100-400 2-20 Any 5 except
10% 30% 20% 10% 10% 35% weapons 30%
G - 1,000-8,000 1,200-2,400 300-1,800 10-40 3-18 Any 5
- 40% 30% 20% 10% 45% 35%0
H 1,000-10,000 1,000-6,000 1,200-3,000 200-1,200  20-120 3-30 Any 6
3570 30% 30% 30% 15% 60% 15%
I - = - 100-600 10-100 2-12 Any
- - - 30% 10% 65% 15%
. NPC Demi-human Class and Level
Coins
) Dioo Base Value Class
Because metal coins are more valuable
on Athas, they are sqmewhat more rare o1-25 15 CP Ornamental
in treasures. No platlnum or electrum ) . .
pieces are regularly minted on Athas. 26-50 15 BP Semni-precious
The metal is occasionally found in small 51-70 15 5P Fancy
amounts, but not enough to warrant 71-90 75 SP Precious
inclusion on the table. 91-99 15 GP Gems
Gems 00 -5 GP Jewels

Where metals are very rare, gems
become a more frequent medium of
exchange. On Athas, gems are fairly Objects of Art

common and still quite valuable. . :
q Art is not usually a part of lair treasures

on Athas. Such finds will be specially
placed by the DM.
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Valuable Items

Valuable Items is a denomination for
items of high utility whose properties
ensure superiority of their users while
adventuring. By all intents and
purposes, valuable items work the same
as magic items, but the terminology is
changed to also include Masterwork
Weapons and Metal weapons and
armor (details found in equipment

p-14).

The nature of magic items

Use of magical items never causes a
defiling effect on the surrounding
grounds. However, defilers who create
magical items do cause destruction at
the time of manufacture.

Potions and Oils: On Athas, potions
are drawn from the juices of fruits,
known as magic fruits.

Scrolls: Scrolls found as part of a
treasure will always be papyrus and will
lack a case of any kind, unless
otherwise noted. As such, these delicate
scrolls often do not survive the combat
in which they are won. The spells on a
scroll can be either wizard or priest, as
indicated in Old School Essentials™ .
The process of setting a spell to a scroll
inherently strips the spell of defiler or
preserver characteristics. Thus, spells
cast from scrolls do not cause defiler
destruction.

Rings, Rods, Staves, Wands, and
Miscellaneous Magic: These items
function just as described in Old
School Essentials™. Such items rarely
consist of metal, but rather are
fashioned from the finest alternate
materials available.

Armor and Shields: Substitute the
following table for the one present in
Old School Essentials™. Unless the
material is listed, the DM may choose
the material of the armor set.

Valuable Armor and Shields
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dioo Item
01-10 Metal Armor
11-15 Steel Armor
16-25 Armour +1
26-27 Armour +1, Shield +1
28 Armour +1, Shield +2 Armour
20-33 +1, Shield +3
34-36 Armour +2
37-41 Armour +2, Shield +1 Armour
42 +2, Shield +2 Armour +2,
43-45 Shield +3 Armour +3
46 Armour +3, Shield +1
47 Armour +3, Shield +z
48 Cursed Armour -1
49-51 Cursed Armour -2
52-53 Cursed Armour -2, Shield +1
54 Cursed Armour, AC g [10]
55-50 Cursed Shield -2
57-62 Cursed Shield, AC g [10]
63-65 Metal Shield
66-80 Steel Shield
81-90 Shield +1
91-95 Shield +2
g6-00 Shield +3



Weapons: For valuable weapons, all
valuable weapons found as monster
loot have a 25% of being a master
work, 5% of being made of metal
and 1% of being made of steel. For
magical weapons, all of them found as
part of a treasure are metal or have
metal components. Nonmetal weapons
can be enchanted as well, but magical
adjustments must still take into
account the inherently poorer quality of
the material used. Weapons are
determined as in Old School
Essentials™ . Weapons can have
intelligence, and those with intelligence
15 or greater can have a psionic power
(25% chance).

Miscellaneous
Magical Items

These new magical items can be found
as part of lair treasures in Dark Sun.
Because they do not appear in Old
School Essentials™, the DM may grant
them if it is applicable or convenient for
the campaign.

