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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). 
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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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Austin Butcher, Jaan Murphy and the DS community. 



0RQVWHUV�
��

7KH�6LOW�$UFKLSHODJR�

��

��

%%%%DDDDUUUUNNNNNNNNDDDD����
Large Construct 
Hit Dice: 20d10+30 (140 hp) 
Initiative: +0 
Speed: 40 ft. 
AC: 21 (-1 size, +12 natural) 
Attacks: 2 claws +25 melee 
Damage: Claw 3d6+10 and 1d6 fire 
Face/Reach: 5 ft. by 5 ft./10 ft. 
Special Attacks: breath weapon, heat aura 
Special Qualities: Darkvision 60 ft., 
immunities and resistance, damage resistance 
25/+3, SR and PR 25, fast healing 1, psionics, 
telepathic flame 
Saves: Fort +6, Ref +6, Will +6 
Abilities: Str 30, Dex 0, see below 
 
 
Climate/Terrain: Mount Orcys 
Organization: Usually solitary 
Challenge Rating: ? 
Treasure: Standard 
Alignment: Always evil 
Advancement: As class of resident 
personali ty (usually psion) 
 
‘Barkka’ is a word from the ancient goblin 
tongue; it means ‘ the burning ones’ . They 
were created in the Green Age by the goblins 
of Goza and their efreet alli es. These living 
idols were worshipped by the goblins of the 
archipelago until Ebe Blackhand extirpated 
the goblin presence from the islands. 
 
Barkka stand some 12 feet tall . They are 
forged from bronze into a humanoid shape. 
The workmanship is superb but primitive. 
They are engraved with elaborate ‘ tattoos’ 
and their faces are frozen, grotesque effigies 
of goblin faces. Their fingers are adorned 
with long scythe-like talons. Even when they 
are inert a dull red light glows from between 
the joints of blackened bronze plates. When 
they are animate they glow white-hot and are 
wreathed in smoking flames. 

 
Barkka have no will of their own. They are 
incapable even of moving. To become 
animate, a personali ty must be implanted into 
the Barkka to direct it. Normally, this is 
accomplished using the psionic mind switch 
power. This process is complex and detailed 
later on. 
 
Of the six Barkka that were created in the 
Green Age, only three still contain the 
personaliti es of the blue goblin psions that 
first inhabited them. Two more sealed beneath 
Mount Orcys are currently uninhabited. The 
last was lost when the duergar attempted to 
use it against the city of Ebe and its 
whereabouts and status are now unknown. 
 

&&RRPPEEDDWW��
Barkka attack with a combination of their 
claws, breath weapon and the psionics of the 
resident personali ty. The body of the Barkka 
is completely indestructible. The only way to 
defeat a Barkka with any permanency is to 
remove the personali ty. Because only the 
most powerful psions can inhabit a Barkka in 
the first place, this is easier said than done. 
 
Flaming Attacks (Ex): The flames that 
shroud the Barkka’s body mean that their 
claw attacks infli ct additional fire damage. 
 
Breath Weapon (Su): As a standard action 
the Barkka can use its breath weapon. This is 
a cone of f ire 50 feet in length and 50 feet in 
diameter at the base. This attack infli cts 10d8 
points of f ire damage to any caught inside the 
cone. Those affected may make a Reflex save 
against DC 20 for half damage. Once the 
Barkka has used its breath weapon, it cannot 
do so again for 5 rounds. 
 
Heat Aura (Ex): A Barkka can, at will , 
radiate great heat. Whilst this abil ity is active 
any creature finishing its round within 5 feet 
of the Barkka suffer 10 points of f ire damage. 
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For every 5 feet increment further than this, 
the damage is reduced by 2. For instance, a 
creature within 15 feet (but not within 10 feet) 
would suffer 6 points of damage. This power 
can be activated with a free action and can be 
maintained without concentration. If the 
Barkka loses consciousness for any reason, 
the aura deactivates. 
 
Immunities (Ex): As constructs Barkka are 
immune to poison, disease and death effects. 
Similarly, they are not subject to criti cal hits, 
subdual damage, abilit y damage (although 
this applies only to the Barkka’s Strength 
score), energy drain or death from magic 
damage. Mind-affecting effects can be 
targeted at the personali ty inhabiting the 
Barkka but it gains the full benefit of the 
Barkka’s spell or power resistance (and see 
below).  However, it is not possible to infli ct 
damage against the Barkka using a mental 
attack, for instance inflict pain. 
 
Barkka are immune to electricity attacks. 
Cold attacks do no damage but will slow (as 
the slow spell ) the Barkka for 3 rounds if the 
attack would normally infli ct 6 or more 
damage. Fire attacks actually heal the Barkka 
of damage at a rate 1 hit point for every 3 
points of damage the attack would normally 
infli ct. Effects, such as disintegrate or 
implosion, which would normally destroy a 
target completely merely reduce the Barkka to 
–50 hit points. 
 
Fast Healing (Ex): Barkka regain 1 hit point 
per round. It is impossible to infli ct normal 
damage against a Barkka. The physical form 
of these ancient beings is effectively 
indestructible. However, a Barkka reduced to 
0 or fewer hit points becomes inert and the 
resident personali ty unconscious. As soon as 
the Barkka rises above 0 hit points the 
personali ty regains consciousness. A Barkka 
submerged beneath at least 100 feet of water 
and at least 1 mile from the nearest land is 
unable to regain hit points in this way. 

