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CC hhaapptteerr  33::  HH eerrooiicc  CC hhaarraacctteerriisstt iiccss  
 

 

A Dark Sun character is defined by far more than race 

ÈÕËɯÊÓÈÚÚȭɯ2ÒÐÓÓÚɯÈÕËɯÍÌÈÛÚɯÈËËɯÛÖɯÈɯÊÏÈÙÈÊÛÌÙɀÚɯÈÉÐÓÐÛÐÌÚɯÈÕËɯ

help make him truly unique.  

Skills  
A few skills have new uses and additional rules that 

apply to them in a Dark Sun campaign. 

Bluff  (Cha)  
Spellcasters may attempt to conceal the fact that they 

are attempting to cast a spell. This is an especially 

important skill for wizards, who are all -too-frequently the 

unfortunate target of impromptu lynch mobs. When 

casting a spell, a spellcaster may attempt to conceal verbal 

and somatic components by making a Bluff check as a 

move action, to distract any witnesses. Onlookers may 

oppose the roll with a Sense Motive or Spellcraft check. 

 
Situation DC Modifier  

Bluff  

The spellcaster is defiling ï20 

Spellcraft or Sense Motive  
Target is closely observing spellcaster +5 

Target knows the character is a spellcaster +5 

 

Casting spells in cities with witnesses can be very 

dangerous. Lynch mobs, templars and even other wizards 

generally flock to the  scene when someone cries 

Ɂ6ÐáÈÙËȵɂ 

Craft  (Int) 
Special: To determine how much time it takes to make 

an item, find the item's price or have the DM set the price 

for an item not listed. Put the price in bits for non ɬmetal 

items. Unless you have the Metalsmith feat (page XX), 

you suffer a ɬ5 penalty to Craft checks made to create 

metal items, and it takes 10 times longer to craft metal 

items (put the price in ceramics for metal items). 1 gp = 10 

sp = 100 Cp = 1,000 bits. 

A masterwork compo ÕÌÕÛɀÚɯ ×ÙÐÊÌɯ ÐÚɯ ×ÜÛɯ ÐÕɯ ÉÐÛÚɯ

regardless of material used (metal or nonɬmetal). 

Craft (Alchemy)  (Int; Trained Only)  
To make an item using Craft (alchemy), you must 

have alchemical equipment and be a bard (as opposed to 

generic D&D  where the requirement is being a 

spellcaster). 

Special: A character with 5 or more ranks in Heal 

gains a +2 synergy bonus when attempting to 

manufacture antidotes. 

A character with 5 or more ranks in Craft (alchemy) 

gains a +2 synergy bonus to Craft (poisonmaking). 

Knowledge (Ancient History)  (Int; 

Trained Only)  
This is a very unusual skill,  and the DM should take 

great care to see that this skill is not treated casually. 

While most people have heard legends of a better time, to 

most they are simply disregarded as fanciful mythology. 

Knowledge of the Green Age, the Cleansing Wars, the 

Champions, and of Rajaat is shrouded in mystery and 

peppered with disinformation. The sorcerer -kings have 

destroyed most written  records of the history of Athas, 

and what little  remains is plagued with half -truths and 

outright lies.  

Knowledge (Warcraft) (Int) 
You are knowledgeable in organized warfare. Some of 

the aspects of warfare this skill cov ers are: supervising 

construction of defenses, supervising construction of siege 

weaponry, logistics, commanding siege weapon 

operations, commanding war beetle operations, teaching 

in the use of weapons and communication through 

signals and messengers (including the re levant 

terminology).  

Check: Answering a warfare -re lated question has a 

DC of 10 (for really easy questions, such as identifying 

troop types or formations, assessing logistics and 

supplies, or establishing camps and simple patrols), 15 

(for basic questions, such as identifying favorable or 

unfavorable terrain, deploying simple offensive or 

defensive troop formations, or establishing scouting 

parties), or 20 to 30 (for really tough questions, such 

identifying or establishing ambushes, deploying c omplex 

troop formations, or coordinating several levels of 

interlocking strategy).  

In many cases, you can use this skill to identify tactics, 

armies, and battle formations. In general, the DC of such a 

ÊÏÌÊÒɯ ÌØÜÈÓÚɯ ƕƔɯ Ƕɯ ÛÏÌɯ ÈÙÔàɀÚɯ $ÕÊÖÜÕÛÌÙɯ +ÌÝÌÓȭɯ  ɯ

successful check allows you to remember a bit of useful 

information about that particular army, or tactic or battle 

formation. For every 5 points by which your check result 

exceeds the DC, you recall another piece of useful 

information.  

Coordinate Allies: You can also use Knowledge 

(warcraft) to coordinate allies. Each creature to be affected 

must be able to see and hear you, and able to pay 

attention to you. To coordinate, make a Knowledge 

(warcraft) check with a DC equal to 15 + the number of 

allies affected. If the check succeeds, all affected allies gain 

a competence bonus on attack rolls or a dodge bonus to 
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AC equal to your Charisma modifier. You choose which 

of the two benefits to impart and must impart the same 

benefit to all affected allies. The benefits last for 1 round. 

You cannot use this ability on yourself.  

Coordinate allies does not provoke an attack of 

opportunity.  

Action:  Varies. A Knowledge (warcraft) check made to 

coordinate allies is a full -round action. A Knowledge 

check to answer a question doeÚÕɀÛɯÛÈÒÌɯÈÕɯÈÊÛÐÖÕɭyou 

ÚÐÔ×ÓàɯÒÕÖÞɯÛÏÌɯÈÕÚÞÌÙɯÖÙɯàÖÜɯËÖÕɀÛȭ 

Try Again:  Varies. Retries are allowed when you are 

trying to coordinate allies, but you may attempt such a 

retry only once per round. Each retry carries the same 

chance of failure. 

Special: If y ou have the Fie ld Officer feat (see page 

XX), you get a +2 bonus on Knowledge (warcraft) checks. 

Synergy:  If you have 5 or more ranks in Knowledge 

(warcraft), you get a +2 bonus on Diplomacy checks 

re lated to dealing with troops.  

Untrained:  An untrained Kn owledge (warcraft) check 

is simply an Inte lligence check. Without actual training, 

you know only common knowledge (DC 10 or lower).  

Literacy  (None; Trained Only)  
The ability to read has been outlawed for thousands of 

years by the sorcerer-kings. All characters in a Dark Sun 

campaign start without the ability to read or write, and 

must take ranks in Literacy in order to read anything.  

Action:  none. 

Try Again:  Not applicable. There are no Literacy 

checks to fail. 

The Literacy skill work s like the Speak Language skill.  

Buying a rank in Literacy grants the ability to read and 

write a single language. Note that the ability to speak the 

language is not required. 

Speak Language (None; Trained Only)  
The following d etails Athasian common languages 

and their alphabets. 

 

Table 3ï1: Athasian Common Languages and 

Their Alphabets 
 Language Typical Speakers Alphabet 

 Aquan Water-based creatures  Elven 
 Auran  Air -based creatures, aarakocra  Saurian 

 Common  Humans, half-elves, half-giants  Common 

 Druidic  Druids (only)  Druidic 

 Dwarven  Dwarves, muls Dwarven 
 Elven  Elves, half-elves Elven 

 Entomic Insectoid creatures, scrabs Kreen 

 Giant  Giants  Dwarven 

 Gith Gith Elven 

 Halfling  Halflings  Halfling 
 Ignan  Fire-based creatures  Saurian 

 Kreen Thri-kreen, tohr-kreen Kreen 

 Rhul-thaun Rhul-thaun Rhulisti 

 Saurian Jozhals, pterrans, ssurrans Saurian 

 Sylvan  Druids, halflings Halfling 
 Terran  Earth-based creatures, taris  Dwarven 

 Yuan-ti  Yuan-ti  Saurian 

 

In addition to the table above, each city-state and 

Dynastic Merchant House has its own language, although 

merchant houses chiefly use it in cipher form. The 

following languages are considered dead and are 

ÙÌÚÛÙÐÊÛÌËȮɯÈÛɯ#,ɀÚɯdiscretion: Bodachi, Draxan, Giustenal, 

Kalidnese, Rhulisti, Saragarian, and Yaramukite. 

