
 

 

Legends of Athas  
The Power to Save or Destroy Athas Is Yours  

 

Credits  
Designers:  Bruno Fernandes, Doug Hagerty, Cliff Hill, Jon // Oracle  

Development Team:  Bryan Bock, Bruno Fernandes, Alexis Gervais, Doug Hagerty, Cliff Hill, Yanick 

Moreau, Christopher Nahumck, David Schwartz  

Editors:  Bruno Fernandes 

Rules Assistance and Review:  Fabiano de Oliveira 

Layout:  Fabrício Lopes 

Background Graphic:  TBD 

Interior Artists : Tom Baxa 

Resources: Beyond the Prism Pentad; Dragon Kings; Earth, Air, Fire, and Water; Mindlords of the Last 

Sea; Terrors of the Desert; Terrors Beyond Tyr; The Mind's Eye: Psychic Theurge 

(http://www.wizards.com/default.asp?x=dnd/psm/20040925b), The Will and The Way 

Thanks to:  Nels Anderson, Chris Flipse, Mark Hope, Paul Liss, Fabrício Lopes, Geoff Wobbema 

 

NOTE: THIS IS A PUBLIC PLAYTEST BETA VERSION. IT IS NOT A FINALIZED VERSION.  

PLEASE SEND FEEDBACK TO TEMPLARATE@ATHAS.ORG  

 

 

 

 

 

 

Requires the use of the Dungeons & Dragons, Third Edition Core Books published by Wizards of the Coast, Inc. This 

product utilizes updated material from the v.3.5 revision.  

Wizards of the Coast is a trademark of Wizards of the Coast, Inc. in the United States and other countries and is used 

with permission.  

© 2008 Wizards of the Coast 

http://www.wizards.com/default.asp?x=dnd/psm/20040925b
mailto:TEMPLARATE@ATHAS.ORG


Legal Notice:  

Dungeons and Dragons®, D&D, and Dark Sun® are registered trademarks of Wizards of the Coast, Inc., a subsidiary 

of Hasbro, Inc. This Dark Sun on-line product has been recognized by Wizards of the Coast as an Official Dark Sun 

release on the Internet. The content here in is considered to be derivative work (as it is based on the intellectual property 

owned by Wizards of the Coast), and the articles within are jointly owned by both Wizards  of the Coast and their 

authors. As such neither can do anything outside the official website without the permission of the other. This project 

may be reproduced for personal use, but may not be used to generate revenue. This product is a work of fiction. Any 

similarity to actual people, organizations, places, or events is purely coincidental.  

 

Open Game Content and Dark Sun Copyrights:  

This edition of Legends of Athas is produced under version 1.0, 1.0a, and/or draft versions of the Open Game License, 

the d20 System Trademark Logo Guide, and System Reference Document by permission of Wizards of the Coast. 

Subsequent versions of this product will incorporate final versions of the license, guide, and document.  

 

Designation of Product Identity:  The following i tems are hereby designated as Product Identity in accordance with 

Section 1(e) of the Open Game License, version 1.0a: Any and all Wizards of the Coast logos and identifying marks and 

trade dress, including all Wizards of the Coast product and product line  names including but not limited to Dark Sun, 

The City-state of Tyr, Dune Trader, Elves of Athas, Veiled Alliance, and any specific characters, monsters, creatures, and 

places; capitalized names and names of places, magical or psionic items, artifacts, characters, countries, creatures, 

geographic locations, gods, historic events, magic items, organizations, spells, and powers; and any and all stories, 

storylines, histories, plots, thematic elements, and dialogue; all spells monsters in the Monstrous Compendium 

Appendix: Terrors Beyond Tyr; and all artwork, symbols, designs, depictions, illustrations, maps, and cartography, 

likenesses, poses, logos, or graphic designs, except such elements that already appear in final or draft versions of the d20 

System Reference Document and are already Open Game Content by virtue of appearing there. The above Product 

Identity is not Open Game Content.  

 

Designation of Open Game Content:  Some portions of this book which are OGC originate from the System 

Reference Document and are ©1999, 2000, and 2001 Wizards of the Coast, Inc. ".×ÌÕɯ&ÈÔÌɯ"ÖÕÛÌÕÛɂɯÐÚɯËÌÚÐÎÕÈÛÌËɯÐÕɯÛÏÐÚɯ

product by text appearing in this color  (excluding headers). Any other portion of this product, unless already appearing in 

the System Reference Document or already Wizards' of the Coast intellectual property, is joint property of Wizards of the 

Coast and the author." 