 
Telepathic Flame (Sp): The flames of the 
Barkka are not only physical. They extend 
into the psychic sphere as well . The creature’s 
telepathic flames will sear anyone employing 
a mind-affecting effect specifically targeting 
the Barkka (i.e. not an area effect). They must 
make a Will save against DC 22 or suffer 2d6 
temporary Charisma damage. If the save is 
failed the spell or power that provoked the 
save automatically fails.  
 
If the power initiates continuous mental 
contact with the Barkka, for instance 
dominate monster, magic jar or mind link, the 
individual suffers an additional point of 
temporary Charisma damage every round that 
the power is in effect. This damage occurs 
even if the original save was successful and 
cannot be avoided. Detect thoughts will i ncur 
the continual damage but not the initial 
damage. 
 
If an individual is reduced to zero Charisma 
by the flames of a Barkka, their personali ty is 
destroyed and can only be restored by a wish 
or miracle. 
 
Psionics (Sp): The Barkka’s resident 
personali ty can use any psionic powers and 
combat modes it possesses. These are 
normally significant. The blue goblin psions 
that inhabit three of the Barkka are all at least 
21st-level. The nature of the Barkka’s body 
means that the personali ty automatically 
passes concentration checks. However, the 
Barkka cannot use psychometabolism powers. 
Psychokinesis powers are based on the 
personali ty’s Charisma score as the Barkka 
has no Constitution abili ty. The Barkka’s 
personali ty may only use divine magic that 
originates from the Elemental Plane of Fire or 
one of the two neighbouring Para-elemental 
Planes (Magma and Sun). Barkka cannot cast 
arcane magic. 
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Normally, the mind switch power is used to 
implant a personali ty into a Barkka. However, 
magic jar could also be used. Unless there is 
already a personali ty within the Barkka, the 
original body of the manifester will slip into a 
coma after the mind switch. The bodies of the 
goblin psions who originally possessed the 
Barkka were ritually sacrificed in order to 
make the transition permanent. No other 
mind-affecting abili ty will work on the 
Barkka itself. 
 
Using mind switch on a Barkka works slightly 
differently to the normal functioning of the 
power. Whilst the Barkka gains the 
personali ty, along with the Intell igence, 
Wisdom and Charisma, of the manifester, it 
retains its own hit points, attack bonus and 
saving throws. The manifester retains his own 
psionic powers and power points but gains the 
benefit of the Barkka’s spell and power 
resistance. He may also use all of the 
Barkka’s special abiliti es. The Barkka also 
gains the Dexterity score of the new 
personali ty (rather than its own of zero), 
however, any racial modifiers should be 
disregarded. The resident personali ty should 
use its own Will save to resist any effects 
targeted at the Barkka’s mind rather than its 
body. 
 
The possessing personality still provokes the 
telepathic flame of the Barkka and will suffer 
continuous Charisma damage whilst resident. 
However, there are a number of feats that can 
ameliorate the effect of the Barkka’s psychic 
fire. These all count as psionic feats and are 
described below: 
 

&RQWURO�%DUNND�
You are able to withstand the Barkka’s 
telepathic flame to some extent. 
 
Prerequisite: Level 10th+, Cha 13+ 

 
Benefit: When attempting to use a mind-
affecting power or spell against a Barkka you 
only suffer 1d6 Charisma damage on a failed 
Wil l save. If you provoke continuous damage 
from the flame you only suffer 1 point of 
Charisma damage every minute rather than 
every round. 
 

&RPPDQG�%DUNND�
Your resili ence to the Barkka’s telepathic 
flame grows greater. 
 
Prerequisite: Non-good alignment, Control 
Barkka 
 
Benefit: You now automatically make the 
Will save when using mind-affecting powers 
or spells against the Barkka. You take 
continuous Charisma damage from the 
Barkka only at a rate of 1 point every 10 
minutes. 
 

6RXO�RI�WKH�%DUNND�
You become immune to the Barkka’s 
telepathic flame. 
 
Prerequisite: Evil alignment, Command 
Barkka 
 
Benefit: The Barkka’s telepathic flame now 
no longer affects you at all . You are able to 
take permanent possession of the creature 
without being destroyed. 
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Huge Magical Beast 
Hit Dice: 8d10+32 (76 hp) 
Initiative: +5 (+1 Dex, +4 Improved 
Initiative) 
Speed: 50 ft. 
AC: 17 (-2 size, +1 Dex, +4 natural, +4 
Inertial Armour) 
Attacks: 2 fists +11 melee, gore +11 melee 
Damage: Fist 1d10+3, gore 2d6+3 
Face/Reach: 15 ft./15 ft. 
Special Attacks: Gore, roar 
Special Qualities: SR 15, double soul, 
psionics 
Saves: Fort +12, Ref +10, Will +4 
Abilities: Str 16, Dex 12, Con 18, Int 13, Wis 
15, Cha 14 
Skills: Climb +12, Concentration +9, 
Knowledge (nature) +4, Listen +11, Spot +7, 
Survival +7, Swim +12 
Feats: Improved Initiative, Inertial Armour, 
Multiattack 
 
 
Climate/Terrain: Vanishing Lake 
Organization: Individual, pair or party (2-12) 
Challenge Rating: 6 
Treasure: None 
Alignment: Always neutral 
Advancement: Usually as druid 
 
Csaltiphons are the defenders of the 
Vanishing Lakes and are, in turn, sustained by 
the Spirits of the Land resident within the 
spring. As a result they are found nowhere but 
the interior of the mudflat that surrounds the 
lake. 
 