Swim (Str)  
Large bodies of water are so uncommon on Athas, that 

swimming is not a class skill for any class other than for 

some clerics of e lemental water. 

Feats 
The new feats described in this chapter are 

summarized on Tables 3ɬ2 to 3ɬ7. 

General Feats 

Ancestral Knowledge 
You have studied the marks of the past and secrets 

lost in ancient ruins, solving some of the ancestral 

mysteries. 

Prerequisites:  Int 13, Knowledge (history) 7 ranks, 

bardic knowledge ability.  

Benefits:  You receive a +2 bonus on Decipher Script 

and Knowledge (history) checks. Additionally, you can 

reroll a failed result of your bardic knowledge check o nce 

per day. You must keep the result of the reroll, even if it is 

another failure. 

Arena Clamor  
With your savage blows, you can make your 

companions give their best. 

Prerequisites:  Cha 13, Improved Critical, Perform 5 

ranks. 

Benefits:  Whenever you confirm a critical hit, all allies 

within a 60 -foot radius who have line of sight on you 

receive a +2 morale bonus on attack rolls for 1 round. This 

is a mind-affecting effect. This effect is not cumulative. 

Characters cannot be affected more than once in this way 

in the same combat. 

Brutal Attack  

Your decisive attacks are especially frightening for 

those who watch. 

Prerequisites:  Cha 13, Improved Critical, Perform 5 

ranks. 

Benefits:  Whenever you confirm a c ritical hit, all 

enemies within a 10-foot radius who have line of sight on 

you must make a Will save (DC 10 + 1/2 your character 

level + your Cha modifier) or become shaken for a 

number of rounds equal to your Cha modifier. This is a 

mind -affecting fear effect. 

Whether or not the save is successful, that creature 

ÊÈÕÕÖÛɯÉÌɯÈÍÍÌÊÛÌËɯÈÎÈÐÕɯÉàɯÛÏÌɯÚÈÔÌɯÊÏÈÙÈÊÛÌÙɀÚɯÉÙÜÛÈÓɯ

attack for 24 hours. 
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Bug Trainer  

You can train vermin creatures, such as kanks and 

cilops. 

Prerequisites:  Handle Animal 5 ranks, Knowledge 

(nature) 5 ranks. 

Benefits:  You can use the Handle Animal skill for 

vermin as though they were animals with an Inte lligence 

score of 1. 

Normal:  You can use the Handle Animal skill only on 

creatures with an Inte lligence score of 1 or 2. 

Commanding Presence 

Your mere presence can enable your allies. 

Prerequisites:  Diplomacy 7 ranks, Knowledge 

(warcraft) 5 ranks. 

Benefits:  This feat grants a new use for the 

Knowledge (warcraft) skill.  

Enabling an Ally: You can remove harmful cond itions 

from an ally as a move action by making a DC 20 

Diplomacy check. If the check succeeds, you can negate 

any one of the following conditions: cowering, dazed, 

fatigued, nauseated, panicked, shaken, or stunned. 

You cannot use this ability on yourself.  

Special: A f ighter may select Commanding Presence 

as one of his fighter bonus feats (PH 38). 

Concentrated Fire  
You are trained in formation archery and taking out 

specific targets through joint efforts.  

Prerequisites:  Base attack bonus +1. 

Benefits:  When readying and firing projectile 

weapons at a single target, you add a +1 bonus to your 

attack roll for every other participant with this feat who 

readies and fires at the same target on your initiative 

count. The total bonus cannot exceed +4. 

Special: A f ighter may select Concentrated Fire as one 

of his fighter bonus feats (PH 38). 

Cornered Fighter  

You fight better when you freedom is put at risk.  

Prerequisites:  Base attack bonus +5. 

Benefit s: You receive a +2 bonus on attack rolls and a 

+2 bonus to AC when fighting against opponents who 

flank you.  

Defender of the Land  
You share power with the spirit from your guarded 

land, to nurture and protect the land to which the spirit is 

tied. 

Prerequisites:  Wild shape class feature. 

Benefits:  You receive a +1 caster level on spells you 

cast against defilers and your spells  damage is increased 

by 1 per die against defilers. 

Dissimulated 

Your ability to speak what others want to hear 

increases the credibility of your words.  

Prerequisites:  Int 13, Cha 13, Bluff 5 ranks. 

Benefits:  In addition to your Charisma modifier, you 

can add your Inte lligence modifier to your Bluff checks.  

Drakeõs Child 
8ÖÜɯ ÈÙÌɯ ÞÏÈÛɯ ÐÚɯ ÒÕÖÞÕɯ ÈÚɯ Èɯ ËÙÈÒÌɀÚɯ ÊÏÐÓËȮɯ ÈÕɯ

indiv idual who shows both exceptional strength and 

wisdom. 

Prerequisites:  Str 13, Wis 13. 

Benefits:  You get a +1 bonus to Will saves and a +1 

bonus to Fortitude saves. You gain an additiona l +1 bonus 

to saving throws against ability drain, ability damage, 

energy drain, and death effects. 

Elemental Cleansing 
Undead you turn or rebuke suffer e lemental damage. 

Prerequisites:  Ability to turn or rebuke undead.  

Benefits:  Any undead that you successfully turn or 

rebuke takes 2d6 points of energy damage in addition to 

the normal turning or rebuking effect. The type of damage 

dealt is the one associated with your patron element. 

Faithful Follower 

You overcome your fears while being led.  

Benefits:  You receive a +5 morale bonus on saving 

throws against fear effects whenever you are within 20 

feet of an ally with the Leadership feat. 

Favorite 

You have gained the graces of you sorcerer-monarch, 

receiving extra benefits. 

Prerequisites:  Secular Authority, Diplomacy 10 ranks.  

Benefits:  You can use your secular authority ability 

four more times per day than normal. Furthermore, 

whenever you contest or are contested in the use of 

secular authority, you receive a +2 bonus on your 

opposed Diplomacy check. 

Normal:  Without this feat, a templar can typically use 

secular authority only once per day per templar level.  

Special: You can gain Favorite multiple times. Its 

effects stack. Each time you take the feat, you can use 

secular authority four additional times per day.  

Fearsome 
Your might frightens your foes.  

Prerequisites:  Str 15. 

Benefits:  You can use your Strength modifier instead 

of your Charisma modifier on Intimidate checks. 

Addit ionally, you receive a +2 bonus on Intimidate 

checks. 

Field Off icer  
You are adept in war tactics. 

Benefits:  You get a +2 bonus on all Diplomacy checks 

and Knowledge (warcraft) checks. 

Greasing the Wheels 

You can circumvent various official obstacles when a 

person in a position of trust or authority is willing to 

ÈÊÊÌ×ÛɯɁ×ÙÌÚÌÕÛÚȭɂ 
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Table 3ï2: General Feats 
 Feat Prerequisites Benefits 

 Ancestral Knowledge Int 13, Knowledge (history) 10 ranks, 

bardic knowledge ability 

+2 bonus on Decipher Script and Knowledge (history) 

checks. Reroll bardic knowledge check 1/day 

 Arena Clamor Cha 13, Improved Critical, Perform 5 

ranks 

Allies receive +2 morale bonus on attack rolls whenever 

you confirm a critical hit 
 Brutal Attack Cha 13, Improved Critical, Perform 5 

ranks 

Enemies become shaken whenever you confirm a critical 

hit 

 Bug Trainer Handle Animal 5 ranks,  Knowledge 

(nature) 5 ranks 

Use Handle Animal skill on vermin 

 Commanding Presence Diplomacy 7 ranks, Knowledge (warcraft) 
5 ranks 

New use for the Knowledge (warcraft) skill 

 Concentrated Fire1 Base attack bonus +1 Add a +1 bonus to attack rolls for every other participant 

who fires at the same target 

 Cornered Fighter Base attack bonus +5 +2 bonus on attack rolls and AC when flanked 

