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Based on the original concepts of Troy Denning 
and Timothy B. Brown and the conversion work of 
the DS3e team (www.athas.org). 
 

/HJDO�
Dungeons and Dragons®, D&D and Dark Sun® 
are registered trademarks of Wizards of the Coast, 
Inc., a subsidiary of Hasbro, Inc. The content 
herein is therefore considered to be derivative 
work. The content may be reproduced for personal 
use but must not be used to generate revenue. The 
author makes no representation that this is an 
off icial Wizards of the Coast product.  
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“ I have come to perform for your master.”  
 
The mul looked the speaker up and down. He 
was a male half-elf, wrapped up in a not 
inexpensive white travelli ng cloak. He was 
accompanied by a human female, to old to be 
a child but not yet an adult either. 
 
“ Yes,” he said. “ What sort of a performer are 
you?”  
 
The half-elf replied cheerily, “ A singer of 
songs, a teller of tales forgotten, a worker of 
extraordinary feats of legerdemain. And 
Meela here is an unparalleled dancer.”  
 
“ What is your name, half-breed?” the guard 
interjected. 
 
“ Fine words from the son of a dwarf! We are 
brothers in our bastardy, friend. But my name 
is Ardino.” T he half-elf smiled. 
 
The mul frowned and paled. “T he Ardino? 
The bard?”  
 
The half-elf said nothing but bowed his head, 
slowly, in acknowledgement. 
 
“ Well ,” said the mul, grudgingly, “ if that is 
the case, follow me. Godo, take over here.” 
Then the mul hissed in warning. “ I will be 
watching you, bard.”  
 
“ You would be well -advised to do so,” Ardino 
replied. The mul shot him a dangerous 
glance. “ My performances,” he explained, 
“ are considered to be very fine.”  
 
“T hey’ re letting us in,” whispered Meela to 
Ardino, “ even though they know we are here 
to kill Lord Phubei. Why?”  
 
“ Hush,” replied Ardino, “ it is a game as old 
as the sands. We will both try to win it.”  
 

“ But he is going to die,” pestered the girl. 
 
“ My dear,” said Ardino, “ we are all going to 
die.”  
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When you mention the word ‘bard’ the image 
that springs to most minds is that of the 
master of intrigue and poison who haunts the 
noble houses of the city-states. The word 
‘bard’ however originall y meant ‘one who 
tells stories’ and indeed, on a world where 
few can read, there are a great many 
storytellers. Only very few of them are also 
poisoners. 
 
The bard, the storyteller, can be powerful and 
deadly even without poison. For songs and 
stories hold secrets that have otherwise been 
forgotten by the scorched world. Songs and 
stories have the power to inspire and to 
terrify. Not all bards are poisoners it is true. 
Some keep secrets even blacker than the toxic 
recipes of the city-bards. Some have woven 
plots more complex and fatal. 
 
From the story-keepers of the halfling tribes 
who keep alive memories of forgotten ages, to 
the elven singers whose songs are beautiful to 
the point of bewitchment, to the kreen sound 
shapers whose alien music can literally slice a 
man in two, bards, singers and storytellers, 
abound in the burnt world. 
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The Athasian bard class differs littl e from the 
bard class detailed in the Players Handbook. 
The only difference is that the Athasian bard 
gets a different spell li st to the core bard class. 
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Whilst Athasian bards use spells and these 
have a superficial similarity to the magic of 
preservers and defilers, most scholars agree 
that bardic spells are something manifestly 
different. Bards themselves do not trouble 
themselves with how their spells work, only 
that they do. It is generally accepted by 
populace of Athas that bards are not wizards, 
the use of their abiliti es does not imperil the 
environment. 
 
Mechanically, however, a bard’s spellcasting 
should be handled as though it were ordinary 
arcane magic. The bard must rest as normal to 
recover spells, must use the same spell 
components and still suffers from arcane spell 
failure when wearing armour. However, a 
spellcraft check against DC 15 + the spell ’s 
level will reveal the difference between a 
bard’s spell and a wizard’s. 
 
The exact nature of the source of a bard’s 
spellcasting varies from spell to spell . Many 
bards claim that the tricks and formulae they 
employ pre-date the magic of wizards. On this 
there is some agreement from a number of 
noteworthy sources. 
 
The few Tarandan psiologists that have made 
a study of the abiliti es demonstrated by bards 
agree that the bard’s ‘magic’ is actually 
psionic in nature. Just as many brute beasts of 
Athas are able to use the Way, they argue, so 
is a bard able to tap into his psionic potential 
using bardic music and poetry. 
 
