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An Infroduchion To he Deacy LanQTS

The Dead Lands is a geographic regjon located far south of the Tyrregion. It was first detailed in the
“Wanderer's Chronicle®" (From the Second Edition Dark Sun boxed set), albeit in sparse detail. 1tis
from that book, other Pcople's great idcas, and my own imagination that | am able to Prescnt to you
"The Pead Lands of Athas."

About five months ago, | bcgan cxPounding on the small bit of information made available in the above
mentioned "Wanderer's Chronicle©®. Tnings started off slow at First, and it was an ar&uousjourneg
(one that caused a ]argc rift in the Dark Sun Mailing List, I'm sorry to sag). But soon | had won the
support of many PCOPIC, and it was because of them that | actua”y finished this Prcject. I'd like to take

some room here to thank them:

The Dead Lands of Athas would not be Possiblc without the Fo”owing Pcople‘s ideas and support:
Steven Bell (Esme), Gabriel Power, llkka Arnkil (Zanakar), Carrie Salvin, Chris F]iPse (I:liP), Aleksej
Andrievskif, Teos Saa Abadia, Lo&ewﬂk Gonggrﬂp (Rokan), Adam White (White), Peter Nuttal (Brax),
Dark Knight, the whole DS Mailing List, and my DS gaminggroup. Thank you all VERY much!

Furtlﬂermorc, some information is Pcrtinent to understanding the Fo”owing supplemcntz

) The Dead Lands are referred to as "the Dead Lands" and as "the Obsidian Plain".

2) The Dead Lands are covered bg a thick ]ager of obsidian.

%) The event that caused the formation of the Dead Lands is referred to as "the Obsidian Wave.

4) The undead of the Dead Lands cannot leave the confines of the Obsidian Plane. This is due to a
Phcnomcnon known as the Spirit Net. The Spirit Net can be found along all sides of the Obsidian
Plane.

5) The Dead Lands could very well be the harshest land in all of Athas. It is because of this that

characters should be of at least 12th level before venturing in, unless you want them to die of course

:)

In the future 1 will add other features to this Project, inc]ucling an adventure that deals with Gretch and
his tower, P]us another section called "The Politics of the Dead Lands."

Thanks for reaclinglll

Gerald Lewis

Version notes: This is version 1.1 of the “Dead Lands of Athas.” All spelling and some grammar mistakes were
corrected by Nightfall of the pristine tower. Much thanks to him for all his hard work! More updates will be
made, but at a rate proportional to how much free time, help, and sleep I have.
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The Fo”owing is a short story written to gjve you, the reader, a better feel for the Dead Lands.
’ .
6 oale

E'maie's gaze swept over a vast expanse of co]d, black obsidian. Thanlocu”g his Elven eyes
allowed him to see in almost Pitch clarl(ness; the black of the night couldn't lcceP him from continuing
with his trek. The dark, azure sky was mottled with [arge clouds of ash, constantlg tl’lreatening to
constrict the little [igl’lt E'maie was recieving, from the reflective lunar bodg of a full-faced Gut]ﬁag.

Pressing a blood-soaked rag against his left shouldcr, E'maie silcntlg cursed himself for letting
one of those beasts get so close to him. He had barelg cscapecl his last encounter with a horde of
Undead, and knew that he may not be so luckg the next time. Luckilg for poor E'maie the interval
between encounters with the fiends had steadilg ]engthened as he travelled through the night.

"Could it be that I am nearlg out of this stinl(ing Pit?", E'maie wondered aloud. OPtimism, a
Feeling E'maie hadn't felt since entering the Dead Lands, seized him from the icy grasp of clesPair that
had taken grip on his mind. E'maie looked down to his hancl, suddenlg slipping back into a grim mood.
In his fist a brokcn, rusted, steel sword stood reacly to crumble at the sligl'ltest touch.

"Riches' thcy said. 'Metal" they said. You'll be Famous, Hou‘” be a hero, 9ou'“ be rich’ theg
said," E'maie stated quietlg‘ The onlg thing this middle age Elf had found was a rusted, Practica”g
worthless sword and a legion of blood-t]ﬂirs’cg monsters. Not to mention the wound he gota few short
hours ago that had become infected within minutes, turning a mottled black, green and geya bit later.
The Festering wound seemed to be sprcading, E'maie knew he would have to separate his arm soon if he

wanted to save the rest of his lankg boclg from the ever~spreacling infection.

"I on]y I hadn't killed that blasted Cleric! What a fool wont do for grcecll", shouted E'maie.
E'maie regained his composure, checking over his shoulders to confirm that he had not make his

presence known to angthing that migh’c not take l(incng to his company.

Trembling, E'maie walked over to a largc builcling (covered with a thick lagcr of obsidian) that
would Provicle ac[equate cover if any Undead decided to show up. He slow]y, dreachcully, unsheathed
his knife; a large, sharp bone blade he had stolen in Celik. E'maie put the knife to his upper arm, closed
his eyes as he turned his head away and bit his ]lP as tight as he could. A faint scraPing sound forced
E'maie to open his eyes. He then realized he needn't cut his arm off... he would have no use for it in a

]CCW SCCOI’]CIS‘

“crunch”
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-~ As Told by the Wanderer

True, the beasts of the Dead Lands are Powemcul and c{angerous in the extreme, but theg are
nothing comParecl to some of the free willed Undead that 1 have met (some under less than Pleasant
circumstances). The power of some of these monsters could Possib]y rival one of the weaker Sorcerer
Kings. The Fo”owing list includes the names and behaviors of some of the more PowerFu] entities | have
encountcred, gought, or otherwise learned about. 1 did my best to stag away from some of these

beings, I suggest you follow my Prececlent.

Amion: bg far the most kincl, gentle, and humane of all the Undead 1 have ever encountered. 1 have
sPolccn to him in lcngth, and he is both interesting to sPeak with and a wonderful host. He even went so
far as to Provide me with food and drinl(, two things rarer to the Dead Lands than gold to a slave in the
Tablelands. Amionis qui’ce unique, as he is what was once known as a Gnome: a race of shor‘t, bearded
(males onlg) demihumans. 1was qui’ce fascinated with his unic]ue appearance and, | must admit, it did
take some getting used to (For the most Par’c because of his age and the fact that he didn't have too
much skin left on his frail frame). Amion did have his quirks thougl']. He often danced around the
subject of a female named "Quwith," | believe the two may have once had a relationshi[:x Possiblg the
oddest tl'ling that haPPencd when in Amion's company occured on the last dag of my visit. He seemed
to be debating on whether or not he could trust me, and was unusua”g quiet that dag. The old Gnome
silentlg lead me to an old weather-beaten tower. He oPenecl doors that had obviouslg not been opened
in centuries and took me down a s’ceeP marble staircase. Hahcwag down, Amion unexpec’cec”g s’coPPed,
turned around, and silentlg lead me back up the stairwell. To this clag I have no idea what it was that

Amion nearlg showed me down tI’ICFC, but 1 could tell it was Powchul. Verg PowerFul.

Evar'li: Evarliis the comP]ete antithesis of Amion. He is a vile and uncaring beast, with as much
humanitg as the Dragon and a disPosition to match. I've never met Evarli (ancl would not want to), but
Amion did tell me what he has learned over the years of that enigmatic Figure. Amion says that Evar'li
was once an Arena Necromancer, worlcing for Hamanu in Urik's deadlg arena. Hamanu knew that Evar'li
was growing too Powencul, so he gave him an ultimatum: find the sorcerer "Gretch” of the Dead Lands
and attempt to form an alliance between the mage's land (the Dead Lands) and Urik, or die. Evarli
chose the Dead Lands. He travelled for many months before Fincling the Obsidian Plains, and upon
arriving he had lost evergthing and everyone he had started his quest with, except his Spe”book his
mastery of the Way, and a esoteric sPicler who is believed to be Evar'li's reincarnated lover, "Aye."
Evarli found Gretch and, instead of making the a”iance, he became Gretch's student in the art of
Necromancy magjc. Evarli was given the giFt of Unlife from his mentor, and so became a Kais]’rarga.
Here the details got sketclﬁg ..... it is believed that Evar'li turned on Gre’cch, attempting to clestroy his
teacher and gain control of the Dead Lands using the Way as well as the magjc Gretch had taugl']t him.
It is unknown if Evarli was successful at clcstroging Gretclﬂ, though Amion now believes he Failecl, as

Powcrfu] Undead have been amassing around Gretch's castle latelg.

Bhra’go: I have Persona”g met Bhra’go, and while he was not quite as genial as Amion was, he was an
agent of good and his indifference to me was not taken with offense. 1 could understand his view Point-

-2,000 years of Undeath will make one aPa’clﬁe’cic to all but the most imPor‘tam’c of haPPenings.



Bhra‘go was third-in-command of the organization known as ‘the Council’ (to which many of the
Powcncul Undead once belong@d to) and leader of its military forces. | spoke to him about his tactics
once and wouldn't have been able to come up with a singlc one of those schemes had I ten millenia. Heis
a natural leader--charismatic, determined, oPtimistic and, most imPortantlg, has a great unclerstanding
of the innerworkings of the mind. He Practica”y knows what his opponent will do before theg do.
CouPle these with his amazing use of the Long Sword and a masterg of the Wag and you have a force to
be reckoned with.

I travelled to the cit9 in which Bhra'go makes his residence (Aveg, and upon sc:eing it gaspcd The
entire citg was cngulgccl by a translucent green Hame. Nearing it | learned that the flame was not hot,
nor could it burn the flesh. The inhabitants (all gants) inside the city walls felt digcrentlg though...cacl']
of the su”cn, charred corpses of the animated dead wailed and groanecl. At one Point | thought I would
lose my mind if | heard but another minute of the ’cerrhcging cacoPhong of screams. These giants are
forced to remain here bg bl’wra'go, and when | inquirecl as to wl’ig he did notjus’c let them leave, Blﬂra'go
snarled and whispcrccl 50&[9: "Penance." And with that he showed me the door.