 Defender of the Land Wild shape class feature +1 caster level and +1 damage per die when on guarded 
land 

 Dissimulated Int 13, Cha 13, Bluff 5 ranks Add Intelligence modifier on Bluff checks 

 Drake's Child Str 13, Wis 13 +1 bonus to Will and Fortitude saves and against various 

effects 

 Elemental Cleansing Ability to turn or rebuke undead Undead you turn take 2d6 points of energy damage 
 Faithful Follower ð +5 morale bonus against fear effects when close to ally 

with Leadership feat 

 Fearsome Str 15 Use Str modifier on Intimidate checks 

 Field Officer ð +2 bonus on Diplomacy and Knowledge (warcraft) checks 

 Greasing the Wheels Cha 13, Diplomacy 7 ranks, Knowledge 
(local) 5 ranks 

New use for the Diplomacy skill 

 Hard as Rock Con 15, Diehard, Great Fortitude Immune to massive damage death and 30% stabilizing on 

your own 

 Implacable Defender1 Str 13, base attack bonus +3 +2 bonus to resist bull rush, overrun, or trip attempts 

 Improved Familiar ð Acquire new familiar from a nonstandard list 
 Improved Sigil Sigil ability, Diplomacy 9 ranks Use two 0ïlevel spells as spellïlike ability 

 Improviser Wis 13, base attack bonus +3 ï1 penalty on attack rolls when using improvised weapons 

 Innate Hunter Track, Survival 5 ranks +4 bonus on Survival checks involving hunt and +1 insight  

bonus on attack rolls against animals 

 Intimidating Presence1 Cha 13, Intimidate 7 ranks Demoralize a number of opponents per round equal to 
Charisma modifier 

 Inspiring Presence1 Cha 13 Add bonus to Will saves equal to your Cha modifier 

 Kiltektet ð All Knowledge skills are class skills for you 

 Linguist ð Add Speak Language to class list and 2 additional 

languages 
 Martial Brawler1 Combat Reflexes, arena guile +1 Fighter and gladiator levels stack for arena guile and fighter 

level prerequisites 

 Mastyrial Blood Con 13 +4 bonus on saving throws against poison 

 Path Dexter3 Preserver +1 caster level when casting certain spells 

 Path Sinister3 Defiler +1 caster level when casting certain spells 
 Protective ð Gear on your person gets a +4 bonus to saving throws 

 Psionic Mimicry Bluff 8 ranks, Knowledge (psionics) 4 

ranks, Psicraft 4 ranks. 

Disguise your spells as psionic powers by making a 

Psicraft check 

 Psionic Schooling ð One psionic class becomes a favored class for you 

 Raised by Beasts ð Gain wild empathy with animals of a certain kind 
 Rotate Lines1 Base attack bonus +3 You can swap positions with an ally within 5 ft. 

 Secular Authority Cha 13, Diplomacy 9 ranks, Negotiator, 

accepted into templarate 

Four new uses for the Diplomacy skill 

      Favorite2 Diplomacy 10 ranks Use secular authority four more times per day than normal 

 Shield Wall1 Base attack bonus +2, Shield Proficiency +1 circumstance bonus to AC if forming a row facing the 
same direction 

 Sniper Dex 13, Hide 1 rank +5 bonus to Hide checks when firing missiles while trying 

to stay hidden 

 Spear Wall1 Base attack bonus +1 Triple damage on a hit against charging opponents 

 Swift Brawler Arena guile +1, sneak attack +1d6 Rogue and gladiator levels stack for the purpose of 
determining sneak attack and arena guile  

 Tactical Expertise1 Knowledge (warcraft) 7 ranks Use coordinate allies as standard action 

 Teamwork1 Base attack bonus +1 Aid ally as a move action 

 Trader ð +2 bonus to Appraise and Bluff checks 

 Wastelander ð +1 bonus to Fortitude saves and +2 bonus to Survival 
checks 

1 A fighter may select this feat as one of his fighter bonus feats. 

2 You can gain this feat multiple times. Its effects stack. 

3 You can gain this feat multiple times. Its effects do not stack. Each time you take the feat, it applies to a new pair of spells from 

selected schools. 
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Prerequisites:  Cha 13, Diplomacy 7 ranks, Knowledge 

(local) 5 ranks. 

Benefits:  This feat grants a new use for the Diplomacy 

skill. You must share a language with a creature in order 

to use this option. This option cannot be used during 

combat. 

Bribery Etiquette: You can discern the timing of the 

offer, the amount that will most like ly garner the wanted 

reaction, and the best way to disguise the bribe so that it 

ËÖÌÚÕɀÛɯ ËÙÈÞɯ ÈÛÛÌÕÛÐÖÕɯ ÍÙÖÔɯ ÜÕÞÈÕÛÌËɯ ÞÐÛÕÌÚÚÌÚȭɯ  Õɯ

insulted character will have his attitude changed one step 

for the worse and might report you to the proper 

authorities (thi s can be negated by a successful Diplomacy 

check, albeit with a ɬ10 penalty). 

To bribe a character, you must give him a number of 

ceramic pieces (in coins, items or other valuables) as 

shown below.  

 
Bribery Target  Cp Needed 

Bouncer 4 Cp 

Informant 5 Cp 
Templar or guard, lowïlevel (1ï4) 12 Cp 

Templar or guard, midïlevel (5ï8) 20 Cp 

Templar or guard, highïlevel (9+) 30 Cp 

 

Several factors can affect the amount needed to bribe a 

character, but the DM may modify these values as he sees 

fit.  

 
Background Cp Modifier  

Renown ï2 
Illegal profession +5 

PC is wanted x2 

Slave +2 

Noble ï2 

Templar ï5 

Hard as Rock 

You are resolute while fighting and particularly tough 

to kill.  

Prerequisites:  Con 15, Diehard, Great Fortitude. 

Benefits:  You are immune to death from massive 

damage. Furthermore, you have a 30% chance per round 

of becoming stable on your own when you are dying  and 

a 30% chance per hour of regaining consciousness. 

Normal:  The chance of becoming stable on your own 

is 10% per round and regaining consciousness is 10% per 

hour.  

Implacable Defender 
You have learned not to fall victim to certain types of 

attack. 

Prerequisites:  Str 13, Base attack bonus +3. 

Benefits:  You receive a +2 bonus on opposed Strength 

checks to resist bull rush, overrun, or trip attempts.  

Special: A f ighter may select Implacable Defender as 

one of his fighter bonus feats (PH 38). 

Improved Familiar 
This feat allows an Athasian wizard to  acquire a new 

familiar from a nonstandard list, but only when they 

could normally acquire a new familiar ( PH 52). The feat 

presents a way to obtain familiars more in line with the 

power level of the master. 

Benefits:  When choosing a familiar, the creatures 

listed below are also available, in addition to those listed 

in the /ÓÈàÌÙɀÚɯ 'ÈÕËÉÖÖÒ. A spellcaster may choose a 

familiar with an alignment up to one step away on each of 

the alignment axes. The list below presents only a few 

possible improved familiars. This feat otherwise uses the 

rules presented in the /ÓÈàÌÙɀÚɯ 'ÈÕËÉÖÖÒ, with two 

ÌßÊÌ×ÛÐÖÕÚȯɯ(ÍɯÛÏÌɯÊÙÌÈÛÜÙÌɀÚɯÛà×ÌɯÐÚɯÚÖÔÌÛÏÐÕÎɯÖÛÏÌÙɯÛÏÈÕɯ

animal, its type does not change; and improved familiars 

do not gain the ability to speak with other creatures of 

their kind.  

Familiar Abilit ies:  In addition to the special abilities 

presented in the /ÓÈàÌÙɀÚɯ'ÈÕËÉÖÖÒ, familiars are immune 

ÛÖɯÛÏÌɯÌÍÍÌÊÛÚɯÖÍɯÛÏÌÐÙɯÔÈÚÛÌÙɀÚɯËÌÍÐÓÐÕÎȭ 

Improved Sigil 
You templar sigil has been imbued with special 

powers. 

