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“Athas is an endless wasteland, yet it has a majestic and
stark beauty. When first light casts its emerald hues over
o the Sea of Silt, or when sunset spreads its orange flame

over the Mekillot Mountains, the world's feral beauty stirs
the untamed heart in each of us. It is a call to take up spear
and dagger, to flee the cities, to go and see what lurks out in
the barrenness.”

—The Wanderer’s Journal

Sand, rock, sun, burning heat—these are the only

properties that Athas possesses in abundance. Every

living creature in the world works constantly to

obtain food and safeguard water. Hunters might

go days without finding suitable prey, and herders

must drive their flocks from place to place to find

good grazing, Water is scarce in the known regions

of Athas, and those who control life-giving wells or

springs jealously guard access to such riches.

City dwellers enjoy more security than do nomads

or villagers living in the deserts, but it takes legions

of workers—most of them slaves—toiling in the fields

to support a city's population. Great and terrible

sorcerer-kings rule the city-states, each a long-lived

tyrant who crushes dissent. Rapacious nobles, corrupt

templars, ruthless merchants, and legions of brutal

soldiers profit from or support the sorcerer-kings’

reigns, while the common folk groan under unjust

laws and harsh taxation. Slaves survive only as long as

they can earn one more day’s worth of food and water

with their backbreaking toil. For most people, life is

a choice between struggling to survive in the wasted

wilderness or trading freedom for the relative safety

of the oppressive city-states.

This is Athas, a world of cruelty and tyranny.

Yet it is also a place of savage beauty and barbaric

splendor—a world of heroes.

' This chapter begins to explore the ways of Athas
and its heroes. It includes the following sections:

4+ Heroes of Athas: A discussion of the bold or
" fierce heroes who roam this pitiless world.
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4+ Athasian Civilization: An overview of culture,
i~ politics, and trade on Athas.

+ Secrets of Power: A look at history, magic, and
other matters known only to the learned.
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“Until you learn otherwise, it's best to assume that everyone
you meet intends to rob you, enslave you, or eat you.”
— Zandar, mul mercenary
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Savage, exotic, and unforgiving, the world of Athas

is unique. This harsh environment has given birth

to a number of new peoples and monsters, including

two character races: muls, an incredibly tough race of

half:dwarves, and the mantislike thri-kreen, a swift
and deadly insectile race.

Many of the more familiar races of the Dunceons
& DracGons game roam the wastes of Athas. How-
ever, these beings have adapted over the centuries to
their brutal home and bear little resemblance to their
counterparts on other worlds. For example, the elves
of Athas aren’t flighty forest dwellers who dance in the
starlight and celebrate the living world around them.,
Athas has few forests to speak of, and its elves are
thieving nomads and raiders who wander the deserts
and wastes. Similarly, halflings aren't good-natured
riverfolk known for their amiability and pluck. They're
fierce savages and headhunters, primal warriors who
are notorious for indulging in cannibalism. Other
races have similar variations from their expected roles.

This chapter’s races follow the same format as
the ones in the Player's Handbook. However, instead
of describing example adventurers, the entries in
this book provide racial backgrounds, following the
background rules in Player’s Handbook 2.

This chapter looks at new character races, new
approaches to familiar races, and new racial paragon
paths. It includes the following sections.

+ Mul: A mix of dwarf and human bloodlines, muls
combine the hardiness of the former race with the
drive and flexibility of the latter race. Muls are
phenomenally tough and enduring.

+ Thri-Kreen: Insectlike hunters of the wastelands,
the thri-kreen are quick and deadly warriors.

+ Peoples of Athas: The world is home to cultural
variants of familiar character races such as elves,
dwarves, and halflings.

+ Racial Paragon Paths: The mul battle slave and

the thri-kreen predator are the epitomes of the

races they represent. In addition, a new goliath
paragon path, the half-giant thug, provides goliath
characters with a distinctively Athasian option for
their paragon tier.

CHAPTER 2 | Races of Athas
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L. Dragon paw; 2. Trikal; 3, Carrikal; 4. Chatkcha; 5. Wrist razors; 6. Cahulaks; 7. Alhulak; 8. Gouge;
9. Dejada; 10. Tortoise blade; 11. Lotulis; 12, Gythka

WEAPONS

The weapons of metal-poor Athas feature bone, crys-
tal, obsidian, and wood. These materials change little
about the weapon’s usefulness. Some Athasian weap-
ons feature the following new properties.

Brutal: A brutal weapon’s minimum damage is
higher than that of a normal weapon. When rolling
the weapon's damage, reroll any die that displays a
value equal to or lower than the brutal value given
for the weapon. Reroll the die until the value shown
exceeds the weapon's brutal value, and then use the
new value.

