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Introduction
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reflected that, and he slowly began to earn more trusting positions.

One day, the chief housekeeper delivered a message to him. He was to pick up a very important parcel at House Vordon, at an
1 OxOUPUOWOT EUwWOT T w- ad fndly gotdeb0 UEU 0T U w' PUWEEa wl

He would be escorted by two mul guards, so this parcel was sure to be something very important.

The next day, barely able to sleep with the excitement of seeing the city for the first time, Makum left towards th&&ralvha
city wasnot at all as he hoped it would be. Corrupt templars, sneaky elves, and dirty beggars abounded.

Finally, the emporium came into view! He spoke the name of his owner to one of the guards, and he was led in thengery large a
heavily secured building. Hewd see the steel tools and weapons gleaming from wall racks, bolts of cotton fabric resting in corners, and
precious works of glass, stone, and gemcraft displayed in fine cases. Such immense wealth! After walking through dolpmypeafi
the guardshalted and told Makum to wait where he stood.

A man wearing an auburn tunic adorned with a black diamond entered,in holding a large package enveloped in browngabric in hi
TEQEUBW 1T wUOi OOCETI EWEOGEwWxUI Ul 601 E whEAWI-OQ, EEWI UEDS Quel( TwiWEmEGua O U U u

The bronze knife, the man informed him, would kill without leaving marks on th¢ libdyperfect assassination tool. Makum could
feel energy emanating from the knife, softly pulsing against his skin. He folded the package backtdgateared to return to his
OEUUI Uz Uwi 6UUI &

Later, that same night, Makum planed the first escape of his life. What other wonders lay concealed within brown faltniatinsid
emporium?

or Stormwrack since this book contains a small amount of
Incorporating Iltems material in the vehicles section, designed for use with the
systems introduced in those rulebooks.
The topics covered in this book include:

Into Your Campaign Chapter 1: Weapons and Armor. This chapter
describes several new weapons and armor types for use

Magic and psionic items are an integral part of any in Athasian campaigns. It also describes alternate rules
Dark Sun game experience. However, due to the unique for Athasian armor.
nature of the setting, many ftems presented in other . Chapter 2: Adventuring Gear. Currency from the Tyr
xUOEUEUUWEOOzZUwl PUwYIl Uawpkl OOO wdgiork and beGondl food,| Vvekitled, Eddipment,| deligsU 1 1 w
regular play. poisons, substances and materials both common and rare

31 E0zZUwOOwWOOOT 1 Vwli 1T WEEUIT 6 to Athasian markets are described in this chapter.

Athasian Emporiumdescribes several new magic and Chapter 3: Items of Power. This chapter describes
psionic items specifically designed to be used in your  several new magic and psionic items found on Athas. It
Dark SUnEEOx EDIl OUO w! UUwUI EUZ UwOOU woY | ih{r‘@dddegaom@telmﬁi&x EaktE | fsyhoactive
rules for poison use and crafting, Athasian drugs, as well components, two new types of items. ltems that first
as many new mundane equipment like vehicles and appeared in the City-State of Drajproduct and the Dregoth
special substances await. Ascendingadventure series also appear here.

Appendix I: Skills and Feats. This appendix presents

What 0s | n T h 4 new use [3r ghe d{ngwledge skill and a number of feats

related to poison and other items found in this book.

Athasian Emporiumis designed for use in any Dark Appendix Il: Athasian Treasure Tables.  This
Sun 3.5 game. You will need the Player's HandbookPH), appendix provides a set of treasure tables designed
Dungeon Master's Guide (DMG), Expanded Psionic specifically to be used in Athasian campaigns, including
HandbooKXPH) as well as the Dark Sun 3 Core RulefDS3) all items presented in the various athas.org projects.

to make use of the material in this book. In addition, you
might find useful to have the Arms & Equipment Guide



C hapter 1. Weapons and A rimor
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with metal weapons of alladitional designs including swords, flails, palens, pikes, and assorted armor. Over time, as metal grew