Goran: Chubbg, ta”J and green, Goran is a member of a now extinct race that he calls "Orcs.” Goran
doesn't seem to fit into the Dead Lands, his character isn't grim or mys‘cerious like his peers, but he

resides on the Obsidian Planes nonetheless.

| expec’ced the worst when | was first brought to Goran--he's nearlg eight feet in l’weight, has thick,
leatlﬁery skin, and his wild eyes set in his sunken head flare with an unatural red glow. DesPite his
Frigl'\tening appearance, Goran is a master trader, riva”ing even the best Elven merchant. On my three-
day visit to his domain (Biga‘xce'tge), Goran convinced me to trade my Prizecl wooden walking stick for a
large bag of Polishcd obsidian rocks. His silver tongue convinced me to trade my goocl sandals for a
Pair of clecrcpit ones, and a small Painting I had done of the Ringing Mountains (which he was very
imPressed Witl’l) for some information on the mgs’cerious sorceress, Qwith (which is included in her entrg
in this chaP’cer). His constant l’xaggling made getting a word in cdge—wise anear impossiblc task, but in
between his offers of "the purest raw obsidian in the world" (which could be found anywhere one walks
in the Dead Lands) and "the finest rubies ever to be found" (which were obviouslg fake) 1did manage to
learn a bit of what Goran was cloing in the Dead Lands, and what he had in mind for the future.

It seems his race lived for tracling (and some orcs will tell you of their fondness for warf:are), this love
has not left them in their Unlife. The orcs have been working on a major Projec’c to supplg massive
amounts of obsidian to the Tablelands for an estimated 600 years. Goran wasn't very liberal with all the
details (as he ’chought | might somehow become a compe’citor after hearing his idea) of how he was to
transport all this obsidian so far, but he did hint at spcnding many years clcveloping shiPs that could
travel through the Silt Sea that are constructed mainlg of wood. Whg on Athas he insisted on
constructing these vessels from wood is begond me, it's taken Goran centuries to dig upa small amount

of the timber neccessary for the fleet.

Grekko: Not two hundred feet below the floors of his illustrious manor lies Goran's biggest rival:
Grekko. Grekko is an Undead Fael--a type of Undead with a suPernatural aPPe’ci’ce. | Personal|9 met

Grekko, though under less than Plcasant conditions. After leaving Goran's manor | was assaulted bg a



group of undead orcs who clraggccl me below the surface of the obsidian grouncl. These orcs
blindlcolclccl me (tlﬂoug}w I was still able to discern the lagout of the unclcrgrouncl complex) and led me to
a largc chamber filled with the most water I'd seen since visiting Saragar. Here lag an ancient stream that
gushccl with all the power of the Howling Winds of the North. In this cavern I was questionecl extcnsivclg
bg Grekko's henchmen and gina”g, when theg were sure | wasn't in league with Goran, my blindfold was
taken away and 133 my request was given an audience with Grekko himself. Goran and Grekko are both
Orcs, but that is where their Phgsical similarities end. Grekko s’canclsjust under five feet and appears to
be about that wide also. He is the fattest creature I have ever seen, in fact, when he shifted Posi’cion in
his huge chair I could hear his skin tear from the weigl'\t of all his blubber. His stretched skin was a sicl(lg
bluish Purple, with clumps of green interspersccl throughout. Though | was tlﬁoroughly revolted bg his
grotesquc appearance, I was able to open my mouth up wide enoug]'] to squeak out a few questions,
which he gladlg gave me all the answers too (t]’lOUgl’] I don't know how truthful he was being with me). It
seems Grekko has been undermining Goran's trac{ing P]an for some years now. He's also been gaining
great strengtl'l, power, and a strong Fo”owing His goal, it seems, is to overthrow Goran and take
control of Biga‘ge'tge. Supposec”g, Grekko's main Problem with Goran as the ruler is his cliver’cing of
Orcs to the city of Kyron. These Ores could be used for the [argc trade Prcjcc’c, but Goran insists on
scncling them to guard Kyron. | sensed that the fael’s reasons were a bit more sinistcr——loossiblg having
somcthing to do with the fact that he has an insatiable appctite and has not eaten in a millennium (1 had
to bargain with him for two hours before he decided that one of my rods was a good exclﬂange for him
not eating my flesh).

pin: A short while arter entering the Razor Spine Forest, | was accosted by a group or insane pixies.
Alpin: A short while after entering the Razor Spine Forest, | ted b fi ixi

After showing ProoF that | was no enemy of theirs, | cvcntua”g Persuaded the band to take me to their
leader. 1waslead to a magniﬁcent tree, whiclﬁ, altlﬂougl'\ it was covered bg a thick lagcr of obsidian, still
retained a mejcstic bearing. The tree was their leader's (known as “A]Pin") Palace. Because | could not
fit inside the structure, Alpin was good enough to meet me outside the Palace, somcthing he rare]g
does, as 1 am told. The ting being had many quirl(s about him. A]Pin was neither warm nor cold to me,
and he a]wags sPoke in riddles. He seemed to possess an uncanny insigl’lt, though it was hard to
understand him through all the other gibberish he was sPouting. Occasiona”g he would answer a
question of mine clirectlg, but AIPin would usua”g answer my querries with his own ques’cion, all this

giving me a full impression of how much more wisdom this creature Possessccl than .

Poinan: What I know about the mysterious Figure "Poinan" is mcrelg hearsay. The information I have
gotten from the People I've talked to through mgjourneys has usua”y been sketchy and incomplete,
and ?requentlg contraclid:org. There have been a few common elements between what I have been ’colcl,
Poin’cs that everyone | have talked to agrees with. The first, and most genera”g agreecl upon is that
Poinan is an undead being. It also seems that Poinan (or Parranin, as | have heard him called from time
to time) feeds off the life energy of living beings to sustain himself. How he acquires living bcings is
unlmown, but it is rumored that he has a small civilization of humans that he kceps in his unclergrouncl
domain. Where is domain lies is also unknown (::see the Thattsburr entrg::)l and those who have tried to
find it have either failed their mission, or not returned at all. What worries me about this recluse is what |
have heard Amion say of him. Amion tells me that Poinan has somehow managed to breach the Undead
Barrier surrounding the Dead Lands (mg ’CI’]COI‘H is that he can telePort using the Crimson Mono]i’ch, but
| am uncertain). He went on to say that Poinan's aPPe’ci’ce has been growing as of late, and he may be

Planning to invade the Tablelands to quench his insatiable hunger.



Gretch: Where do | bcgin with Gretch? To start, if it wasn't for him, the Dead Lands would not be
covered with all this obsidian. If it wasn't for him, millions of life forces would not have been snuffed out
in such a terrible fashion. If it wasn't for Gretch carrying on Qwith's unfinished work, Rajaat may not
have ever found out about Kyron. This abomination was thought to have been dcstroged six hundred
years ago 139 his stuclent, Evar‘li, however, all that remains unclear now. Undead have been amassing
around Gretch's castle for the past ten years, causing many to believe that the death was a hoax--a
hoax that would allow Gretch to Plo’c without interruption and gain the element of surPrise when he

returns...

If I were asked to sPcculate as to what Gretch can and would do when his presence is made known
again, | wouldn't be able to give a Precisc answer. | am not without theories, mind you. From what I have
hcard, Gretch was very interested in some’ching beneath the cit5~state of Kyron. I've learned from the
History that there may be a creature still imPrisoned beneath the city, but this could quite conceivablg
be a mere mgtl’x. if Gretch were to gain control over the creature and somehow breach the barrier
surrounding the Dead Lands, he could wreak some serious havok, espccia”y when considering the lack

of several Sorcerer Monarchs and the Dragon to Protect the Table Lands.

Qwith: 1 have heard both good and bad things about Qwith. 1 am unable to vcrhcg any because my
meeting with her was far too short. I Persona”y, chose to believe the goo& ’chings. So who is Qwith? |
do not know. Itis rumored she was the first person to s’cucly the Grey under Rajaat‘s supervision‘ Itis
also said that Qwith be’craged Rajaa’c in some way. The stories all differ from this Point, so | will pursue
the one that I find the most logical.

Quwith does all the cxPerimenting she can with the small amount of access she has to the Grey. She
realizes she needs a much larger source to draw energy from, one that will Provide her with ample power.
She also realizes that the gate she opens will be Iarge enough to leak great amounts of negative energy
over the country side, meaning cleatl'l, disease and hardship for all the beings who live in the
surrounding area. Qwith decides not to g0 tlﬂrough with the rest of the exPerimen’cs. She oPenlg defies
Rajaat, and for this she is Punislﬂecl with death. But let it be known that Rajaat would neverjust kil
someone, he would make them suffer. So Rajaat trappcd part of her essence in the Prime Material
Plane,just as she was dying. With one Part of her self in the Grey, and one Part in the Prime, Qwith
became one of the wa”dng dead.

Days ]ater, Qwith's Position was gjven to one of her under]ings, Gretch. Gretch was evil and power
hungry, mal(ing him the ultimate candidate for the task. Gretch opened the Gate, which sPi”cd

enormous amounts of nega’cive energy across the land.
People started dging, crops Failec], disease went ram[:)ant. Gretch had to be stoPPecl.

Qwith wasted little time Feeling sorry for herself. she found her way to Gretch's keeP, and there a huge
battle ensued. For all Qwith's power, she could not s’coP Gre’ccl’l, as Rajaa’c had bestowed on him the
power to use the Grey to power his spe”s. With the Gate to the Grey nearbg, Getch easily ou’mcought his

foe, sending Quwith into a state or torpor.



Many months went by, and the Gate triPlecl in size, but Qwith Fina”y awakens and searches for aid to
battle Gretch. She finds a small group of druids who made their home in a thick forest. Thcg were
extraorclinarilg Powencul, and put their Fcelings aside for the Undead to hclp Qwith. She tells them her
Plan to stoP the Negative Encrgtj leak. Meanwhilc, a huge surge of Negative I‘:nergg gusl'lecl from the

Gate, and the Greg‘s power would soon enve]op all of Athas.

with her strong magjc, Qwith telePorted cach of the Druids to a seperate, remote location. The
9oungest, most Powencu[ of the seven clruicis, Nommam was teleportecl the farthest nor‘th, he was to be

their last, best line of defense.