Csaltiphons are huge ape-like creatures with 
branching antlers. Their fur is of a golden 
colour, their skin dark red. They stand in a 
more upright posture than other apes and 
could almost pass for beast-headed giants at a 
distance. 
 

Any who attempt to penetrate the jungle to 
reach the Vanishing Lake itself are subject to 
attack by the csaltiphons. The lake is taboo 
and these giant creatures are its foremost 
guardians. Csaltiphons will block the way to 
the sacred spring at the heart of the mudflat. 
Those who persist in seeking out the lake will 
be driven off . Defilers though are not even 
suffered to flee. They will be hunted down or 
driven into the silt . 
 
Csaltiphons have no language but speak with 
animals will allow communication with them. 
 

&&RRPPEEDDWW��
Csaltiphons will normally initiate combat by 
charging and roaring. However, they have a 
whole array of weapons and are quite capable 
of coordinating sophisticated strategies. 
 
Skills: Csaltiphons receive a +4 racial bonus 
to Climb, Listen and Swim checks. 
 
Double Soul (Su): Csaltiphons, the druids 
say, possess two souls. This allows the 
csaltiphon to take two actions in a single 
round. There are some restrictions upon this. 
Actions are divided into four ‘types’ f or the 
purposes of this abili ty: casting a spell (if the 
csaltiphon has levels in a spell casting class), 
manifesting a power, roaring (q.v.) and 
‘physical action’ (anything not covered by the 
first three). The second action that the 
csaltiphon makes in a round cannot be of the 
same type as the first. For instance, a 
csaltiphon could attack an opponent and 
manifest a power but could not manifest two 
powers. Also, a csaltiphon can only make one 
move action in a round and then only if both 
its actions allow a move action (i.e. they are 
both standard actions). 
 
A secondary effect of the csaltiphon’s double 
soul is to give it a considerable advantage in 
resisting mind-affecting effects. The 
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csaltiphon can re-roll a failed saving throw 
against such effects. 
 
Gore (Su): The horns of a csaltiphon are 
magical and benefit from a +2 enchantment 
bonus, as though greater magic fang had been 
cast upon the gore attack by a 10th level 
druid. 
 
Psionics (Sp): At will – burning ray, combat 
precognition, far hand, far punch, know 
direction, know location, see invisibility, 
sever the tie, stomp. 3/day – body adjustment, 
negate psionics, sense psionics. Powers are 
manifested as by a 10th-level psion. 
Attack/Defense Modes (Sp): At will – mind 
thrust, ego whip, id insinuation, psychic crush 
/ all . 
A csaltiphon’s inertial armour is active so 
long as the csaltiphon is conscious. 
 
Roar (Su): A csaltiphon can loose a terrifying 
roar every 1d4 rounds. This is a standard 
action. All creatures except csaltiphons within 
120 feet must succeed on a DC 16 Will save 
or become fatigued. Those within 30 feet who 
fail their saves become exhausted. The save 
DC is Charisma-based. 
 

&&VVDDOOWWLLSSKKRRQ�Q�&&KKDDUUDDFFWWHHUUVV��
About half of all csaltiphons gain some levels 
as a druid. Other classes are more rare. 
Csaltiphons have no favoured class. 
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Medium-size Undead 
Hit Dice: 2d12 (13 hp) 
Initiative: +0  
Speed: 30 ft. 
AC: 12 (+2 natural) 
Attacks: 2 fists +3 melee 
Damage: Fist 1d4+2 
Face/Reach: 5 ft./5 ft. 
Special Qualities: Undead traits 

Saves: Fort +0, Ref +0, Will +3 
Abilities: Str 15, Dex 10, Con -, Int 8, Wis 
12, Cha 8 
Skills: Climb +19, Jump +11, Listen +4, 
Swim +12 
Feats: Blind-fight, Improved GrappleB 
 
 
Climate/Terrain: The Sunken City of Ebe 
Organization: Swarm (3-18) 
Challenge Rating: ½ 
Treasure: None 
Alignment: Always chaotic evil  
Advancement: 3-7 HD (Medium) 
 
The Grasping Dead lurk in the silt covering 
the ruins of Ebe. Once they were citizens of 
the proud city, in the time of Borys. When the 
silt rose up and consumed the city they died 
in their thousands. It was this catastrophe that 
spawned the Grasping Dead. 
 
The flesh of li fe still clings to these wretched 
creatures although often in tatters. The silt has 
desiccated and mummified so that it is 
shrivelled and grey. Their eyes too are 
shrunken and withered. Usually the Grasping 
Dead are naked for their clothes have not 
survived the centuries beneath the silt . 
 
The Grasping Dead remember littl e of their 
former existence. Their sole existence now is 
one of pain and hatred. They cannot escape 
the terror and suffering of Ebe’s destruction. 
The only thing that brings a temporary respite 
from the pain of drowning is to drag the 
living down to share their fate. This is the 
purpose that motivates these undead. 
Fortunately, their souls are bound to the city 
of Ebe and they cannot venture far from its 
boundaries. They attack passing ships en 
masse, clambering up the great wheels and on 
to the decks. 
 
The Grasping Dead no longer remember any 
language. 
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The Grasping Dead are able to attack with 
their bony fists but will do so only as a last 
resort. They prefer to grapple their foes and 
drag them down into the silt . 
 
Skills: Grasping Dead gain a +12 racial bonus 
to Climb checks and a +6 bonus to Jump and 
Swim checks. 
 