Rather condescendingly, therefore, the 
Tarandans refer to the bard’s spells and the 
supernatural effects of the bard’s music as 
sub-psionic. Bards, in turn, view Tarandans as 
rather narrow-minded and unpoetic souls. 
 
In general, however, the conclusions of the 
Tarandans are born out. Bards are unable to 

produce the more obvious effects of wizardly 
magic. Bards’ spells tend to be subtle and 
covert. Indeed, it is often far from clear that a 
bard’s spell i s magical (or psionic) at all . 
They can be explained away by extraordinary 
luck or insight. When bards do exhibit powers 
too uncanny to be put down to intuition or the 
obscure science that bard’s collect, these 
powers have more in common with the Way 
than with the Warbringer’s sorcery. 
 
Bardic spells tend to fall i nto five broad 
categories. This is not true of every single 
bardic spell but it is a good rule of thumb. 
The categories are: 
 
The Art of the Scorpion: this is the art for 
which the bards who serve the noble houses 
of the city-states are famed; the brewing of 
poison. The masters of this art are able to 
create exotic and quite wondrous toxins. They 
can create poisons that stupefy, poisons that 
will affect only one particular person, poisons 
that affect the undead, as well as distilli ng 
death itself into poisons more lethal than any 
found in nature. 
 
The Art of Bewitchment: an offshoot of bardic 
music, the Art of Bewitchment focuses on the 
use of psychology and an intuitive command 
of psionic telepathy to inspire and charm 
those with whom the bard interacts. The bard 
uses his insights into the workings of the 
minds of others to learn their secrets, delude 
them and to control them but also to inspire 
his alli es to feats extraordinary courage or 
tenacity. 
 
The Art of Beguilement: the bard who masters 
this art can create all manner of trompes l’oeil 
and minor ill usions. Whilst this does not 
extend to creating false images it does allow 
the bard to appear as another, to hide in plain 
sight or to create dancing, colourful patterns 
by which to bedazzle his adversaries. 
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The Art of the Ancients: bards know many 
secrets that have been forgotten by others: 
li fting and imposing curses, the reading of 
portents and the lore behind ancient artefacts. 
They have sifted through the superstitions of 
the tribes of the wastes, through the tales told 
by travellers to gain powers over fate. Often 
these powers seem quite clerical in nature, 
dealing, as they do, with the spirits of the 
Athasian landscape. This knowledge is the 
closest bards get to the practice of true 
sorcery. 
 
The Art of the Thunderclap: this strange 
branch of bardic music is most common 
amongst the alien thri-kreen. By shaping 
sound the bard is able to create uncanny 
silence or focus sound waves into deadly 
attacks, shattering stone, glass and even flesh 
and bone. 
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The Athasian bard has access to a different set 
of spells to the core bard class. Spells specific 
to the Athasian bard are indicated with an 
asterisk. New spells, presented here for the 
first time, are listed separately. 
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Daze: Humanoid creature of 4 HD or less 
loses next action. 
Detect Magic: Detects spells and magic items 
within 60 ft. 
*Detect Poison: Detects poison in one 
creature or object. 
Flare: Dazzles one creature (–1 on attack 
rolls). 
Ghost Sound: Figment sounds. 
Know Direction: You discern north. 
Lullaby: Makes subject drowsy; –5 on Spot 
and Listen checks, –2 on Will saves against 
sleep. 

Message: Whispered conversation at 
distance. 
Prestidigitation: Performs minor tricks. 
Read Magic: Read scrolls and spellbooks. 
Resistance: Subject gains +1 on saving 
throws. 
*Slave Scent:  (DS3e) Divines target’s social 
class. 
 
Dropped: Dancing Lights, Light, Mage 
Hand, Mending, Open/Close, Summon 
Instrument 
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Cause Fear: One creature of 5 HD or less 
flees for 1d4 rounds. 
Charm Person: Makes one person your 
friend. 
Comprehend Languages: You understand 
all spoken and written languages. 
Cure L ight Wounds: Cures 1d8 damage 
+1/level (max +5). 
Detect Secret Doors: Reveals hidden doors 
within 60 ft. 
Disguise Self: Changes your appearance. 
Erase: Mundane or magical writing vanishes. 
Expeditious Retreat: Your speed increases 
by 30 ft. 
*Firewater: (DS3e) Gives water the 
intoxicating properties of brewed spirits. 
Hideous Laughter: Subject loses actions for 
1 round/ level. 
Hypnotism: Fascinates 2d4 HD of creatures. 
Identify M: Determines properties of magic 
item. 
* I llusory Talent:  (DS3e) Provides the 
appearance of a skill . 
Lesser Confusion: One creature is confused 
for 1 round. 
Magic Aura: Alters object’s magic aura. 
Obscure Object:  Masks object against 
scrying. 
Remove Fear: Suppresses fear or gives +4 on 
saves against fear for one subject + one per 
four levels. 
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Sleep: Puts 4 HD of creatures into magical 
slumber. 
Undetectable Alignment:  Conceals 
alignment for 24 hours. 
Ventr iloquism: Throws voice for 1 
min./level. 
 