Prerequisites:  Sigil abili ty, Diplomacy 9 ranks. 

Benefits:  Choose two 0-level divine spells on your 

spell list. You can use them once per day as a spell-like 

ability. You must grasp and hold your sigil to use this 

ability. The save DC for these spell-like abilities is 10 + 

your Charisma modifier.  

Familiar  Condition Arcane Spellcaster Level 

Black/Gray Touched1 Ability to channel energy from the Black or the Grey 3rd 

Boneclaw, lesser Neutral Alignment 3rd 
Pterrax Reptilian subtype or ability to manifest psionic powers 3rd 

Elemental incarnation Matching element2 or preserver 5th 

Paraelemental incarnation Matching element2 or defiler 5th 

Tagster Preserver 5th 

Dagorran Neutral alignment 5th 
Elemental, Small Preserver or matching element2 5th 

Paraelemental, Small Defiler or matching element2 5th 

Boneclaw, greater Neutral alignment or ability to manifest psionic powers 7th 

Tigone Neutral alignment or preserver 7th 

Tembo Defiler or ability to manifest psionic powers 7th 
Wall walker Neutral alignment or defiler 7th 

Psionocus3 Ability to manifest psionic powers 7th 

1 Apply the appropriate template to a familiar from the standard list. 

2 Character must possess the appropriate elemental subtype or patron element. 

3 The master must first create the psionocus. 
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Improviser 

You are adept at using makeshift weapons. 

Prerequisites:  Wis 13, base attack bonus +3. 

Benefits:  Whenever using improvised weapons in 

combat, you suffer a ɬ1 penalty on attack rolls made with 

them. 

Normal:  Whenever using improvised weapons in 

combat, you suffer a ɬ4 penalty on attack rolls made with 

them. 

Innate Hunter  
You are an excellent hunter, capable to find 

sustenance even in the most desolate areas. 

Prerequisites:  Track, Survival 5 ranks. 

Benefits:  You receive a +4 insight bonus on Survival 

checks involving hunting. You also receive a +1 insight 

bonus on attack rolls when fighting with creatures with 

the animal type. 

Intimidating Presence 
8ÖÜÙɯÔÌÙÌɯ×ÙÌÚÌÕÊÌɯÊÈÕɯÞÌÈÒÌÕɯÈɯÍÖÌɀÚɯÙÌÚÖÓÝÌȭ 

Prerequisites:  Cha 13, Intimidate 7 ranks. 

Benefits:  You can demoralize (PH 76) a number of 

opponents per round equal to your Charisma modifier.  

Normal:  You can demoralize only a single opponent 

per round.  

Special:  A fighter may select Intimidating Presence as 

one of his fighter bonus feats (PH 38). 

Inspiring Presence 
Your mere presence can strengthen your allie Úɀɯ

resolve. 

Prerequisites:  Cha 13. 

Benefits:  Each ally within 10 f eet of you gains a 

morale bonus on Will saves equal to your Charisma 

modifier . 

Special: A fighter may select Inspiring  Presence as one 

of his fighter bonus feats (PH 38). 

Kiltektet  

The Kiltektet is a group consisting mostly, but not 

sole ly, of kreen dedicated to hunting for knowledge and 

spreading it.  

Benefits:  All Knowledge skills are class skills for you.  

Linguist 

You have an ear for language. 

Benefits:  Speak Language is a class skill to you. You 

can also speak 2 additional languages. 

Special: This feat must be selected at 1st level. 

Martial Brawler  
You combine guile and extraordinary combat prowess 

to great effect. 

Prerequisites:  Combat Reflexes, arena guile +1. 

Benefits:  Your fight er and gladiator levels stack for 

the purpose of determining your bonus on Bluff and 

Sense Motive checks from the arena guile class feature. 

For example, a 6th-level fighter/5th -level gladiator has 

arena guile +5, as if he were an 11th-level gladiator.  

Your fighter and gladiator levels also stack for the 

purpose of qualifying for feats that require a minimum 

fighter level, such as Weapon Specialization. 

Special: A fighter can select Martial Brawler as one of 

his fighter bonus feats (PH 38). 

Mastyrial Blood  
You have an uncanny resistance against toxic 

substances. 

Prerequisites:  Con 13. 

Benefits:  You receive a +4 bonus on saving throws 

against poison. 

Special: This feat must be selected at 1st level. 

Path Dexter 

Preservers tend to lean towards spells of protective 

nature and those that increase knowledge. 

Prerequisites:  Preserver. 

Benefits:  Choose two spells at every spell level. These 

spells must be selected from the abjuration and/or 

divination schools . You gain +1 caster level when casting 

the chosen spells. 

Special: You can gain this feat multiple times. Its 

effects do not stack. Each time you take the feat, it applies 

to a new set of spells from the abjuration and/or 

divination schools.  

This feat can be selected only by preservers. 

Path Sinister  
Defilers tend to lean towards spells of a darker nature. 

Prerequisites:  Defiler.  

Benefits:  Choose two spells at every spell level. These 

spells must be selected from the necromancy and/or 

conjuration schools. You gain +1 caster level when casting 

the chosen spells. 

Special: You can gain this feat multiple times. Its 

effects do not stack. Each time you take the feat, it applies 

to a new set of spells from the necromancy and/or 

conjuration schools. 

Protective 
You know that your gear could save your life , and you 

will do anything to protect it.  

Benefits:  Gear on your person gains a +4 bonus to 

saving throws. If an item takes damage while you're 

holding it  in your h ands, you may make a Reflex save DC 

10 + the amount of damage the item takes (after 

subtracting hardness) to transfer the damage to yourself. 

Psionic Mimicry 
Due to your study of psionic powers, you can pass off 

your spells as such. 

Prerequisites:  Bluff 8 ranks, Knowledge (psionics) 4 

ranks, Psicraft 4 ranks. 

Benefits:  You can disguise your spells as psionic 

powers by making a successful Bluff check (DC 10 + spell 

level). An onlooker suspecting the nature of your 
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spellcasting can attempt to identify a spell  being cast 

using the Spellcraft skill, but your check DC increases by 

2. 

Psionic Schooling 
In your homeland, all who show some skill in the Way 

may receive training as a psion. 

Benefits:  Psion, psychic warrior, or wilder is now a 

favored class for you (pick one), in addition to any other 

favored class you already possess. It does not count when 

determining multiclass XP penalties. 

Normal:  A character can have one favored class. 

Special: This feat must be selected at 1st level. 

Raised by Beasts 
Abandoned when you were very young, you were 

raised by wild animals.  

Benefits:  Choose a kind of animal (amphibian, avian, 

mammal, fish, or reptile). You receive the wild empathy 

ability with animals of that kind. You a lso receive a +2 

insight bonus on all Handle Animal checks with animals 

of that kind.  

Special: This feat must be selected at 1st level. 

Rotate Lines 
In the heat of battle, weary and wounded soldiers 

retreat to be replaced by fresh, unwounded ones. 

Prerequisites:  Base attack bonus +3. 

Benefits:  You can swap positions with an ally within 5 

ft. This is a move action that does not generate an attack 

of opportunity for you or your ally. You may not take a 5 

ft. step in addition when rotating lines.  

Special: A fighter may select Rotate Lines as one of his 

fighter bonus feats (PH 38). 

Secular Authority  
You can use your authority within your city -state to 

order slaves to do your bidding, requisition troops, enter 

the homes of freemen and nobles, and have them arrested. 

Prerequisites:  Cha 13, Diplomacy 9 ranks, Negotiator, 

accepted into city -state's templarate. 

Benefits:  This feat grants four new uses for the 

Diplomacy skill. None of them functions during combat.  

Requisit ion: You can draw upon the resources of your 

city, gaining the use of any slave, overriding the wishes of 

its owner. 

Intrude: You can, at any time, search the home, person 

or possessions of a slave. You may search and impound 

any evidence of wrongdoing, if found. Your authority 

does not extend to confiscating items for personal use. 