 3 

Contents
Introduction  ..................................... 4 

Epic Characters in Your Game ..... 4 
How to Use This Book .................. 4 

Chapter 1: Epic Character Classes .. 5 
Epic Bard ....................................... 5 
Epic Gladiator  ............................... 5 
Epic Templar ................................. 6 
Epic Arch Defiler  ........................... 6 
Epic Arena Champion ................... 7 
Epic Grove Master......................... 7 
Epic Templar Knight  ..................... 8 

Chapter 2: Epic Prestige Classes ..... 9 
Athasian Dragon ........................... 9 
Avangion  ..................................... 13 
Element Lord ............................... 17 
Order Adept  ................................ 22 
Shadow Shifter ............................ 25 
Spirit Initiate  ................................ 31 

Chapter 3: Epic Feats ..................... 36 
Additiona l Psionic Enchantment

 ...................................................... 36 
Arcane Channeling ................... 36 
Augmented Poison ................... 36 
Automatic Quicken Power  ....... 36 
Craft Epic Cognizance Crystal . 36 
Craft Epic Psionic Arms and 

Armor  ........................................... 36 
Craft Epic Universal Item  ......... 36 
Defiling Resistant Aura  ............ 36 
Drake Wild Shape ..................... 36 
Dragon Metamagic ................... 37 
Element Turning  ....................... 37 
Elemental Strike ........................ 37 
Epic Authority  .......................... 37 
Epic Feinter ............................... 37 
Epic Manifestation  .................... 38 
Epic Parry .................................. 38 
Epic Psionic Meditation  ............ 38 
Epic Taint .................................. 38 
Exotic Weaponmaster ............... 38 
Extended Dragon Metamagic .. 38 
Greater Spell-Resisting Aura .... 39 
Improved Augment Summoning

 ...................................................... 39 
Improved Chance ..................... 39 
Improved Elemental Casting  ... 39 
Improved Elemental 

Manifestation  ............................... 39 

Improved Favored Terrain ........ 39 
Impr oved Narrow Mind  ........... 39 
Legendary Poisoner................... 39 
Multipower  ................................ 39 
Poison Penetration..................... 39 
Psionic Enchanter ...................... 39 
Scribe Epic Tattoo ...................... 39 
Shadow Stride............................ 39 
Spell-Resisting Aura .................. 40 
Spirit of the Land Wild Shape  ... 40 

Chapter 4: Epic Spells and Powers41 
Epic Spell Descriptions ................ 41 
New Non -Epic Spells ................... 58 
Epic Power Descriptions ............. 59 
Seed Descriptions......................... 61 

Chapter 5: Epic Items ..................... 63 
Epic Magic Items .......................... 63 

Epic Weapon Special Abilities .. 63 
Specific Armors ......................... 63 
Special Materials ........................ 63 

Epic Psionic Items ........................ 64 
Epic Armor and Shield Special 

Abilities  ......................................... 64 
Epic Weapon Special Abilities .. 64 
Other Items ................................ 64 

Artifacts  ........................................ 64 
The Animus Circlet  ................... 64 
Chatkcha of the Great One ........ 65 
The Dark Lens ........................... 65 
The Dragonskin ......................... 67 
The Eye of Psurlon .................... 67 
The Hearts of the Drake ............ 68 
The Heartwood Spear ............... 69 
3ÏÌɯ'ÙÈÈÚÏɀÕÈÓ .......................... 70 
*ÖÙÎÜÕÈÙËɀÚɯ ÕÕÜÓÜs ............... 70 
*ÛÈÕËÌÖɀÚɯ"ÈÕÌ .......................... 71 
3ÏÌɯ #ÌÍÐÓÌÙɯ 6ÈÙÓÖÙËÚɀɯ +ÖÚÛɯ

Arsenal .......................................... 72 
The Bellowing Throes................ 73 
3ÏÌɯ+ÐÖÕɯ*ÐÕÎɀÚɯ,ÈÙÛÐÈÓɯ1ÌÎÈÓÐÈ

 ....................................................... 74 
The Royal Crown of Giustenal  . 75 
-ÈÛÜÙÌɀÚɯ%ÜÙà ............................. 75 
The Obsidian Man ..................... 76 
The Orbs of Kalid-Ma ................ 77 
The Orphic Flower  .................... 80 
Pearl of the Sunrise Sea ............. 81 
The Planar Gate ......................... 82 

The Athasian Psionatrix ............ 83 
The Psychometron of Nerad ..... 84 
The Swords of Rajaat ................ 85 
The Silencer of Bodach .............. 87 
The Regalia of the Dwarven 