With each of the Druids in [:)Iace, theg began their casting of arcane spclls. Their objective was to make
themselves into elemental magnets. It theg could do this, it would be Possiblc to send a wave of
elemental power through the conduit that connected the Prime to the Grey. This, theg hoPe&, would
forma "clot,“ stoPPing the Negative Energy from ]eaking into Athas. It was a desperate move, but the

times called for it.

The Druid's magic workccl, cach became a magnet for the c]emcnts, drawing cach one through the Greg,
but their Plan didn't work exact]g as tlﬂey had Plannecl. Umcortunatclg, tlﬂeg weren't strong enough to
ull out the amount of energy that was necessary to Plug the Gate. When the elements combined with

each other and mixed with the Negative Energy, the mixture was hideous: Liquid Obsidian.

The black solution took on a life of it's own, crawling across the land, melting Peoplc, incarcerating
structures, and the flood of ash that sPewed from the conduit killed all the winged creatures who could
have otherwise cscapecl the Obsidian Wave.

Horrified with what was now happening Quwith put all her strength into Finding more druids to helP the
first seven (threc of which had died at that time, onlg Nommam was holding the connection without
harm). Months Ia’cer, as the obsidian had covered every druid but Nommam, Qwith Fina”g found who
she was looking for. she found a Guardian of the Land who could help the last Druid strengtlﬁen the
connection. With their combined efforts, the Obsidian Wave died down, and eventua”g stoPPecl it's

movement altogc’cher.

UnFortunatc]g, Qwith still cannot rest, and the Feelings of guilt she feels for causing so much
destruction may kecP her Undead forever.



Geograpkical Regions and Ofber Points of Interest

ltalicized text is in the words of the Wanderer. All other text is told from a rules Perspec’cive.

One mormning, as | was wa/king across the Obsidian P/ain, I tn'PPcc{ over a /atgc chunk of obsidian that
had blended in well cnougﬁ to the grounc/ to escape my notice. 1fell face first and had a terrible fr{g/ﬁ:
at what | saw when 1 hit the grounc!. T/':ough I still find it inconceivable, beneath my very nose, actua/{g
swimming through the solid obsidian, was the bones of a small fish, a creature 1 first encountered in
Saragar. As/ travelled | came across more and more of these odd swimming creatures, until one day /
haPPencd upon a trulg magniﬁcent s{g/ﬂ'. Before me, moving with the breeze, an enormous slnp of
Pci'riﬁed wood /ay adrift in the solid g‘ound | could even see the hull beneath the obsidian "water”. 1 will
never forgcf: this s{g’vt, nor the Paclc of ravenous skeletons that accompanicc/ it

Chalat: The Chalat Ocean is not a ocean any Ionger, not to the |iving atleast. The ground here is as
stab]e, smooth and flat as any land in the Dead Lands. The onlg difference is that to all undead, the
area retains the Proper‘ties of the sea. Ghost sl’xips Hoat by adventurers wa”dng on the sea as if it were
ground, animated bones of fish swimming tlﬂrouglﬁ the water, ocassiona”gjumping out to bite an
unexpccting traveler. A few miles out into the sea lies the island of Thatsburr. Itis a Place of rest from

the creatures from theSea of ChalatJ but it does have it's own horrors.

After my encounter with the skeletons I ran to a ncarby island for shelter. The isle was quitc
unrcmarkab/c, no /iving or un/iving creatures were Prcscnt. There was one o@'ect of interest, however.
That ofjcct was a /argc, ornatclg carved fountain that had somehow survived the flood of obsidian that
had coated every other t/n'ng on this island. This fact alone made me quitc wary of the fountain, and I
therefore did not drink from it. 1 have learned to trust my instincts on these matters, but maybc some

Thattsburr Island: Thattsburr is a small island four miles off the coast of the Sea of Chalat. Like most
other areas of the Dead Lands, Thattsburr is covered bg a thick layer of obsidian. Unlike most areas
of the Dead Lands, this island has a Iarge, unobsidianized, fountain constructed of fine marble in it's
center. The water that flows from it is gresh, pure and sweet. However, those who drink from it will
attract the attention of it's owner, who does not take l<inc”y to strangers who would steal his water. The
owner is Poinan, a Powcncul human Kaisharga who uses the fountain as the hidden entrance to his
abode. Poinan consumes the life force of any who drink from his fountain, or enter his lands if he finds
out about it.

I came across a very interesting site. C/osing in on the Windfire Sea, | noticed an abrulpt increase in
tcmpcraturc, ma/<ing the a/rcasdy unbearable Dead Lands even worse. It appcarccf (at first) that | was
coming upona lava caldera. 1 saw a small hill of obsidian and (fncorrcctlg) assumed that | was coming up
on the fissure. What I saw next I could not believe. There before me was a hcaving sea of in/<y black
/iquid. It stretched for miles beyond me, unc]u/ating in the hot breeze and boi/ing from the heat. 1
aPIDcared 1 had come across an ocean of the obsidian that had once covered the land and dcst'roycd
it's Pcop/c. That c/ay | saw an island a few miles from 5/70/"6, | set out that c/ay for it (see the next cntty).

Windfire Sea: The Windfire Sea is the on]g area on the Obsidian Plains where the obsidian that covered
the Dead Lands still exists in a licluid state. Here adventurers can geta first hand feel for the liquid



ooze. The sea is onlg made detectable due to the small waves on it's surmcace, caused bg an incessant
wind from the east. The sea has remained fluid due to a fissure in the earth that allows heat to escape
from deep within the bowels of Athas. The sea occuPies a space where a small ocean once lag Small
hills omcjaggec] obsidian have formed from sheets of obsidian crawling over the grouncl and then cooling
and hérclening. After thousands of years the thin Iayers amassed into small hills, standingjust over
twelve feet high in some areas. The area surrouncling the Windfire Sea is extremelg hot, and the sea
itself boils. The temperature here can reach over two hundred ', temperatures unbearable for even
the toughest elf. Ang person who comes too close to the unc]u]ating mass will be in for trouble. The
liquicl obsidian crawls over all matter it comes in contact with. Those unfortunate enough to suffer this
fate will first be bad19 burnt and then suffocated to death. Undeath will soon follow.

The Dragon’s Back Mountains is the on[g mountain range / have found in the Dead Lands. In he{g]vt,
they rival the m/ghf:y Ringing Mountains of the North, and it is Possib/e t/')ey match them in /ength, but1
wasn't able to cxp/ore South cnoug/': to find out. Thcy also function like the Ringing mountains c/o,
creating much humidity to the west of them and desert to the east. T/rey are tru{g an ug{g sfg/-lt,
com/o/ete/y coveredin obsidian, their Pealcs obscured by a huge cloud of ash.

Dragon's Back: These mountains stretch far southwarcl, ranging much farther than the Ringing
Mountains. Another difference between the two mountain ranges is that the Dragon's Back Mountains
are imPossib]e to climb bg normal methods. First]y, the obsidian mountain side is smooth, ogering no
hand holds. Seconc”y, rope Frags and then snaps if used against the sharp mountain sloPe, which has a
multitude of rivulets so slﬁarp theg could slice the strongest glant hair rope. Fina”g, the brittle obsidian
will not support Pi’ctons and the like. If any adventurer wishes to pass the mountain range tl‘weg should

cither have strong magjc to get them across, orjust bite the bullet and walk around it.

Reevt Canyon was the first P/ace | came upon to break the monotony of the increc/ib[g flat surface of
the Dead Lands. Itis tru{g a brcathtaking sfght--not so much for it's beau@, more for it's immense size.
The rift stretches for as far as the eye can see, and it's clept/’:s are so dark that 1 would have to guess
that it's bottom reaches farther into the grouncl than I could imagine. | saw no being a/ong those quite
canyon walls, but I could occasiona/lg catch a g/immer of some faint /lght down below, sfgnifging that
there was something more to the gaping gorge.

Reevt Cangon: Reevt Canyon was once normal, Hat, grouncl. Underneath this grounc{ laid the many
homes of the underdark gnomes. Their enormous unclergrouncl complex weakened the structural
integrity of the above ground. When the Obsisian Tide came, the grouncﬂ caved in, Forming what is now
Reevt Canyon. Reevt Canyon is now home to the multitude of undead who died when the ground fell
from under them, the underdark gnomes who died there in the deansing Wars, and the human soldiers
that died then with them. It is an enormous area, made Particularlg unstable ever since the Great
Earthquake struck. The canyon is twelve miles wide in parts, and up to three miles cleeP. More undead
sPencl their lives here than any other P]ace on all of Atl']as, which makes it a very clangerous P]ace
indeed. Legencl has it that a Powemcu] artifact was lost when the ground caved in, an artifact whose
power could Possiblg rid Athas of all it's undead.

The Razor Spine Forest is a great eye-sore. What were once lush trees are now thin, obsidianized
5P/inters, so weak a strong wind could blow them over. The Razor Spine Forestis a dangerous Ioai'/w to



travel. Not onlg do undead abound, but if the trees are even sllghf:(g taloped, t/-lcy will fall over. While
this is not neccssari[g dangcrous, thereis a good chance that the tree will hit another tree, or that the
crash will force another tree over. After a whi/c, the fa//ing trees are thundering around you, and
t/'loug/') t/'lcy 're not /')cavy cnough to crush a man, their cc{gcs are s/'larP, and i'/')cy cleave t/'lrougﬁ the air

fike axes.

Razor SPine Forest: The Razor SPine Forest is a very clangerous Place. Chao’cic, undead, Pixies roam
these woods, searching out and destroging anyone who would disturb them or their forest. The Pixies
are small and light enougl'l not to ina&vertently clcstrog any of the woods. When thcg must engage in
combat, tl’xeg will use Powerful silence spe“s so that mages can't clestrog their forest with magjc, and
swarms of Pixics come out from their hicling Placcs among the trees to quicUy clis[:)atch trespassers.
The Fa”ing trees are very Aangerous, and each hit inflicts 2dé Points of slashing clamagc. The Fa”ing
trees start a chain reaction that would clestrog all trees in the forest if it wasn't for the Pixies who Fight
their hardest to keep the forest stancling.