23171 U1 wWwEOUT UOEUT wOEUIT UP E OU w x meirEcousterfatspwakorspftientin &ntetalilodg®eEdmp O O1 |
were equally capable of using a stone one. Unfortunately, these weapons were prone to breaking and were never castéhas lethal
OUPT POEOWOI UEOQWET UDPT 06~

2371 wOEUI UP E OU wlbanetbt thisthéod petfofndrd) it sOGn beddine apparent to weaponsmiths that the weapon's
design had to reflect the material it was built from. A bone long sword, for example, is essentially a length of bantoshalamte and
bolted to a grip. Whd this design works for a metal sword where layers of hot metal are pounded and riveted to the handle, bone reacts il
a much different way. A bone blade thin enough to be suitable for asdgedand then '‘abused' in such a manner as affixing it to the
hiOUwWOT EVI UwOT T wbkpl ExOOwi UET POI whpi 1 OWUUENT EUT EwOOwWUOT T wUbT OUUwWO
tablelands are experimenting with new, deadly desigrnikaliime. Many weapons such as the carrikal are organic in design, while
others like the kitar are clearly influenced by typical tools we use in our daily lives. | envision an Athas not too fareareaye see
nothing but truly original, nonmetal weapas. Soon only the histories will remind us of a time where metal swords and polearms were

EOOOOOXxOEEI 69

Weapons

Characters in a Dark Sun game use a variety of

| Vanderkin of Ablath

In Gulg, ahguda are specially crafted for these matches
and are restricted to Gulg nobility, used by family

gladiators or as part of sponsored events for allied
families looking for recognition. Each is uniqu e in design

weapons: some with direct counterparts in the / OE a il Uz @nd easily recognized by rival families. Should one be

Handbook some without. Table 1t 1: Weapons details new
weapons available for Dark Sun campaigns.

These unique weapons are designed to be constructed
from non-metal materials. As such, they do not suffer
from the inferior materials penalties described on page 50
of the Dark Sun 3 Core Rules

Large Weapons

Half -giants use larger weapons than the other races. A
damage conversion table can be found on page 114 of the
/| OEal Uz Uw' EOEEOOO

Weapons Descriptions

The types of weapons found on
Table 1t1: Weapons are described
below, in alphabetical order, along with
any special options the wielder has for
their use.

Ahguda Dok: The ahguda dok is a
combination of two weapons seen
frequently in the arena of Gulg, often
used in matches where all contestants
wield them. The ahguda is a club-sized
weapon used to hurl the dok projectile.

Aghuda and dok © Cosmo

lost, stolen or recognized during illicit activity, it would
bring shame to all parties involved.

Ahguda are made from the forelimb of a dune reaper
carved into a two and a half-foot long rod curving
slightly towards the end. The inside of this curve is kept
perfectly smooth and thin enough to fit the groove crafted
around the circumference of the round projectile. Its
primary function is to hurl the small, round dok at high
rates of speedalong the smooth inside edge. This edge
must be kept smooth, and is therefore never used to
inflict damage on its own.

The dok is made of two circular, bowl -
shaped pieces, about 3 inches across, which
are attached face to face. Between the two
pieces is arazor-edged, flared groove made
to fit the inside curve of the ahguda. The dok
can only be thrown effectively using an
aghuda as it functions very poorly when
thrown by hand. A trained user balances the
dok on the inside of the ahguda and uses the
ahguda to fling the dok, giving it superior
range and velocity.

In an ahguda dok match, a supply of dok
are hung from the trees of the arboreal Gulg
arena. The rules are then negotiated between
the gladiator's sponsors, but are rarely to the



Table 11 1: Weapons

Simple Weapon

Light Melee Weapons
Braxat fist
Flying dagger
Silt sap

Ranged Weapon
Pelota

Martial Weapons
OneHanded Melee
Weapons

Bragnoggen

Forearm spear

Ganji song

Halfling fat-sword

Hawk hatchet

Kitar

Mandible sword

Oslak

Sjambok

Scourge

Whistling mace, heavy

Whistling mace, light
Two-handed Melee
Weapons

Betnebbi

Quad fauchart
Ranged Weapons

Rhadkut

Balican javelin

arr

Exotic Weapons
Light Melee Weapons
Bardds comb
Barddéds need
Bardds stin
Ghi
Gutakd
OneHanded Melee
Weapons
Flaying whig
Knot whip*
Forearm razor
Mast er 6s
Juka
Klaraka
Forearm razor
Gl adi at or 6s