Accuse: You may have a slave imprisoned indefinite ly, 

awaiting the gathering of evidence against him. You may 

only imprison one suspect in such a manner. 

Judge: You may pass judgment on a slave. This 

includes setting fines, prison sentences, death sentences or 

anything else you wish , within the laws of your city -state. 

As you gain more ranks in the Diplomacy ranks, you 

gain the authority to take these actions against 

progressively higher social rankings, as described on the 

table below. 

 
Ranks Ability  

2 Requisition slave 

3 Intrude on slave 

4 Accuse slave 
5 Requisition troops 

6 Intrude on freeman 

7 Judge slave 

8 Accuse freeman 

9 Requisition gear 
10 Intrude on noble 

11 Judge freeman 

12 Accuse noble 

13 Requisition spellcaster/manifester 

14 Intrude on templar 
15 Judge noble 

16 Accuse templar 

17 Requisition property 

18+ Judge templar 

 

Failure to comply with these demands is usually 

sanctioned with fines, imprisonment, outlaw status, and 

possibly execution. Any of this ability can be contested by 

another person with the Secular Authority feat, and move 

to have the action reversed with an opposed Diplomacy 

check. If the challenger wins the opposed roll, the 

ËÌÍÌÕËÐÕÎɯÛÌÔ×ÓÈÙɀÚɯÈÊÛÐÖÕɯÐÚɯÙÌÝÌÙÚÌËɯȹÍÖÙɯÌßÈÔ×ÓÌɯÈÕɯ

imprisoned freeman is set free). If the defender wins the 

opposed roll nothing happens. Secular Authority can be 

contested in a particular case only once. A defending 

character who loses the opposed roll may not contest the 

result. Nor can he use Secular Authority to repeat the 

action that was contested against the same target. 

You may use Secular Authority once per day for every 

four levels you have attained (but see Special), but only 

within your city -state. 

Special: A templar automatically gains Secular 

Authority as a bonus feat. He need not select it. A templar 

may use Secular Authority a number of times per day 

equal to his templar level, plus one more time per day for 

every four levels he has in classes other than templar. 

Shield Wall  
You are trained in defensive infantry formation.  

Prerequisites:  Base attack bonus +2, Shield 

Proficiency. 

Benefits:  If using a large shie ld and forming a row 

with allies facing the same direction, you get a +1 

circumstance bonus from each adjacent ally in the row 

also possessing a large shie ld and this feat, up to two (+2 

AC bonus). 

Special: A fighter may select Shield Wall as one of his 

fighter bonus feats (PH 38). 

Sniper  
You are better at hiding when firing missile weapons 

and trying to stay hidden.  

Prerequisites:  Dex 13, Hide 1 rank. 

Benefits:  You receive a +5 competence bonus to Hide 

checks when firing missiles while trying to stay hidden.  
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Spear Wall  

You are trained in inflicting as much damage as 

possible on a charging opponent. 

Prerequisites:  Base attack bonus +1. 

Benefits:  When readying a spear or other weapon that 

would  inflict double damage against a charging 

opponent, you instead inflict triple damage on a hit.  

Special: A f ighter may select Spear Wall as one of his 

fighter bonus feats (PH 38). 

Swif t Brawler  
You have applied the hit -and-run tactics learned from 

thieving to your combat abilities.  

Prerequisites:  Arena guile +1, sneak attack +1d6. 

Benefits:  Your rogue and gladiator levels stack for the 

purpose of determining the extra damage and bonus to 

Bluff and Sense Motive in melee combat. For example, a 

4th-level gladiator/7th -level rogue would deal an extra 

3d6 points of damage and gain a +5 bonus to Bluff and 

Sense Motive checks when in melee combat, as if he were 

an 11th-level gladiator.  

Tactical Expertise  

You are expert in war tactics. 

Prerequisites:  Knowledge (warcraft) 7 ranks.  

Benefits:  You can use coordinate allies (see page XX) 

as a standard action. 

Normal:  Using coordinate allies is a full -round action. 

Special: A fighter may select Tactical Expertise as one 

of his fighter bonus feats (PH 38). 

Teamwork 
You are trained in group combat. You have an easier 

time protecting your allies, and creating openings in an 

ÌÕÌÔàɀÚɯËÌÍÌÕÚÌɯÍÖÙɯÖÛÏÌÙÚɯÛÖɯÌß×ÓÖÐÛȭ 

Prerequisites:  Base attack bonus +1. 

Benefits:  You may aid another as a move action. 

Normal:  Aid another is a standard action. 

Special: A f ighter may select Teamwork as one of his 

fighter bonus feats (PH 38). 

Trader  
Your tongue is glib, and you know how to te ll treasure 

from rubble.  

Benefits:  You get a +2 bonus to Appraise and Bluff 

checks. 

Wastelander 
You are an experienced survivor of the wastes. 

Benefits:  You get a +1 bonus to Fortitude saves and a 

+2 bonus to Survival checks. 

Divine Feats  
Divine feats can be selected only by characters with 

the ability to turn or rebuke undead.  

Elemental Affinity  

You are protected by your patron element.  

Prerequisites:  Cha 13, ability to turn or rebuke 

undead. 

Benefits:  As a free action, spend one of your turn or 

rebuke undead attempts to add a +4 sacred bonus to 

Fortitude saving throws against attacks by the energy 

type associated with your patron element for a number of 

rounds equal to your Charisma modifier.  

Elemental Might 

8ÖÜɯÊÈÕɯÊÏÈÕÕÌÓɯàÖÜÙɯÌÓÌÔÌÕÛɀÚɯÌÕÌÙÎàɯÛÖɯÐÕÊÙÌÈÚÌɯÛÏÌɯ

damage you deal in combat. 

Prerequisites:  Str 13, ability to turn or rebuke undead, 

Power Attac k. 

Benefits:  As a free action, spend one of your turn or 

rebuke undead attempts to add your Charisma bonus as 

energy damage to your weapon for 1 full round. The type 

ÖÍɯ ËÈÔÈÎÌɯ ËÌÈÓÛɯ ÔÜÚÛɯ ÔÈÛÊÏɯ àÖÜÙɯ ×ÈÛÙÖÕɯ ÌÓÌÔÌÕÛɀÚɯ

descriptor. 

Elemental Vengeance 

You can cÏÈÕÕÌÓɯàÖÜÙɯÌÓÌÔÌÕÛɀÚɯÌÕÌÙÎàɯÛÖɯËÌÈÓɯÌßÛÙÈɯ

damage against undead in melee. 

Prerequisites:  Ability to turn undead, Extra Turning.  

Benefits:  As a free action, spend one of your turn 

undead attempts to add 2d6 points of energy damage to 

all your successful melee attacks against undead until the 

end of your next action. This is a supernatural ability. The 

Ûà×ÌɯÖÍɯËÈÔÈÎÌɯËÌÈÓÛɯÔÜÚÛɯÔÈÛÊÏɯàÖÜÙɯ×ÈÛÙÖÕɯÌÓÌÔÌÕÛɀÚɯ

descriptor. 

Superior Blessing  

You can bless your e lement with stronger positive 

energies. 

Prerequisites:  Ability to turn or rebuke undead.  

Benefits:  As a standard action, spend one of your turn 

or rebuke undead attempts to double the potency of your 

blessed element. Creatures exposed to your blessed 

element take 4d4 points of damage. 

Normal:  Creatures exposed to blessed elements 

receive 2d4 points of damage. 

Table 3ï3: Divine Feats 
 Feat Prerequisites Benefits 

 Elemental Affinity Cha 13, ability to turn or rebuke undead Spend turn attempt to receive a +4 sacred bonus in 

Fortitude saves against energy attack 

 Elemental Might Str 13, ability to turn or rebuke undead, 
Power Attack 

Spend turn attempt to add your Cha bonus as energy 
damage to weapon for 1 round 

 Elemental Vengeance Ability to turn undead, Extra Turning Spend turn attempt to add 2d6 points of energy damage to 

all melee attacks against undead 

 Superior Blessing Ability to turn or rebuke undead Spend turn attempt to duplicate the potency of your 

blessed element 
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Item Creation Feats 

Brew Potion 
Special: On Athas, potions take many different forms. 