The on[g other "wood lands" | found were the "Tari Woods". The Tari Woods are located to the south
of Gretch's Ebon SPire. They marked the farthest southern location I visited before turning back.
What I saw there was cnoug/v to convince me that I no /onger had the stomach for the Dead Lands.
Here, for miles around me stood Po/c after Po/c, each with the wai/ing body of an undead Tari upon it.
These poor creatures were stuck on these frail Picccs of timber during the C/cansing Wars. There was
no purpose to their torture. The gruesome act was done by Kalid-Ma himself. Each Tari is now stuck
there forever, wai/ing moaningand unresting,

Tari Woods: Kalid-Ma's greatest (and most heinous) displag of magjc was climinating an entire legion of
Taris and a whole forest full of trees in one fell swoop. Inan instant over one thousand Tari found
themselves imPalccl upon the tiPs of the trees theg were marching tl'lrougl']. Umcor’cunatelg, imPaling the
Taris did not kill them outright, and thcg were left there to bleed to death, starve, or be Picl(ecl aPar‘t 133
hungrg Kes' trekels. Of course, every single Tari was embraced into undeat]'l, and for two thousand

years have been swaying atop obsidianized trees, their lust for vengeance sustaining them.

Where the Crimson Savannah end and the Talelands bcg’n Jies a beautiful cascade of obsidian, frozenin
time as a bn'/iani’, jci' black waterfall. The obsidian waterfall (known as the "Sable Falls ") start near the
northern most Part of the Dead Lands and travel all the way c/own, farther than 1 travelled.
Occasiona/[g the black curtain will have a break in it, and in one P/acc, the fall takes on gigantic
Porportfons, _jutting out a full t/’:irty feet from the Jaggcc/ Cliffs on the thick part of it's curve. This area
! have named E'Maie's Fa//, as it was the last P/ace | saw my dear friend alive.

Sable Falls: sable Falls were formed bg the Obsidian Tide washing off the Tablelands and onto the
Crimson Savannah below (luckily, the flood was stoPPecI before it consumed any sizable Portion of the
Savannah). Climbing up or down the Crimson Falls is imPossiblc, for the same reasons c]imbing the
Dragon's Back Mountains is imPossib]e, and because the mists that occur along the Jagged Cliff regjon
also occur here. The obsidian gets so slick here that if you get within two hundred feet of the edge,
your chances for sliding over the falls are excellent. Though theg are beauthcul, the Sable Falls are still

clangerous.



Far to the south-east of Kyron is an area of extreme negativi{g. This area, as I have gat/rcrec], isin part
rcsPonsib/e for the creation of the Dead Lands, though I'm not cxact[g sure why. In any case 1 do know
that the area is laden with all iypes of undcad, it seems to be a magnet for the them. The entire areais
shrouded in dense fog, making it easier for creatures to surpn'sc Yyou and thus making it all the more
c/angcrous. Once a member of my Par‘ty and lwere travc//ing into the heart of the fog, having
volunteered to go )q'rst,. He was wa/kingnot two feet ahead of mysc/f. Suddcnlg ! heard him scream and
watched in horror as his boafg quick/y became incorporca/. The man clisappcarcc/ ng/vt before my eyes.
! have never seen him again, nor do 1 know what it was that made him disappear. / on{g know that | won't
be i'rave//ing to the "Eert Lod Myrtay" ever again.

Eert Lod Myrtay (the Land of the Dead): The Eert Lod Myrtay (Green Age for "the Land of the
Dead") was once the area where the evil sorcerer/scientist Gretch vented the excess Negative energy
he Pu”ecl from the Grey cluring the late Green Age. The area cluicug became entrenched with the evil of
the energy, and soon new, grotesque creatures were emerging‘ After a few more years of the venting, a
small gate to the Negative Energy Plane emerged, Pu“ing in any’ching that got too close, and sPewing
forth large amounts of negative energy. Eventua”g, this gate was used to power an incredible spc”, and
the gate's size increased one thousand fold. So much energy was lcaking out that it would soon
consume all of Athas, twisting it, making it a veritable living (or un~]iving} hell. Thank?u”y, the gate was
closed before the energy did too much 1'1arm, but the cost for the termination of the gate was having
the Obsidian Tide unleashed over what is now the Dead Lands. Right now the gateis but a small tear,
but it's size has increased over the last year or so. Some being is accessing its power. Who knows what

will I’IaPPcn if the gate is torn open any more.



Deaq) Zones- Areas wilh si‘rong conneclions To the nega\five

energy plane.

~Italicized text is in the words of the Wanderer

The Six Dead Trees-What foul ma‘gic created these trees? What force could Posiblg pcrvert nature in
such an obscene way? I couldn't come within one hundred yards of each tree as the stench of their

corroded husks sappec/ the sh‘engt/': from my bones.

The Six Dead Trees can be found where six druids were destroyed attempting to stop the flow of the
Obsidian Tide. The guilt the Druids felt for Failing their mission and the negative energy of the Dead
Lands delivered these six druids into undeath, twisting them into clegenerated and clecaging trees.

Beholcling the Rehg‘a Biga Fey (ancient Orcish for "Trees of Death”) is Perceiving death at it's lewdest.
These massive trees tower over 200 Feet, blocking all sunlight from entering it's domain. While [iving
trees have a Protec’cive covering of bark, the trunks of these trees are covered with s’cringg Hesl’r;
cliscolored, rotten and foul sme“ing. Blood cons’cantlg oozes from the trunk and courses through the
black veins on the surface. Undead swarm around the trees like KesTrekels swarm around a dging

desert wanderer.

Theg do their best, thinking and Uﬂt]’]iﬂl(il’\g Undead alike, to protect the trees, as that is their curse.
These undead were the followers of the failed druids and so are chargecl with Protecting the trees.

The Bayery- Trave//ing southward towards Gretch's 5trong/70/cl my encounters with the Undead
increased ten-fold. Weary from my ex/'lausting journey | sought refuge in a cluster of bui/dings | noticed
on the horizon. I made a terrible mista/ce, as these bui/dings seemed to act as a beacon for the wa/king
dead, bcckoning them from miles around to seek shelter in their obsidianized walls. 1 bare/y escapec{
with my life that n/g/')t--l suggest you make Your way around this accursed location.

The Bayery is a huge comPlex located twenty miles north-west of Gretch's tower. It is comPrised of
three large obsidian coated buildings, each I’iolcling two sPheres of obsidian. These spheres measure
10" in diameter and emit an eerie red-brown ligh’c. The glow comes from the incredible amount of energy
stored inside each of them, the energy of the Grey. Gretch used these enormous obsidian orbs to
store the Negative energy he had collected from the Grey when conclucting his earlg exPeriments for
Rajaat.

The Obsidian Dome- About three hundred yards from Gretch's keep stands a twenty foot ta//,
bcautiﬁ:/{g Po/is/vec/ obsidian dome. This amazing Piece of architecture radiates extraordinary cold,
blue-colored energy. Itis my belief that this dome is the tool Gretch used to control the multitude of
Undead at his command. Anyone foolish enougﬁ to wish to use the device must ﬁgﬁt their way t/:rougﬁ
a field of Grey Zombics, a task that will most /ikc/y end in death.

Gretch used the Obsidian Dome to amPIilcg his Undead controlj granting him power over thousands of
the un]iving. Before he ClisaPPearecl, Gretch enchanted over two hundred skeletons and other weak
Undead with the power to draw energy from the Grey. When the Undead are c{estrogecl, their abilitg
comes into use, regenerating their bodies to unlife again. It takes 1dé rounds for the Undead to Fu”g



regenerate. For more inFormation, see the Grey Skeletons Monstrous Compenclium entry.

Using the Dome is simple: aim any Necromantic sPe” at it and the effects will be improvcd ten fold.

Spe”s from any other school are sent back at the caster, with no amplhcication

Minn' on- On my third day of cxp/oring the Dragon's Back Mountains, | found the source of all the ash
that c/ung to the mountainside. Thirty feet above my head was a g/immcring, yc//ow Porta/, spcwing
forth an amzing amount of grey, white and black ash. No heat eminated from the Porta/, in fact, their
seemsed to be a 5/1"g/7t chill in the air. How this got herc, I will never know. Pcrhaps the ancients had

some arcane use for it.

Minn' on is an area locatecljust one-fourth mile east of the Dragon's Back Mountains. It is what's known
as a “Miny Gate", and is a connecting Point between the Plane of Ash and the Prime Material Plane. It
was formed during the time that the Obsidian Tide swept across this regjon, and was responsib]e for
clestroging many of the F]ging creatures that would have been otherwise unaffected bg the great

disaster.



Life Sifes - Places of Resl

ltalicized text written by the Wanderer.

Dccp in the Dead Lands lies a most unusual site. A POOI of water surrounded by lush trees of every
size and variety. This site saved my /ifc, as hadnt a c/rop to drink for cfays before rcac/w’ng the oasis.
It was in this oasis | met a {'ricnd(y spirit named Blathe, and though it was nlgh invisible, { was able to
discern rcmarkab{g beautiful features, the likes of which 1 have never seen before. After Proving mysc/f
benevolent to her Patron spirit (water), | was allowed into her Pond and grantccl all the water I could
drink. If any traveller is /ucky enough to find this treasure, I suggest visiting—~un/css You're a defiler, in
which case it would be Prudent tostay a few miles distant.

Trog‘s Pond: In the Green Age, Trog‘s Pond was the worshippinggrounds of ancient creatures called
Nymphs. When the Obsidian Tide came the strong connection to the Prime Material Plane rePe”cd the
negativelg—linice& obsidian and thus a "clear spot" was created. The Ngmpti's Pond was sPared, as well
as a small expanse of land surrounding it. The ﬂngl’lS still guar& their untainted terrain to this ciay as
undead wraittis, Protecting it from those who would wish to defile orin any way damage their land.

The first thing I found in the Dead Lands that affirmed my belief that the entire area could not be all
terrible was the blggcsf:, most beautiful tree 1 have ever laid eyes upon, surrounded by a lush and
t/'lriving oasis and Pond. The areais rc/ativclg /algc, and not a centimeter is covered by obsidian. 1didnt
encounter a singc creasture, goocl nor evil, the on{g t/'iing that made a sound was the tree crca/cing as it
swaycd in the fresh air that surounds the oasis. | rested here for weeks and i'/my were some of the more

erjoyab/e weeks of my lifetime.