****UUUUHHHH\\\\����::::LLLLWWWWQQQQHHHHVVVVVVVV����
Medium-size Undead (semi-corporeal) 
Hit Dice: 6d12 (39 hp) 
Initiative: +0  
Speed: Fly 40 ft. (good) (12 squares) 
AC: 16 (+2 Dex, +4 deflection) 
Attacks: Incorporeal touch +3 touch 
Damage: Touch 1d4 Strength 
Face/Reach: 5 ft./5 ft. 
Special Attacks: Cause despair 
Special Qualities: Strength drain, undead 
traits, semi-corporeal traits, psionics 
Saves: Fort +2, Ref +4, Will +7 
Abilities: Str -, Dex 14, Con -, Int 12, Wis 14, 
Cha 14 
Skills: Hide +8, Intimidate +11, Listen +8, 
Psicraft +7, Search +7, Sense Motive +8, Spot 
+8  
Feats: Blind-Fight, Combat Reflexes 
 
 
Climate/Terrain: The Hanging Fields 
Organization: Party (2-8) 
Challenge Rating: 6 
Treasure: None 
Alignment: Always lawful evil  
Advancement: 7-12 HD (Medium) 
 
When the citizens of Ebe opened the gates of 
the city to Borys, his first act was to order the 
crucifixion of the dwarven population on 
what it became known as the Hanging Fields. 
On Athas the victims of such atrocities rarely 
rest easily. The dwarves of Ebe rose again as 

the Grey Witnesses and the Hanging Field 
became a place cursed and shunned until the 
silt covered it. 
 
Grey witnesses stand the same height as a 
dwarf. They are shadowy and indistinct 
figures. Their nebulous, grey form is just 
about distinguishable, at close quarters, as 
hairy Green Age dwarves, clad only in 
tattered rags. Their eyes are simply dark pits 
of shadow. 
 
Grey witnesses devote themselves to 
defending the sanctity of the Hanging Fields. 
They do not suffer any living creature to 
trespass within the boundaries of their 
execution ground. Whilst any living creature 
will be attacked and kill ed by them, they take 
slow pleasure in the destruction of humans. 
 

&&RRPPEEDDWW��
The preferred tactic of a grey witness is to use 
psionics to force its victim to throw himself 
into the silt . Only if such mental attacks fail 
will t he grey witness engage its enemy in 
melee. 
 
Cause Despair (Sp): All li ving beings within 
40 feet of a grey witness must pass a Wil l 
save against DC 15 of become shaken for as 
long as they remain within 40 feet of the 
creature, and for 1d6 minutes thereafter. 
 
Strength Drain (Su): The touch of a grey 
witness deals 1d4 points of Strength damage 
to a living foe. A creature reduced to Strength 
0 by a grey witness dies. This is a negative 
energy effect. 
 
Semi-corporeal traits (Ex): A grey witness 
can only be struck by other incorporeal 
creatures or by magical or psionic weapons. 
They can pass through solid objects at will . 
 
Psionics (Sp): At will – control body, 
demoralize, false sensory input, inflict pain, 
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missive, recall pain, telempathic projection. 
3/day – domination. Powers are manifested as 
by a 12th-level psion. 
Attack/Defense Modes (Sp): At will – all  / all . 
 

0000XXXXGGGG����&&&&HHHHQQQQWWWWLLLLSSSSHHHHGGGGHHHH����
Huge Vermin 
Hit Dice: 6d8+6 (33 hp) 
Initiative: +1 (Dex) 
Speed: 40 ft., burrow 20 ft. 
AC: 15 (-2 size, +1 Dex, +6 natural) 
Attacks: 2 antennae +7, bite +5 
Damage: Antenna 1d8+3, bite 2d6+1 and 
poison 
Face/Reach: 15 ft. (coiled)/10 ft. 
Special Attacks: Antennae, poison 
Special Qualities: Tremorsense, vermin 
traits, psionics 
Saves: Fort +6, Ref +3, Will +1 
Abilities: Str 16, Dex 12, Con 12, Int -, Wis 
8, Cha 7 
Skills: - 
Feats: Multiattack 
 
 
Climate/Terrain: Mudflats 
Organization: Pack (1-6) 
Challenge Rating: 4 
Treasure: None 
Alignment: Always neutral 
Advancement: 7-10 HD (Huge); 11-15 HD 
(Gargantuan) 
 
Mud centipedes are large and dangerous 
predators. They burrow beneath the mudflats 
of the Archipelago, sensing prey on the 
surface by the vibrations in the mud. 
 
A mud centipede can grow up to 100 feet long 
and is covered with thick black chitin. It has 
green compound eyes and a circular mouth, 
ringed with opposing mandibles. What 
distinguishes the mud centipede, though are 
the flaili ng antennae that sprout from its head. 
They are usually about five feet in length and 

are edged with a razor edged chitinous blades. 
When attacking they flail at their opponents 
with these deadly feelers, often with enough 
momentum to cut clean through bone. 
 

&&RRPPEEDDWW��
Mud centipedes attack by bursting up through 
the mud beneath the feet of their prey. They 
attack with their antennae and poisonous bite. 
 
Antennae (Ex): The antennae of a mud 
centipede are razor sharp. They have a threat 
range of 19-20. 
 
Tremorsense (Ex): Mud centipedes have 
tremorsense out to a range of 60 feet. 
 
Poison (Ex): The bite of a mud centipede is 
poisonous. The poison requires a Fortitude 
save of DC 17 and inflicts 1d8 Constitution 
damage, both initial and secondary. 
 