W h

Two-handed Melee

Weapons
B6r oh'
Ekthulak®
Bone dancer
Gl adi @endhr 6 s

heavy
Hamanubs
Twin-trikal®

Ranged Weapons
Ahguda

fork

st

Dok
Dejada cestus

Cost

1Cp
2Cp
4 Cp

1Cp

Cost

6 Cp
10 Cp
5Cp
15 Cp
8Cp
35Cp
12 Cp
5Cp
5Cp
10 Cp
6 Cp
10 Cp

8Cp
13 Cp

4Cp
8Cp

Cost

2Cp
2Cp
25Cp
20 Cp
25Cp

5Cp
2Cp
5Cp
20 Cp
8Cp
10 Cp
12 Cp
9Cp

9Cp
18 Cp
45 Cp
30 Cp

40 Cp
15Cp

100
Cp
1Cp
15Cp

Dmg (S) Dmg (M)
1d3 1d4
1d3 1d4
1d3 1d4
1d3 1d4

Dmg (S) Dmg (M)
1d3 1d4
1d4 1d6
1d6 1d8
1d6 1d8
1d4 1d6
1d8 1d10
1d4 1d6
1d3 1d4
1d4 1d6*
1d4 1d6
1d4 1d6
1d3 1d4
1d4 1d6
1d6 1d8
1d3 1d4
1d6 1d8

Dmg (S) Dmg (M)
1d2 1d3

1 1d2
1d3 1d4
1d4 1d6

1d3/1d3  1d4/1d4
1d3 1d4
1d3® 1d4
1d4 1d6
1d2 1d3
1d3 1d4
1d6 1d8
1d4 1d6
1d4 1d6
1d6 1d8
1d4/1d3  1d6/1d4
1d6/1d6  1d8/1d8
1d4/1d4/  1d6/1d6/
1d6 1d8
1d6/1d6  1d8/1d8
1d8/1d8 1d10/1d10
1d6 1d8
1d4 1d6

Critical

X2
19-20/x2
X2

X2

Critical

X2

X3

X2
19-20/x2

X3

X3
19-20/x2

X3

X2
18-20/x2

X2

X2

X2
x3

X2
x3

Critical

X2

X2
18-20/x2

X2

x3

x3
X2
X2
X2
18-20/x2
x3
x3
X2

x3

X2

X2
X2/x3/x3

X2
X2

x3

X2

Range
Increment

20 ft.

10 ft.

Range
Increment

30 ft.
Range
Increment

30 ft.

30 ft.

Weight!

11b.
11b.
4 Ib.

1lb.
Weight!

4 Ib.
51b.
2 |b.
4 Ib.
4 Ib.
10 Ib.
3lb.
2 |b.
5Ib.
2 |b.
6 Ib.
3lb.

6 Ib.
11b.

11b.
5lb.

Weight!

11b.
11b.
11b.

5 lb.
3 lb.
4 |b.
5 lb.
2 Ib.
8 Ib.
4 |b.

10 Ib.
12 Ib.
12 Ib.
12 Ib.

6 Ib.
9 Ib.

3lb.

11b.
3lb.

Type?

Bludgeoning
Piercing
Bludgeoning

Bludgeoning and
Piercing

Type?

Bludgeoning and Slashing
Piercing

Slashing

Slashing

Slashing o Piercing
Piecing

Slashing and Piercing
Slashing

Bludgeoning
Slashing

Bludgeoning
Bludgeoning

Bludgeoning
Slashing

Piercing
Piercing

Type?

