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CC hhaapptteerr  66::  MM aaggiicc  aanndd  PPssiioonniiccss  
 

 

Magic in Athas is re latively scarce and universally 

feared, while psionic powers are a common and accepted 

part of life . This chapter discusses the role of magic in 

Dark Sun, describes the planar cosmology of Athas, and 

includes spells lists and new spells for spellcasting 

characters. In addition, it discusses the re lationship 

between magic and psionics on Athas; power lists and 

new powers are also included in this chapter. 

Magic in Athas 
The abuse of magic has shaped and scarred the world 

of Athas in the past 8,000 years. Because of that magic is 

universally feared and hated by the general populace. 

Wizards are outlaws that are hunted and killed by 

templars. Magic is hard to find, and even low -level spells 

are not easily accessible. 

Spellcasters  
Athasian wi zards drain energy from the surrounding 

soil. The method used labels wizards as defilers or 

preservers. Preservers have the selfɬcontrol to gather 

energy without destroying plants. Those who do not, or 

who feel no remorse about the damage caused, become 

defilers. Defilers leave behind sterile soil and infertile  ash 

when they cast spells. Due to this fact, most wastelanders 

blame wizards for the desert landscape that dominates 

the Tablelands today, and their hatred extends to defilers 

and preservers alike. 

Clerics, druids and rangers, like their counterparts on 

other worlds, cast divine spells. There are no paladins on 

Athas. Unlike most campaign settings, Athas does not 

have any gods to grant spells. Instead, clerics forge a pact 

with a particular e lement, a nd draw their power from the 

elemental planes themselves. Rangers learn to manipulate 

minor nature spirits, druids are granted their powers 

directly from the spirits of the lands, while templars are 

gifted with spell by their sorcerer -kings. 

The Corruption  of  Power 
Defilers leave behind an ashen circle when casting 

spells. The radius is 5 ft. x spell slot level expended (a 0-

level spell defiles a single 5-ft. square occupied by the 

caster). Creatures except the defiler caught within the 

defiling radius at c asting time experience pain and suffer 

a ɬ1 penalty to all attack rolls, weapon damage rolls, 

saving throws, skill checks, and ability checks for 1 round. 

Plant creatures also suffer 2 hp damage x spell slot level 

expended (a 0-level spell inflicts 1 hp da mage). 

Defiler's ash is black and totally devoid of life -giving 

properties. It is the te lltale sign of wizardry. Nothing 

grows in a defiled area for years. Even if the defiler's ash 

moves with the wind, the ground remains a life less scar. 

A defiler cannot preserve, but a preserver can defile if 

desperate. 

When defiling, a wizard can extend the casting time of 

her spells to 1 round and gain a +1 bonus to caster level. 

Her defiling radius increases by 5 ft. Spells with a normal 

casting time of 1 round or long er require an extra round 

to be cast in this manner. Experienced defilers often 

increase their spellcasting power further through Raze 

feats (see Chapter 3: Heroic Characteristic). 

The Road to Corruptioné And Redemption 
Arcane casters who defile must roll a Will save DC 10 

+ spell level + amount of times previously defiled. Failing 

this save, they become defilers. Preservers succeeding the 

save lose their preserver status and become tainted. 

Tainted wizards are not defilers, but risk becoming so. 

Tainted wizards may seek redemption from a druid. The 

druid, if willing and able, can cast a conversion spell on the 

tainted wizard, restoring her preserver status (reset the 

number of times defiled t o zero). The wizard loses 100 XP 

per arcane spellcaster level. Defilers can also seek 

redemption, but lose 1000 XP per arcane spellcaster level. 

Usually the defiler must undertake a quest or otherwise 

demonstrate a true willing ness to redeem herself before 

the druid casts the conversion spell. 

Terrain Modifiers  
Terrain types affect arcane magic depending on the 

amount of plant life available. Barren and desolate 

terrains weaken spells, while fertile  and abundant terrains 

boost spells. Spell save DCs and caster level checks are 

affected as indicated in Table 6ɬ1: Terrain Modifiers.  

The Obsidian Plains are completely devoid of plant 

life . If arcane spellcasters have no alternative energy 

sources, or magical items such as wands, they are unable 

to cast spells in this terrain.  

 

Table 6ɬ1: Terrain Modifiers  
Terrain 
Type 

Examples Spell DC 
Modifier  

Caster Level 
Check Modifier 

Desolate Salt flats, sea of 

Silt  

ï2 ï2 

Barren Boulder fields, 

stony barrens, 
scrublands 

ï1 ï1 

Infertile Cities, rocky 

badlands, stony 

barrens, scrubland 

+0 +0 

Fertile Verdant plains, 
savannahs, 

swamps, mud 

flats 

+1 +1 

Abundant Forests, oceans, 

gardens 

+2 +2 
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Spellbooks  
 ÛÏÈÚÐÈÕɯ ÞÐáÈÙËÚɯ ÊÖÕÊÌÈÓɯ ÛÏÌÐÙɯ ɁÚ×ÌÓÓɯ ÉÖÖÒÚɂɯ ÍÙÖÔɯ

templars, rival wizards and others with ability to discern 

them for  what they are. Spell books take many forms, 

including animal hides, stone and clay tablets, bone 

staves, knotted giant hair and necklaces of colored beads. 

Wizards use different, often personalized codes and 

systems for organizing their spells. 

The DisguiÚÌɯÚÒÐÓÓɯÔÈÚÒÚɯÈɯÚ×ÌÓÓɯÉÖÖÒɀÚɯÛÙÜÌɯÕÈÛÜÙÌȭɯ

Someone inspecting the spell book must win an opposed 

Spellcraft vs. Disguise check to identify it as such. Every 

time a new spell is added, a spell book must be disguised 

anew. Unless in a hurry, a wizard normall y takes 20 on 

this check. 

Services 
Arcane magic, due to its universal loathing by the 

general populace, is almost never offered for sale. 

Regardless, there exist some avaricious black souls that 

sell their abilities to casts spells for money. They are 

mostly found outside the city -states, among the villages 

dotting the wastelands or living in the tribes trying to 

survive by raiding every unfortunate that crosses their 

path. 

On the other hands, divine spellcasters show less 

reticence using their powers to call upon the elements for 

ÛÏÌɯÉÌÕÌÍÐÛÚɯÖÍɯÖÛÏÌÙÚȭɯ3ÏÌàɯÚÛÐÓÓɯËÖÕɀÛɯÖÝÌÙÛÓàɯÜÚÌɯÛÏÌÚÌɯÐÕɯ

the city -states as the sorcerer-kings and their templars 

ËÖÕɀÛɯÓÐÒÌɯÛÖɯÚÌÌɯÚÜÊÏɯÈɯ×ÖÞÌÙɯÕÖÛɯÜÕËÌÙɯÛÏÌÐÙɯÊÖÕÛÙÖÓɯ

flaunted under their nose for all to see. 

Securing the services of an arcane or divine spellcaster 

is often difficult, requiring time spent on Knowledge 

(local) and Gather Information checks just to locate such 

an available and willing spellcaster. Pricing  for such 

services, if available, is found on Table  XɬX in Chapter 5: 

Equipment . 

Communication 
Most forms of nonmundane communications are done 

psionically on Athas (see Psionics in Athas ), although 

most Veiled Alliance members usually have these kind of 

spells easily available. Air clerics also fill this role with 

spells such as sending and whispering wind. 

Healing 
Though magical healing is prohibitively expensive for 

most Athasians, many Water clerics have many trained in 

the mundane art of healing. These clerics use the Heal 

skill to treat disease, injuries, and poison effectively and 

even treat sunburn and heatstroke, although some sort of 

donation to their temple is required befo re the service is 

performed.  

Transportation  
Arcane magical te leportation, such as teleport and 

dimension door, is very hard to find due to the ban  on 

magics. Some elemental clerics have similar abilities, such 

as storm legion, waterways, and spirit of flame, which they 

usually reserve for members of their faith and nobles who 

are in most need of them. 

Other Services  
Since arcane magic is universally feared and loathed, 

forms to detect arcane casters are high on demand, e ither 

in arcane or divine nature.  City druids are hard to find, 

and most veiled ones are too distrustful of other arcane 

users to openly sell this kind of service. Those interested 

have to re ly on chasseurs (see Prestige Class Appendix 1) or 

greedy templars or reckless defilers for that. 

Goods  
Magic items are no harder to create in Athas, but there 

are less spellcasters making them. Most city-states have 

banned all types of arcane magic, and clerics are barely 

tolerated by the templars, and vice -versa. In general, 

magic items are harder to find and purchase in Athas than 

describer on #ÜÕÎÌÖÕɯ,ÈÚÛÌÙɀÚɯ&ÜÐËÌ. This difference is 

reflected in the adjustments to the Cp limit for smaller 

settlements, as shown on the following table. 

 
Town Size Cp Limit  Minor items 

Thorp 20 Cp None 
Hamlet 50 Cp None 

Village 100 Cp 1stïlevel scroll, 

0ïlevel potion 

Small town 400 Cp 2ndïlevel scroll, 

1stïlevel potion 
Large town 1,500 Cp 3rdïlevel scroll, 

2ndïlevel potion 

1stïlevel wand 

Small city 7,500 Cp 4thïlevel scroll, 

3rdïlevel potion 
1stïlevel wand 

Large city 20,000 Cp 5thïlevel scroll, 

3rdïlevel wand 

Metropolis 50,000 Cp Any 

 

Planes of Existence 
Athas has its own Material Plane, enfolded by three 

coexistent transitive planes: the Astral Plane, just as in the 

core D&D  cosmology (see Chapter 5 of the Dungeon 

,ÈÚÛÌÙɀÚɯ&ÜÐËÌ); the Gray; and the Black. However, some 

planes from the standard D&D cosmology do not exist at 

all in Athas. 