For example, the gouge has the brutal 1 property.
Ifa fighter wielding this weapon hits with menacing
onslaught (a 2|W| power), the player rolls 2d6 for the
weapon damage, rerolling any die result of 1 until the
die shows 2 or higher.

Defensive: A defensive weapon grants you a +1
bonus to AC while you wield it in one hand and wield
another melee weapon in your other hand. Wielding
more than one defensive weapon does not increase this
bonus. To gain this benefit, you need not attack with the
defensive weapon, but you must be proficient with it.

Stout: A weapon that has the stout property can be
treated as a two-handed weapon.

ATHASIAN WEAPONS
Athasian warriors can be proficient with a number of
weapons unique to the setting,

Alhulak: This weapon is an unusual {lail. A short
length of rope separates a four-bladed, hafted grap-
pling hook from the handle.

Cahulaks: This double weapon features two four-
bladed, hafted heads separated by a length of rope.
The secondary end is light enough to be used as an
off-hand weapon. When one end of this weapon is
held by the haft, the rope is long enough to grant the
other end reach. The entire weapon can be thrown.

Carrikal: This axe has two forward-facing blades
carved from the front of a large jawbone, commonly
that of a mekillot.

Chatkcha: This throwing wedge, often shaped
from crystal or obsidian, is a thri-kreen invention. It
returns to a proficient wielder’s hand after the ranged
attack is resolved.

Dejada: A long, scooped basket fitted to a glove-
like bracer, the dejada is used to hurl projectiles.
Ammunition can be a fist-sized stone, but the weapon
is also used to extend the range of explosive alchemi-
cal mixtures.
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“Between the Ringing Mountains and the Sea of Silt, the
traveler finds hermits, thri-kreen packs, nomad tribes,
isalated villages, and the Seven Cities known to remain on
Athas. One meeis people of all races and classes: human
nobles and slaves, elf raiders, half-giant mercenaries, and
even the rare halfling wanderer. This region is the great
mixing bowl of Athas, in which the different cultures of
many peoples are forced to mingle or clash.”

—The Wanderer's Journal

What remains of Athasian civilization is cupped in
the broad plains and deserts between the mighty
Ringing Mountains and the impassable Sea of Silt.
This wide area is known as the Tyr Region after its
oldest city, although these days, Tyr is no more pow-
erful or influential than its neighbors. (In fact, Tyr,
mired in turmoil, is desperately vulnerable at the
moment.) Beyond the borderlands of this region lie
desolate wastes; some people believe that the Tyr
Region is the last habitable area on Athas, and that all
the people remaining in the world live in these lands.

The sorcerer-kings have ruled the Tyr Region for
longer than anyone can remember. For generations,
no one contested their power and lived to tell about
it, but everything changed recently when a spear
impaled Kalak, the sorcerer-king of Tyr. Kalak’s death
‘ and Tyr’s liberation marked the beginning of a new
. era, shaking thrones that had not been threatened in
: countless years. Rumors of Tyr's newfound freedom
spread like wildfire across the Seven Cities, giving
pause to sorcerer-kings who hoped that thoughts of
rebellion would not spread to their own domains.

First, this chapter presents a desert primer. Not
all deserts consist solely of sand, and this section
provides an introduction to the landforms and condi-
tions that prevail over much of the world.

Next, the chapter describes prominent locations
on Athas. These include the Seven Cities, the great
city-states of the Tyr Region: Tyr, Balic, Draj, Gulg,
Nibenay, Raam, and Urik. Tyr is described at greater
length, since its current state of affairs provides many
opportunities for heroes looking for a way to make a
difference in the world.

In addition, this section discusses major regions of
Athas in the vicinity of Tyr: the Estuary of the Forked
Tongue, the Forest Ridge, the Ivory Triangle, the Ring-
ing Mountains, the Road of Kings, the Sea of Silt, the
Southern Wastes, the Tablelands, and the Western
Hinterlands.
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F1GHT 10 SURVIVE
ARAVAGED WORLD

Beneath a dying sun lies a world of sand and fire, a world
of barbaric splendor and savage desolation. This is Athas,
a desert planet laid waste by unchecked sorcery and
ancient wars. Immortal sorcerer-kings reign over the
cities that remain, celebrating their tyranny with bloody
arena games and brutal oppression. Cruel slavers and
fierce raiders roam the wastekands in search of captives
and plunder. Only the strongest heroes can endure the
ﬁ_lr}" nfth(-? crimson sun.
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This Duncrons & Dracons® supplement introduces

the world of the Dark Sun® campaign. Everything

you need to create Athasian heroes is included:

the mul and thri-kreen character races; new

builds for the fighter, warlock. battlemind,

and shaman classes; and a new character theme system

that allows you to create gladiators, templars, dune traders,

and elemental priests. You'll also find a gazetteer of Athas

full of mysterious locales to explore, an introductory

adventure, and a full-color poster map of the Tyr Region—
the last vestige of civilization.
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