Dropped: Alarm, Animate Rope, Feather 
Fall , Grease, Magic Mouth, Silent Image, 
Summon Monster I, Unseen Servant 
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Animal Trance: Fascinates 2d6 HD of 
animals. 
*Augury MF: Learns whether an action wil l 
be good or bad. 
Blindness/Deafness: Makes subject blind or 
deaf. 
Blur : Attacks miss subject 20% of the time. 
Calm Emotions: Calms creatures, negating 
emotion effects. 
Cure Moderate Wounds: Cures 2d8 damage 
+1/level (max +10). 
Daze Monster : Living creature of 6 HD or 
less loses next action. 
Delay Poison: Stops poison from harming 
subject for 1 hour/ level. 
Detect Thoughts: Allows “ listening” to 
surface thoughts. 
Enthrall : Captivates all within 100 ft. + 10 
ft./level. 
Heroism: Gives +2 on attack rolls, saves, 
skill checks. 
Hold Person: Paralyzes one humanoid for 1 
round/level. 
Hypnotic Pattern: Fascinates (2d4 + level) 
HD of creatures. 
Invisibili ty: Subject is invisible for 1 
min./level or until it attacks. 
Locate Object: Senses direction toward 
object (specific or type). 
Misdirection: Misleads divinations for one 
creature or object. 
Pyrotechnics: Turns fire into blinding light 
or choking smoke. 

Rage: Gives +2 to Str and Con, +1 on Wil l 
saves, –2 to AC. 
Scare: Panics creatures of less than 6 HD. 
Shatter: Sonic vibration damages objects or 
crystalli ne creatures. 
Silence: Negates sound in 15-ft. radius. 
Sound Burst:  Deals 1d8 sonic damage to 
subjects; may stun them. 
Suggestion: Compels subject to follow stated 
course of action. 
Tongues: Speak any language. 
*Wakefulness: (DS3e) Target can postpone 
sleep. 
Whispering Wind: Sends a short message 1 
mile/level. 
 
Dropped: Alter Self, Animal Messenger, 
Cat’s Grace, Darkness, Eagle’s Splendor, 
Fox’s Cunning, Glitterdust, Minor Image, 
Mirror Image, Summon Monster II, Summon 
Swarm 
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Charm Monster: Makes monster believe it is 
your ally. 
*Clues of Ash: (DS3e) You receive a vision 
of an item’s destruction. 
Confusion: Subjects behave oddly for 1 
round/level. 
Crushing Despair : Subjects take –2 on 
attack rolls, damage rolls, saves, and checks. 
Cure Serious Wounds: Cures 3d8 damage 
+1/level (max +15). 
*Dedication: (DS3e) Allows target to avoid 
sleep, consume half food and water, and +1 to 
attacks, damage, saves abili ty and sill checks 
whilst pursuing some task. 
Deep Slumber: Puts 10 HD of creatures to 
sleep. 
Displacement:  Attacks miss subject 50%. 
Fear: Subjects within cone flee for 1 
round/level. 
Geas, Lesser: Commands subject of 7 HD or 
less. 
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Glibness: You gain +30 bonus on Bluff 
checks, and your lies can escape magical 
discernment. 
Good Hope: Subjects gain +2 on attack rolls, 
damage rolls, saves, and checks. 
Haste: One creature/level moves faster, +1 on 
attack rolls, AC, and Reflex saves. 
I llusory Script M: Only intended reader can 
decipher. 
*Nondetection M: Hides subject from 
divination, scrying. 
Remove Curse: Frees object or person from 
curse. 
Sculpt Sound: Creates new sounds or 
changes existing ones. 
Secret Page: Changes one page to hide its 
real content. 
See Invisibili ty: Reveals invisible creatures 
or objects. 
Sepia Snake Sigil M: Creates text symbol that 
immobil izes reader. 
Slow: One subject/level takes only one 
action/round, –2 to AC and attack rolls. 
*Stinking Cloud: Nauseating vapors, 1 
round/level. 
 