The Elemental and Paraelemental Planes have an 

interesting connection with Athas. These planes have 

been involved for ages in a battle known as the Unseen 

War. Forces from the Elemental Planes have joined to 

attack those of the Paraelemental Planes for an important 

reason: the tides of battle effect the quantity of e lemental 

and paraelemental material on Athas. When Magma wins  

a battle, a volcano will erupt, spewing more material into 

the Material Plane. This re lationship makes things on 

Athas different than on other worlds. The Elemental and 

Paraelemental Planes have a direct re lationship with the 

very structure of Athas.  
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Athasian Plane D&D Equivalent 

The Gray Ethereal Plane 
Negative Energy Plane 

The Black Plane of Shadow 

Elemental and Paraelemental Planes Elemental Planes 

Positive Energy Plane 

Deep Gray Outer Planes 

The Black  
Most men call it shadow, that dark stain visible only as 

an absence: the cold gloom cast upon the ground when their 
bodies block the light of the crimson son. Wiser minds 

referred to it as the Black, and they knew that it separated 
everything that existed from everything that did not. It 

lurked just beneath the surface of all things, like a leathery 
shell of some great egg, buried shallow and about to hatch. 
Outside lay the barren mountains, the endless sand wastes, 

and the bleak, windswept plains that were the world of 
Athas. Inside lay the Hollow, filled with the languid 

albumin of nothingness. 
ɮ3ÏÌɯ"ÌÙÜÓÌÈÕɯ2ÛÖÙÔ 

 

The Black is a coterminous and coexistent plane that 

resides next to Athas. It is a reflection of the Prime 

Material Plane and shows what exists by way of negative 

space. For as long as Athasians have realized the power of 

the shadows the Black has been used, whether magically, 

psionically, or mundanely. The landscape of the Black is 

in constant flux, spells and psionic powers draw power 

from the planes, and due to the reflexive nature of the 

plane, changes on Athas cause changes in the Black. 

The power and energy from the Black comes from its 

connection to the Material Plane of Athas. Shadows show 

what exist by absence. Shadows are negative space that 

shows existence through a negative. The Black exists 

where shadows are, and as its own plane. The Black 

contains not only the negative space from the reflections 

of existing objects, but also the potential of what all those 

things could be. Within the Black, all the things that could 

be are, but they are reflections, and have no substance, not 

existence, no life . When creatures used the Black to fuel 

their abilities, they are drawing on this potential and 

giving it a reality. The Black is not only the reflection of 

what is on Athas, but also the reflection of what could be. 

Powerful spellcasters have investigated the power of 

exploiting this potentiality to great effect. Rumors of a 

place beyond the Black, where not even reflections of 

reality exist are true. The Hollow is a plane outside of 

space and time. It is nonɬexistence, and it is here that the 

Champions trapped Rajaat during the Rebellion.  

Because of this, the landscape of the Black is 

constantly in motion, and never settled. It is at once a 

reflection of what is, and all the things th at could be. The 

landscape resembles Athas, and there is a definite up and 

down, ground and sky, buildings, trees, rivers, and seas. 

However, all these things change and warp constantly. 

Gravity here exists, but only if one wishes it to.  

Within the Black t here are creatures that once lived on 

Athas. The halfling servants of the Warbringer were 

thrown into the Black during the Rebellion. To this day, 

they remain bodily within the Black, and are only able to 

interact with Athas through manipulating shadows. A lso 

within the Black is the body of King Tithian of Tyr, his 

spirit trapped within the Cerulean Storm. When Rajaat 

was freed from the Hollow, he imprisoned Andropinis 

within the Black where he remains unable to escape from. 

Creatures native to the Black are few, but rumor has it 

that deep within the depths are possibilities of what could 

be, for both good and ill, and that these things sleep, 

unless someone awakens them. Terror could be unleashed 

on Athas if these things were given form outside the 

depths of the Black. 

The Black has the following traits: 

 

 Subjective directional gravity.  

 Magically morphic. Certain spells (those with the 

shadow descriptor, those that draw on the Black) 

modify the base material of the Black. The utility 

and power of these spells within the Black make 

them particularly useful for explorers and natives 

alike. 

 Cold aligned: The dark nature of the Black brings 

numbing cold to all who visit. Without proper 

protections, creatures within the Black must make 

a Fortitude check every round (DC 20). Those who 

fail their save take 1d4 points of Strength damage, 

1d6 nonɬlethal damage, and are numbed for one 

round. Those that make their save take 1 point of 

Strength damage, and 1 point of nonɬlethal 

damage. Creatures immune to cold, and those that 

have cold resistance of 10 or greater do not need to 

make these checks. 

 Mildly neutral ɬaligned. 

 Enhanced magic. Spells with the shadow 

descriptor are enhanced when within the Black. 

Such spells are cast as though they were prepared 

with the Maximize S ×ÌÓÓɯÍÌÈÛȮɯÛÏÖÜÎÏɯÛÏÌàɯËÖÕɀÛɯ

require the higher spell slots. 

Furthermore, specific spells become more powerful on 

the Black. Shadow conjuration and shadow evocation 

spells are 30% as powerful as the conjurations and 

evocations they mimic (as opposed to 20%). Greater 

shadow conjuration and greater shadow evocation are 70% 

as powerful (not 60%), and a shades spell conjures at 

90% of the power of the original (not 80%). 

 Impeded magic. Spells that use or generate light or 

fire may fizzle when cast within the Black. A 

spellcaster attempting a spell with the light or fire 

descriptor must succeed on a Spellcraft check (DC 

20 + the level of the spell). Spells that produce light 

are less effective in general, because all light 

sources have their ranges halved within the Black. 

 

The Black Inhabitants:  Black-touched creature 

(template), psi-shadow, shadow, shadow giant, shadow 

mastiff. 

Monster Manual III: Night twist, shadesteel golem. 
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Monster Manual IV: Skiurid.  

Planar Handbook: Shadow je lly, void ooze. 

Example Black Site: Shadow People Settlement  
The shadow people were trapped within the Black 

when Rajaat was trapped within the Hollow. They tend to 

stay close to the Pristine Tower when on Athas; however, 

in the Black they stay close to the reflection of the Pristine 

Tower since this is where the shadow people raise their 

young, within the Steeple of Crystals. 

The Elemental Plane of Air  
òI just hung there, unable to move. It wasnõt until a small 
bird came and helped me that I was able to find my way.ó 
ɮ%ÙÌÚÛÐÈÕɯ'ÖËÙÈȮɯ×ÓÈÕÈÙɯÌß×ÓÖÙÌÙɯÖÍɯÛÏÌɯ&ÙÌÌÕɯ ÎÌɯÐÕɯ

his diary  

 

The Elemental Plane of Air is vast expanse of sky with 

nothing above and nothing below. The Elemental Plane of 

Air is t he most comfortable and survivable of the 

Elemental Planes, and it is the home of all types of 

airborne creatures. Indeed, flying creatures find 

themselves at a great advantage on this plane. While 

travelers without flight can survive easily here, they are  at 

a disadvantage. Because they cannot move unless acted 

upon by others, nonfliers simply float in the air, unable to 

move. 

Cities in the Elemental Plane of Air are vast floating 

fortresses composed of clouds and walls of wind. While 

non-natives will find  these disorienting and weird, 

denizens of the plane have little  trouble navigating the 

streets of these floating cities. 

Armies of Air are strange indeed. While many Air 

e lementals are naturally invisible, e lemental beasts and 

incarnations soar within the  ranks. They may seem like 

smaller numbers than are actually there by sight, but the 

Armies of Air make a fearsome and terrible noise as they 

approach. If traveling on the plane, one should flee from 

the sound of great rushing wind, and thunderclaps that 

have no clouds or lightning.  

The Elemental Plane of Air has the following traits.  

 Subjective directional gravity. Inhabitants of the 

×ÓÈÕÌɯËÌÛÌÙÔÐÕÌɯÛÏÌÐÙɯÖÞÕɯɁËÖÞÕɂɯËÐÙÌÊÛÐÖÕȭɯ

Objects not under the motive force of others do 

not move. 

 Air -dominant.  

 Enhanced magic. Spells and spell-like abilities 

that use, manipulate, or create air (including 

spells of the Air domain) are both empowered 

and enlarged (as if the Empower Spell and 

Enlarge Spell metamagic feats had been used on 

ÛÏÌÔȮɯÉÜÛɯÛÏÌɯÚ×ÌÓÓÚɯËÖÕɀÛɯÙÌØÜÐÙÌɯhigher -level 

slots). 

 Impeded magic. Spells and spell-like abilities 

that use or create earth (including spells of the 

Earth domain and spells that summon earth 

e lementals or outsiders with the earth subtype) 
are impeded. 

The Elemental P lane of Air Inhabitants:  Air drake, 

air e lemental (all), Air e lemental beast, Air incarnation, 

Air mephit, arrowhawk, belker, djinni (genie).  

Monster Manual III: Storm elemental. 

Monster Manual IV: Cyclonic ravager. 

Planar Handbook: Air e lementite swarm, xac -yij 

(energon). 

Sandstorm: Dust twister, sulphur mephit.  