Kings ............................................. 88 
Book of the Kemalok Kings ...... 88 
#ÜÙàÕɀÚɯ ÕÝÐÓ ............................ 90 
The Blaze ................................... 91 
The Forger ................................. 91 
The Shaper ................................. 92 
The Rod of Teeth ....................... 92 
The Rubyheart ........................... 92 
The Skull of Dorag Thel ............ 93 
The Star of Badna ...................... 93 
The Strength of the Beast .......... 94 
Sunray ........................................ 95 
2ÜÕɀÚɯ3ÌÙÙÐÉÓÌɯ&ÓÖÙà .................. 95 
3Ö×ÈÚÚÐÔÈɀÚɯ3ÈÔÈ ..................... 96 
Tree Staff .................................... 96 
Veiling Amulet  .......................... 97 

Chapter 6: Epic Monsters ............... 99 
List of Acceptable Monsters ........ 99 
Champion of Rajaat ..................... 99 
Drake, True ................................ 101 

Air Drake, True  ....................... 101 
Earth Drake, True .................... 102 
Fire Drake, True ...................... 103 
Magma Drake, True ................ 104 
Rain Drake, True ..................... 105 
Silt Drake, True ....................... 105 
Sun Drake, True ...................... 106 
Water Drake, True ................... 107 

Mindlord  .................................... 109 
Nightmare Beast, Athasian ....... 111 
Paraelemental, Primal ............... 112 

Magma Paraelemental, Primal 112 
Rain Paraelemental, Primal .... 113 
Silt Paraelemental, Primal....... 114 
Sun Paraelemental, Primal ...... 114 

Pyreen ........................................ 115 
Ruvoka ....................................... 117 

Index  .............................................. 121 
Open Game License ................... 122 

 

 

 



 4 

IInntt rroodduucctt iioonn  
òThree thousand, one hundred and fifty-seven years in this 

place! What am I doing here? What do I hope to 
accomplish when itõs done? I already know the damage this 
can inflict on the land, so why do I keep trying to perfect 

it? What if all of this set me back one step towards 
returning Athas to its former glory, but later on it will be 

two steps forwards it? 
I am willing to make this sacrifice. It will all be worthy.ó 
Then, with renewed energy, he went back once again to the 

final piece of the puzzle. An epiphany suddenly struck 
him: òYes, the path is all too clear to me now.ó He left his 

chambers, never looking back. 
 

After a while, the deformed creature emerged from the 
porous rock tower. He knew Athas would never be the 

same again. 
 

Epic characters in Dark Sun earn the power to 

drastically change their environment, for better or for 

worse. They can become the leaders of mighty armies, 

cruel tyrants ruling with iron fists, beings of pure psionic 

ÌÕÌÙÎàȮɯÌÓÌÔÌÕÛÈÓɯÊÏÈÔ×ÐÖÕÚɯÉÈÛÛÓÐÕÎɯÍÖÙɯÛÏÌÐÙɯ×ÈÛÙÖÕɀÚɯ

superiority, or become a force of hope and renewal for 

 ÛÏÈÚɀɯÈÉÜÚÌËɯÓÈÕËÚÊÈ×Ìȭ 

Differently from other D&D  settings, it is very hard to 

become epic in Athas without ever being noticed by the 

general populace, and worst, it is harder yet to go 

unnoticed  by those who hold the reins of power. It is 

almost impossible to do so without attracting at least 

some (unwelcome) attention. 

Epic rules for Athasian campaigns were first 

introduced on the Dragon Kings game accessory back in 

1992. The advanced being mechanics was then greatly 

revised and expanded a few years later on the Defilers and 

Preservers supplement. This book updates the information 

contained on those books to the latest 3.5 version of the 

Dungeons & Dragons game and expands them to further 

levels. 

 

Epic Characters in Your Game  
Athas is a harsh world, where survival itself is not a 

mundane task, let alone living enough to be able to thrive. 

Advancing into epic levels is extremely difficult, since 

victims of their own success. Powerful forces, such as the 

sorcerer-kings or the mysterious Order constantly look for 

potential threats and eliminate them before they have a 

chance to fight back. Sometimes it is even impossible to 

become one, unless a character starts preparing years, 

maybe decades, in advance. 

The most powerful epic creatures in Athas must be 

able to wield both magic and psionics, since only the 

clarity of mind resulting in practicing the Way would 

prepare their minds for the traumatic metamorphosis they 

must go thro ugh in order to become truly advanced 

beings. 

Perhaps the best way to introduce epic beings in your 

campaign would be the player characters to witness an 

epic NPC in action. After seeing the destruction the 

#ÙÈÎÖÕɯ ÖÍɯ 3àÙɯ ÊÈÜÚÌËɯ ÖÙɯ ÛÏÌɯ ÔÈÑÌÚÛàɯ ÐÕɯ .ÙÖÕÐÚɀɯ

ap×ÌÈÙÈÕÊÌȮɯ ÞÏÖɯ ÞÖÜÓËÕɀÛɯ ÚÛÙÐÝÌɯ ÛÖɯ ÉÌÊÖÔÌɯ Èɯ ÚÐÔÐÓÈÙɯ

creature? 