Amulet of Psionic Interference

This item scrambles the wearer's
psionic abilities, making casting psionic
powers or wild powers more difficult.

e Casting Psionics: Instead of
casting an intended power, a
different one is casted, picked by
the DM.

e Removing it: Only the person
who places the amulet around
someone's neck can remove it,
unless supernatural means of
removal are found.
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Ring of Life

The ring of life also bestows upon its
wearer recuperative powers within or
around them.

e Land healing: 1 time per day,
the ring is able to heal defiled
land in a 5’ radius around the
wearer.

e Improved healing: After a
complete bed rest, the wearer
recovers 1d3 extra hit points.

Rod of Divining

This item is a small "Y " shaped stick
that must be held in both hands to use.
With each charge expended this item
will locate and pull its holder toward
any accumulation of water of at least
one gallon within 1,000 yards.

e Water Priority: If multiple
accumulations of water reside in
the rod's range, it draws itself to
the largest one.

Tree of Life Sap

Life Sap extracted from a Tree of Life
and blessed by a Druid or Cleric, with
powerful healing energies and
properties.

e Land healing: Pouring a vial on
defiled land will heal an area of
5X5.

e Healing: Consuming it will heal
1d6+6 hit points, as well as all
ailments or diseases (Not curses)

e Damaging Undead: Throwing
it at undead creatures will cause
them 2d8 damage.



Athasian
Trinkets

Small objects in size and value, may be
placed for dressing, decoration or fill
small pockets.

Athasian Trinkets Table

dioo Item
1 A faro needle
2 A scrap of rasclinn hide
3 A thri-kreen antennae
4 A roc feather fan
5 A shard of obsidian with a tiny skull inside of it
6 A necklace made with gith fingerbones
7 A wyvern's stinger
8 A complete skeleton of a snake
g A dried esperweed flower
10 A bone insignia of rank from Yaramuke
11 A hardened sand painting depicting a gladiator
12 Aleather amulet with a strange rune on it
13 Awvial that contains silt from the bottom of the silt sea
14 Acrystal eye from a crystal spider
15 A dried out hurrum beetle that hums
16 A coin made from carved carapace
17 A small set of bones, looks like a complete humanoid
18 A rough stone statue of a crodlu
19 Parchment with names of places you've never heard of
20 Bone heartpick inscribed with the history of a dead tribe
21 Alock of giant hair
22 A small wooden statue of a small halfling like creature
23 A ring made of agafari wood
24 Apetrified Kes'trekel egg
25  Asmooth eylinder made from dasl
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Item

A small rock that was once part of a stone elemental
A vial with the saliva of an id fiend

A hardened bone slave's collar

A scroll with a spell written incorrectly on it

An ock'n shell

A small gem that holds the Focus of a dwarf
Templar's amulet depicting the sorcerer king Hamanu
A tuft of hair from a feylaar