The Elemental Plane of Earth  
òThe noise was of an earthquake, so loud and terribly 

wonderful. The grasping maws of the creatures there were 
made of iron and worse, and when they found me, I 

thought I was done for.ó 
ɮ3ÈÕØÜÌɯ&ÖÓËÌÕɯ3ÖÕÎÜÌȮɯÙÌÊÖÜÕÛÐÕÎɯÈɯÉÈÕÐÚÏÔÌÕÛɯÛÖɯ

the Plane of Earth he endured while seeking an audience 

with the King of Hogalay.  

 

The Elemental Plane of Earth is a plane of solid stuff. 

An unwary and unprepared traveler may find himself 

entombed within this vast solidity of material and have 

his body crushed into powder  so all that is left is dust to 

stand as a warning to any foolish enough to follow.  

Despite its unyie lding nature, the Elemental Plane of 

Earth is varied in its consistency, ranging from relatively 

soft soil to veins of heavier and more valuable metal. 

Moving within the areas of softer soil will lead to the 

occasional isolated pocket of air. These locations typically 

have settlements in them for interacting with and talking 

to non-natives. The Lords of the Elemental Plane of Earth 

ÜÕËÌÙÚÛÈÕËɯÛÏÌÐÙɯÍÖÓÓÖÞÌÙÚɯÖÕɯ ÛÏÈÚɯÈÙÌÕɀÛɯÈÚɯÏÈÙËàɯÈÚɯ

they, and when they seek an audience, it will be here. 

When off to war, the inhabitants of the Plane of Earth 

come like an earthquake. Their forms are the earth itself, 

so all manner of stone, metal, gems, soil and sand rush 

forward to meet their foes. Earth is the most patient of the 

Elemental Planes, however, and a sign of surrender or 

intentions of peace will typicall y be accepted, even if only 

for a short while.  

The Elemental Plane of Earth has the following traits. 

 Earth-dominant.  

 Enhanced magic. Spells and spell-like abilities 

that use, manipulate, or create earth or stone 

(including those of the Earth domain) are both 

empowered and extended (as if the Empower 

Spell and Extend Spell metamagic feats had been 

ÜÚÌËɯÖÕɯÛÏÌÔȮɯÉÜÛɯÛÏÌɯÚ×ÌÓÓÚɯËÖÕɀÛɯÙÌØÜÐÙÌɯ

higher -level slots). Spells and spell-like abilities 

that are already empowered or extended are 

unaffected by this benefit.  

 Impeded magic. Spells and spell-like abilities 

that use or create air (including spells of the Air 

domain and spells that summon air e lementals 
or outsiders with the air subtype) are impeded.  
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The Elemental P lane of Earth Inhabitants:  Crystal 

spider, Earth drake, Earth e lemental (all), Earth e lemental 

beast, Earth incarnation, Earth mephit, pit snatcher, salt 

mephit, styr.  

Monster Manual III: Avalancher, omnimental.  

Monster Manual IV: Blackrock triskelion.  

Planar Handbook: Earth e lementite swarm. 

The El emental Plane of Fire 
òIt was beautiful. Everything was burning, burning 
burning. It seemed it would never go out!ó 

ɮ2×ÈÙÒȮɯÞÖÙÚÏÐ×ÌÙɯÖÍɯ%ÐÙÌɯÈÕËɯ×àÙÖÔÈÕÐÈÊ 

 

The Elemental Plane of Fire is a nightmare to behold. 

The ground is nothing more than great, ever shifting 

plates of compressed flame. The air ripples with the heat 

of continual firestorms. The oceans are made of liquid 

flame. Yet, many creatures call this place home. Non-

natives who lack protection from fire will find themselves 

nothing more than cind ers within minutes if not seconds. 

Fire burns here without fuel or air, and flammables 

brought onto the plane are ignited and consumed. The 

cities of this plane are constructed of compressed flames 

and heavy metals, like brass. The Lords of Fire are some 

of the most volatile , yet weakest rulers of the Elemental 

Planes. Their passion burns like everything else and they 

change their minds in a flash. Beware the traveler who 

makes a deal with the Lords of Flames as the contract may 

go up in smoke. 

Armies of Fire are masked by the rolling smoke that 

heralds their approach, and they radiate heat that will 

burn those that come too close. Travelers on the plane 

should flee if they encounter a war party, as Fire delights 

in setting those unburned alight.  

The Elemental Plane of Fire has the following traits.  

 Fire-dominant.  

 Enhanced magic. Spells and spell-like abilities 

with the fire descriptor are both maximized and 

enlarged (as if the Maximize Spell and Enlarge 

2×ÌÓÓɯÏÈËɯÉÌÌÕɯÜÚÌËɯÖÕɯÛÏÌÔȮɯÉÜÛɯÛÏÌɯÚ×ÌÓÓÚɯËÖÕɀÛɯ

require higher -level slots). Spells and spell-like 

abilities that are already maximized or enlarged 

are unaffected by this benefit. 

 Impeded magic. Spells and spell-like abilities 

that use or create water (including spells of the 

Water domain and spells that summon water 

e lementals or outsiders with the water subtype) 
are impeded. 

The Elemental Plane of F ire Inhabitants:  Azer, Fire 

drake, Fire e lemental (all), Fire e lemental beast, Fire 

incarnation, efreeti (genie), hell hound, magmin, fire 

mephit, rast, salamander (all), thoqqua. 

Monster Manual III: Cinder swarm, conflagration ooze, 

omnimental.  

Monster Manual IV: Holocaust disciple, inferno spider.  

Planar Handbook: Fire e lementite swarm, xac-yel 

(energon). 

 

The Elemental Plane of Water 
òIt is a source of fiction, I tell you! That much water canõt 
possibly exist. Youõve spent too much time in the sun!ó 
ɮ1ÈÒɀÛÐɀ×ÖȮɯÝÖÊÈÓÐáÐÕÎɯÏÐÚɯËÐÚÉÌÓÐÌÍɯÐÕɯÈɯÞÈÛÌÙɯÊÓÌÙÐÊɀÚɯ

sermon 

 

The Elemental Plane of Water is a sea of green and 

blue. Lacking a floor or a surface, it is an entire ly fluid 

environment lit by a diffuse glow. It is one of the more 

hospitable of the Elemental Planes once a traveler figures 

out how to breathe. 

The eternal oceans of this plane vary between ice cold 

and boiling hot, between saline and fresh. The water is 

constantly in motion, wracked by currents and tides. The 

×ÓÈÕÌɀÚɯ×ÌÙÔÈÕÌÕÛɯÚÌÛÛÓÌÔÌÕÛÚɯÍÖÙÔɯÈÙÖÜÕËɯÉÐÛÚɯÖÍɯÊÖÙÈÓɯ

and other drifting things suspended within this endless 

liquid. These settlements drift on the tides of the 

Elemental Plane of Water. 

Armie s of the Elemental Plane of Water are strange 

and surprisingly plentiful. Within the waves that are 

water e lementals ride fearsome aquatic creatures, from 

sharks to kraken. The armies of the plane are aware when 

an intruder lurks, and if one is injured in battle, the scent 

of blood will travel for miles, attracting more and more 

creatures to devour the interloper. 

The Elemental Plane of Water has the following traits. 

 Subjective directional gravity. The gravity here 

works similar to that of the Elemental Pl ane of 

Air. But sinking or rising on the Elemental Plane 

of Water is slower (and less dangerous) than on 

the Elemental Plane of Air. 

 Water-dominant.  

 Enhanced magic. Spells and spell-like abilities 

that use or create water are both extended and 

enlarged (as if the Extend Spell and Enlarge Spell 

metamagic feats had been used on them, but the 

Ú×ÌÓÓÚɯËÖÕɀÛɯÙÌØÜÐÙÌɯÏÐÎÏÌÙ-level slots). Spells and 

spell-like abilities that are already extended or 

enlarged are unaffected by this benefit. 

 Impeded magic. Spells and spell-like abilities 

with the fire descriptor (including spells of the 

Fire domain) are impeded. 

The Elemental Plane of Water Inhabitants:  Ooze 

mephit, Water drake, Water e lemental (all), Water 

incarnation, Water e lemental beast, Water mephit, 

tojanida (all). 

Monster Manual III: Chraal, omnimental. 

Monster Manual IV: Waterveiled assassin. 

Planar Handbook: Water e lementite swarm, xac-yorst 

(energon). 
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The Gray  
òDo not try to take energy from life, for there is none to be 

had here. Rather, feel the Gray, and its power. Thereõs 
more might there than in any tree.ó 

ɮ Gretch, instructing students  

 

When a character enters the Gray (as Tithian does in 

The Obsidian Oracle), its vast emptiness stretches out 

ÉÌÍÖÙÌɯÏÐÔȭɯ(ÛɯÊÈÕɯÉÌɯÌßÛÙÌÔÌÓàɯÏÈÙËɯÛÖɯÒÌÌ×ɯÖÕÌɀÚɯÉÌÈÙÐÕÎɯ

in the Gray, especially without a reference point. 

Distances are hard to determine, and even figuring out 

which direction one is moving can be a challenge! 

The Gray is coexistent with the Material Plane but 

separate from the Elemental Planes. The Material Plane 

itself is visible from the Gray, but it appears muted and 

indistinct, its colors blurring into each other and its edges 

turning fuzzy. The Gray is usually invisible to those on 

the Material Plane, and creatures in the Gray cannot 

normally attack creatu res on the Material Plane, and vice 

versa. A traveler in the Gray is invisible, incorporeal, and 

utterly silent to someone on the Material Plane. 