Psionics (Sp): At will – biocurrent, 
demoralize, float, painful touch. Powers are 
manifested as by a 6th-level psion. 
Attack/Defense Modes (Sp): At will – mind 
thrust, ego whip / thought shield. 
 

5555XXXXVVVVJJJJDDDDWWWW����
 
Rusgats are a form of undead, created by the 
effects of witch snake (q.v.) venom. As they 
arise from death within two or three hours of 
death from the potent poison new Rusgats 
could pass for li ving from a distant. Their 
undead state, however, does nothing to 
protect them from the attrition of the harsh 
Athasian environment. Within a few days, 
they will be half rotten. 
 
Aside from the decomposition, a number of 
other telltale signs distinguish Rusgats from 
living humanoids. Their eyes become uniform 
milky orbs, without pupils or irises. Their 
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canines are elongated and black chitinous 
talons, some two or three inches long, rupture 
their fingertips. 
 
Rusgats are feral creatures, consumed by rage 
and hunger for the flesh of sentient creatures. 
They tend not to survive long for they have no 
inclination or aptitude for stealth. They reveal 
themselves quickly, unless controlled, and are 
not tolerated to exist by the druids and 
tribespeople of the islands. They make no 
attempt to escape their hunters, preferring to 
stand and fight to the last, rending and biting 
at their foes to satisfy their bottomless hunger 
for li ving flesh. 
 
Whilst rusgats often gather in packs to hunt, 
they hold no more love for each other than 
they do for their prey. Rusgats do not like to 
eat other rusgats, however. Flesh must be 
fresh for them to find any taste in it. Such 
association amongst their kind often lasts only 
as long as their hunt, after which they turn on 
each other, fighting over spoils and scraps. 
 

&&UUHHDDWWLLQQJ�J�D�D�55XXVVJJDDWW��
“Rusgat” is a template that can be added to 
any humanoid. The creature’s type is now 
“ free-will ed undead”. It uses the character’s 
abiliti es plus those listed here. 
 
Type: Undead 
 
Hit Dice: Increase to d12 
 
Speed: As character. 
 

AC: +2 natural Armour 
 
Attacks: 2 claws as primary attacks, 1 bite as 
a secondary attack. 
 
Damage: Claw 1d6, Bite 1d4 + poison 
 
Poison (Ex): The rusgat’s bite is tainted with 
a weaker strain of the witch snake’s venom. 
The saving throw is DC 12 with initial and 
secondary damage of 1d6 temporary 
Constitution. As with the witch snake, the 
rusgat gains a temporary hit point for every 
point of Constitution damage infli cted by its 
poison. Unlike the witch snake, those dying 
of rusgat venom do not rise as undead. 
 
Saves: As base creature. 
 
Abilities: The rage of the rusgat bestows +4 
Strength upon the undead. However, the 
deleterious effects of the venom that creates 
them reduces both the Intelli gence and 
Charisma of rusgats to 4. As undead, they 
have no Constitution score. 
 
Skills: Rusgats gain a +4 racial bonus to 
Climb and Jump checks. 
 
Feats: As base creature. 
 
 
Climate/Terrain: Mudflats 
Organization: Solitary or pack (1-6) 
Challenge Rating: +1 
Treasure: Standard 
Alignment: Always chaotic evil  
Advancement: By character class 
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Medium-size Monstrous Humanoid 
  
 Warrior Albino 
Hit Dice: 4d8+12 (30 hp) 6d8 (27 hp) 
Initiative: +1 (Dex) +1 (Dex) 
Speed: 30 ft., swim 30 ft. 30 ft., swim 30 ft. 
AC: 14 (+1 Dex, +3 natural) 11 (+1 Dex) 
Attacks: Club +7 melee or javelin +5 ranged Club +7 melee 
Damage: Club 1d6+3 or javelin 1d6+3 Club 1d6+1 
Face/Reach: 5 ft./5 ft. 5 ft./5 ft. 
Special Qualities: Blindsense, light blindness Blindsense, light blindsense, 

psionics 
Saves: Fort +4, Ref +5, Will +3 Fort +2, Ref +6, Will +9 
Abilities: Str 16, Dex 12, Con 16, Int 8, Wis 

9, Cha 10 
Str 12, Dex 12, Con 10, Int 16, Wis 

14, Cha 14 
Skills: Intimidate +4, Move Silently +4 Craft (any one) +9, Heal +5, Hide 

+4, Knowledge (any two) +11, 
Listen +7, Sense Motive +9, Spot 

+7 
Feats: Blind-Fight Blind-Fight, Iron Will  
   
   
Climate/Terrain: Sea of Silt  Sea of Silt  
Organization: Raiding party (4-16) Solitary 
Challenge Rating: 2 3 
Treasure: Standard Standard 
Alignment: Usually chaotic evil  Usually lawful evil  
Advancement: Usually as fighter As character 

Sigorthians are very strange looking 
creatures. They appear almost like humanoid 
sea horses. They have the same elongated 
head, elegant neck and elaborate, mane-like 
fin running down their backs. They have 
stubby flattened tails, protruding potbelli es 
and incredibly spindly arms and legs. Their 
minutely scaled hide ranges in colour from 
russet to a dark steel grey. Their eyes are a 
dark and glassy red. Despite their fragile 
appearance sigorthians are both stronger and 
tougher than humans. There is no distinction, 
physical or social, between male and female 
sigorthians. Indeed, sigorthians seem to 
change gender periodicall y. 