A piece of supple leather with the image of a forest on it
An aarakocra feather

A glass jar with tentacles in a pickling fluid

A whistle made of bone

An elven rattle made from a tortoise shell

A jankox spur

A tooth from a water drake

An agafari wood needle

A bone key of Balican design

A halfling war fetish with dried blood on it

A broken pterran thanak

A wooden toy in the shape of a mekillot

A mummified hand of a thrax

A holy symbaol of an elemental priest of water

A sharpened feather

A tkaesali head formerly owned by a disgraced Nikaal

A perfectly round obsidian orb with a chunk taken out




Athasian Trinkets Table

d1oo  [tem dioco Item
51 A ceramic coin minted by a long dead merchant house 76 Asmall piece of leather which holds pieces of dried sap
52 A fire drake scale that is always warm to the touch 77 Abroken M'Ke trade coin
53 An inert Psionicus 78 A dagger given to free a gladiator slave from Tyr
34 A piece of bronze in the form of a bearded dwarf's head 70 A cracked belgoi's bell
55 A fire drake scale that is always warm to the touch 8o  Arusted scale
36 A 6" piece of cha'thrang tether 8 An Urikite beard ring
57 Asmall wooden top, when you spin it you hear the wind 82  Askull of a Pristine Tower warped creature
58 Apiece of crystal that lightly vibrates 83  Awooden box filled with dried leaves from the forest
59  Atemplar amulet from the city of Kalidnay 84  Asilkveil
6o A tiny sketch of a small extinct humanoid 85 Awooden plate with a drawing of the Sunrise Home on it
61 An erdlu beak with string tied to it, to make a mask 86 Asmall stone statue taken from a building in Nibenay
62 Adried out kank honey globule 87 A flask with water from the Lake of Golden Dreams
63 Acrystal with a face that bears uncanny likeness to you 88  Asmall bottle with sand from the Black Sand region
64 Aglass bead, hardened by psionics 8g  Apiece of ceramic with the image of silk skimmer on it
65  Asmall stone box with unknown ashes in it go  Askull carved from lava rock
66 A small wooden sailcart toy g1 An ancient coin from Giustenal
67 A pouch filled with defiler ash 92 A faded writ of trade from Kurn
68 A small sundial 93 A drumstick from the forgotten city of Eldaarich
69 Anincense holder carved in the likeness of a silt horror 04  Astone tablet with names of ancient knights
70 Asmall stone carving of the Raamic god, Badnu g5 Aclay tablet with unknown runes on it
71 A piece of wax carved with the image of the Grand Vizier 96 A bone plate with images of Ral & Guthay etched on it
72 A broken jade disk with the image of a Draji templar o7 Avyellow scrap from an Urikite Templar's cloak
73 An tooth carved with the image of a halfling village g8 Aceramic disk in the shape of the sun
74 Asmall orange flag with crossed carrikals in black an it 99 Anarrowhead made by a dead elven tribe
75  Agord with dried herbs oo Asmall iron hammer made by an ancient dwarven clan




",
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Athasian
Settlement
Generation

To generate villages and towns built
across the tablelands, the following
tables may be used. Rolling once in

each table may be enough to generate a

good settlement, but DMs may roll
multiple times to add multiple factors
describing the settlement and/or its
situation.

Settlement Type

1d6

Settlement

Ruler Type

1di2  Ruler

Nomadic herdsmen have encamped for

a week.

2 Acluster of mud buildings surround a
tiny water supply.

3 Asupply outpost for the nearest
city-state.

4 Afarming community (crops or
animals).

5 A trade outpost fora Merchant House.

6 A crafting base (e.g. Quarry, mine,
leather, etc.).

Ruler Oddity

wdiz Oddity

Council

=

Despot

Elder

Ex-Slave

Intelligent Monster
Templar

No one
Commander
Trader

Merchant House

L=l i e

5]

Artisan
Bandit Chief

-
—

-
[

Another Interesting NPC

1diz NPC

(=T T N = R - T

= &

-
-l

Bickering
Cruel
Weak
Greedy
Wise
Eccentric
Confusing
Brutal
Cunning
Stern
Secretive
Drunkard

=

Scientist Studying Stars
Famous Ex-gladiator

Beautiful courtesan

Visiting Merchant House agent
Friendly Elemental
Undercover Veiled Alliance
Undercover Defiler

L=l i e

Dwarf builder/sculptor
1w Half~-Giant enforcer
11 Enthusiastic teen follower

12 Scarred animal wrangler

Settlement Size & Population

1d4 Population
1 Hamlet, <100
2 Village, 100 - 500
3 Small town, 500 - 1,000
4 Large town, 1,000 - 5,000
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Vivacious and chatty mother figure



Settlement Oddity

1diz

Oddity

Lr=T - B N = R

= 3

=
[ =]

0Odd building materials
Windy

Tree of life

Gambling

Old tower

Red-colored water
Strange eating habits
Unusual pets

Pretty flowers
Subterranean rooms
Preparing weddings
One kin makes up most of the
population

Settlement Natural Feature

1d2o Feature

L= =B N R

8 %85G EGERE S

]
[=}

Cliff face

Quicksand

Silt Estuary

Cactus field

Obsidian fied

Mesa

Cave

Ruin

Intersection of trails/animal runs
Defiler ground

QOasis

Geyser(s)

Mud flat

Boulder field

Colorful sand/rocks
Hardy vines/root plants
Tar pits

Lava pools

Shattered psionic crystals

Roll twice
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Settlement Problem

1diz  Problem
1 Vengeful elemental
2 Food/water shortage
3 Power Struggle
4  Elftribe
5  Schism
6  Undead nearby
7 Disease
8  Bandits
g  Terrorizing Monster
10 Slave trade