3ÏÌɯ&ÙÈàɯÐÚɯÐÕÍÐÕÐÛÌȰɯÔÖÝÐÕÎɯɁÈÞÈàɂɯÍÙÖÔɯÛÏÌɯ,ÈÛÌÙÐÈÓɯ

Plane brings a creature to the negative energyɬinfused 

Deep Gray. 

The Gray has the following traits:  

 No gravity. Gravity does not exist in this plane of 

nothing. There is no concept of up or down in the 

Gray. The effect can be extremely disorienting. 

 Mildly neutral ɬaligned. 

 No Elemental or Energy Traits. The Gray does not 

pose an immediate danger to living creatures 

traveling within it.  

 Enhanced magic. In the Gray, a wizard can draw 

energy for a spell from an incorporeal undead 

(whether or not it has been forced into corporeal 

form). So potent is the undead that it acts as a 

battery of energy. As part of casting a spell, a 

wizard can make a touch attack against the 

undead, dealing 1d6 points of damage per level of 

the spell to be powered by its energy. This touch 

attack is a free action that provokes attacks of 

opportunity.  

 Impeded magic and psionics. Spells and powers 

that draw upon the power of the Black are 

completely useless, for there is no light or shadow 

in the Gray. Spells and powers of the shadow 

subschool or with the light or darkness descriptors 

fail, absorbed into the surroundings. This light 

absorption does not affect psionic displays, which 

are visible as normal. 

Since the Gray contains no plant life , wizards in the 

Gray cannot draw magic for their spells. Items that 

contain magical charges (rods, staves, wands and 

scrolls) still function, as the energy powering the 

magical effect is contained within the item.  

 Low visibility. Visibility is reduced to twilight 

levels, but the dimness does not grant concealment 

to creatures. Low-light vision and darkvisi on 

ÍÜÕÊÛÐÖÕɯÕÖÙÔÈÓÓàȭɯ ɯÊÙÌÈÛÜÙÌɀÚɯÙÈÕÎÌɯÖÍɯÝÐÚÐÖÕɯÛÖɯ

the Material Plane is limited to 60 feet in any 

direction. 

Living, corporeal creatures cast a faint glow that, 

though perceptible, fails to illuminate any of the ashen 

drear of the Gray. However, the wa rm body of a living 

creature appears as a beacon, visible up to a mile and 

often drawing spirits near (as Tithian discovers in The 

Obsidian Oracle). 

 Restricted movement. Creatures move at half 

speed in the Gray, though they may move in any 

direction. 

 Alter able morphic. The plane contains little  to alter, 

however. 

 

The Gray Inhabitants:  See Terrors of the Deadlands. 

Monster Manual III: Cadaver collector, dust wight, salt 

mummy.  

Monster Manual IV: Defacer, plague walker. 

Monster Manual V: Sanguineous drinker, skull lord.  

Sandstorm: Ashen husk, dry lich, forlorn husk.  

 

The Deep has the following traits: 

 Major negativeɬdominant. Some areas within the 

plane have only the minor negative ɬdominant trait, 

and these islands tend to be inhabited. 

 Spells and spellɬlike abilities that use negative 

energy are maximized (as if the Maximize Spell 

metamagic feat had been used on them, but the 

Ú×ÌÓÓÚɯËÖÕɀÛɯÙÌØÜÐÙÌɯÏÐÎÏÌÙɬlevel slots). Spells and 

spellɬlike abilities that are already maximized are 

unaffected by this benefit. Class abilities that use 

negative energy, such as rebuking and controlling 

undead; gain a +10 bonus on the roll to determine 

Hit Dice affected. 

 Spells and spellɬlike abilities that use positive 

energy, including cure spells, are impeded. 

Characters on this plane take a ɬ10 penalty on 

Fortitude saving throws made to remove negative 

levels bestowed by an energy drain attack. 

 Vision of the Material Plane becomes more 

obscured the farther one moves into the Deep 

Gray. Each minute a traveler moves deeper, his 

range of vision shrinks by 10 ft. (min 10 ft). 

 Deep Gray: Returning to the part of the Gray 

coexistent with the Material Plane takes 1d10 

minutes. Finding a specific object or mindscape 

takes 1d10 × 100 hours. 

 

The Deep Gray Inhabitants:  See Terrors of the 

Deadlands. 

Example Gray Site: Qwithõs Laboratory. 
Existing partially within the Prime Material Plane on 

the Deadlands, and also within the Gray, Qwith, former 

student and researcher of Rajaat looks for ways to 

increase her power and fight  off the other Dead Thrones 

of the Obsidian Planes, and also fight off the Bugdead 

Hordes. Magical experiments into the nature of the plane, 

as well as experiments that take advantage of the planeɀs 

properties, exist within her laboratory. Travelers who fi nd 



7 

themselves here should flee, as Qwith will do all in her 

power to capture, question, experiment upon and then eat 

ÐÕÛÙÜËÌÙÚȭɯ2ÏÌɯÏÈÚÕɀÛɯÚÌÌÕɯÈɯÓÐÝÐÕÎɯÚÖÜÓɯÐÕɯÛÏÖÜÚÈÕËÚɯÖÍɯ

years, and her interest would spell doom for anyone 

unfortunate enough to blunder into her lair.  

The Mindscape  
òPicture something familiar, something that you wouldnõt 
want to leave. If you are attacked in this way, this will 
help you stay, and not become lost and vulnerable.ó 
ɮ*ÈÓÉɯ#ÌɀÌÝÌØÜÌȮɯÐÕÚÛÙÜÊÛÖÙɯÈÛɯ-ÐÉÌÕÈàɀÚɯ2ÊÏÖÖÓɯÖÍɯ

Augurs  

 

Some spells, powers, and undead abilities enable 

creatures to create mental duplicates of themselves, 

similar to the astral projection spell. In doing so, the 

creature enters a mindscape, a temporary demiplane 

constructed by its mind that floats in the Astr al Plane. 

A mindscape has finite size and is coterminous with 

the Astral Plane. Whenever a creature enters a mindscape, 

its spirit takes a physical fo rm as though the character 

were using astral projection, except the creature cannot 

travel to planes beyond the Astral, and it lacks a silver 

cord; it dies if its spiritually traveling body is slain.  

A character can use a spell or power to form a 

mindscape, in which case it appears as a landmark, 

building, or room important to the creator.  

At the edges of ÈɯÔÐÕËÚÊÈ×ÌȮɯÛÏÌɯ ÚÛÙÈÓɯ/ÓÈÕÌɀÚɯÝÈÚÛɯ

emptiness becomes apparent. A victim of possession is 

often lured, tricked, or coerced from its mindscape and 

into the void, where it is naked and unprotected. 

Separation from a mindscape forces a spiritual traveler to 

make a Will save (DC 20 + the number of previous saves) 

each round or perish, physically and spiritually.  

Mindscapes have the planar traits as normal for the 

ÔÐÕËÚÊÈ×ÌɀÚɯÌÕÝÐÙÖÕÔÌÕÛɯȹÜÚÜÈÓÓàɯÚÖÔÌÞÏÌÙÌɯÍÙÖÔɯÛÏÌɯ

Material Plane), except for alignment traits. 

The Mindscape has the following traits:  

 Mildly aligned. A mindscape is aligned to each 

ÊÖÔ×ÖÕÌÕÛɯÖÍɯÐÛÚɯÊÙÌÈÛÖÙɀÚɯÈÓÐÎÕÔÌÕÛȭ 

 

The Mindscape Inhabitants:  Githyanki, githzerai, 

psurlon. 

Expanded Psionics Handbook: Astral construct (all), 

phthisic, temporal filcher, thought eater, thought 

devourer, thought slayer, unbodied.  

Monster Manual III: Astral stalker, odopi.  

Monster Manual V: Ethereal defilers. 

Planar Handbook: Astral kraken. 

Example Mindscape Site: Klabõs Mindscape 

Training Ground  

The master of a Nibenese Psionics Academy and 

ÚÒÐÓÓÌËɯÛÌÓÌ×ÈÛÏɯ*ÈÓÉɯ#ÌɀÌÝÌØÜÌɯÞÐÓÓɯÛÈÒÌɯÞÖÙÛÏàɯÚÛÜËÌÕÛÚɯ

and allow them to come into his mindscape to train them 

in the art of mental combat. Winner of a thousand psychic 

duels and teacher of hundreds of students, Kalb has 

become adept at showing his students just what a 

ÔÐÕËÚÊÈ×Ìɯ ÊÈÕɯ ËÖȮɯ ÈÕËɯ ÞÏÈÛɯ ÛÏÌɯ ×ÐÛÍÈÓÓÚɯ ÈÙÌȭɯ *ÓÈÉɀÚɯ

mindscape is a noble house outside of Nibenay that he 

grew up in, with a small pool and a meditation hut. The 

rock garden that surrounds the pool is where he tr ains his 

students, using a fraction of his talents to easily whip his 

pupils into shape. 

 

The Paraelemental Plane of Magma 
òIt erupted without warning, and the lava took three of my 
best workers. Itõs put me behind in schedule, and stolen the 

two weeks of life those slaves had felt in their hands.ó 
ɮ&ÙÈÓÒȮɯÈÕɯ4ÙÐÒÐÛÌɯ3ÌÔ×ÓÈÙɯÊÖÔ×ÓÈÐÕÐÕÎɯÛÖɯÏÐÚɯ×ÌÌÙÚ 

 

The Paraelemental Plane of Magma is a vast expanse 

of flowing lava. Different pockets of alternating 

temperatures make some places within the plane harder 

or softer. Occasionally, a pocket of toxic fumes will exist. 