The most common form is an enchanted fruit, often called 

a potionfruit . Other common items for enchantment 

include obsidian orbs, packs of herbs, and bone fetishes. 

The potion, regardless of material used to make it, is 

consumed or destroyed when used. 

Due to the nature of their magic, defilers cannot 

enchant organic materials, such as fruits, as a potion. As a 

consequence, most non-defilers use those receptacles 

almost exclusively, as a way of assuring the potion is not a 

product of defiler magic.  

Scribe Scroll  

Special: On Athas, scrolls take many different forms. 

Common forms include paper or papyr us sheets, clay 

tablets, and woven cloth.  

Psionic Feats 
Psionic feats can be selected only by those with the 

psionic subtype. 

Elemental Manifestation 
Your patron element aids you in your energy 

manifestations. 

Prerequisites:  Access to domain spells, manifester 

level 3rd. 

Benefits:  To use this feat, you must expend your 

psionic focus. You add 2 to the save DC of a power you 

manifest if that power has the same descriptor as your 

patron element. 

Focused Mind 
Your meditations strengthen your reasoning.  

Prerequisites:  Int 13. 

Benefits:  As long as you are psionically focused, you 

receive a +2 bonus on Appraisal, Decipher Script and 

Search checks. 

Greater Hidden Talent  
Your mind unlocks more of the Will.  

Prerequisites:  Cha 13, Improved Hidden Talent, 

character level 5th. 

Benefits:  You gain 3 power points. Choose one 2nd-

level or 1st-level power fro m any psionic class list and 

add it to your powers known. Use Charisma to determine 

the saving throws of those powers. 

Special: You cannot take or use this feat if you have 

levels in manifester classes. 

You can gain this feat multiple times. Each time, you 

learn one new 2nd-level or 1st-level power.   

Improved Dwarven Focus 

You can use the Way to help fulfill your focus.  

Prerequisites:  Dwarf.  

Benefits:  You must be psionically focused to use this 

feat. While actively pursuing your dwarven focus, you 

receive a +2 morale bonus on all checks re lated to your 

focus. 

Normal:  You receive a +1 morale bonus on checks 

re lated to completing your focus.  

Improved Elf  Run 
You can use the Way to run faster. 

Prerequisites:  Elf.  

Benefits:  You must be psionically focused to use this 

feat. While in an elf run state, you gain an insight bonus to 

your speed of 15 feet. 

Improved Hidden Talent 

Your mind further awakens to the W ill.  

Prerequisites:  Cha 12, Hidden Talent, character level 

3rd. 

Benefits:  You can manifest your Hidden Talent power 

as a manifester equal to one-half your Hit Dice (minimum 

1st). Additionally, your Charisma modifier now grants 

you bonus power points based on your new manifester 

level (XPH 18). 

Special: You cannot take or use this feat if you have 

Table 3ï4: Psionic Feats 
 Feat Prerequisites Benefits 

 Elemental Manifestation1 Access to domain spells, 

manifester level 3rd 

+ 2 to save DC of power with same descriptor as patron element 

 Focused Mind2 Int 13 +2 bonus on Appraisal, Decipher Script and Search checks 

 Improved Hidden Talent Cha 12, Hidden Talent, 
character level 3rd 

Increase Hidden Talent manifester level 

  Greater Hidden Talent Cha 13, character level 5th Gain additional psionic powers 

 Improved Dwarven Focus2 Dwarf +2 morale bonus on related checks while actively pursuing focus 

 Improved Elf Run2 Elf  + 15 feet to speed while in elf run state 

 Jump Charge1 Psionic Fist or Psionic Weapon, 
Jump 8 ranks 

Increase the damage dealt by Psionic Weapon or Psionic Fist 
when jumping 

 Pterran Telepathy Pterran, missive psi-like ability Use missive with humanoid creatures 

 

1. You must expend your psionic focus to use this feat. 

2. You must be psionically focused to use this feat. 

Behind the Veil: Hidden Talents  
The Hidden Talent feat (XPH 67) can replace the Wild Talent feat found in the same book, since Athas can be 

considered a high-psionic world, if the DM allows it.  
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levels in manifester classes. 

Jump Charge 
You can charge an opponent by jumping at them, 

hitting the enemy with a powerful attack.  

Prerequisites:  Psionic Fist or Psionic Weapon, Jump 8 

ranks. 

Benefits:  To use this feat, you must expend your 

psionic focus. When charging an opponent, you may 

jump at them as part of the movement. Make a Jump 

check. If your horizontal jump is at least 10 feet and you 

end your jump in a square in which you may threaten the 

opponent, you may increase by one-half the damage dealt 

by your Psionic Weapon or Psionic Fist. While using a 

two -handed weapon, damage is doubled instead. This 

attack must follow all the rules for charging and the Jump  

skill, with the exception that you ignore the ground 

terrain in any spaces you jump over. 

Pterran Telepathy  
You can leverage your missive psi-like ability to 

communicate with other creatures. 

Prerequisites:  Pterran, missive psi-like ability.  

Benefits:  You can use your missive ability to 

communicate with all humanoid creatures in addition to 

reptiles. Your manifester level for this effect is equal to 1/2 

your Hit Dice (minimum 1st).  

Raze Feats 
Raze feats are feats that require an arcane spellcaster 

to be a defiler. They can only be applied when defiling.  

Multiple raze feats can be applied simultaneously. For 

example, a defiler who has Distance Raze, Destructive 

Raze and Fast Raze can benefit from all of them when 

ÊÈÚÛÐÕÎɯÈɯÚÐÕÎÓÌɯÚ×ÌÓÓȭɯ ɯÞÐáÈÙËɀÚɯÉÖÕÜÚɯÍÌÈÛs can be used 

to acquire Raze feats if the wizard fulfills the feat 

prerequisites. 

Agonizing Radius 
Your defiling techniques are particularly painful.  

Benefits:  The penalties for being caught within your 

defiling radius increase by one (i.e. from ɬ1 to ɬ2). 

Controlled Raze 

You increase your defiling radius and may specify 

unaffected squares. 

Benefits:  Your defiling radius increases by 5 feet. You 

can specify one 5 ft. square per 5 ft. radius of your defiling 

circle that is unaffected by your energy gathering. 

Creatures in unaffected squares do not suffer the adverse 

effects of being caught in the defiling circle, nor is 

vegetation in that square turned to ash. 

Dis tance Raze 

You can gather energy for spells at a distance. 

Benefits:  You can move the center of your defiling 

circle (on the ground) up to 10 feet per caster level, in 

effect moving the entire circle of defiling.  

Normal:  Your defiling circle is centered on  you. 

Destructive Raze 
You can focus the energy you absorb from plants to 

increase the damage your spells inflict. 

Benefits:  Add +1 to damage per damage die inflicted 

by evocation spells when defiling.  

Efficient Raze  
You can gather energy more efficiently, utilizing the 

maximum energy potential of a given terrain.  

Benefits:  Treat the terrain you gather energy in as one 

category better when you defile. E.g. a spell cast in barren 

terrain (ɬ1 spell save DC and ɬ1 penalty to caster level 

checks) is treated as if cast in infertile  terrain (no spell 

save modifier and no penalty to caster level checks). In 

abundant terrain the bonuses to spell save DCs and spell 

checks are increased by an additional +1. This feat has no 

effect in the Obsidian Plains. 

Exterminating Raze 
Your defiling techniques are particularly damaging to 

plant creatures. 

Benefits:  Plant creatures caught in your defiling 

radius suffer 4 points of damage per spell level. 

Normal:  Plant creatures caught in your defiling radius 

suffer 2 points of damage per spell level 

Fast Raze 

You can gather energy faster. 

Benefits:  When defiling, you can spend a move action 

to gain a +1 caster level bonus. Spells with a normal 

casting time of 1 round or longer still require an extra 

round to be cast in this manner. Your defiling radius 

increases by 5 ft. when using Fast Raze. 