Dropped: Blink, Clairaudience/Clairvoyance, 
Daylight, Dispel Magic, Gaseous Form, 
Invisibili ty Sphere, Major Image, Phantom 
Steed, Scrying, Speak with Animals, Summon 
Monster III, Tiny Hut 
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*Bestow Curse: –6 to an abili ty score; –4 on 
attack rolls, saves, and checks; or 50% chance 
of losing each action. 
Break Enchantment: Frees subjects from 
enchantments, alterations, curses, and 
petrification. 
*Contagion: Infects subject with chosen 
disease. 
Cure Cr itical Wounds: Cures 4d8 damage 
+1/level (max +20). 
Detect Scrying: Alerts you of magical 
eavesdropping. 

*Divination MF: Provides useful advice for 
specific proposed actions. 
Freedom of Movement:  Subject moves 
normally despite impediments. 
Hold Monster: As hold person, but any 
creature. 
*Klar ’s Hear t:  (DS3e) Enhances combat 
abiliti es of all creatures within range. 
Legend Lore MF: Lets you learn tales about a 
person, place, or thing. 
Locate Creature: Indicates direction to 
familiar creature. 
Modify Memory: Changes 5 minutes of 
subject’s memories. 
Neutralize Poison: Immunizes subject 
against poison, detoxifies venom in or on 
subject. 
*Poison: Touch deals 1d10 Con damage, 
repeats in 1 min. 
Rainbow Pattern: Lights fascinate 24 HD of 
creatures. 
Shout:  Deafens all within cone and deals 5d6 
sonic damage. 
Zone of Silence: Keeps eavesdroppers from 
overhearing conversations. 
 
Dropped: Dimension Door, Dominate 
Person, Hallucinatory Terrain, Greater 
Invisibili ty, Repel Vermin, Secure Shelter, 
Shadow Conjuration, Speak with Plants, 
Summon Monsters IV 
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Dream: Sends message to anyone sleeping. 
False Vision M: Fools scrying with an 
ill usion. 
Heroism, Greater : Gives +4 bonus on attack 
rolls, saves, skil l checks; immunity to fear; 
temporary hp 
Mind Fog: Subjects in fog get –10 to Wis 
and Will checks. 
Mislead: Turns you invisible and creates 
ill usory double. 
Nightmare: Sends vision dealing 1d10 
damage, fatigue. 
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Seeming: Changes appearance of one person 
per two levels. 
Song of Discord: Forces targets to attack 
each other. 
Suggestion, Mass: As suggestion, plus one 
subject/level. 
 
Dropped: Mass Cure Light Wounds, Greater 
Dispel Magic, Mirage Arcana, Persistent 
Image, Shadow Evocation, Shadow Walk, 
Summon Monster IV 
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Analyze Dweomer F: Reveals magical 
aspects of subject. 
Charm Monster, Mass: As charm monster, 
but all within 30 ft. 
Eyebite: Target becomes panicked, sickened, 
and comatose. 
Find the Path: Shows most direct way to a 
location. 
Geas/Quest:  As lesser geas, plus it affects 
any creature. 
I rresistible Dance: Forces subject to dance. 
*Mind Blank: Subject is immune to 
mental/emotional magic and scrying. 
Shout, Greater : Devastating yell deals 10d6 
sonic damage; stuns creatures, damages 
objects. 
Sympathetic Vibration: Deals 2d10 
damage/round to freestanding structure. 
Veil : Changes appearance of group of 
creatures. 
 
Dropped: Animate Objects, Mass Cat’s 
Grace, Mass Cure Moderate Wounds, Mass 
Eagle’s Splendor, Mass Fox’s Cunning, 
Heroes’ Feast, Permanent Image, 
Programmed Image, Project Image, Greater 
Scrying, Summon Monster VI 
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Abjuration 
Level: Brd 2 
Components: V, S 
Casting Time: 1 round 
Range: Personal 
Effect:  You 
Duration: 1 round/level 
Saving Throw: None 
Spell Resistance: No 
 
Bard’s Fingers prevents the caster from 
accidentally harming himself whilst using 
poison. The normal 5% chance of poisoning 
himself does not apply, nor does he poison 
himself on the roll of a 1 when attacking with 
a poisoned weapon. 
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Abjuration 
Level: Brd 5 
Components: V, S, M 
Casting Time: 1 minute 
Range: Touch 
Effect:  1 dose of poison 
Duration: 1 hour/level 
Saving Throw: None 
Spell Resistance: Yes 
 
Confound bezoar proofs a dose of poison 
against all magical and psionic remedy. A 
dose of poison empowered by this spell 
cannot be detected, delayed or neutralized 
until the spell expires or is dispelled.  
 