The Seventh Tree: The Seventh Tree is the iargest and most imPortant area of life in the Dead Lands.
This tree marks the location of where the Druid “Nomam* sacrificed his life to prevent the Obsidian Tide
from further cnve]oPing Athas. Seven druids had each made a strong link between Athas and the
Positively ctiarged Prime Material Plane so tneg could Protect their guarded lands (Nomam was the
seventh and youngest of the Druid's, and his land naPPeneci to be what is now the northern border of
the Dead Lands). The first six died in the process of mai(ing the linl<, but the Seventh Druid managed
to survive and rcPeHecl the great wave of obsidian. The location where the Druid made his final stand is
now a lush oasis, 3 miles by % miles in area. In it's center stands the Seventh Tree. These lands are a bane
to all undead. TI"ICH can't come within 5 miles of the Tree, as the Positive connection of the area causes
them immense Pain. The Seventh Tree and it's surrounding oasis will not give up energy to wizards for

ang reason.

A/though 1 have never visited it, | know much about the oasis I call "Small Waters”. It is the location that
my hosts of Small Home used to bring me food and drink. It's located a bit to the south of Small Home,
in an area between two /atge hills.. chcnc/ has it that Amion's sister died hcrc, and sometimes, aijusi'
the rlg/ﬂ: time of the Year, she returns as a Dhaot to see Amion. I have a fcc/ing that she won't rest until
Amion does.

Small Waters: Small Waters is an oasis located just 5 miles south of Small Home. This is the area where

the noble preserver "Kith" died in a battle against Gallard's vile army. Where the female Gnome iag dead,



alush oasis now stands. The gnomes of Small Home use the oasis whenever tl’\eg have livingguests who
rcquirc food and water. No one knows w]ﬁy the area is now one of the few sites of life in the Dead
Lands. It could be due to the PowerFul magica[ item Kith used to help her vanquisl') her enemies and heal

her allies, which is now buried somewhere in the ocasis.

Sca/ing the side of the Dragon's Back mountain, after passing the ash c/oud, I noticed a /argc, br{g/‘lf
red cy/inc/cr rising from the tallest Pcak of the montains. It g/owcc/ with a Powcrfu/ fierceness that was
both unsctt/ingand beautitul. Unf:ortunate(g, no matter how hard I tried | just couldn't reach it, the trek
was just too ditficult. Maybe I will return one day to cxP/orc it, one day W/q/en f am better Prcparcd

The Tcmple of the Sun: Located atop the Dragon's Back mountain range, the Tcmple of the sun is
vir’cua”g inaccessible. The temple stands at the very Pinnac]e of the ancient mountains, the very highest
elevation in all the Dead Lands. Here the air is clean of the ash that Plagues the rest of the Obsidian
P]ain, and the high elevation makes the air cool. The temple was constructed in the earlg Blue Age, a
totem to the false gocls of the sun.

It is made of the same porous Plant that all other builclings were made out of in the Blue Age, but this
bui]ding is sPccial: at the break of clag, the temple grows 100’ straight up into the skg. When night
comes, and the sun sets, the largc spirc quicug returns to it's normal size of For’cg feet. The entire
construct is a Per‘;ect cylincler, standing Perpendicular to the mountain Peak . The toP of the cg]inclcr
is open, and when the sun passes over head it's light is sent to the ’cemples floor. Onlg at this time does

the construct's interior get exposed to the sun's lig]’l’c.

The tcmple is guarded bg a halﬂing Raiig, a”owing the templcs mystic powers to be used only for and bﬂ
good beings. Those who are bathed in the sun's light while inside the temPlc are healed of all wounds,
diseases and curses. Limbs regenerate, the dead are given new life. Undead are reincarnated into
beauthcul, ]iving, creatures. The powers of the sun are great, but exact their Price in Pain: those who are

grantecl favor will never ?orget the unbearab]e, excruciating Pain that is necessary for the boon.

On my first n{g/wt of exp/oring the Dragon’s Back mountains, | was fortunate cnough to find a Iolace of
rest. It was a room carved nght into the side of the mountain. The undead who had been {o//owing me
wouldn't come within two miles of the spot, s{gna/ing to me that the area was on/y welcome to the non-

CVil, //kc some areas | havc scen bCfOI‘ (=X

The room was filled with riches the likes of which 1 have never seen before. The shine of the treasure
was so great that the chamber actua/lg g/owcd. Of course, | touched none of the ric/'lcs, the fee/ing that

I was being watched warned me not to.

The Temple of the Mountains: Carved into the base of the immense Dragon's Back mountains, the
Tcmple of the Mountain is one of the few life sites of the Dragon's Back regjon. The temple isa simple,
Pencec’c]y square room, filled to brimming with riches of golcl, silver, and a horde of other Prccious metals
and gems. Any thief foolish enougl'l to try taldng any of the treasure is in for a big surprise‘ Six
dwarven Raiigs lie in wait, melded into the walls of the room as to remain undetectable. Thcy will allow
any living being to use their area to rest for as long as ’chey like, but will not Permi’c even the smallest

stone to leave their tcmple. Those who dare steal will die at the hands of the six dwarves.



The Cilies and Cify-Sfa\fes of e Dead Lands

Kyron: Kyron (also known as the "City of 1,000 Dead") is one of the largcst cities of the Undead in the
Dead Lands. Itis located miles south of Celik, making it the city closest to any civilization in the Dead
Lands. The citg is run !:)3 Evarli--an Undead necromancer/ Psionicist who revels in the power he now
wields. Evar'li rules the city through the small percentage of free-willed undead that make their home
there. These thinking Undead can quicklg organize the cities mindless zombies into an elite Fighting
scluad. One free-willed undead does not follow the commands of Evarli however, and this would be the
noble gnome: Amion. Amion has made it clear to Evarli that he doesn't agree with the evil ruler's
Practices, and in cloing so has started a minor civil war. Amion and Evar'li are locked in an enormous
power struggle, with Amion trying to free the zombies from the Necromancers rule and E'varli attempting

to keep the undead enslaved to Fight in his army.

At this Point the battle has reached a leveling out Point, as it seems the two have a common enemy. Any

traveller coming to Kgron looking for rest will be sorelg clisaPPointccl.

Smeckyx: Smcckyx is home to a spccia] breed of gnome. These gnome travelled below the surface of
Athas to escape the Cl'lam[:)ions encroaching armies. The gnomes of Smeekgx died in one terrible
instant, when Gallard caused a tide of scalciing magma to How through their ting tunnels and burnt them
all to death. The undead gnomes e’cerna”g reenact the last hour of their livcsj atime sPcnt celcbrating
their s’crengtl'x, unity and perseverance, inevitablg ending with their horrific deaths as imagjnary magma

ends their imaginar9 lives.

Small Home: Small Home is located miles from Kyron. ltis a city of gnomes and a small number of
Pixies. These demi-humans have retained their civiltg, even the norma”g Pschopa’chic Pixies are Pleasant
and comPosed. However, all this changcs as soon as clag turns into night. At this Point the nice, little,
demi-humans become ravinous }:)easts, capable of the most extreme and vulgar acts. Theg lose all their
freewill and are then controlled bg Evarli. The gnomes and Pixies realize this haPPens, and when mght
aPProaches theg lock up all visitors in a strong Prison constructed of granite. This Prison can onlg be
oPened from the inside, and those inside will know it's safe to come out due to a small hole that was
drilled into the top of the Prison. When light shines ’cl’arough, it is dagtimc and safe to come out,

otherwise, the guests are told not to open the door for any reason, even i they bcg them to.

Tik: The city of Tik is located just north-west of the Razor SPine Forest. The city sPansjust over six
hundred feet from end to end, it's small size is due to its inhabitants: tiny Pixies and sPrites. These
sPrites are locked in eternal battle with a legion of Sielba's Pixie Plunderers. It's a futile battle that the
Pixics will never win,just as thcg couldn't win in life. Anyone who ventures into the Frag will be attacked-

~to these uncleacl, all are their enemy.

Bigaﬁce‘tge: This citg is also re]ativelg large and serves as the home for a large majoritg of the orcs of
the Obsidian Planes. This inhabitants of this citg are relativc[y harm]ess, rcgar&ing visitors (even the
living) with indifference. Mang of the orcs retained their free-will in undeath--those who lost theirs are

controlled 139 those who's will remains intact.



The mindless orcs serve as slaves, working constantlg on the ’cracling Project their leader has ordered
them to do. Occasiona”g, a general will lead a legion of Undead to raid the various forests and the Sea
of Chalat for wood (orin the case of Chalat, for intact ghost 5]’1iPS>. These ’crips usua”g yiclcl poor
results, but after thousands of years, the wood has stacked up.

Biga'mce"cyc remains relativclg unchangecl from how it looked and functioned in the Green Age. Orc
slaves were first put to work cl'lise”ing off the thick lager of obsidian from the buildings and roads, and
now the city is Prac’cica“y obsidian free. There is one builcling so]elg devoted to storing obsidian.
APParcntlH it will later be used in trade.

Corgxtl%-Pixie city. In its heart is Palace. The city of Corgxth resides clecp in the the Razor SPine
Forest. Itis a largc city, inhabited bﬂ a large number of undead faeries. These faeries dwell in the
obsidian covered trees that served as their homes when theg were [iving. At the center of this city 1s an
enormous tree, decorated with the skeletal heads of many fallen warriors of Wgan’s (tl'le Champion
dedicated to slaughtering all of Athas' Pixies) armies. This large tree serves as Palace to Alpin,
Empcror of the faeries. The task of the faries living here is simplc: c{estrog any intruder who enter the
city.



Rules for Conquering e Dead Lands

Using Magjc in the Dead Lands

Of all the classes, preservers and defilers will have the hardest time of all surviving in the Dead Lands.
Deiciling and Preserving utilizes the life energy of living Plants and animals. The Probiem with drawing
this energy when in the Dead Lands is that there is no “life" energy to draw from. This makes casting
exceecﬂinglg difficult. Drawing energy doesn't haPPen instan’caneouslg i’iereJ rati’ier, it takes four
rounds per level of the sPe“ cast to ga’cher enough energy from the far off silt Sea and surrouncling
areas. For Defilers (who have no regard for endangering the P]ants life force) the time it takes to draw
the energy is sligiitig sl'iorter—-oniy taking two rounds to gati'ier it. Thus, it will take twelve minutes for a

preserver to gati'ier enough energy to cast a Fireball.