Normal:  It takes one round to gain the caster level 

benefit. 

Sickening Raze 
Your defilement makes others sick. 

Table 3ï5: Raze Feats 
 Feat Prerequisites Benefits 

 Agonizing Radius Defiler Increase the penalties within defiling radius by 1 

      Sickening Raze Agonizing Radius Creatures within your defiling radius become nauseated 

 Controlled Raze Defiler Specify area of your defiling circle that is unaffected by defiling 

 Distance Raze Defiler Move the center of your defiling circle 
 Destructive Raze Defiler Add +1 damage per damage die inflicted by evocation spells when defiling 

 Efficient Raze Defiler Treat the terrain you gather energy as one category better 

 Exterminating Raze Defiler Plant creatures caught in defiling radius suffer 4 points of damage per spell level 

 Fast Raze Defiler Spend move action to gain a +1 caster level bonus when defiling 
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Prerequisite s: Agonizing Radius.  

Benefits:  Creatures within your defiling radius 

become nauseated (DMG  301) in addition to any other 

penalties for 1 round.  
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Racial Feats 
Racial feats can be selected only by characters of a 

certain race. 

Active Glands  

Your venom glands  are particularly active.  

Prerequisites:  Thr i -kreen. 

Benefits:  You can use your poisonous bite two 

additional times per day.  

Advanced Antennae 

Your antennae are more developed than those of your 

fe llow thri -kreen, enabling you to detect both predators 

and prey near you. 

Prerequisites:  Thr i -kreen. 

Benefits:  You gain the Scent ability (MM  314). 

Blend  
Your carapace meshes better with your surroundings. 

Prerequisites:  Thr i -kreen. 

Benefits:  Your racial bonus on Hide checks in sandy 

or arid terrain is increased by +3. 

Blessed by the Ancestors 
Your egg-clutch hatched near the remains of great 

ancestors, positively influencing your life.  

Prerequisites:  Thr i -kreen. 

Benefits:  You get a +1 bonus on all saves. 

Special: This feat must be selected at 1st level. 

Cannibalism Ritual 
You know the secrets of ingesting a defeated 

Ö××ÖÕÌÕÛɀÚɯÍÓÌÚÏɯÛÖɯÐÔ×ÙÖÝÌɯàÖÜÙɯ×ÏàÚÐÊÈÓɯÈÛÛÙÐÉÜÛÌÚȭ 

Prerequisites:  Wis 13, halfling. 

Benefits:  When you have slain a creature in combat 

with Hit Dice equal or superior to your character level 

you may devour its remains after performing a ritual 

alone that lasts two hours. If you do, you receive a +2 

enhancement bonus to e ither Strength, Dexterity or 

Constitution for 24 hours. This effect is not cumulative.  

Dwarven Vision 
You are born with the full heritage of your dwarven 

×ÈÙÌÕÛɀÚɯÝÐÚÐÖÕȭ 

Prerequisites:  Mul.  

Benefits:  You have darkvision up to 60 feet. 

Elfeater  
You open yourself fully to your racial  hate and taste 

for e lves. 

Prerequisites:  Thr i -kreen. 

Benefits:  You gain a +2 bonus on Bluff, Listen, Sense 

Motive, Spot, and Survival checks when using these skills 

against e lves. Likewise, you get a +1 bonus on attack rolls 

and a +2 to confirm critical hits against e lves. 

Improved Gythõsa 
8ÖÜɯÈÙÌɯÉÖÙÕɯÞÐÛÏɯÈɯÉÌÛÛÌÙɯÛÏÈÕɯÕÖÙÔÈÓɯÎàÛÏɀÚÈȮɯàÖÜÙɯ

blood-producing organ, giving you a better than normal 

healing time. 

Prerequisites:  Thr i -kreen, Con 13. 

Benefits:  6ÐÛÏɯÈɯÍÜÓÓɯÕÐÎÏÛɀÚɯÙÌÚÛɯȹƜɯÏÖÜÙÚɯÖÙɯÔÖÙÌȺȮɯ

you recover 2 hit points per character level. If you are 

tended successfully by someone with the Heal skill, you 

instead regain double the normal amount of hit points.  

Normal:  You recover 1 hit point per character level 

ÞÐÛÏɯÈɯÍÜÓÓɯÕÐÎÏÛɀÚɯÙÌÚÛȭ 

Special: This feat must be selected at 1st level. 

Tikchak  

Your racial memories awaken and along with it your 

hunting skills.  

Prerequisites:  Thr i -kreen, character level 5th. 

Benefits:  You are proficient with the chatkcha. You 

also receive a bonus on Survival checks while hunting 

equal to your Wisdom modifier (add the bonus twice).  

Tokchak  
You have a very strong clutch mentality.  

Prerequisites:  Thr i -kreen. 

Benefits:  Allies adjacent to you gain a +1 bonus to 

Reflex saves. This benefit does not apply when you are 

flat -footed. 

Regional Feats 
Regional feats are feats that require that a character 

belongs to a certain culture, e ither a race or a specified 

Table 3ï6: Racial Feats 
 Feat Prerequisites Benefits 

 Active Glands Thri-kreen Use poisonous bite two additional times per day 

 Advanced Antennae Thri-kreen Gain the Scent ability 

 Blend Thri-kreen Bonus on Hide checks in sandy or arid terrain is increased by +3 

 Blessed by the Ancestors Thri-kreen +1 bonus on all saves 
 Cannibalism Ritual Wis 13, halfling Perform ritual to gain +2 bonus on one physical ability 

 Tikchak Thri-kreen, character level 5th Receive a bonus on Survival checks when hunting equal to Wis 

modifier 

 Dwarven Vision Mul Gain darkvision up to 60 ft. 

 Elfeater Thri-kreen Gain a +2 bonus on selected skills against elves. Get a +1 bonus on 
attack rolls and a +2 bonus to confirm critical hits 

 Improved Gythôsa Thri-kreen, Con 13 Heal wounds at twice the normal rate 

 Tikchak Thri-kreen, character level 5th Receive a bonus on Survival checks when hunting equal to Wis 

modifier. Gain proficiency with the chatkcha 

 Tokchak  Thri-kreen +1 bonus to Reflex saves to allies adjacent to you 
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area. The exact requirements for belonging to a culture are 

for the DM to decide, but a suggested minimum 

requirement is that a character lives with and is exposed 

to a culture for at least five years. Note that a character 

can only take one single regional feat. This is because 

most regional feats are more powerful when compared to 

other feats. 

Artisan  
You come from a culture famo us for its artisans. 

You have a trained eye for detail and ability to focus.  

Prerequisites:  Nibenay, Raam, Urik.  

Benefits:  You get a +3 bonus on all Concentration 

checks and one Craft skill check. 

Astrologer  

Astrologers play an important role in the societ ies of 

their cities. Noble families often employ their expertise to 

plan harvests and other projects, while caravan masters 

hire their services as navigators. 

Prerequisites:  Draj, Nibenay. 

Benefits:  You get a +3 bonus on all Knowledge 

(astronomy) and a +5 bonus to Survival checks made to 

avoid getting lost when able to see the sun, moon or stars. 

Companion 
You excel in collaborative efforts. 

Prerequisites:  Kurn, Tyr.  

Benefits:  When assisting on skill checks and using the 

aid another action you grant a +3 bonus. 

Normal:  When assisting on skill checks and using the 

Aid Another action you grant a +2 bonus.  

Disciplined 

Your people are known for determination and single -

mindedness. You are not easily distracted from the task at 

hand. 

Prerequisites:  Dwarf, Urik.  

Benefits:  You get a +1 bonus to Will saves and a +3 

bonus to Concentration checks. 

Freedom 
You are a citizen of Tyr, known for its freedom heroes 

and freedomɬloving people. When facing danger, Tyrians 

can mobilize a surge of heroism and defeat overwhelming 

odds. 

Prerequisites:  Tyr.  

Benefits:  You may take an extra move action or 

standard action in a round, which must be taken 

immediately (before you take any other actions). You may 

use this feat a number of times per day depending on 

your character level (as shown below), but never more 

than once per round. 