 
Sigorthians are able to breathe and move in 
silt with native ease. Their abili ty to swim in 
silt seems to be a psionic effect rather than a 
natural abili ty. Because they must travel 
through the silt to attack the coastal vill ages 
which they prey on, sigorthian raiding parties 
do not wear clothes at all . Even in their 
caverns beneath the sea only the most 
powerful of sigorthians go about dressed. The 
chieftains and albino sages of the race wear 
elaborate antique robes. 
 
The albino sages are different from their 
warrior kinsmen. The product of mutation and 
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ritual spaying, these sigorthians do not have 
the scaled hide of the others. Their skin is 
smooth and translucent white, revealing pale 
pink muscle and throbbing green veins 
beneath. They are not as strong as the warrior 
sigorthians but they are far more intelli gent 
and possess potent psionic abiliti es. 
 
Sigorthians speak their own language 
although most albinos also speak common. 
 

&&RRPPEEDDWW��
Sigorthians prefer lightning-fast nighttime 
ambushes. Unless they command the 
advantage surprise and circumstance they are 
more likely to retreat into the silt than stand 
their ground. They are ferocious fighters 
though and even more dangerous when 
coordinated by the highly intelli gent albinos. 
 
Blindsense (Ex): Sigorthians possess 
blindsense to a range of 60 feet. This allows 
them to navigate through silt . 
 
Light Blindness (Ex): Abrupt exposure to 
bright light (such as sunlight or a daylight 
spell ) blinds sigorthians for 1 round. On 
subsequent rounds, they are dazzled as long 
as they remain in the affected area. 
 
Psionics (Sp): Albino sigorthians (only) 
possess the following psionic powers. At will 
– brain lock, burning ray, control body, daze, 
demoralize, detect thoughts, far hand, inkling, 
lesser metaphysical weapon, lesser mindlink, 
recall pain, telempathic projection. 2/day – 
domination, mind probe. Powers are 
manifested as by a 9th-level psion. 
Attack/Defense Modes (Sp): At will – all  / 
thought shield, mental barrier, intellect 
fortress, tower of iron will. 
 

6666XXXXXXXXIIIIZZZZHHHH����
Medium-size Elemental (Silt) 
Hit Dice: 7d8 (31 hp) 
Initiative: +8 (+4 Dex, +4 Improved 
Initiative) 
Speed: 30 ft., 50 ft. in silt 
AC: 18 (+4 Dex, +4 natural) 
Attacks: 2 tendrils +9 touch 
Damage: Tendril 1d8 and dessication 
Face/Reach: 5 ft./10 ft. 
Special Qualities: cold immunity, dispersed 
form, regeneration 4, psionics 
Saves: Fort +5, Ref +6, Will +4 
Abilities: Str 8, Dex 18, Con 10, Int 16, Wis 
14, Cha 12 
Skills: Intimidate +11, Knowledge (planes) 
+13, Listen +12, Move Silently +14, Spot +12 
Feats: Improved Initiative, Weapon Finesse 
(tendril ) 
 
 
Climate/Terrain: Silt Sea and coast 
Organization: Group (1-10) 
Challenge Rating: 6 
Treasure: None 
Alignment: Always neutral evil  
Advancement: 8-12 HD (Large); 12-15 HD 
(Huge) 
 
Suufwe are Para-elemental beings that seek to 
expand the Sea of Silt to consume its parent 
elements of Earth and Water. They are 
intelli gent and evil creatures that seek the ever 
greater desolation of Athas. 
 
Suufwe appear as grey, hairless humanoids. 
However, rather than arms branching tendrils 
extend from their shoulders. They are oddly 
featureless. They have only sunken pits for 
eyes and generally their bodies lack detail . 
Close inspection reveals them to be composed 
of a grey, sil ty powder. 
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Suufwe attack with their tendrils but are 
relatively cowardly. If faced with an opponent 
who is able to inflict real damage they are 
likely to flee. However, they will attempt to 
find some other way of attacking such an 
opponent if they are attempting to achieve a 
particular purpose. 
 
Tendrils (Ex): The arm-tendrils of a suufwe 
are long and sinuous. The suufwe is able to 
extend and contract these tendrils at will . This 
grants the suufwe an additional 5 feet to its 
natural reach. 
 
The touch of the suufwe’s tendrils dessicates 
flesh. The suufwe’s touch infli cts 1d8 damage 
and 1 point of temporary Strength damage. 
This is a touch attack. 
 
Immunity and Regeneration (Ex): Suufwe 
are immune to cold-based damage. In 
addition, their particulate bodies reform easily 
after they are wounded. Only attacks from 
weapons with +2 or greater enchantment, fire 
or acid-based damage, or purely energy-based 
attacks, such as the inflict wound spells, 
infli ct normal damage. 
 
Dispersed Form (Ex): The suufwe can, as a 
standard action, disperse its body into a cloud 
of silt , 20 feet in radius. When it first initiates 
this power, any creatures within this radius 
can make a Reflex save against DC 15 to dive 
clear. Those who fail the save take damage as 
though struck by the suufwe’s tendril . Those 
who remain within the cloud in following 
rounds, automatically take the same damage if 
they end their round within the cloud. 
 
In this form, the suufwe is immune to all 
physical attacks. However, it cannot 
regenerate in this form and automatically fails 
Reflex saves against area attacks, such as 
fireball. The suufwe can maintain this form 
for no longer than 5 rounds. After the suufwe 

reverts, it cannot assume a dispersed form for 
another minute. Whilst in dispersed form the 
suufwe can pass through small cracks and 
openings, just as with the spell  gaseous form. 
 