Nearby city-state
Merchant House

Settlement Claim to Fame

iz Oddity
1 Spicy food
2 Strange disappearances
3 Colourful dyes
4 Delicious alcohol
5  Hidden riches
6 Honey
7 Suspicion of strangers
8  Unusual skills (e. g. metalworking)
g  Hospitality
10 Craftsmanship

Decadence
Fertility of population



City-state
Generator

As with any other setting, DMs are
allowed and sometimes encouraged to
make the world their own. Originally
the Dark Sun Box Set™ mentioned
seven city-states present in the Tyr
Region, however more cities were
implied to exist to the north, south and
east, so the following tables may be
used to create city-states, whether in
the Tyr Region or other unknown lands
in Athas.

City Water Source
1d6 Source
1 Aquifer
2 Lake
3 Mountain springs
4 Mud flats
5 Qasis
6 Magical rituals

City Natural Feature

1d1z

Feature

-

L=l =

Boulder field
Cave

Butte
Mountain cliff
Crater
Grassfield
Grove

Hill

Mudflat
Lake

Marsh

Canyon
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Settlement Size & Population

1d4 Population
1 Small City, 5,000 - 15,000
2 Medium City, 15,000 - 30,000
3 Large City, 30,000 - 60,000
4 Metropolis 60,000 - 100,000
City Government Type
3d6 Ruler
3 Veiled Alliance (magocracy)
4  Mindlord(s) (psionocracy)
5  Elected dictator (republic)
6  King (traditional monarchy)

7-14  Sorcerer-King (monarchy)

15  Noble council (aristocracy)

16 Merchant House(s) (plutocracy)
17 Citizens assembly (democracy)

18 Elemental priest(s) (theocracy)

City Famed for its...

1dio  Feature

Psionic academies

—

Seers, oracles and diviners
Gladiatorial games and arenas
Productive slave trade
Tyrannical society

Lushness of its soil

Ruins underneath

Diverse ecology around it

L=l i -

Lack of slaves
10 Military might
11 Metal mines

12 Powerful merchant houses



Real life cultural inspiration

1diz  Culture

Ancient Greek/Roman

-

Ancient Egyptian/Nubian
Mesoamerican
Babylonian
Phoenician/Carthaginian
Indus Valley

Ancient Chinese

Hittite

Assyrian

=R <R = R A L

10 Minoan/Mycenean
1 Khmer
12 Ancient Ethiopian

City Landmarks (roll once per district)

1d2o0 Landmark

L= e = - I ]

R B B

University

Ancient ruin

Arena

Necropolis

Forum

Main street
Fortress

Gateway or archway
Psionic school
Lighthouse or watchtower
Market or bazaar

Memorial(d4): 1. reflecting pool,

2.mausoleum, 3. large statue, 4. garden

13 Monument(d4): 1. colossus, 2. column,

City Trade Exports (Roll up to four times) 5 Gbelisl, 42 wall

idzo Trade Goods 14 Palace
15  Parade grounds or drilling yard

1 lIron 16 Public square

2 C‘::-pper 17 Temple

3 Silver 18 Bard's teather

4  Gems 19 Stockyards

HEEE 20 Noblevilla

6 Cotton

7 Silk City is going through...

8 Slaves

) 1diz  Situation

g  Livestock

10 Obsidian 1 Economic decline

n  Wheat 2 Civil unrest

12 Rice 3 Totalitarian rule

13 Salt 4 High criminality

14 Water 5 Civil war

15  Spices 6  Monsters attack

16 Hemp 7  Ingroup persecution/purge
17 Tin 8  Government instability

18 Ivory 9  Famine/Drought

19 Wool 10 Plague
20 Gold 1 Will crisis (psionics weakening)

12 Economic growth
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City Districts (Roll at least once for each category)

Residential Recreational
1d6 District 1dy

=y

Slave Pits 1
2 Slums 2
3 Freemen 3
4 Merchant Residences 4

5 Noble Quarters

6 Templar Quarters
Commercial

1d4 District

! Emporiums
2 Warehouses
3 Craftsmen & Artisans
4 Academies/University

Government
1d4 District

1

Military Quarters
2 Gardens
3 Temple
|

Palace
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Public Square
Inns/ Foreigner Quarters
Bard Alleys



Athasian
Dungeon
Generator

For ruins and dungeons found in the
wilderness, DMs may use these tables
to generate them quickly.