When the dose is first administered the target 
gains the benefit of any spell resistance it 
might have. If this successfully blocks the 
spell then the poison takes effect as normal 
but can be delayed or neutralized normally. 
 
As with scentless death, detect magic will not 
reveal the use of this spell. 
 
Arcane Material Component: Certain rare 
herbs worth 1,000 ceramic pieces. 
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Necromancy [Poison] 
Level: Brd 6 
Components: V, S, M 
Casting Time: 1 minute 
Range: Touch 
Effect:  1 item of food or drink 
Duration: 5 minutes/level 
Saving Throw: Fortitude partial 
Spell Resistance: No 
 
Dragon’s blood is one of the most potent 
poisons known to the bards of Athas. The 
spell poisons one dish or cup of food or drink, 
up to a half gallon in volume. If it is further 
diluted the poison immediately become 
ineffective. 
 
Anyone who so much as tastes something 
poisoned with dragon’s blood must make a 
Fortitude save or drop dead instantly. Even 
those who make the save will t ake 5d6 
damage. So swiftly does the poison work 
delay poison or neutralize poison are of no 
help. 
 
Regardless of the bard’s Charisma, the save 
DC for this spell i s always 20. After the 
duration of the spell , the poison becomes 
completely harmless. 
 
Arcane Material Component: Defiler ash, 
tembo blood and rare herbs worth 1,000 
ceramic pieces. 
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Illusion 
Level: Brd 3 
Components: V, S 
Casting Time: 1 standard action 
Range: Touch 
Effect:  1 dose of poison/level 
Duration: 1 hour/level 
Saving Throw: Will negates 
Spell Resistance: No 
 

With this spell the bard is able to make a 
poison undetectable by magic and psionics. 
Detect poison will fail to identify the poison if 
the caster fails the Wil l save. Spells such as 
augury will show nothing amiss if the save is 
failed. 
 
This spell cannot be detected with detect 
magic unless the caster makes the Will save. 
An individual may make at most one save to 
attempt to detect this spell . If the first attempt 
fails, further attempts fail automatically. 
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Evocation [Sonic] 
Level: Brd 3 
Components: V 
Casting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
Effect:  Ray 
Duration: Instantaneous 
Saving Throw: None 
Spell Resistance: Yes 
 
This spell focuses a wave of sound into a 
scything blade, directed at a single enemy. If 
it strikes successfully it infli cts 2d6 damage 
+1 per level of the caster. This attack has a 
threat range of 19-20 and infli cts ×2 damage 
on a criti cal hit.  
 
This spell cannot penetrate a silence spell . 
 

7XQH�7R[LQ�
Transmutation [Poison] 
Level: Brd 4 
Components: V, S, M 
Casting Time: 1 round 
Range: Touch 
Effect:  1 dose of poison 
Duration: 1 hour/level 
Saving Throw: None 
Spell Resistance: No 
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Tune toxin allows the bard to ‘ tune’  poison to 
a particular individual. Whilst tuned, the 
poison is only effective against one 
individual, selected at the time of casting. The 
poison works as normal against that 
individual but has absolutely no effect on 
anyone else. When the duration expires, the 
poison becomes ‘untuned’  again and will t hen 
effect anyone. 
 
Arcane Material Component: Hair or nail 
clippings from the target individual. 
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Necromancy 
Level: Brd 6 
Components: V, S, M 
Casting Time: 1 round 
Range: Touch 
Effect:  1 weapon 
Duration: 1 round/level 
Saving Throw: Will  partial 
Spell Resistance: Yes 
 

Wraithbane is one of the more esoteric 
poisons in the bard’s arsenal. Few bards have 
any use for this rare and powerful blade 
venom for it has absolutely no effect against 
the living. Against the undead, however, it is 
enormously powerful. 
 
The poison can be used on a single weapon 
and is eff icacious for one round per level of 
the bard casting it or until a successful blow is 
struck with the weapon against an undead 
target. The poison is good for only a single 
blow but is not expended if a li ving target is 
struck. If the target fails a Will save against 
the normal DC for the spell then it is instantly 
destroyed. 
 
Even if the save is successful, the target takes 
an additional 2d6 damage from the attack. 
 
Arcane Material Component: Sap from a Tree 
of Life and rare herbs worth 500 ceramic 
pieces.

 
 