Travelers on the planes who are not native will be burned 

to cinders then crushed under the weight of all that liquid 

stone. 

Cities within the plane are made of obsidian and 

basalt. The hellish landscape leaves little  room for error 

for those travelling here. Passions erupt like volcanoes, 

and violence spews forth in pyroclastic shows of force 

and magic. 

The armies of the plane are fearsome. They drip with 

molten rock burn ing  and crushing  all those in their way. 

They are highly aggressive and militaristic. Those who 

fail their lords are consumed, and their remains return to 

the plane that gave them life. Those travelling here would 

ÉÌɯÉÌÚÛɯÚÌÙÝÌËɯÛÖɯÔÈÒÌɯÛÏÌɯÛÙÐ×ɯÈɯÚÏÖÙÛɯÖÕÌȭɯ(ÍɯÛÏÌàɯËÖÕɀÛȮɯ

the inhabitants of the plane will.  

The Paraelemental Plane of Magma has the following 

traits: 

 Fire and Earth dominant. 

 Enhanced magic. Spells and spell-like 

abilities with the fire or earth descriptor are 

both maximized and enlarged (as if the 

Maximize Spell and Enlarge Spell had been 

ÜÚÌËɯÖÕɯÛÏÌÔȮɯÉÜÛɯÛÏÌɯÚ×ÌÓÓÚɯËÖÕɀÛɯÙÌØÜÐÙÌɯ

higher -level slots). Spells and spell-like 

abilities that are already maximized or 

enlarged are unaffected by this benefit. 

 Impeded magic. Spells and spell-like abilities 

that use or create water (including spells of 

the Water domain and spells that summon 

water e lementals or outsiders with the water 

subtype) are impeded. 

The Paraelemental P lane of Magma Inhabitants:  

Magma drake, Magma half -e lemental, Magma 

incarnation, Magma paraelemental (a ll), Magma 

paraelemental beast. 

Monster Manual III: Omnimental.  

Monster Manual IV: Bloodfire ooze. 

Monster Manual V: Ember guard, magmacore golem. 
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Sandstorm: Glass mephit, lava ooze. 

The Paraelemental Plane of Rain 
òWhen she finished her prayer, clouds came and water fell 
from the sky. It was one of the most amazing experiences 

of my life.ó 
ɮ&ÓÐßÈÙÈȮɯÈɯÛÙÈËÌÙɯÖÕɯÛÏÌ first visit to the Forest Ridge 

 

The Paraelemental Plane of Rain is an endless expanse 

of clouds, lightning and, of course, rain. The plane is not 

uniform, so pockets of peaceful light drizzle give way to 

raging storms that blow with the force of a hurricane. The 

Paraelemental Plane of Rain also has varying 

temperatures, so that one place will have warm, tropical 

rains, while others will have sto rms that are the rarest of 

all on Athas: blizzards. 

Settlements in the plane are made of clouds and ice, 

hardened into vast castles and cities. Lightning jumps 

from structure to structure, and the sound of thunder, 

both from the storms and from the voices of the 

inhabitance, echo for hundreds of miles. A sadness seems 

to infect the plane, as well as an anger that burst like a 

thunderclap. 

The forces of the Plane of Rain are the weakest of all 

the Paraelemental planes. Due to the weakened condition 

of Athas and their connection to the planes, Rain has 

suffered. However, weakest does not mean weak, and to 

withstand the force unleashed by the denizens of the 

planes when off to war is to be electrified, deafened, and 

then to have your flesh ripped by your bones from the 

onslaught of hailstones. Travelers should be prepared to 

make their stay as short as possible. 

The Paraelemental Plane of Rain has the following 

traits: 

 Subjective directional gravity. Inhabitants of 

ÛÏÌɯ×ÓÈÕÌɯËÌÛÌÙÔÐÕÌɯÛÏÌÐÙɯÖÞÕɯɁËÖÞÕɂɯ

direction.  Objects not under the motive force 

of others do not move. 

 Air -dominant.  

 Enhanced magic. Spells and spell-like 

abilities that use, manipulate, or create air or 

water (including spells of the Air or water 

domains) are both empowered and enlarged 

(as if the Empower Spell and Enlarge Spell 

metamagic feats had been used on them, but 

ÛÏÌɯÚ×ÌÓÓÚɯËÖÕɀÛɯÙÌØÜÐÙÌɯÏÐÎÏÌÙ-level slots). 

 Impeded magic. Spells and spell-like abilities 

that use or create earth or fire (including 

spells of the Earth and Fire domains and 

spells that summon earth or fire e lementals 

or outsiders with the earth or fire subtype) 
are impeded. 

The Paraelemental Plane of Rain Inhabitants:  Rain 

drake, Rain incarnation, Rain paraelemental (all), Rain 

paraelemental beast. 

Monster Manual III: Omnimental . 

Planar Handbook: Xac-yaup (energon). 

Sandstorm: Thunderbird.  

The Paraelemental Plane of Silt 
òThe Silt is maddening. It kills crops, it kills slaves, it 
seems to kill everything but those damn giants.ó 
ɮ'ÖÛ×ÖÒÐÙÛȮɯ!ÈÓÐÊɯÕÖÉÓÌɯÈÕd recent victim of a giant  

raid 

 

The Paraelemental Plane of Silt is a powdery fie ld of 

gray that stretches for as far as the eye can see, which is a 

very short distance due to the clouds of silt that blanket 

the plane.. The silt is uniform throughout the plane, so 

one has trouble finding his way, or differentiating 

between this section of Gray Death and that section. 

Settlements within the plane are formed from 

compressed silt into cities. These cities are thriving places 

where creatures re ly on sonar and touch more than any 

other sense. Travelers need some way to survive, due to 

the lack of oxygen, the nature of silt , and the effects of 

Gray Death. 

Being one of the more powerful Paraelemental Planes, 

the Armies of the Silt Lords are fierce. They flow forward 

like a tide . Anything th at they catch is pulled apart and 

ground away by the thousands of tiny particles 

ÚÈÕËÉÓÈÚÛÐÕÎɯÛÏÌɯÔÌÈÛɯÍÙÖÔɯÈɯÝÐÊÛÐÔɀÚɯÉÖÕÌÚȭ 

The Paraelemental Plane of Silt has the following 

traits: 

 Subjective directional gravity. Inhabitants of 

the plane determine their  ÖÞÕɯɁËÖÞÕɂɯ

direction. Objects not under the motive force 

of others do not move. 

  Enhanced magic. Spells and spell-like 

abilities with the acid descriptor are both 

maximized and enlarged (as if the Maximize 

Spell and Enlarge Spell had been used on 

them, buÛɯÛÏÌɯÚ×ÌÓÓÚɯËÖÕɀÛɯÙÌØÜÐÙÌɯÏÐÎÏÌÙ-

level slots). Spells and spell-like abilities that 

are already maximized or enlarged are 

unaffected by this benefit.  

 Impeded magic. Spells and spell-like abilities 

that use or create water (including spells of 

the Water domain and spells that summon 

water e lementals or outsiders with the water 
subtype) are impeded. 

The Paraelemental Plane of Silt Inhabitants:  Silt  

drake, Silt incarnation, Silt paraelemental (all), Silt 

paraelemental beast, Silt weird. 

Monster Manual III: Omnimental. 

Planar Handbook: Xac-yij (energon). 

Sandstorm: Dustform creature (template), sand golem. 
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The Paraelemental Plane of Sun 
òThe Sun is the source of all life, and of death as well. It 
creates and destroys as it sees fit. Know its secrets and it 

will reward you, fail to learn and you will be nothing more 
than bleached bones left on the next dune. ó 
ɮ2ÖÓÈÙÜÚȮɯÈɯÚÜÕɯÊÓÌÙÐÊɯÐÕÚÛÙÜÊÛÐÕÎɯÏÐÚɯÕÌÞɯ×Ü×ÐÓȭ 

 

The Paraelemental Plane of Sun is a vast plane of 

cloudless sky and an enormous sun, with heat and light 

radiating on all. There is no protection from the heat, nor 

do the denizens of the plane care to have it. 

Settlements on the plane are cities of light, radiating 

like the sun on solidified rays of solar energy. While 

different colors exist, the struct ures tend to mimic the sun 

and have a dark red coloring. Every so often a building 

will have prisms, scattering the light into more colors than 

a traveler could imagine. Visitors will want protection 

from the exposure to so much light and heat. 

The Armies of the Sun are blinding forces that radiate 

not only their anger and power, but also cast out any 

shadows or darkness. They travel fast and strike hard, 

vanishing in the blink of an eye, leaving their victims 

blind and burned.  

The Paraelemental Plane of Sun has the following 

traits: 

 Subjective directional gravity. Inhabitants of 

ÛÏÌɯ×ÓÈÕÌɯËÌÛÌÙÔÐÕÌɯÛÏÌÐÙɯÖÞÕɯɁËÖÞÕɂɯ

direction. Objects not under the motive force 

of others do not move. 

 Air and Fire Dominant  

 Enhanced magic. Spells and spell-like 

abilities with the air or fire descriptor are 

both maximized and enlarged (as if the 

Maximize Spell and Enlarge had been used 

ÖÕɯÛÏÌÔȮɯÉÜÛɯÛÏÌɯÚ×ÌÓÓÚɯËÖÕɀÛɯÙÌØÜÐÙÌɯÏÐÎÏÌÙ-

level slots). Spells and spell-like abilities that 

are already maximized or enlarged are 

unaffected by this benefit.  