Piercing

Piercing

Piercing
Bludgeoning
Piercing or Slashing

Slashing

Bludgeoning

Slashing

Piercing or Slashing
Slashing

Slashing

Slashing

Bludgeoning or Pierag or
Slashing

Piercing

Bludgeoning and Slashing
Bludgeoning

Bludgeoning or Piercing or
Slashing

Piercing

Slashing or Bludgeoning

Piercing

Piercing



Pelota, dejada 2Cp - -
Leuatos 6 Cp 1d4 1d6

Javelin, leuatos 2Cp 1d4 1d6
Shulkak 8 Cp 1d3 1d4

X2
X3
X3

- 11b. Piercing
40 ft. 7 Ib. Bludgeoring
40 ft. 2 |b. Piercing
20 ft. 3b. Piercing

! Weight figures are foMediumweapons. ASmallweapon weighs half as much antlargeweapon weights twice as much.

2Whentwotypesargi ven, the i s

Aor . o

weapon

3The weapon deals nonlethal damage rather than normal damage.

4 Reach weapan
5 Double weapon

death. Some examples include: each dok may only be
flung from an ahguda once (hand-thrown has no limits),
or the winner could be the one with the best hit -to-miss
ratio. In all cases, the winning condition highlights some
favored quality of Gulg's hunter -noble culture.

An ahguda's high cost comes from the fee artisans
charge to decorate the weapon. An undecorated ahguda
would cost one tenth the listed price. In the eyes of
Gulgan nobility such a weapon is unsuitable for arena use
and, if recognized, they would end eavor to have it
destroyed.

When used as a melee weapon an ahguda functions
as aclub.

Balican Javelin:
The balican javelin
is a spear once in
common use by the
army of Balic, and
now adopted as the
main weapon of the

troops under
control of the three
ruling merchant

houses of the city.
The weapon is a
typical javelin with
a fragile flint tip 18
to 24 inches long.
When the weapon

hits, the flint tip

breaks off in the

wound, leaving Bar dos

flint shards bragnoggen,

painfully imbedded
POwUT 1 wyPEUDPOZUWEOEAS

The silt fleets of Balic often use these coated with a
substance made to cause additional irritation and pain to
the giants plaguing the region, as most of the time the

bot h

combj ndbamr doéobraxat
bdédrohg

types i f the entry sp e otiy$pecdies

the weapon. Because of the pain and discomfort caused
by the lodged pieces of stone, the victim suffers a 2
penalty to attack rolls and must make a Concentration
check (DC 10 + spell level) in order to cast a spell until the
shards are removed.

A Heal check DC 15 allows the shards to be removed
without further injury, as will a cure moderate woundsr
higher level healing spell.

The special alchemical substance used to smear the
javelin for use against giants is described on page 42, in
Chapter 3: Adventuring Gear.

I EUEz Uw WdirOds6a hair holder, this comb
features many long,
pointed spikes. It can be
used as a last ditch
weapon or sometimes,
because of its
innocuousness, be used
to smuggle poison into a

difficult -to-infiltrate
location.

w EEUEZz Uuw
easily concealed: aDC 18
Search check is required
to determine that the

A bard is considered
proficient when using a

m»
(@
O
m
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exquisitely carved
wooden or ivory hairpin
contains a hollow space
used as a secret poison
reservoir. Often worn in pairs, it is used to smuggle
poison into the most secure palaces and villas. While it
most often sees use by bards, a surprising number of
templars make use of this easily concealed weapon as

fi
f or © Cosmo Franz

st,
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flesh to cause any serious inconvenience.

If a balican javelin hits, a shard lodges in the victim
unless he makes aReflex save DC equal to 10 + damage
inflicted). Since well-armored or thick -skinned creatures
have a better chance of shrugging off these shards, the
victim adds his armor or natural armor bonus , if any, as
a bonus to his Reflex save. A failed check means the

7

Filling the reservoir is a full-round action that
provokes an attack of opportunity . The reservoir can
contain 1 dose of injury poison.

WEEUEZUwOI 1 EOI wb o LeSedcda w E O
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weapon.
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Bard's Stinger: This weapon is usually made from a
giant scorpion stinger, but may also be constructed from
bone or wood. It consists of a long, thin spike with a
needle-sharp tip. The hilt and blade are all one piece,
measuring about a foot in total length. Inside the hilt is a
wax-coated reservoir that holds one dose of injury poison.
A small channel is bored through the blade, exiting at the
very tip of the weapon.