One way to circumvent this &eiag is to carry Plants into the Dead Lands, but this can be quite
cumbersome. Not all mages are taxed within the Dead Lands. Shadow Mages suffer no Penalties, nor
do Ceruleans. Necromancers (wizards who Pu” their energy from the Greg) gain bonuses while casting
magjc in the Dead Lands. Forthese lucky mages, their casting times are halved and all sPe”s are cast at
alevel two i‘iigher than normal. Ti’lCFCFOFC, when a lﬁth level Necromancer casts his or her I:/’reba//, the
s[:)e” is cast as if the mage was I7ti1 level. This is a result of the extremely nigiﬁ levels of negative energy
emanating from the Dead Lands and the gate to the Grey, as detailed in the “Geograpiiica[ Regjons and

other Points of Interest of the Dead lands" section.

Clerics have a number of Problems also. The undead of the Dead Lands are extraorciinarilg Powencui
due to, again, the negative energy of the area and the gate to the Grey. ThereFore, turning the Undead
is a ci'ia”enging task. When turning Undead, the Cleric functions at half his level, rounded up- Thus, a
20th level cleric will onlg be able to turn at 10th level of abiiity. Another drawback is that all clamage
healed bg a Healing spe” is halved. The rapid onset of rot and infection is the cause of this.

Clerics are not without benei:i’cs, as their spells do increase in streng’ch while in the Dead Lands. One
asPect of the sPe“ cast can be augmen’ce& bg one hundred Percen’c‘ S0 a cleric can chose for the
ciuration, damage, or an other effect to be doubled in PotenCH‘ The gate connecting the Greg to the
Prime Material Plane was once a iinking Point between the Elemental Planes and the Prime. There are

still some residual effects of this, thus the strengti'iening of power.

Psionics in the Dead Lands

On the whole, Psionics remains relative13 unaffected 139 the Dead Lands. There are some cirawbaci(s,
however. The main Probiem lies in using TelePortation sciences and ciisciPiines. The tremendous
amount of obsidian has an odd effect on TelePort and related powers, causing the occasional Problem
for Psionicists. Any failed result of using a TeiePor’ca’cion ciiscipiine or devotion means that the
Psionicist (or recipient of the power in some cases) Is NOw trappeci in the Greg. For rules concerning

being stuck in the Grey, consult Preservers and Defilers of Athas©.

Rot, Disease, and Infection
The Dead Lands are an area of death. The very air is so contaminated with vile imPurities that infection
and disease run ramPant‘ These norma”g harmful viruses have mutated from the negative energy of the

area, becoming stronger than any toxins found in the Table Lands. The second the skin is broken on



victim the infestion sets in. There are many different kinds, each uniclue init's own &eadlg way. Most
common infections found in the Dead Lands operate in the same way. One round after any Picrcing or
slaslﬁing attack, the victim (hc not treated immc&iatelg) will bcgin losing hit Points. The hit Point loss
haPPens once every hour, rcsulting in 24 Points of damage after one full clag of non-treatment.
Treatment includes Purhcging the wound with fire, Iﬂcaling it througl'] magical means, treating it with herbs
(not to be found in the Dead Lands), orjust hacking the limb off. One temPorarg Point of Strcngth,
Constitution and Dexterity are lost every dag. i the wound is treated, theg return at the rate of two
Poin’cs per clag. if at any Poin’c any score falls below "0, the victim is dead. More exotic and rare forms
of infection have more terrible results. One such affliction causes the victim to tear off his or her own
flesh. When all the flesh is gone, the person’s skeleton come to "unlife" and attacks the nearest thing in

sight

Ash Clouds

The same accident that created the Dead Lands oPened up gate to the Plane of Ash. This ash killed
the few Hging creatures of the Dead Lands who were unaffected bg the Obsidian Tide. The Ash
clouds cover a goocl Portion of the Dead Lands, and their Position changcs ona dailg basis. There are
some aclvan’cages and some clisaclvantagcs to having an Ash cloud above you: Ash kccps out the sun,
which lowers the temperaturc 10° per hour the clouds are over an area. Umcortunatelg, the Ash clouds
attract unclead, and any failed roll rolled on a Random Encounter table should be rerolled once. The
ash clouds also pose Problems to the character's abilitg to breathe. If a rag is not held over the nose
and mouth, the ash will cluicklg find it's way into these orhcices, cl'loking the character to death. The ash
of the area is thick and usua”g grey, black, or white.

To see if ash is overhead the PC's at any certain time, roll 1d100. 1f the result is a "60" or less, the area

has an ash cloud over it. If the result is "61-100", the area is clear.

Death in the Dead Lands

Let it be said that no death is final in the Dead Lands. Every being killed will rise again, sometimes mere
seconds after death occurs. The nega’cive energy of the Dead Lands forms a sort of "soul net”, keeping
all who die traPPecl there. After the likelg event of character clcath, roll on the Fo”owing table to

determine when the boclg will rise again.

1dioo

0l1-10 instantaneous
11-20 one round
21-30 two rounds
31-40 five rounds
41-50 one turn
51-60 two turns
61-70 five turns
71-80 two hours
81-90 five hours
91-92 ten hours
=94 one cla9
95-96 two dags
97-98 one week
99 one month

00 one year



Using the Obsidian for Magica| or Psionic Items

The obsidian of the Dead Lands is among the purest and refined on all of Athas. Itis ideal for making
any magical or Psionic item that requircs obsidian. It is rumored that the Dark Lens was created 59 a
process similar to what created all the obsidian of the Dead Lands. Thousands of years of erocling
have created chunks of obsidian to form in all different kinds of shaPcs and sizes, so it on]g takes a little

searching to find exac’clg the kind of Piece you are Iooking for.

Travel in the Dead Lands
Heat is not the onlg thing an adventurer needs to worry about while trave”ing through the Dead Lands.
There are many other dangcrs, inc]ucling wandering monsters, obsidian blindness, and the incessant

lmicking caused !:)5 the rough, volcanic g]ass.

During the dagtime, the sun shines unrelentinglg upon the obsidian ground. The obsidian is higl’llg
reflective and can become a Problcm for adventurer's eyes after a while. The shine is imPossible to
escape, except in rcgions where there is a structure largc enough to cast some shade. The sun's
reflection has been known to temporarilg blind People (on clags when the sun is Particularly brutal), but
will usua”9 onlg result in a lessening of the character's ability to see. If the adventurer has no eye
Protection, the resultis a -2 Penalty to all attack rolls and a -1 Pcnaltg to the character's Armor Class.
When the sun goes &own, or when the PC's find a way out of the sun, theg will suffer from blindness for
2dé rounds. Inthat time, ’cl’leg suffera -4 Penaltg to all ToHit ro”s, anda-2 Penaltg to their AC. These

Pcnalties are not cumulative.

The Dead Lands are covered bg a thick lagcr of obsidian. This obsidian is laden with ting rivulets.
These small,J’aggecJ Pieccs can tear through any natural armor with an AC less than 8. While not terrible
cnough to seriouslg injure someone after takinga few steps over the ground, the damage adds up after

every mile or so. With no’ching onone's {:cet, PC's sufferi Point of damage for every mile travelled.

Sanclals, boots and shoes suffer from the rivulets to, and must save vs. acid after every five miles

travelled on foot.

Undead monsters are an integral Part of the Dead Lands. Adventurers should encounter some
Undead (whether Frienc”y or not) at least twice in the dag time and four times at night. The reason
encounters are so common is that the PC's life force acts like a bcacon, attracting Hocks of Undead to

their sParlc of life.

Random Encounter Table for the Dead Lands
A random encounter table for the Dead Lands can be found in the Agc of Heroes®© rulebook.

Heat in the Dead Lands

When trave“ing in the Dead Lands, heat is a large element to consider. During the claytimc, the
Obsidian Planes are a veritable Furnace, with temperatures exceeding 190" F. This excessive heat can
be attributed to many factors. One is the Dead Lands elevation, which is roughly one-fourth of a mile
below "sea-level. Another factor is the comPosition of the Dead Lancls—-highlg heat—absorbing
obsidian. This obsidian will also reflect a large amount of the sun's light, aclcling in more heat. Large ash



clouds blanket the regjon, and while these do keeP ]igl’mt out some of the time, ’cheg also keeP the heat

from cscaping into the atmosplﬁere.

At night, when the sunis away, there is some lessening of heat. However, the ash clouds keep enough
heat locked in for the temperature to maintain it's intensitg. At night, the temperature is lowered to
about 1ZO”I:Jjus’c about bearable for elves.

PC's are recommended to travel onlg at mght (w]‘n’ch, inciclenta“y, is the time the undead are at their
strongcst) s unless thcg have some sort of magic that can Protcct them from the sun's brutal rays. i the

PC insist on trave”ing during the clag, you may use the Fo”owing,

OPtional rule table:

Hours Wa"cing Con Check*
1 Con -4
2 Con -5
p) Con -6
+ Con -8
5 Con -10
6 Con -12
7 Con -4
8 Con -16
9 Con -18
10 Con -19

*Failure means that the character cannot walk anymore in the terrible heat, and can do notl'ling but rest

for a number of hours equal to that of which he walked.

Fig]’l’cing and other strenuous activity are even harder to maintain than walking. For these actions, the

DM should use the "I:igl’wting while wearing armor” rule in the rules book.



Ge”’lng There

Getting to the Dead Lands is almost as difficult as surviving them. The silt Sea, the salt Flats, the
Crimson Savannah, the Endless Sand Dunes -~ each Patl’w has it's own clangers, itis up to the individual

traveller to determine which way suits him best.

N) The Endless Sand Dunes: Trave”ing tl’lrougl’l the Endless Sand Dunes is one of the best ways to
getto the Dead Lands. Oases can be Founcl, food is amPle, ancl, in their troughs, the dunes do create
a bit of shade. The main Problem is that the dunes are so ]arge that theg egectivelg triple the area a
traveller must cross in order to reach the Dead Lands. An adventurer can P[an on the triP to cover at

least miles, and this route will lead them out to angwhere between and.