Psionics (Sp): At will – conceal thoughts, 
concussion, disable, distract, far hand, 
inkling, missive, inflict pain, stomp. 3/day – 
crisis of breath. Powers are manifested as by 
a 7th-level psion. 
Attack/Defense Modes (Sp): At will – mind 
thrust, ego whip, id insinuation, psychic crush 
/ empty mind, thought shield, mental barrier, 
intellect fortress. 
 

8888NNNNRRRRYYYYHHHHQQQQ����
Large Fey 
Hit Dice: 4d6+4 (18 hp) 
Initiative: +0 
Speed: 40 ft. 
AC: 18 (-1 size, +4 natural, +5 breastplate) 
Attacks: Masterwork quarterstaff +6 melee 
Damage: Quarterstaff 1d6+3 
Face/Reach: 5 ft./10 ft. 
Special Attacks: Spell -li ke abiliti es, magical 
concert 
Special Qualities: Breathing, fire resistance 
20, elemental dependency, telepathy 
Saves: Fort +2, Ref +4, Will +5 
Abilities: Str 16, Dex 10, Con 12, Int 14, Wis 
12, Cha 12 
Skills: Climb +8, Craft or Knowledge (any 
three) +8, Diplomacy +7, Perform (any one) 
+7, Listen +8, Sense Motive +6, Spot +8, 
Survival +6, Swim +4 
Feats: Alertness 
 
 
Climate/Terrain: Euripis 
Organization: Euripis has a population of 
around 800 ukoven. 
Challenge Rating: 1 
Treasure: Standard 
Alignment: Usually lawful good 
Advancement: By class 
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The ukoven of Euripis are the descendants of 
elemental spirits and mortals. They have lived 
on the island of Muln for over ten millennia. 
They are consummate scholars and artisans. 
Because of their dependence on the elemental 
springs of the islands, they do not venture far 
from Euripis. They are, however, friendly and 
welcoming to those who come to Euripis in a 
spirit of goodwill . 
 
Ukoven look like large well -muscled humans, 
standing 8 or 9 feet tall . They have dark 
brown skin with a burnished, metalli c sheen, 
lucid emerald eyes and flame-red hair. They 
tend to dress in simple white tabards but when 
they are expecting trouble they supplement 
their stone-hard skin with elaborate bone 
breastplates, studded with a variety of semi-
precious stones. 
 
Ukoven refer to their natural resili ence as the 
Gift of Earth. Their abili ty to withstand 
flames they call the Gift of Fire. Their Gifts 
of Air and Water are described later. Ukoven 
live up to 400 years. 
 
Ukoven speak common and two of Aquan, 
Auran, Ignan and Terran. 
 

&&RRPPEEDDWW��
Ukoven do not relish combat and will t ry to 
avoid it i f possible. If forced to defend their 
homeland, however, the ukoven will normally 
use their spell -li ke abiliti es, acting in concert 
if possible, to destroy their enemies. 
 
Breathing (Ex): Ukoven are able to breathe 
in any medium: air, water, earth, silt , magma, 
etc. They still need to breathe however and 
will suffocate in vacuum or if prevented from 
breathing. Ukoven refer to this abili ty as the 
Gift of Air. 
 
Telepathy (Su): Ukoven can communicate 
telepathically with any creature within 30 feet 

that has language. Ukoven call this abili ty the 
Gift of Water. 
 
Elemental Dependency (Ex): Ukoven must 
bathe in the elemental springs around Euripis 
at least once every ten days. Each day that 
passes after this deadline, the ukoven takes a 
point of temporary Constitution damage. 
There is no save to avoid this. 
 
Furthermore, if an ukoven leaves the island of 
Muln they will l ose their elemental gifts. 
These include their natural armour, fire 
resistance and breathing and telepathy 
abiliti es. It does not include their spell -li ke 
abiliti es. To recover these powers, ukoven 
must spend six days bathing in the springs for 
every day they spent away. 
 
Spell-Like Abilities: Three times per day an 
ukoven can create one of the following effects 
- bless element, burning hands, create water, 
obscuring mist, return to earth. These 
abiliti es are as spells cast by a 3rd-level cleric. 
 

0DJLFDO�&RQFHUW�
Ukoven can combine their efforts to produce 
more powerful spell -li ke abiliti es. To do this, 
a group must first concentrate for a period of 
time, during which they are all treated as 
though casting a spell . At the end of this 
duration, the ukoven enter a state of magical 
concert. The duration depends on the number 
of ukoven involved. 
 
This state lasts indefinitely but if any of the 
ukoven contributing to the concert is ever 
more than 30 feet from another or if two 
groups are ever separated by more than 30 
feet then the state ends and must be re-
established. Any of the members can choose 
to end the state at any time. An ukoven can 
only contribute to one magical concert at a 
time. 
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Magical concert increases the effective caster 
level at which the ukoven’s spell -li ke abiliti es 
function. They also gain access to new 
abiliti es. A group of ukoven in magical 
concert has access to all the spell -li ke abiliti es 
available to a smaller group. Only one ukoven 
in the group needs to use an action to use the 
power, however, any other ukoven in the 
group can veto its use. The disadvantage of 
this state is that a single use of an abili ty 
counts against the daily limi t of each ukoven 
in the group. 
 
The powers granted by different sizes of 
groups are detailed below: 
 
4 ukoven: It takes one minute of 
concentration for a group of four ukoven to 
enter magical concert. Such a group gains 
access to the following powers – continual 
flame, stone shape, surface walk, wind wall. 
All spell -li ke abiliti es of such a group 
function as if cast by a 6th-level cleric. 
 