 
Character Level Times per Day 

1stï5th 1 

6thï10th 2 

11thï15th 3 

16thï20th 4 

 

Giant Killer  
Your experience in fighting giants gives you a tactical 

advantage against them. 

Prerequisites:  Sea of Silt. 

Benefits:  You receive a +4 bonus on rolls to confirm 

criticals and a +2 dodge bonus to your AC when fighting 

against creatures with the giant type. 

Jungle Fighter 
You know how to take advantage of the terrain while 

fighting in t he woods. 

Prerequisites:  Forest Ridge, Gulg. 

Benefits:  When fighting in forest terrain, you receive a 

+2 dodge bonus to AC. 

Special: A fighter may select Jungle Fighter as one of 

his fighter bonus feats (PH 38). 

Legerdemain 
Your people are infamous for the ir dubious and 

roguish ways, and in your case the rumors are not 

unfounded.  

Prerequisites:  Elf, Salt View. 

Benefits:  You get a +3 bonus on all Open Locks and 

Sleight of Hand checks. 

Mansabdar 

You belong to the Mansabdar, the feared corrupt 

public police fo rce of Raam. 

Table 3ï7: Regional Feats 
 Feat Prerequisites Benefits 
 Artisan Nibenay, Raam, Urik +3 bonus on Concentration checks and one Craft skill check 

 Astrologer Draj, Nibenay +3 bonus to Knowledge (astronomy) and +5 bonus to Survival checks 

 Companion Kurn, Tyr +3 bonus when using aid another action 

 Disciplined Dwarf, Urik +1 bonus to Will saves and +3 bonus to Concentration checks 

 Freedom Tyr Gain extra move or standard action 
 Giant Killer Sea of Silt +4 bonus to critical rolls and +2 dodge bonus to AC when fighting giants 

 Jungle Fighter Gulg, Forest Ridge +2 dodge bonus to AC when fighting in forests 

 Legerdemain Elf, Salt View +3 bonus to Open Locks and Sleight of Hand checks 

 Mansabdar Raam +3 bonus to Intimidate checks and +1 bonus to Fortitude saves 

 Mekillothead Draj, mul +1 bonus to Will saves and +3 bonus to Intimidate checks 
 Metalsmith Dwarf, Tyr No penalty to Craft checks when crafting items from metal 

 Natureôs Child Gulg, halfling +3 bonus on Knowledge (nature) and Survival checks 

 Paranoid Eldaarich +3 bonus on Sense Motive checks and +1 bonus to Reflex saves 

 Performance Artist Nibenay, Balic, Salt View +3 bonus to Perform checks and Knowledge (local) checks 

 Tarandan Method Raam Add 2 to the save DC of powers from your discipline 
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Prerequisites:  Raam. 

Benefits:  You get a +3 bonus on all Intimidate checks 

and a +1 bonus to Fortitude saves. 

Mekillothead 
Your people are an obstinate folk known for 

stubbornness and ill temperedness. 

Prerequisites:  Draj, mul.  

Benefits:  You get a +1 bonus to Will saves and a +3 

bonus to Intimidate checks. 

Metalsmith 

You have learned how to work with iron and other 

metals to full effect. 

Prerequisites:  Dwarf, Tyr.  

Benefits:  You suffer no penalty to Craft checks when 

crafting items from me tal. Put the item's price in silver 

pieces when calculating creation time. 

Normal:  You suffer a ɬ5 penalty to Craft checks when 

crafting items from metal. Put the item's price in ceramic 

pieces when calculating creation time. 

Natureõs Child 

Your culture re veres the sanctity of forest life , hunting, 

and harmony between society and the wild.  

Prerequisites:  Gulg, halfling.  

Benefits:  You get a +3 bonus on all Knowledge 

(nature) and Survival checks. 

Paranoid 
Your culture is xenophobic and mistrusting, always 

expecting the worst. 

Prerequisites:  Eldaarich. 

Benefits:  You get a +3 bonus on all Sense Motive 

checks and a +1 bonus to Reflex saves. 

Performance Artist 
Your culture is famous for one or more performing 

arts (drama, poetry, music, or dance) with roots in 

historical events, legends and mythology. 

Prerequisites:  Balic, Nibenay, Salt View. 

Benefits:  You get a +3 bonus to a specific type of 

Perform checks and Knowledge (local) checks for your 

region. 

Tarandan Method  
You have mastered the teachings of Tarandas, the 

Grey Lady, who  first codified the psionic disciplines. The 

powers you manifest from your chosen discipline are 

harder to resist. 

Prerequisites:  Raam. 

Benefits:  Add 2 to the save DC of powers from your 

chosen discipline. 

Religion 
On Athas, true gods doÕɀÛɯÌßÐÚÛȮɯÉÜÛɯÛÏÐÚɯÍÈÊÛɯÏÈÚɯÕÌÝÌÙɯ

stopped its inhabitants from having faith and re ligions. 

Most devote themselves to a specific e lement, others to 

nature as a whole, and a few others pray to their sorcerer-

kings. 

A pterran psychic warrior who prays to Ear th Mother 

and a thri-kreen druid often share the same world views, 

even though their faiths are not exactly the same. An elf 

rogue devotee of the element of Air and an aarakocra Air 

cleric are members of the same religion: they may differ in 

many respects, certainly in alignment and ethics, but they 

do not see re ligion as one of the lines dividing them. 

Race and Religion:  The re ligions of Athas are not, in 

general, racially based. Only pterrans, ssurrans, and a few 

other races have re ligions that are rarely practiced by 

members of other races. The other races share a number of 

re ligions that welcome clerics and adherents of all races 

and origins. 

The Elements  
Elemental magic is a common source on Athas. Due to 

the connection between Athas and the elemental planes, 

the powerful beings that dwell there will aid individuals 

ÖÕɯ ÛÏÈÚɯÐÍɯÛÏÌàɯ×ÓÌËÎÌɯÛÖɯÚÜ××ÖÙÛɯÛÏÌÐÙɯ×ÈÛÙÖÕɀÚɯÌÓÌÔÌÕÛȭɯ

Elemental priests exist in the city-states, in villages in the 

wastes, and along barren tracks of desert and scrub brush. 

Wherever people are found, they can be found 

worshiping the elements. 

Air  

Clerics devoted to Air are found wherever the wind 

ÈÍÍÌÊÛÚɯ×ÌÖ×ÓÌɀÚɯÓÐÝÌÚȭɯ"ÓÌÙÐÊÚɯÖÍɯÈÐÙɯÏÌÓ×ɯÛÏÌÐÙɯÊÖÔÔÜÕÐÛÐÌÚɯ

by using wind turbines to grind grain, by taking the roles 

of seers by listening to the winds, and by bringing 

freedom to elf tribes by never staying in one place and 

going where the wind blows. Worshipers of Air are like 

the wind, their m inds are constantly wandering. They 

rarely seem focused on a current problem or situation. 

The most important principle to clerics of Air is freedom.  

They loathe restrictions on their movement, beliefs, 

practices, even clothing and food. Air clerics rebel against 

any attempts to impose such limitations on themselves or 

others. 

Earth  
Those who worship  earth tend to care about the soil 

and the land. Of all the elemental clerics, they seem to 

take the longest view, knowing that time spent now 

investing n the future can take years to come to fruition. 

They hate defilers more than any other Elemental clerics. 

They find themselves concerned with farming , crop 

rotation, and building projects . Their view of time makes 

them excellent planners. They also deal often with the 

dead, as they see death as a tragic but necessary stage in 

nature's endless chain of life. People will trust that those 

ÉÜÙÐÌËɯÉàɯÛÏÌɯÞÖÙÚÏÐ×ÌÙÚɯÖÍɯ$ÈÙÛÏɯÞÖÕɀÛɯÙÐÚÌɯÍÙÖÔɯÛÏÌɯ

grave. 

Fire 
Of all the elemental clerics, fire is the most 

temperamental. While some are pyromaniacs, burning all 

they can and looking for destruction in all things, most 