The main purpose of the bard's stinger is to deliver
poison deeply into a victim to insure its effectiveness. As
such, the DC for the poison is increased by +1 when a
successful critical hit is scored with the weapon. Filling
the reservoir is a standard action that provokes an attack
of opportunity . The reservoir can contain 2 doses of
injury poison , although only a single dose affects a struck
target on any single attack.

A bard is considered
proficient when using a
EEUEz UwUUDOI

Betnebbi: The
EIl UO1I EEPOwWOU
[ OUO? w EVUw O
outside the city-state, is
a forked pole about 6 ft.
in length. The fork's
outer tines curve inward
in a rough U-shape and
are usal to catch an
Oxx 001 60Uz UVw
Between these is a much
shorter tine used to
pierce the neck of an
opponent who is caught
by the outer, larger ones.

A betnebbi  has
reach. You can strike
opponents 10 feet away
PPUT wbUOWEUU
it against an adjacent foe.

A betnebbi can be used against any opponent, but can
only be used to catch the neck of a creature within one
size category of your own. (For instance, a Medium
wielder may use a betnebbi to grapple a Small of Large
opponent.)

If you hit an opponent of the appropriate size, you
may attempt to start a grapple as afree action without
provoking an attack of opportunity . Any grapple check
you OEOI w UUDOT w Ew EI UO1 EEPuw
enhancement bonus (if any) and any other bonuses you
might have th at increase your attack roll with the weapon
(such as from the Weapon Focus feat). If you grapple a
target with a betnebbi, you are considered grappling, but

Bone dancer,
ganji song

UO0O0T UVUwabUUwOxOO0l OVWEEOwWUI EET

attack you, damage you, or pin you. You can escape the
grapple automatically by releasing the target as a
standard action. If you get a hold, the betnebbi grabs the

l'ight gl adiator6s

opponent and deals an additionnal 1d4 points of piercing
damage with its central tine in addition to its normal
damage each round the hold is maintained.

Bone Dancer: A primitive ancestor to the cahulak, the
bone dancer consists of two massive maceike animal
thigh bones joined by a 5-foot rope.

You may fight as if fighting with two weapons, but if
you do, you incur all the normal atta ck penalties
associated with fighting with a light off -hand weapon
(see Twoweapon Fighting, chapter 8 of the / OEal Uz U
Handbook

'TEEUUT wOT 1 wEOOT WEEOEI UWEEOQuWE
leg or other limb, you can make trip attacks with it. If you
are tripped during your own trip attempt, you can
instead drop the bone dancer to avoid being tripped .

If you strike at an opponent 10 ft. away, you cannot
use the bone dancer as
a double  weapon
unless you possess
natural reach.

Bragnoggen: The
bragnoggen is a
nibenese rider's club
that is designed for
human-sized  crodlu
riders or half -giant inix
riders. At the end of
the neck, the flat head
of the club is given a
thin  obsidian edge,
letting the weapon
inflict both concussive
damage as well as
ripping injuries. Its 5t o
6 ft. length, for a
human-sized version,
would normally make
the weapon an
unwieldy one, but its unique properties make it behave
differently. In the hands of a mounted wielder its
lightness and balance make it a surprisingly quick and
agile weapon. Nibenese riders often use a lance in one
arm and a bragnoggen on the other, steering their mount
with their knees.

You can use the Weapon Finessefeat to apply your
Dexterity modifier instead of your Strength modifier to
attack rolls with a bragnoggen sized for you, even though

© Cosmo Franz
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The bragnoggen's main advantage is its ability to be
wielded as a secondary rider's weapon, in the off hand. If
you do use it this way, you incur all the normal attack
penalties associated with fighting with a light off -hand
weapbnl Gae ITvoweapod FFighting, Ucbiaptérx80 afi thé w
/| OEal Uz Uw' EOQEEOOOAOWEI UxDUIT wll
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Braxat Fist: These carved horn knuckles are an

for the purpose of any of the following feats: Greater

TTTTEUDPY!l whEawOi wbOE Ulutatnbdd1 w U Weapon Bdtis GEdtau\@dapodEpecilidation, Improved

attacks.
An attacker using a braxat fist is considered to be
making unarmed attacks .