(N/NE) Great Salt Flats: The great Salt Flats are Perhaps the best route to travel when trelcl(ing to the
Dead Lands. Despite the fact that their is little P]ants, animals, food or water along the way to sustain a
trave”er, the Great Salt Flats are ﬂat, which makes travel cluicl( and casy. An adventurer can P[an on

the triP to cover at least miles, and this route will lead them out to angwl‘lerc between and.

(E) Silt Sea: If one can survive the rigors of the silt Sea, one could reach the Dead Lands somewhat
casilg. While a 1000 foot droP must be overcome bg adventurers travc”ing more orthodox routes, the
Silt Sea Hows gentlg into the Dead Lands, bgpassing the clroP altogcthcr. An adventurer can Plan on
the triP to cover at least miles, and this route leads to Goran's city of Biga'ge'tge.

s) The Tari Lands (TI’IC Southern Dead Lands): it your adventures bring the characters up from the
South to reach the Dead Lancls, tI’ICH Probably travelled tlﬁrough the Tari Lands. The Tari Lands are
the southern most region of the Dead Lands that the Wanderer didn't ex[:)lore, and theg are marked bg
the Tari Woods. It is up to the individual DM to decide how long this will take, but the adventurers will
most likelg end up in the Tari Woods.

W) The Crimson Savannah: The Crimson Savannah is Per]ﬂaps the worst way to reach the Dead
Lands. During the Green Age, some liquicl obsidian had cascaded off the Jagged Clitfs. This obsidian
cooled in mid air, and now "water" falls of solid obsidian can be found alongsic[c the Jaggccl Clitfs.
Adventurers will find scaling these monoliths extremely difficult, as tlﬁey are vertical, slippery (as the
Misty Border), and the obsidian is sharp enouglﬂ to cut the thickest giant's hair rope. The cliffs behind
them are a bit easier to scale; if the PC's wish to do 50, consult Wind Riders of the Jagged Cliffs© for

rules on doing s0.

The Border: The Dead Lands are sunken into the grounci, this makes it difficult to g0 from the Table
Lands to the Obsidian Plane. The change in elevation is rougl'lly 1000 feet, with the obsidianized part
bcing about five hundred feet down the wall. Adventurers can find many ways to get down the cliff,
common ways include: climbing down (which is cxtremclg difficult, teleportation, feather Faning, or,

Possiblg the worst way to go,justjumping off the cliff (that‘s 10dio &amagcl) .



The Hisfory of e Dead Lands

About fiﬂy miles south-west of Kyron, | came across an ancient burial site. It was quite
beautiful actua//y --a /arge, white, marble structure J’utting out of the Pitch black obsidian ground,
creating a brilliant contrast. Upon takinga closer /oo/<, | noticed a /ong brown sheet of paper resting
a‘gainsi' the doors of the tomb. Carefull L] unfolded the paper and began to read. The paper was old
and crumb//ng, and some of the words were comP/ete/y gone, but I made inferences and gucsscc/ at
certain words a/ong the way. After read/'ng the story (w/vic/‘l I believe to be a letter) | felt it would make
an excellent addition to my entry on the Dead Lana’s, and so added it. The words and letters | had to

guess at were Iout between brackets such as this: for[ever].
The History Of The Dead Lands--167th King's Age

Rajaat, The War Bringer. Rajaa’c, The Destr09 [er]. Everytning Poin’cs back to him. It was he
who instigated the Clcansing Wars. It was he who destrogecl my PeoP[e. It was R[ajaat] who found the
survivors, the Hidden O[nles. He, IT, was the wind behind the [Obsidlian Wave. The wave that
slaughtered my brethren, my whcc, my [otner loved one, unknown]cl. Let no one tell you otl'lcrwise,
dear [reader (may have been regering toa sPechCic person or to all readers in gcneral, unknown)1, let no

one steer you from the truth. It was Rajaat who was at fault. Never Forget this.

If 1 recall cor[rec’c]g] (wnicn is not such an easy task after [two hundred 9e]ars), Kgron is where
eve[rgtning] started. Founded to be the ca [unl(nown] citg for a group of Preservers known as the
[unknown—two worcls], Kgron was of the fe [w] cities that some members of the nearlg exterminated
[races coluld come to seek rexcuge and [most likclg] not be found bg the Cl’lampions nunting them. This
was due to the remn his Clcansing Wars. It all naPPenecl Te} Fast, we had no time to prepa [re ou] rse]vcs,
no time to flee. Mang gnomes w[no could h]avc escaPcd s’cagecl behind to hclP o’chers, engaging ina
futile effort to preserve my Peop]e‘ I could not, howe[ver, stay ]benind, as I had a wife [and chlild to
take care o1c, and I couldn't bear to[ see] any harm come of arkable magicai and Psi[onic] wlalrds
Placecl around the city by Jel'se'ah (the city's founder), and the most re[cent (g]et st[illl ancient)
wards Placcd by [mgs]elF (over 20[0] years ago). It was also the best Placc to go for o[n-tThe-run
Plrleselrvers. Herle, the] pe [o[:)]c livled in Pc[ac]e, it only [for a flew [brlief years.

Kgron [thri]vecl for a short while, it's location was the best kePt secret in all of Athas.
UnFor‘tuna’celg, the best kePt sec[ret wlas n[o] match for Rajaat's twisted, Piercing eyes. The seco[nd
n]e visited south of Celilc, he could tell some’cning was wrong, That [nideous be]as’c could sense the
Pcople living in peace, and the War—Bri[ngerju] st couldn't hav[e t1hat[.]

But | will tell the tale from the beginning.
I re[mem]ber like it [was 3cs]terda9, but 1 will a]wags try to [Forge]t. I [was a 1bit over one
thousand years old (Powcncul magjcs hlad m]uch exte[ndeld my [naltural li[fetilme) when Rajaa’c came.
Nor[th to] Kyron we ﬂecl, Gallard (the Cnampion assigned to slag [ing] my kind) ceaseless]g niPPing at

our I’ICCIS.



Kgron was my birtlﬁplacc, and it was where 1L Firs]t learned to cast [m]agic. Before meeting my
whcc[, I hald a brief romance with a beautiful hu[man] woman named Jel'se'ah. She was a Preserver, as
[wlas I, and wle met [cl]ur[ing an lat[tack wle were both involved in, against Rajaat‘s evil Preserver
Pi”agcrs &uring the carlg years of Rajaat‘s Lilhad against them. Eventu [a”]g, after she realized s[he
coulld not save the [wlorl[d, shle dedicated herself [to sav]ing the citg of Kyron. With amPle [time]
(she was t[hle one who co-created t[hle Life Extension sPc” that had ke[P]t me alive for so many
[H]C[ars]), she even’cua”y managecl to malke magi]c[al] wards and barriers strong enough so [thlat

Rajaa’c‘s men [could]n't even find the city. Soon, Prleserver]s[ clame to the cityin [dro]ves.

When the Cleal nsing Wars star’ccd, those People of the hunted races who knew of thle cit]g
came. [ By the 1time my Fami]y[ had] arrived, the cit[y wlas so full that the [yl were turning Pcop]e away
at tlhe glates. It was such a terrible[ sig]ht: hundreds of poor, hungrg, tired folk from all races
s’can&ing i&lg outsi[de the ga]tes, nlo]t knowing what to[ do] next. Of course theg couldn't stay
whelre th]eg were, as thlelir presence wolulld give away the city's location. Th69 all knew that, and
t[l‘veg alll k[nelw theg would[ die ]bg the hand of Raja [at].

L [uckil 19, Jel'se'ah was waiting for me, and had[ reselrved space for m[g Fa]milg an[d1]. Ican
still feel thle elyes of the Peo[:)le that c[ouldn'lt get in, staring at me. i 1 could have, 1 would have let
one of those poor so [uls takle my Place, but[ 11 had a wife a[nld c[hilld to take care of, and I couldn['t

blare to see harm come of t[helm.

At First,[ life took a bit of getting lused to in Kyron (what with so many People olutsilde the
gates all clay, evergda}j). Blut wi’c]hin a few months, word got out that Kyron was no longcr aclce] Pting
any more rcguge[es, and] the Peoplc stoPPccl coming.  For ge[ars, Kgr]on thrived. The c[itg] was
brimming with [eve] ry known, in [tc”]igent race on Athas, and Preservers a[nld Druids made life very
comflorltable. It [was wlonderful, and | got to see my chil[d] grow into a man, a brilliant ma [gle, and a
Master of the Wag. His name was DBariia, and he was a beau[thcu]l bog. His mother (01C human
li[neag]e) grantecl him his handsome looks, wisdom, and great char[m] and eloquence. I (of gnomisl'l
lineage, as H[O]u know) gave him his gre[at] inte”ect, it 1do say so m[gselF. 1He helpecl me teach his
mo’chc[r t] he arts of magic (as | alwags had so little Pa’ci [ence to tea]ch those who weren't giFtecl in that
sense). Eventua”y, | t[au]ght them the sPc” that would kecp t[hem young for as] long as thcy lived. 1t

was [ajog]ous time in my life.

Blut let it be said that Raj]aat can smell peace and Prosperity miles away, and he couldn't allow
usl, the UnP]ure Ones, to have that. I often wonder [wl’ly 1all this happen[ed,] wl'lg Rajaat had to
cles’crog my, and countless o’chers‘, life. 1 [asked ]mg wife t[hlis once, and she reP[l] ied "Life isn['t

falir," and I can [seel how this [is] true.

[Roughlg nline years after | first entered Kyron, Jel'se'ah's first ward faltered. 1t was in [the]
middle of the night, and I remember awakening to hear my bog and his mother s[creaming] in uni[sonl, in
pa [nic anld Fright. Second[s latler, an enor[mouls ball of gas[eous] flame streamed down from the
heavens, igniting a small P[or‘ti]on of tThe citg] and it's inhabitants. 1 ra[n] outside as quiclcly as| could,
where | mlet the] el[ntire group of magic—]wielding folk of the communi’cg. I never before rea]izedjus’c[
hlow many of [us there wlere, but my first g[ [ance Jof the scene told me that far [mor]e than a quar‘ter

of the citg's Pcoplc could cast spc“s! It was glorious: teams of Psionicists, Preser[vers ]ancl Druids



joining forces to obliterate their foes 1Crom[ the ]skg. And o[blitera]te ’chcg did, for nlolt two hours
a[ftelr the first vo”cg of fir[eballs] was launched, our town had won the clag. TThatwals a clag marked
with excitement andjog (or clestroy [ing our foel), but at the sam[e time, an] overwhc[lming] gecling of

doom permeate [d t1he air, for now t[hlat our citiles] location was known, we were as goocl [as deald.