Dungeon Size

Dungeon State

1d8

State

1ide Size

1 Just one room, perhaps barely distinct
from the surrounding environment.

5 Tiny. There are only 2-4 rooms in this
dungeon.

3 Small. 5-7 small rooms. Rooms are
situated close together.

4 Medium. 8-10 similar sized rooms.

5  Large. n-14 rooms of different sizes and
many winding hallways.

6  Gigantic. This ruin is as large as a small

town with many different passageways
and rooms. There are 15-z0 rooms in this
ruin.

6

Immaculate and nothing is out of place.
It looks as though it hasn't gone a day
without upkeep.

Open but about three quarters of the
ruin has caved in and is impassible.
Totally ruined with little to nothing left.
There is still evidence of a structure here
at one point in time, such as fallen
pillars and chiselled pieces of stone.

On the verge of collapse—one wrong
maove or push could crush anything and
anyone inside.

Blocked. Because of this the rest of the
ruin has not been touched since its last
residence centuries ago.

Still intact but is obviously worn due to
the passing of time and the elements.
Intact but dusty, forgotten and has been
buried beneath the sands.

Gutted by scavengers long ago. Very
little remains of the history of this ruin.
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Dungeon Current Inhabitants

1diz  Inhabitants

1 Giant monsters

2 Depraved humanoids (e. g. Gith)
Undead
City-state forces
Merchant house

3

4

5

6  Adventurer group
7  Bandit band

8  Defiler cabal
g9  Squatters

10 A hermit

1 Nobody

1z Roll twice

b

J \\.-

Dungeon Unique Feature

1diz  Feature

10

11

12

Many puzzles and traps meant to deter
unwanted scavengers.

Openings that are filling the ruin with
sand, blocking off exits and entrances.
Many fissures and is prone to collapse if
something were to hit the walls.

Sheer winds howl through the ruin that
sound like haunting voices.

An obsidian monolith etched with
strange markings.

Two warring tribes that use it as neutral
around.

Fresh corpses strewn about—the victims
of a ritual sacrifice.

Hasty chalk writing that marks every
wall, floor to ceiling.

A river of Affliction bisecting it, with
dead afflicted floating down it.

An odd aura that causes those within to
feel the toll of hunger and thirst faster
than normal.

Inch-deep white ash covering every
surface.

Roll twice

Dungeon Room Purpose/Content

idiz Inhabitants

1 Open path, entrance or clearing*.

2 Alternative path (ascend, pit, etc).
3-5 Passive threat, terrain hazards, trap.
6-10 Danger, monster lair.

1 Blocked path, partially or totally

crumbled.

12 A key destination (Treasure).

*: Obviously, most dungeons needs at least one
entrance



Dungeon Room Oddities/Decorations

dioo Oddity dioo Oddity
1 A small, scuffed arrowhead painted with green paint. af A metal tankard with two letters engraved on the bottom.
2 Asmall gold coin with the profile of a king etched intoit. 27 Asac filled with bird feathers of every colour imaginable. A
3 An effigy of 2 woman made from interwoven twigs. 28  rapier that never dulls or breaks.
4 Metal rank of insignia of an ancient army. 29 Ahumanoid figure on a stand that changes positions.
5  Three primitive, flint dagger blades. 30 Afire-blackened claw of a huge beast.
6 An idol of man that glows a faint blue in the moonlight. 31 A small pillow and blanket filled with bird feathers.
7 A bundle of dried herbs that let out a lovely aroma. 32 A rat preserved in a jar filled with a foul smelling liquid.
&  Amapof an unfamiliar land with writing in illegible ink. A 33 A white lace dress that is covered in fresh blood.
q hair brush that when used changes one's eye colour. 34 A small glass container filled with ink.
0 A preserved skull of a dwarf set upon a wooden altar. 35  Alockof long braided blonde hair in a bowl of water.
n  Asmall leather bound notebook with crossed namesinit. 36  Astuffed and preserved hand of an old world elf.
12 Apiece of flint and tinder that produce a turquoise flame. 37 A metal tin containing ashes that smell sweet like honey. A
13 A necklace whose gems change colour based on the mood. 38 walking cane topped with a metal sculpture of a dragon. A
14 A charm made from pearls and tide with leather thonging. 39 ring made from elven silver that fits any finger perfectly. A
15  Aclub made from an extremely large femur bone. g0 piece of snake skin with strange designs burned into it. A
16 Awooden toy wolf that can return to its owner's pocket. 41 small flask filled with green dye that dyes skin.
17 A set of hone dice that screams when rolled. 42 A small empty wooden box with a hidden compartment.
18 Asmall tin containing fermented cabbage. 43 Anoakdivining rod that glows when water is close by.
19 Amirror that makes the looker appear ten years younger. A 44 A wax figure that eerily resembles whoever is holding it.
20 tin of powder that glows when it contact with yourskin. A 45 A leather pouch containing 20 orc teeth.
21 setof simple yellow robes hard to rip or tear. 46 Awooden horse that is only half carved out.
22 Ascarlet rose that always bloom while in its vase. 47 Avial of oil that smells of rotting meat.
23 A small glass bottle of salt water. 48 A single leather boot laced with golden thread.
24 Anartificial stone eye in a glass jar full of blue liquid. 49 A prism that casts weird shadows when shone into light. 50
35 Asac filled with iridescent scales, cool to the touch. so  Aglass globe containing a tree, grass and own clouds.