Critical , Weapon Focus and Weapon Specialization.
Ekthulak: The ekthulak is actually two
complimentary weapons tethered together by a 20 ft.

1 zUOT T weeBPgOOT T wi OUOwWPH UwE wk w Uchathrang cord. @ Odid attdet@dhlot@end to a 4 ft.

haft with four to ten pointed shafts at one end, positioned
perpendicularly to the haft. These shafts, all bound to the
haft by leather or rope, point in

mace-like weapon with a heavy obsidian or stone head
adorned with knobs or spikes, and at the other end to a
crescentshaped blade with a sharp outer

Ol1T wUEOT wEDUI EUPOBSW3TT WwEZUOTT w curve and ridges on its inner side to help

fork is so named in honor of the
inordinate love of impalement
arenas of the city-states.
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the weapon entangle the legs of a target.
The ekthulak is a trademark weapon
of slave hunters who use the crescent
head both as a weapon and an instrument
to catch fleeing targets. With the cord
wrapped properl y around the shaft with a

EPEaAawPPUl wPUOWEUUwWaOUWEEDOzZ OwUUT wbUw few feet played out, the wielder briefly

against an adjacent foe. Forearm razor

© Cosmo Franz whirls  the blade and then throws

WEZUOT T wi OUQwecvwe:r wuur cw deceptively wide of the target. With the

to make trip attacks. If you are tripped during your own
trip attempt, you can drop the fork to avoid being
tripped.

Dagger, Flying: Flying daggers, as their name implies,

blade tethered to the shaft a throw aimed wide will curve

inward toward the target and strike home, either

entangling the target's legs or inflicting slashing damage,
depending on the intention of the wielder.

EUI WEETTT UUWOEET wi Uxi EPEOCOCA wUOWEIN iwwil OOk 06 tuB7 U wigadHOME dastiikel | E E u
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difficult to wield properly than a normal dagger in melee
combat, but it allows those skilled in the weapon's use to
hit their targets from a greater distance and with more
accuracy.

If you have 5 or more ranks in Sleight of Hand and
throw a flying dagger, you gain a +1 to attack rolls. On
the other hand, when used in melee without being
thrown you always take a -1 penalty to attack rolls no
matter your ranks in Sleight of Hand.

You get a +2 bonus on
Sleight of Hand checks made
to conceal a flying dagger on
your body (see the Sleight of
Hand skill).

Dejada Cestus: This is a
reinforced version of the
dejada, made of heavier bone
to withstand t he impacts of
melee combat. It is also heavily
studded with spikes, enabling

the wielder to defend himself Forearm spear
against an opponent that
manages to be close enough to enter melee. Gladiators
often use this version of the dejada, as it gives them both
melee and ranged attack capabilities.

The dejada cestus allows the wielder to throw pelota
(see the pelota description for details).

When used as a melee weapon a dejada cestus
functions as aspiked gauntlet.

When using the dejada part of the weapon, characters
proficient with the dejada cestus can treat it as a dejada

against an adjacent foe.

You may fight as if fi ghting with two weapons, but if
you do, you incur all the normal attack penalties
associated with fighting with a light offhand weapon (see
Two-weapon Fighting, chapter 8 ofthe/ OE al Uz Qw' EOE
A creature using a double weapon in one hand, such as a
half-I PEOUwUUDPOT wEwWUT Uwoi wdugeOT UOE
weapon.
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make trip attacks with it up to 20 ft.
away. If you are tripped during your
own trip attempt, you can drop the
ekthulak to avoid being tripped. If you
strike at an opponent more than 10 ft.
away, you cannot use the ekthulak as a
double weapon unless you possess
natural reach.