Early thle next Aag, Jlel'sle'alh callleld a meeting of all t[he to]lwns mages and Druids.
Hundreds of us crammed into a large, unclerground mlel e’cing ]'lall, awaiting Patientl [9 for our] leader to
sP[ea] k. She addressed the group ca[mlg, but [si]gns of stress and[ a]nxietg wore througlﬁ her
PeaceFul visage, bctrayi[ng hler real emotions. Jel'se'[alh had made a decision: she informed the
group[ that] shc, I ancl a group o1c Four clcrics kno[w]n as thc "Four Forces" were to combinc our
efforts and delvise] a Pl[an to] save Kyron from the wrath of Rajaa [t's elvil armies. Time wlas] on
olulr side, as Jel'se'alh estilmated it would take a[ bit olver nine years for the armies to [flind us. The

rest of [the Pco] P]c at the meetin [g wo]uld helP wlrit]le and cast the s[P]c“.

TI’IC[ enti]re dweomer woul[d b]e orchestrated b[g] all of us 139 emPloging the powers of an
artifact called Hax. Hax b[roug] ht minds togctlﬂer, bl[enclin]g them so that all though’cs, experiences,
and Fcclings were known and felt as onle. Fu]sing our min[ds t]ogethcr would be thle most efflicient

way of sharing ideas, and would m[inim]ize the tilm]e needed to create such a Powcmcul sPc]L

The Flour Folrces started off the n[ext] clay, combini[ng tlhe strength of their elements
(Earth, Fire, Water, and Air), and used a [Pow]encul[ au]gurg to contact their lords. | watched in
amaze[me]nt as a cloud of silverg ash sprung from the tig]'l’clg formed circle of Pries’cs, Forming into an
image I will never Forgct. The Picture of a beautiful [being d]rapcd in ro[bes oﬂ brilliant white
aPP[C]arccl. The creature's head wa [s sl’map]cl like an oval, and it's mouth and nose were missing. It's
twlo, o]blong, 1Cro[s]t9~wl'lite eyes were the onlg [thing]s that made me t[hinlk it was a [head ]at all.
Wlisldom, peace anld love Jradiated from it like rays from the crimson [suln, and I soon kn[ew t1hat we
needed t[hils }:)cing to protect uls. Juel'se'ah used [hler magjcs in corjunction with those of the Four
Force[s to] divine that the creature we were ]ooldng at was hum[an.] "What happened to it?" |
wondered aloud. "Co [u] |d that be the form in whic [h hu] mans| wi]” evolve into? Is this the result of the
Prist[inle Tower?" | asked (9ou are awlar]e of the powers of the Pristine Towers, correct?). The
visages[ of the Tfour clerics aPPearccl strange, and then t[h] ey a[ns]wered [mg] ques [tions i]1n unison.
The being was the result oF tl'lc blencl 01C Power magic ancl the W[a]9< The creature transxcormccl itselmc

i[n]to what we saw before u[s now. 1wlas imP[rcss] ed.

With research d[one w] ith, the [n]ext m[ont]lh was spe[nt Prepa] ring for the creation of the
sPe”. Some debated that it would be wise to exPlore another line of defense, but 1 was blind to
ang’cl‘ling but the clreation] of that [wond] erful creature. 1look back and see mgselF as foolish a[n]d
imPctuous, but at the time, | wasn't in my rigl'lt mind. The be[n]g was[stulck in my brain every waking

mom[enlt, [alnd when | slePt, my dreams were filled with its surreal beauty.
wit[h Jell'se'ah and the Four Forces backing the idea, al[mo]st everyone cventua”y a[greecl
Tto g0 along with thle P]lan‘ N[o Jone could have klnown it ould turn out to be a dis [aster,] everyone

believed [welwere cloing[t] he right tl’)ing. As you kn[o]w, we [wlere ter[riblg lwrong,

Ovler thle next [ninle years, materials wer[e gathcrc]cl, ideas wlerle sharccl, and the sPc“



n[ear|9 col mPleted. Meanwlﬁile, Barria, my son, was[ aclv]ancing i[ncre]dib]9 qui[d(] lfj in his st[udlies
of both [ma]gic and the Way. With [mg wilfe and | tutoring him using Hlalx, he learned to mast[er his]
skills, and soon surpasscd both of us in skill. Barrial blecame a very[ rcspc]ctccl member of Kyron,
im [Press]ing all with his wisdom, great int[elllect, and charming demeanor. At first, Jel'se'ah was going
to make the [tralnsformation, but when she became ocld]y ill, Barria was no[milnated to g0 [thl rough
the changc. Again, | was [Pr]o[u]d of my bog, but 1 was al[so] afraid of what wou[ld h]aPPen to him if
the spell failed. He, of clourse], didn't share my worries, and was [rather Jexcited about the whole
[affalir. To [tl’v]inl(, I wolulld still hav[e] m[g b]og (in his right for[m]) to this[ d]ag it it weren't for
Rzijaat.

We learne[d that] Rajaat's armies were] nearing K[yl ronjust clays before we were to have the
sPe” rea&g. To help dclay tﬁne aPProaching[ arm]y, Bhra‘go (the informal leader of the Giants[ wlho
were living in Kyron) offered [tlo send his People out to battle our en[e] my. Bhra ['glo felt it was his
cluty as none of t[h]e Giants were able to help[ wilth creating or casting the sPe” on Balrrila. TThel
last thing I ever heard about th [e Gilants is that they clisobeg [ecl B]hra‘go's orders and ran for the

mountains, at whic[h time t] hcg welrle clestrogccl from the rear.

Days [[ater], the enemy had clis[:)c”ecl the last of the wards that Protcctecl Kyron with a[n]
enormoluls surge of spe” energy. When 1 first la[id c]yes upon the human so[ldier]s, | was shocked.
Theg all aPPearecl as lcPers —si[ck] 19 alnd] decayed. I ha[d Jattributed it to the Gate to the Grey that
had b[eeln oPened by [G]retcl'l, and | was cor[re]ct. Tl’ley attacked like blood—thirstg [cl]rakes,
tearing holes in the ci’cg walls with their I’lancls, slaug]'l’cering babie [s, wolmen, children. 1t sicke[ne]d me,
but 1 tl’xought we wolul[l1d Prevai[. I qu[icklg set ]UP Hax and [soo]n, every Druid, Preserver and
Master of the [Wlay in Kyron was casting the transfo[rmatilon sPc”. Barria sat in the middle of the
room, cross~legge[cl, face] tensed frlom colncentration. We rcaclilg bcgan the spc“, but s[ooln
stopped in horror. There was n[o] P]ant~|iFe to power the sPc”. The Champion's army had stolen it all
when theg destro [gc]cl the city's wards. We had Plannecl for them to take some Plant life, but[ nlot all
of it! Leave it to a defiler to take far more t[han wlﬂ] at theg need.

M9 mind [was r]acing, ourminds were racing. Then someone [rem]emberecl the soldiers. Which
[made] us think about the Gate to the Grey, a[nd we] then wondered if the Grey could be f[ashiloned
in[to elnergy. Hulndrleds of us becan calculating, Figuring out holw ex]actlg we clould Po]wer the
sPe” with[ negative energy. 'Thump~th [um]P' soldiers were racing down the s[tailrs to our
subterranean meeting P[Ia]ce. We had no time to mull o[velr our choices. We chlolse, and we chose
forthle g]oo& of oulr city. Wle cast the SPCH‘

Olur eg]e’s openecl at once, all wlere Fixc]d on Barria. Hils] face was so strainecl, SO
[an]guishecl. His lankg boclg was sl’mivering, yet sweating at the same time. He[ llet out a [c] ry, and a
glrealt crunching solund clame from his torso. You'll excuse me if | [wlon't finish the cle[scrip]tion of

tlhe] tran[sforlmation. 1[t] pa [i1ns me to write of it.

He wlas suPPos]ed to be a being of pure b[eau]tg and peace, of glowing, white wings and a
frail bodg. He didn't turn out that way. The negati [ve en] ergy twisted him. It warPed his bo[n]es, mind
and soul, and turned [his sk]in adark grey.



But he wlas sti]” beautiful to me.

wlith a ﬂ]ap of his m[alforlm[ed] wings, he burst tlﬁrougl'l the ceiling of the meeting hall. He
turned his anguisl’w towa[rds not [jus]t Rajaat’s army, bult tlo the Pcoplc of Kyron, too. He had to[ be
s]toPPed, so the last remai[ning townsP]coPIC who were m[agic]a”g inc[ineld, linked back up to one
ano[thelr using Hax. We us [eld our last stre [ng]th to pa [chcg m]ﬂ child. And t[hlen the Obsidian
Walv]e hit.

Wheln | ]cmc[rg]ed, undead a[nld halF—skcletal, from the murl(g, licluicl obsiclian, | survegccl the
damagc. Not a so[ul] survived the ordeal -- my whcc,[m]y chilcl, and Jel'se'ah wlerle all dead. As I was
the first to becom[e rleanimalted, | selaled each of my tlhree lovled ones in a crypt of hardened
obsidialn], sealed shut with my magjc. | couldn't blelar to have them bleclome as I had, one of [thle
Wal[king Dlead. 1[t] was a goocl decision.

Nol[w | ]P[r]o[tec]t that to[mb flrom [th]e likes of Gre’cch, as he would do angthi[ng to hlave
my son added to his lcgion of Undead. 1 sit above his tomb each clag ancl[ each ni]ght, think[ing of
whalt I [coluld have done different, how I could have better Prote[ctcd my Fam]ily, my friends, and my
city. | start bg blaming mysehC for all that [happcn]eclJ but I alwa lys comle to the inevitable

col[ncllusion: It was Rajaat who was at fault. Never Forget this.