Dungeon Room Oddities/Decorations

dioo  Oddity dioo  Oddity
51 An elven statue playing a flute. Sometimes music is heard. 76 A scroll filled with an elven verse about conguests.
52 A crystal sphere holding an obsidian sword in the center. A 57 A tube that emits a smoke that changes moods if inhaled.
53  crown made from ice, cold on touch but never melts. 78 Abag of black beans that provide energy and alertness.
54 A vial of sticky sap. 79 Apairof leather shoes that leave red footprints,
55  Aslip of parchment with the words "1 am not dead”. Bo A feather that shimmers a bright yellow in the sunlight.
56  The diary of a travelling bard that is full of terrible verse. A~ 81 A quill that can write on any surface permanently.
57  flask of oil. This is not the Affliction, just black oil. 82  Asetof longs earrings made from seashells.
58 A bunch of deer antlers tied together in a bundle, 83 A ring that changes colour based on the wearer's mood. A
59 A metal tin filled with a salve that numbs the skin, 84  flask that changes the taste of whatever liquid is in it.
B0 Avial of red liquid warms when danger approaches. 85 A stulfed raven.
61 Atiny skull with jewelled eyes and seems sentient. 86 A necklace that gives the wearer a paranoid feeling.
62 Abranch of a tree that catches on fire without burning, 87 A blue piece of leather that is extremely soft to the touch.
63 A burlap pouch full of fingernails. 88 A human scalp with a map tattooed onto the skin.
g A blue gemstone shaped like a lame. Hg A scroll that reveals a different Sigil whenever opened.
5 An tarek’s heart, bound in linen, placed in a clay jar. g0 A bag of beans that vibrate when near vegetation.
b6 A bracelet created using braided ligaments with charms. gl A pair of leather gloves that numbs the wearers skin.
67  Afiddle that anyone can play with talent when ill. g2z Aburlap bag that always holds less than it should.
68  Avwial of blood insignia etched into it from old royalty, g3 Astatuette that resembles a loved one who has died.
69  Ajar filled with reptile eyes. o4  Apendant of a golden beetle with red jewels for its eyes.
7o Anempty sword scabbard. 95 A keywith asilver bird as the handle.
7 A vial filled with a viscous green liquid. g6 Awindup music box that plays a familiar tune.
72 Ten marbles of many shapes and sizes in wooden box, o7 A small book filled with etching of different leaves.
! A chalice that is always filled with blood. o8 A padlock that is locked. An mark of a raven on the lock. A
74 A human skull no bigger than a rats skull, T vial filled with a liquid metal, ten times its weight,
75 A mirror that makes the viewer appear 20 years older. oo Ashard of obsidian glass that is surrounded by darkness.