Forearm Razor: This weapon was
developed for arena combat,

© Cosmo Franz particularly for t he dancing jazsts. It
consist of a 2 ft. blade, most often a
sharp razorwing wing blade, attached to a thick leather
YEOEUEEI w311 wEOEE]I wbUwbpOUOWOO
arm, sharp edge pointed outward. They are often used in
pairs, with the gladiator swinging and spinning around,
slashing his arms at his opponents with each one of his
moves.
You can use the Weapon Finessefeat to apply your
Dexterity modifier instead of your Strength modifier to



attack rolls with a forearm razor sized for you, even
though it ® U Olight weapon for you.

Forearm Spear: Inspired by the graft weaponpower,
the forearm spear is often used in conjunction with the

forearm axe. The forearm spear is constructed of a 4 ft.

long length of wood with the first 2 to 3 ft. being
esentially a short spear. At the end of the shaft it
becomes wider and hollowed, allowing the weapon to be
worn over the arm from elbow to fist. Inside the hollow
portion is a handle the wielder grips with his hand. This
circular flat plate offers some addit ional protection.

The forearm spear also functions as a buckler,
granting a +1 armor bonus, inflicting a -1 armor check
penalty and incurring a 5% arcane spell failure chance.

Your opponent
cannot use adisarm
action to disarm
you of a forearm
spear.

A masterwork
forearm spear
either functions as a
masterwork shield
or a masterwork
weapon (or both,
for twice the
normal masterwork
cost). Like a spiked
shield, a forearm
spear can be
enchanted as a
weapon, as a
shield, or both, but
such enchantments
must be paid for

separately. Ekt hul ak, Hamanuods
Ganji Song: whistling mace, mandible sword
The Ganji are a

slave tribe that live on the northern side of the Windbreak
Mountains. Their agrarian lifestyle has led them to
develop this farming tool that has become as much a
danger to their varil crop as to the pred ators of the region.

The ganji song consists of a thin, 3 1/2foot long
wooden shaft that turns into a curved talon -like blade at
the head. Small holes drilled through the thin wooden
shaft make the instrument whistle softly as it is swung.
As a farming instrument the ganji song enables rapid
strokes to cut down the tall varil stocks. During the
harvest celebration, villagers gather in the fields, singing
and chanting along with the melodic harmony of the
ganji songs. As gentle as the song is during the havest, it
is equally terrifying when the tribe defends itself as
hundreds of warriors rain down upon their enemies with
their weapons emitting a terrible battle cry.

The weapon is made from zevin wood, a tree quite
common on that side of the Windbreaks, but unknown

1C

outside the region. It is then treated with a secret tar-like
mixture that, when fired, gives the weapon a hardness
approaching that of steel, rivaling even the agafari
weapons all too common to the other side of the
mountains.

Ghi: The ghi is made from braided strands of leather
and giant hair with thick knots in the center.
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in the Equipment chapter in the Dark Sun 3 Core Rulgs
except it deals less damage and is cheaper to
manufacture.
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friend is a polearm, six feet long, designed to give the
wielder a weapon of the appropriate type (bludgeoning,
piercing, or
slashing) as the
situation arises.
One end, used
as the butt end,
is a spearlike
spike. The other
end is
surmounted by
the head of a

heavy mace,

topped by a

fauchard blade.
A heavy

T OEEPEUOUZ
friend is a
double weapon.
You can fight
with it as if

fighting with

two  weapons,

staff, r haok udworda but if you do,
© Cosmo Franz you incur all the

normal  attack

penalties assodated with fighting with two weapons, just
as if you were using a one-handed weapon and a light
weapond w 3T 1 w Pl Ex OOz Uw Gl&dgconing |
weapon that deals 1d6 points of damage (rit x2); its
fauchard blade is a slashing weapon that deals 1d8 points
of damage (crit x3); and the spike is apiercing weapon
that deals 1d6 points of damage (rit x3). You can use any
of these as the primary weapon, with one of the other as
the off-hand weapon. Switching which one of the
weapons you want to treat as the primary is a swift
acton. wWEUI EQUUT wpDi OEDPOT WEwWI 1 EY3
6061 wi EBE wE E Gipublenwisifony diyuokelparts w
of the weapon can be used in any given round.
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blade atop the head, with a small spike at the other end of
the handle.
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