16 ukoven: Such a group takes five minutes 
to enter concert. They gain the following 
powers – control water, control winds, lesser 
planar ally, wall of fire, wall of stone. Casting 
is as a 10th-level cleric. 
 
64 ukoven: Such a group takes twenty 
minutes to enter concert. They gain the 
following powers – control weather, fire 
storm, planar ally, phase door (which can be 
used by all ukoven in the concert), wind walk 
(this effects all and only the ukoven in he 
concert). Casting is as a 15th-level cleric. 
 
256 ukoven: It takes such a group two hours 
to enter concert. They gain the following 
powers – earthquake, elemental swarm, 
greater planar ally, whirlwind. Casting is as a 
20th-level cleric. 
 

88NNRRYYHHQ�Q�&&KKDDUUDDFFWWHHUUVV��
An ukoven’s favoured class is cleric. 
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Medium-size Magical Beast (Reptilian) 
Hit Dice: 2d10 (11 hp) 
Initiative: +4 (Dex) 
Speed: 20 ft., climb 20ft., swim 20 ft. 
AC: 18 (+4 Dex, +4 natural) 
Attacks: bite +6 melee 
Damage: bite 1d6 + poison 
Face/Reach: 5 ft. (coiled)/5 ft. 
Special Attacks: Paralysis gaze, poison 
Special Qualities: Rebuke undead, animate 
dead, psionics 
Saves: Fort +3, Ref +7, Will +1 
Abilities: Str 10, Dex 19, Con 10, Int 15, Wis 
12, Cha 14, 
Skills: Balance +16, Climb +8, Hide +12, 
Listen +9, Move Silently +8, Spot +9 
Feats: Weapon Finesse (bite) 
 
 
Climate/Terrain: Mud flats 
Organization: Solitary 
Challenge Rating: 1 
Treasure: None 
Alignment: Chaotic Evil 
Advancement: 3-4 HD (Medium-size); 5-8 
HD (Large) 
 
Witch snakes are intell igent and evil reptiles 
with a supernatural li nk to the Gray. This 
grants them great power over undead. Witch 
snakes are found throughout the mud flats 
around the Vanishing Lake. 
 
Witch snake venom is highly sought after. It 
can be distill ed into an elixir which undoes 
the effect of aging and halts its process. 
However, in order to assuage its poisonous 
nature the imbiber must regularly feast upon 
the flesh of humanoids. This has led to the 
growth of a number of cannibal cults 
throughout the Silt Archipelago. 
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Witch snakes are snakes stretching some 8 
feet long but far larger specimens are known. 
They have black bodies but white heads. 
Their eyes are yellow. 
 
Witch snakes speak their own language. 
Because it relies on the body position as much 
as any verbal component, it is a very difficult 
language for humanoids to learn. They 
understand common but do not speak it. 
 

&&RRPPEEDDWW��
Witch snakes will use any undead minions 
they are able to command before engaging 
their prey themselves. One tactic commonly 
employed by witch snakes is to hide inside 
the skull of one of their zombies, particularly 
a big cat, and then use the zombie’s jaws to 
grasp a foe so that they are able to then use 
their bite attack against their quarry. 
 
Skills: Witch snakes receive a +4 racial bonus 
to Hide, Listen, and Spot checks and a +8 
racial bonus to Balance checks. They can use 
either their Strength or Dexterity modifier for 
Climb checks whichever is better. 
 
Paralysis Gaze (Su): The witch snake’s gaze 
attack has a range of 30 feet. An opponent 
meeting the creature’s gaze must make a Wil l 
save against DC 13 or be paralysed for 2d6 
rounds. This attack counts as both a fear and a 
mind-affecting attack. 
 
Animate Dead (Su): A witch snake can 
animate a corpse which it touches. The corpse 
is animated as a skeleton or zombie, as though 
by an animate dead spell cast by a 10th-level 
cleric. 
 

Rebuke Undead (Su): A witch snake can 
rebuke and command undead as if it were a 
10th-level cleric. 
 
Psionics (Sp): At will – control shadow, 
demoralize, detect psionics, expanded vision, 
missive. These powers are manifested as if by 
a 2nd-level psion. 
Attack/Defense Modes (Sp): At will – id 
insinuation, mind thrust / mental barrier, 
thought shield. 
 
Poison (Ex): The bite of the witch snake is 
highly venomous. The saving throw is DC 15 
with initial and secondary damage of 1d10 
temporary Constitution. The suffering of 
those that it has bitten invigorates the witch 
snake. For every point of Constitution 
damage infli cted by the bite, the witch snake 
gains a temporary hit point. Also, see below. 
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Any humanoid that is killed by the poison of 
a witch snake will rise as a rusgat. Witch 
snakes are able to telepathically command 
rusgats. This is a full round action for the 
witch snake and wil l only affect rusgats 
within 60 feet of the witch snake. However, 
the witch snake may command any number of 
rusgats within the range in a single round. If 
two witch snakes attempt to command the 
same rusgat within the same round, the rusgat 
simply stands immobile for that round. 
 
Witch snake venom is highly sought after by 
the cannibal cults of the mud flats around the 
Vanishing Lake. They use the venom to brew 
the Black Elixir, which halts aging and 
bestows other powers upon the drinker. Full 
details of this process are found in the People 
of the Silt Archipelago chapter. 

 
 
 
 
 