Appendix L:
House Rules

This appendix will be written from the
perspective of the Author talking to any
potential DM, as it is a more personal
piece, at least in relation to the rest of
this book. Every table has its own share
of house rules, a way DMs exercise their
power as masters of the game by
modifying, adding or removing rules to
make their games more fun. This
specific appendix is to showcase the
house rules that I, the author
(u/Lixunig8) use on the table. Some of
these are more heretical relative to OSR
gaming than others, but are the ones
that I find more practical and overall
fun, and the goal is that I can at least
provide you with ideas for your games
that you may find cool or appealing for
you as a DM or your players.

Ascending Ability Checks

This was a mechanic introduced in 3rd
edition onwards, which is doing ability
checks by rolling a d20 and adding a
Modifier determined by the character’s
ability score, success determined by
whether or not the roll of the die is
equal or higher than a number set by
the DM, called Difficulty Check, the
highest it is the more difficult the task
the character is attempting to do is as
well.

Personally, I love this mechanic, it is
simply too simple and elegant that I
honestly could not see my games
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without it, so [ just added it back on my
games. [ did not straight up use the one
used by 3rd edition onwards, as |
thought it just had a power spike too
high, so I am using the modifiers I read
in the game Castles and Crusades™,
which I find more fitting for OSE™.

Ability Score Modifier

Assign each modifier to each ability
score, all bonuses granted to any ability
score determined by its number will be
tied to the modifier, as determined by
the following table.

Ability Score Modifier Table

Ability Score Modifier

3 -3

4-5 -2

6-8 4

9-12 0

13-15 #

16-17 +32

18 +3

Difficulty Checks

The following table is to give an idea to
DMs of what number represents what

difficulty.

Difficulty Checks Table
Task Difficulty DC
Easy 5
Medium 10
Hard 15
Heroic 20
Legendary 25



Advantage & Disadvantage

Introduced in sth edition, rolling with
advantage means rolling the dice two
times and choosing the highest result,
while rolling with disadvantage is the
opposite, rolling the dice two times and
choosing the lowest result. Simple,
elegant, it is useful to use instead of
bonuses and penalties, which is why I
use it.

Critical Hits

Old School Essentials™ have these in
a way. Rolling a 20 on an attack roll
equals an automatic hit, while rolling a
1 means automatically failing. I
personally love the idea of critical hits,
which is why use the following variant
instead:

Critical hit: On a natural roll of 20, the
attacker deals the maximum amount of
damage possible, while adding a second
damage roll plus all damage modifiers
(e.g: A fighter with 14 STR attacks with
a sword and roll a natural 20. The
damage dealt is 9(1d8+STR) plus an
additional roll of 1d8+STR.

Critical Breakage

Critical breakage is a ruling that allows
for more brutal attacks at the cost of
one’s weapon. Basically, whenever an
attacker with a weapon rolls a natural
20, aside from applying the damage
done by critical hit, he gets to roll for
damage a third time at the cost of
breaking the weapon (no matter the
material) and adding it all together for
a devastating and brutal attack!

This is a way to provide players with the
choice of spending resources in a
meaningful and dramatic way. Maybe
they are facing an opponent way more
powerful than they are, in which this
rule may give them a chance of
surviving by spending something
arguably of less worth than their lives.




Inspirational

Material |
Inspiration is crucial in rpgs, and Dark A # H%
Sun is no exception. For all potential . "Illni ,."l / ¢ r: i
DMs out there who want to catch a feel g A 43 P
of the setting, the following is a reading ' !I"-:":',":.! ' ~—,
list of novels, movies, tv shows, etc, to . L — &
provide an idea of the themes of Athas: | : ‘_,.-"::'“
; &
e The Prism Pentad Series™ (Troy J ,'lj;ﬁ
Denning) } o |
e The Dune Series™ (Frank 4
Herbert) I

e The Barsoom Series™ (Edgar
Rice Burroughs)

e The Scroll of Saggara™ (Pauline

Gedge)

Mad Max™ Movie Series

Book of Eli™

Dark Sun: Shattered Lands™

The Counter-Earth Series™

(John Norman)

The Fallout™ Game Series

The Conan the Barbarian™

Stories (Robert E. Howard)

The Dying Earth™ (Jack Vance)

The Spartacus™ TV series

Stargate™

Eternal Champions™ Series
(Michael Moorcock)
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https://en.wikipedia.org/wiki/Edgar_Rice_Burroughs
https://en.wikipedia.org/wiki/Edgar_Rice_Burroughs

Notes
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