 Impeded magic. Spells and spell-like abilities 

that use or create water, darkness or shadows 

(including spells of the Water domain and 

spells that summon water e lementals or 

outsiders with the water or shadow or Black 
subtype) are impeded. 

The Paraelemental Plane of Sun Inhabitants:  Sun 

drake, Sun incarnation, Sun paraelemental (all), Sun 

paraelemental beast. 

Monster Manual III: Omnimental.  

Planar Handbook: Xac-yong (energon). 

Spells  
The spellcasters of Athas have access to a number of 

new spells, as detailed below. 

 

Reincarnate: Use the following table for determining 

new incarnations for Athasian characters. 

 
d% Incarnation  Str Dex Con 

01ï05 Aarakocra ï2 +4 +0 

06ï15 Dwarf +0 +0 +2 

16ï25 Elf  +0 +2 ï2 
26ï37 Half-elf ï0 +2 ï0 

38ï47 Half-giant +8 ï2 +4 

48ï57 Halfling ï2 +2 +0 

58ï72 Human +0 +0 +0 

73 Jozhal ï4 +4 ï2 
74ï83 Mul +4 +0 ï2 

84 Nikaal +2 +0 +2 

85ï89 Pterran +0 ï2 +0 

90 Tarek +4 +0 +4 

91 Tari ï4 +4 +0 
92ï99 Thri-kreen +2 +4 +0 

100 Other ? ? ? 

Cleric Spells  
Like their counterparts in the /ÓÈàÌÙɀÚɯ 'ÈÕËÉÖÖÒ, 

Athasian clerics choose spells from a general spell list and 

get bonus spells from domains. Spells in strikeout are 

/ÓÈàÌÙɀÚɯ 'ÈÕËÉÖÖÒ spells that Dark Sun does not make 

available to all clerics. Spells new to this book are marked 

with an asterisk (*). 

 

0ðLevel Cleric Spells (Orisons)  
Create Water: Replaced by create element. 

Create Element*: Create a small amount of patron 

element. 

Detect Element*:  Detect presence of e lement. 

 

1stðLevel Cleric Spells  

Bless Element M *: Makes holy e lement. 

Bless Water: Replaced by bless element. 

Cooling Canopy*:  Summons a cloud to provide shade 

and prevent dehydration.  

Curse Element M*: Makes unholy e lement. 

Curse Water: Replaced by curse element. 

Heat Lash*: Creature suffers 1d4+1 damage and is 

knocked back 5 ft. 

 

2ndðLevel Cleric Spells  

Return to the Earth*:  Turns dead and undead bodies 

into dust.  

 

3rdðLevel Cleric Spells  

Eye of the Storm*:  Protects 30 ft. radius from effects of 

storm for 1 hour/level.  

Light en Load*: Increases Strength for carrying 

capacity only. 

Sand Pit*:  Excavates sand in a 30 ft. wide and 50 ft. 

deep cone. 

Surface Walk*:  Subject treads on unstable surfaces as 

if solid.  

Water Breathing : Replaced by ÞÖÙÔɀÚɯÉÙÌÈÛÏ. 

Water Walking : Replaced by surface walk. 

6ÖÙÔɀÚɯ!ÙÌÈÛÏɖȯ Subjects can breathe underwater, in 

silt or earth. 
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4thðLevel Cleric Spells  

Control Tides*:  Raises, lowers, or parts bodies of 

water or silt.  

Control Water : Replaced by control t ides. 

Curse of the Black Sands*:  Target leaves black oily 

footprints.  

Elemental Armor*:  Armor or shie ld gains 

enhancement bonus and special quality. 

Elemental Weapon*:  Weapon gains enhancement 

bonus and special quality. 

Sand Spray*: Sprays sand or silt as an area attack. 

 

5thðLevel Cleric Spells  

Cleansing Flame*:  1d6/ level fire damage (max 10d6). 

Elemental Strike*:  Smites foes with 1d6/level of 

divine and elemental energy (max. 15d6). 

Flame Strike : Replaced by elemental strike. 

RagestormM*: Summons a storm with high winds, 

hail, and lightning.  

Rangeblade*: Can strike with melee weapons at a 

distance. 

 

6thðLevel Cleric Spells  

Braxatskin*:  Your skin hardens, granting armor bonus 

and damage reduction. 

Rejuvenate*:  Increase the fertility of the land.  

Wall of Stone : Only available through specific 

domains. 

 

7thðLevel Cleric Spells  

Infestation*:  Tiny parasites infect creatures within 

area. 

Elemental Chariot* : Enhances chariot with e lemental 

effects. 

Sands of Time F*: Reverses or accelerates aging of a 

nonɬliving object . 

Unliving Identity MX *:  Transforms a zombie into a 

thinking zombie.  

 

8thðLevel Cleric Spells  

Elemental Storm*:  Deals 1d6 energy damage/level. 

Fire Storm : Replaced by elemental storm. 

 

9thðLevel Cleric Spells  

Greater Elemental Chariot*:  As elemental chariot, but 

with greater effects. 

HeartseekerX*: Creates a deadly piercing weapon. 

Cleric Domains 
The following domains replace those found on 

Chapter 11 of the /ÓÈàÌÙɀÚɯ 'ÈÕËÉÖÖÒ for Athasian 

campaigns. 

 

Broken Sands  

Worshippers:  Magma, Silt 

Class Skill:  Surviva l 

Weapon: Alak.  

Granted Power:  You continually use pass without trace 

as the spell. This is a supernatural ability. 

 

Broken Sands Domain Spells  

1. Sand Pit: Excavates sand in a 10 ft./level wide and 

deep cone. 

2. Curse of the Black Sands: Subject leaves black oily  

footprints.  

3. Sand Spray: Sprays sand or silt as an area attack. 

4. Sand TrapM : You entrap an area of sand. 

5. Sand Flow: You shift the location of sand dunes. 

6. Blade Barr ier: Blades encircling you deal 1d6 

damage/level. 

7. Glass Storm: Creates a whirlwind of broken glass. 

8. Molten:  Melt sand into glass, or rock into magma. 

9. FissureM : Opens a volcanic fissure in natural stone. 

 

Burning Eyes  

Worshippers:  Fire, Sun 

Class Skill:  Spot 

Weapon: Atlatl.  

Granted Power:  You cannot be dazzled or blinded by 

light effects, such as spells with the light descriptor. 

During the day, you gain a competence bonus on Spot 

checks equal to your cleric level. 

 

Burning Eyes Domain Spells  

1. Faerie Fire: Outlines subjects with light, canceling 

blur, concealment, and the like. 

2. Clues of Ash:  8ÖÜɯÙÌÊÌÐÝÌɯÈɯÝÐÚÐÖÕɯÖÍɯÈÕɯÐÛÌÔɀÚɯ

destruction 

3. Continual F lame M : Makes a permanent, heatless 

torch. 

4. Fire Track: Fiery spark follows tracks.  

5. True Seeing: See all things as they really are. 

6. Find the Path: Shows most direct way to a location. 

7. Watch Fire: Spies through campfires within range.  

Ɯȭɯ"ÖÕÍÌÚÚÖÙɀÚɯ%ÓÈÔÌȯ Uses threat of flame to extract 

confession. 

9. Spirit of Flame:  As watch fire, plus you can te leport 

or cast spells through flames. 

 

Cold Malice 

Worshippers:  Rain. 

Class Skill:  Move Silently.  

Weapon: Garrote. 

Granted Power:  You gain your cleric level in cold 

resistance. 

 

Cold Malice Domain Spells  

1. Chill Touch:  One touch/level deals 1d6 damage and 

possibly 1 Str damage. 

2. Chill Metal:  Cold metal damages those who touch 

it.  

3. Ice Storm: Hail deals 5d6 damage in cylinder 40 ft. 

across. 

4. Enervation:  Subject gains 1d4 negative levels. 

5. Cone of Cold:  1d6 cold damage/level. 
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6. Cerulean Hail:  A hailstorm appears and does 3d8 

damage and causes weak creatures to flee. 

7. Freezing Sphere: Freezes water or deals cold 

damage. 

8. Horrid Wilt ing:  Deals 1d6 damage/level within 30 

ft. 

9. Energy Drain:  Subject gains 2d4 negative levels. 

 

Dead Heart  

Worshippers:  Magma, Silt. 

Class Skill:  Intimidate.  

Weapon: Impaler. 

Granted Power:  When dealing with undead, You get a 

+4 bonus on interaction checks (such as Bluff, Diplomacy, 

Intimidate, and Sense Motive). You also gain a +4 bonus 

on turn or rebuke attempts against undead.  

 

Dead Heart Domain Spells  

1. Death Knell:  Kills dying creature; you gain 1d8 

temporary hp, +2 Str and +1 level. 

2. Speak with Dead:  Corpse answers one 

question/two levels. 

3. Animate Dead:  Creates undead skeletons and 

zombies. 

4. Vampir ic Touch:  Touch deals 1d6/two caster levels; 

caster gains damage as hp. 

5. Unliving Identity MX : Turns a mindless animated 

undead into a thinking zombie, skeleton, or exoskeleton. 

6. Gray Beckoning:  Summons gray zombies 

7. Finger of Death:  Kills one subject. 

8. Gray Rift:  A hovering rift to the Gray bolsters 

undead. 

9. Vampir ic Youthfulness:  Increases your lifespan at 

ÛÏÌɯÌß×ÌÕÚÌɯÖÍɯÈÕÖÛÏÌÙɀÚȭ 

 

Decaying Touch  

Worshippers:  Earth, Silt. 

Class Skill:  Knowledge (dungeoneering).  

Weapon: Carrikal.  

Granted Power:  You may use a death touch once per 

day. Your death touch is a supernatural ability that 

produces a death effect. You must succeed on a melee 

touch attack against a living creature (using the rules for 

touch spells). When you touch, roll 1d6 per cleric level 

you possÌÚÚȭɯ(Íɯ ÛÏÌɯ ÛÖÛÈÓɯÈÛɯ ÓÌÈÚÛɯÌØÜÈÓÚɯ ÛÏÌɯ ÊÙÌÈÛÜÙÌɀÚɯ

current hit points, it dies (no save). 

 

Decaying Touch Domain Spells  

1. Return to the Earth:  Turns dead and undead bodies 

into dust.  

2. Rusting Grasp:  Your touch corrodes iron and 

alloys. 

3. Contagion:  Infects subject with chosen disease. 

4. Acid Rain:  Conjures an acidic shower. 

5. Sands of TimeF: Reverses or accelerates aging of a 

nonliving object.  

6. Disintegrate:  Makes one creature or object vanish. 

7. Destruction:  Kills subject and destroys remains. 

8. Power Word, Blind:  Blinds 200 hp worth of 

creatures. 

9. Time Stop: You act freely for 1d4+1 rounds. 

 

Desert Mirage  

Worshippers:  Air, Sun, Water. 

Class Skill:  Search. 

Weapon: Alhulak.  

Granted Power:  You can use a turn attempt to dispel a 

figment or glamer. Make a caster level check against DC 

ƕƕɯǶɯÐÓÓÜÚÐÖÕɀÚɯÊÈÚÛÌÙɯÓÌÝÌÓɯȹÈÚɯÐÍɯàÖÜɯÊÈÚÛɯdispel magic). If 

you are successful, then the illusion is dispelled. 

 

Desert Mirage Domain Spells  

1. Entropic Shie ld:  Ranged attacks against you suffer 

a 20% miss chance. 

2. Glitterdust:  Blinds creatures, outlines invisible 

creatures. 

3. Curse of the Choking Sands:  5ÐÊÛÐÔɀÚɯÛÖÜÊÏɯÛÜÙÕÚɯ

water to dust. 

4. Coat of Mists M : Coalesces a magical mist about the 

ÚÜÉÑÌÊÛɀÚɯÉÖËà. 

5. Shining Sands:  Affected sand reflects light, 

blinding foes. 

6. Mislead: Turns you invisible and creates illusory 

double. 

7. Prismatic Wall:  6ÈÓÓɀÚɯÊÖÓÖÙÚɯÏÈÝÌɯÈÙÙÈàɯÖÍɯÌÍÍÌÊÛÚȭ 

8. Horrid Wilt ing:  Deals 1d6 damage/level within 30 

ft. 

9. Prismatic Sphere: As prismatic wall, but surrounds 

on all sides. 

 

Drowning Despair 

Worshippers:  Rain, Water. 

Class Skill:  Swim. 

Weapon: Net. 

Granted Power:  You do not suffer armor check 

penalties and encumbrance penalties to Swim checks. 

Turn or destroy water creatu res as a good cleric turns 

undead. Rebuke, command, or bolster water creatures as 

an evil cleric rebukes undead. 

 

Drowning Despair Domain Spells  

1. Cause Fear: One creature of 5 HD or less flees for 

1d4 rounds. 

2. Surface Tension: Affected water acquires r ubbery 

surface 

3. Control Tides:  Raises, lowers or parts bodies of 

water or silt.  

4. Lungs of Water:  "ÖÕÑÜÙÌÚɯÞÈÛÌÙɯÐÕÚÐËÌɯÝÐÊÛÐÔɀÚɯ

lungs. 

5. Water Trap: Body of water becomes death trap. 

6. Drown on Dry Land:  Targets can only breathe 

water. 

7. Whir lpool of Doom:  You stir the ground into a 

whir lpool.  

8. Flash Flood: Conjures a flood. 

9. Storm of Vengeance: Storm rains acid, lightning, 

and hail. 
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Earthen Embrace  

Worshippers:  Earth. 

Class Skill:  Survival.  

Weapon: Bolas. 

Granted Power:  You can use your Survival ability to 

assess your depth underground (DC 15). You gain your 

cleric level in acid resistance. 

 

Earthen Embrace Domain Spells  

1. Magic Stone: Three stones gain +1 attack, deal 

1d6+1 damage. 

Ɩȭɯ!ÌÈÙɀÚɯ$ÕËÜÙÈÕÊÌȯ Subject gains +4 Con for 1 

min./level.  

3. Secure Shelter: Creates sturdy cottage. 

4. Wall of Stone:  Creates a stone wall that can be 

shaped. 

5. Stoneskin M : Ignore 10 points of damage per attack. 

6. Flesh to Stone: Turns subject creature into statue. 

7. Whir lpool of Doom:  You stir the ground int o a 

whir lpool.  

8. Iron Body:  Your body becomes living iron.  

9. Imprisonment:  Entombs subject beneath the earth. 

 

Fiery Wrath  

Worshippers:  Fire, Sun. 

Class Skill:  Intimidate.  

Weapon: Flail.  

Granted Power:  You gain your cleric level in fire 

resistance. 

 

Fiery Wrath Domain Spells  

1. Burning Hands:  1d4 fire damage/level (max: 5d4). 

2. Fire Trap: Opened object deals 1d4+1/level damage. 

3. Resist Energy**: Ignores 10 (or more) points of 

damage/attack from specified energy type. 

4. SunstrokeF: Ray attacks induce sunstroke. 

5. Elemental Strike:  Smites foes with div ine energy 

(1d6/level). 

6. Fire Seeds: Acorns and berries become grenades 

and bombs. 

7. Flame Harvest: Creates a timed fire trap. 

8. Sunburst:  Blinds all creatures within 10ft., deals 6d6 

damage. 

9. Conflagration:  Incinerates a living creature and 

animates its remains. 

** Resist cold or fire only. 

 

Forged Stone  

Worshippers:  Earth. 

Class Skill:  Search. 

Weapon: Maul.  

Granted Power:  You gain the stonecunning ability 

(PH 15). 

 

Forged Stone Domain Spells  

1. Sandstone: Your touch packs sand into sandstone 

2. Soften Earth and Stone: Turns stone to clay or dirt 

to sand or mud. 

3. Stone Shape: Sculpts stone into any shape. 

4. Spike Stones: Creatures in area take 1d8 damage, 

may be slowed. 

5. Transmute Mud to Rock : Transforms two 10 ft. 

cubes/level. 

6. Move Earth: Digs trenches and build hills.  

7. Statue: Subject can become a statue at will. 

8. Repel Metal or Stone:  Pushes away metal and 

stone. 

9. Legendary StonecraftX: Stretches time with respect 

to stonecraft labor. 

 

Furious Storm 

Worshippers:  Rain. 

Class Skill:  Balance. 

Weapon: Small macahuitl.  

Granted Power:  You get a +4 bonus to resist being bull 

rushed or tripped, and are treated as one size larger 

against wind effects (such as gust of wind). 

 

Furious Storm Domain Spells  

1. Gust of Wind:  Blows away or knocks down smaller 

creatures. 

2. Eye of the Storm: Protects 30 ft. radius from effects 

of storm for 1 hour/level.  

3. Sleet Storm: Hampers vision and movement.  

4. Ice Storm:  Hail deals 5d6 damage in cylinder 40 ft. 

across. 

5. Control Winds : Change wind direction and speed. 

6. Summon Tyr ɬStorm F: Call a powerful Tyr -storm. 

7. Whir lwind:  Cyclone inflicts damage and can pick 

up creatures. 

8. Storm Legion:  Transports willing creatures via a 

natural storm. 

9. Storm of Vengeance: Storm rains acid, lightning 

and hail. 

 

Ill Winds 

Worshippers:  Air, Magma.  

Class Skill:  Craft (alchemy). 

Weapon: Splashbow. 

Granted Power:  You get a +4 bonus to Fortitude saves 

against poison. 

 

Ill Winds Domain Spells  

1. Channel Stench: Emit a vile cone of stench 

2. Pyrotechnics: Turns fire into choking smoke.  

3. Breeze Lore: Gives you temporary scent ability.  

4. Stinking Cloud : Nauseating vapors, 1 round/level.  

5. Cloudkill:  Kills 3 HD or less; 4ɬ6 HD save or die. 

6. Acid Fog: Fog deals acid damage. 

7. Poisoned Gale: Poisonous cloud (10 ft. wide, 10ft. 

high) emanates out from you to the extreme of the range . 

8. Incendiary Cloud:  Cloud deals 4d6 fire 

damage/round. 

9. Wind Trap : Prepare a magical wind trap to spring 

on specified conditions. 
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Lightõs Revelation 

Worshippers:  Fire, Sun. 

Class Skill:  Sense Motive. 

Weapon: Warhammer. 

Granted Power:  Once per day as a standard action 

you can burn all creatures within 30 ft. who intenti onally 

te ll a lie  (it must be a falsehood, not a half-truth or 

incomplete information), dealing 1d6 fire damage/3 cleric 

levels. This power lasts for 1 minute. Each creature can 

only be damaged once, regardless of how many lies they 

te ll. This granted powe r is a supernatural ability.  

 

+ÐÎÏÛɀÚɯ1ÌÝÌÓÈÛÐÖÕɯ#ÖÔÈÐÕɯ2×ÌÓÓÚ 

1. Detect Secret Doors: Reveals hidden doors within 

60 ft. 

2. Zone of Truth:  Subjects within range cannot lie . 

3. Invisibility Purge:  Dispels invisibility within 5 

ft./level. 

4. Discern Lies: Reveals deliberate falsehoods. 

5. True Seeing: See all things as they really are. 

6. Find the Path: Shows most direct way to a location. 

7. Legend Lore: Learn tales about a person, place or 

thing.  

8. Discern Location:  Exact location of creature or 

object. 

9. Foresight: Ɂ2ÐßÛÏɯÚÌÕÚÌɂɯÞÈÙÕÚɯÖÍɯÐÔ×ÌÕËÐÕÎɯ

danger. 

 

Living Waters 

Worshippers:  Rain, Water. 

Class Skill:  Swim. 

Weapon: Trident.  

Granted Power:  Once per day you can stabilize all 

dying creatures within a 60 ft. radius centered on you. 

This granted power is a supernatural ability.  

 

Living Waters Domain Spells  

1. Clear Water: Doubles the benefit of water. 

2. Fog Cloud: Fog obscures vision. 

3. 6ÖÙÔɀÚɯ!ÙÌÈÛÏȯ Subjects can breathe underwater, in 

silt or earth. 

4. Pact of WaterF: Seal a pledge between willing 

creatures. 

5. Sweet Water: Enhances water with life ɬpreserving 

properties. 

6. Awaken Water Spir its : Gives sentience to a body of 

natural wate r. 

7. Waters of Life M :  ÉÚÖÙÉɯÈÕÖÛÏÌÙɯÊÙÌÈÛÜÙÌɀÚɯ

ailments. 

8. Flash Flood: Conjures a flood. 

9. Heal, Mass: As heal, but with several subjects. 

 

Mountainõs Fury 

Worshippers:  Earth, Magma. 

Class Skill:  Climb.  

Weapon: Heartpick.  

Granted Power : You do not suffer armor check 

penalties and encumbrance penalties to Climb checks. 

You may use a turn attempt to rebuke, commands, or 

bolster earth creatures as an evil cleric rebukes undead. 

 

,ÖÜÕÛÈÐÕɀÚɯ%ÜÙàɯ#ÖÔÈÐÕɯ2×ÌÓÓÚ 

1. Magic Stone: Three stones gain +1 attack, deal 

1d6+1 damage. 

2. Heat Metal:  Hot metal damages those who touch it. 

3. Spike Stones: Creatures in area take 1d8 damage, 

may be slowed. 

4. Oil Spray:  A fountain of flammable oil gushes from 

the ground. 

5. Repel Metal or Wood:  Pushes away metal or 

wooden objects. 

6. Flesh to Stone: Turns subject creature into statue. 

7. Earthquake: Intense tremor shakes 5 ft./level radius. 

8. Magma Tunnel:  Tunnels through solid rock.  

9. FissureM : Opens a volcanic fissure in natural stone. 

 

Roll ing Thunder 

Worshippers:  Air.  

Class Skill:  Listen. 

Weapon: Skyhammer. 

Granted Power:  You cannot be deafened or stunned 

by sonic spells or abilities. Turn or destroy air creatures 

like a good cleric turns undead. Rebuke, command, or 

bolster air creatures as an evil cleric rebukes undead. This 

granted power is a supernatural ability.  

 

Rolling Thunder Domain Spells  

1. Command: One subject obeys oneɬword command 

for one round. 

2. Sound Burst: Deals 1d8 sonic damage to subjects; 

may stun them. 

3. Wind Wall:  Deflects arrows, smaller creatures, and 

gases. 

4. Shout: Deafens all within cone and deals 2d6 

damage. 

5. Command, Greater: As command, but affects one 

subject/level. 

6. Power Word, Stun:  Stuns creatures up to 150 hp. 

7. Shout, Greater: Devastating yell deals 10d6 sonic 

damage; stuns creatures, damages objects. 

8. Power Word, Blind:  Blinds 200 hp worth of 

creatures. 

9. Power Word, Kill:  Kills one tough subject or many 

weak ones. 

 

Ruinous Swarm 

Worshippers:  Earth. 

Class Skill:  Ride. 

Weapon: Lasso. 

Granted Power:  Rebuke, command, or bolster a 

vermin as an evil cleric rebukes undead. This granted 

power is a supernatural ability.  

 

Ruinous Swarm Domain Spells  

1. Animal Messenger:  Sends a Tiny animal to a 

specific place. 
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2. Summon Swarm:  Summons swarm of small 

crawlin g or flying creatures. 

3. Repel Vermin:  Insects, spiders and other vermin 

stay 10 ft. away. 

4. Giant Vermin:  Turns insects into giant vermin.  

5. Insect Plague: Insect horde limits vision, inflicts 

damage, and causes weak creatures to flee. 

6. Infestation:  Tiny parasites infest creatures within 

area. 

7. Creeping Doom:  Carpet of insects attacks at your 

command. 

8. Sympathy:  Object or location attracts certain 

creatures. 

9. Swarm of Anguish:  Transforms you into a swarm 

of agony beetles. 

 

Sky Blitz  

Worshippers:  Air, Water.  

Class Skill:  Listen. 

Weapon: Forearm axe. 

Granted Power:  You gain your cleric level in 

e lectricity resistance. 

 

Sky Blitz Domain Spells  

1. Shocking Grasp:  Touch delivers 1d6/level 

e lectricity damage (max 5d6). 

2. Water Shock: Entraps water wit h e lectric charge. 

3. Call Lightning:  Calls down lightning bolts (3d6 per 

bolt) from the sky.  

4. Quench: Extinguishes nonmagical fires or one 

magic item. 

5. Lightning Storm:  As call lightning, but 5d6 damage 

per bolt. 

6. Control Weather:  Changes weather in local area. 

7. Chain L ightning:  1d6 damage/level; secondary 

bolts. 

8. Liquid L ightning:  Lightning strikes victim and first 

person to touch victim.  

9. Water Light:  Water within range emits light.  

 

Smoldering Spirit  

Worshippers:  Fire. 

Class Skill:  Intimidate.  

Weapon: Shortbow. 

Granted Power:  Turn or destroy fire creatures like a 

good cleric turns undead. Rebuke, command, or bolster a 

fire creature as an evil cleric rebukes undead. This 

granted power is a supernatural ability.  

 

Smolder ing S pir it Domain Spells  

1. Burning Hands:  1d4 fire damage/level (max: 5d4). 

2. Pyrotechnics: Turns fire into blinding light or 

choking smoke. 

3. Fireball:  1d6 damage per level, 20-ft. radius. 

4. Blindscorch:  Fire burns the face of one opponent. 

5. Fire Shield:  Creatures attacking you take fire 

ËÈÔÈÎÌȰɯàÖÜɀÙÌɯ×ÙÖÛÌÊÛÌËɯÍÙÖÔɯÏÌÈÛɯÖÙɯÊÖÓËȭ 

6. Delayed Blast F ireball:  1d6 fire damage/level; you 

can postpone blast for 5 rounds. 

7. Elemental Storm:  Deals 1d6 energy damage/level. 

8. Incendiary Cloud:  Could deals 4d6 fire 

damage/round. 

9. Blazing Wreath:  Shrouds you in e lemental flame. 

 

Soaring Spirit  
Worshippers:  Air.  

Class Skill:  Escape Artist. 

Weapon: Longbow.  

Granted Power:  For a total time per day of 1 round 

per cleric level, you can act normally regardless of 

magical effects that impede movement as if you were 

affected by the freedom of movement spell. This effect occurs 

automatically as soon as it applies, lasts until it runs out 

or is no longer needed, and can operate multiple times per 

day (up to the total daily limit of rounds). This granted 

power is a supernatural ability.  

 

Soaring Spir it Domain Spells  

1. Feather Fall: Objects or creatures fall slowly.  

2. Spider Climb:  Grants ability to walk on walls and 

ceilings. 

3. Fly: Subject flies at speed of 60 ft. 

4. Air Walk:  Subject treads on air as if solid (climb at 

45ɬdegree angle). 

5. Teleport:  Instantly transports you as far as 100 

miles/level.  

6. Wind Walk:  You and your a llies turn vaporous and 

travel fast. 

7. Teleport, Greater:  As te leport, but no range limit 

and no offɬtarget arrival.  

8. Reverse Gravity: Objects and creatures fall upward. 

9. Greater Elemental Chariot*:  As elemental chariot, but 

with greater effects. 

 

Sou l Slayer 

Worshippers:  Silt.  

Class Skill:  Tumble. 

Weapon: ,ÈÚÛÌÙɀÚɯÞÏÐ×ȭ 

Granted Power:  Whenever you successfully strike 

with a whip, you can automatically attempt to grapple 

with it, as if you had the improved grab ability ( MM  310). 

 

Soul Slayer Domain Spe lls  

1. Ray of Enfeeblement:  Ray reduces Str by 1d6 points 

+ 1 point/level. 

2. Death Mark:  Curses a target marked for death. 

3. Death Whip F: Enhances a whip to deal Strength + 

Dexterity damage. 

4. Black Tentacles: 1d4 +1/level tentacles grapple 

randomly wit hin 15 ft.  

5. Slay Liv ing:  Touch attack kills subject. 

6. Harm: Deals 10 points/level damage to target. 

7. Circle of Death: Kills 1d4/level HD of creatures.  

8. Trap the Soul:  Imprisons subject within gem.  

9. Soul Bind:  Traps newly dead soul to prevent 

resurrection. 

 