No matter how you choose to introduce epic level 

elements into your campaign, this book is designed to be 

your first and best resource. Here, you will find rules for 

advancing basic classes, new prestige classes, new feats, 

new epic spells and powers, monsters and more. 

 

How to Use This Book  
Legends of Athas is designed for use in any Dark Sun 3.5 

game. You will need the /ÓÈàÌÙɀÚɯ'ÈÕËÉÖÖÒɯ(PH), Dungeon 

,ÈÚÛÌÙɀÚɯ&ÜÐËÌɯ(DMG), Monster Manual (MM) , Epic Level 

Handbook (ELH), as well as the Dark Sun Core Rules (DS3) 

and the Athasian Emporium (AE) to make use of the 

material in this book.  

The topics covered in this book include: 

Chapter 1: Epic Characters. This chapter describes the 

epic progression for the Athasian base classes and for the 

iconic prestige classes presented in the Dark Sun Core 

Rules. 

Chapter 2: Epic Prestige Classes. This chapter 

describes five new prestige classes to be used in Athasian 

epic campaigns including the avangion, the Athasian 

dragon, the element lord and the Order adept.  

Chapter 3: Epic Feats. This chapter presents a 

selection of new epic feats, including several item creation 

feats, to be used for Athasian epic characters. 

Chapter 4: Epic Spells and Powers.  This chapter 

presents several new powerful epic magic spells and 

psionic powers. 

Chapter 5: Epic Magic Items.  This chapter describes 

several new epic magic and psionic items epic characters 

can use, as well as describing all major Athasian artifacts. 

Chapter 6: Epic Monsters . This chapter introduces 

several new epic monsters and epic progressions for 

standard Athasian monsters suitable for epic encounters. 

 

  

Behind the Veil: Introduction  
As with the Dark Sun Core Rules, this book contains notes 

ÌÕÛÐÛÓÌËɯɁ!ÌÏÐÕËɯÛÏÌɯ5ÌÐÓȭɂɯ3ÏÌÚÌ notes discuss rationale 

for certain decisions and other items of interest. These are 

notes and comments, and are not necessary to play the 

game; you can feel free to skip past them. 
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CC hhaapptteerr  11::  EE ppiicc  CC hhaarraacctteerr  CC llaasssseess  
 

 

The #ÜÕÎÌÖÕɯ,ÈÚÛÌÙɀÚɯ&ÜÐËÌ and the Expanded Psionics 

Handbook provides rules for going beyond the 20th -level 

limit of regular play. This chapter presents epic 

progression for the Athasian classes. 

 

Epic Bard  

òBe glad you donõt know who youõre dealing with, because 
if you did, Iõd have to kill you.ó 

ɮ ÛÚÐÝȮɯÏÜÔÈÕɯÉÈÙË 

 

Epic Athasian bards are the terror of those with 

powerful and wealthy enemies. Poisonous and skilled, 

they are deadly, either speaking either silent, becoming 

the perfect assassin. 

Focus on your bardic music, since it is or greatest 

asset, selecting epic skills that further enhance it, as well 

as epic poison feats, such as Augmented Poison and 

Poison Penetration. 

Ability increases should go into Charisma and 

Intelligence, since most of your abilities depend upon 

these abilities. Of course, an occasional boost to Dexterity  

or Wisdom is never a bad idea. 

Other Options:  If you already have several poison 

ÍÌÈÛÚɯÚÜÊÏɯÈÚɯ!ÈÙËɀÚɯ"ÙÐÛÐÊÈÓɯÈÕËɯ/ÖÐÚÖÕɯ,ÐÚÌÙȮɯÊÖÕÚÐËÌÙɯ

picking up feats that use them as prerequisites. 

Otherwise, choose feats that further enhance you bardic 

music abilities. 

Hit Die:  d6 

Skill Points at Each Additional Level:  6 + Int  

modifier.  

 

Table 1ɬ1: The Epic Bard 
Level Special 

21st Smuggler +11 

22nd ɭ 

23rd Smuggler +12, bonus feat 

24th ɭ 

25th Smuggler +13 

26th Inspire courage +6, bonus feat 

27th Smuggler +14 

28th ɭ 

29th Smuggler +15, bonus feat 

30th ɭ 

 

Bardic Music:  As DMG . 

Bardic Knowledge:  As DMG. 

Smuggler:  Your bonus increases by +1 every two 

levels higher than 19th. 

Bonus Feat: You gain a bonus feat every three levels 

beyond 20th (23rd, 26th, 29th, and so on). 

Trade Secret: You do not gain additional trade secrets 

after 20th level, but can choose one of the bard class 

Ú×ÌÊÐÈÓɯÈÉÐÓÐÛÐÌÚɯȹ×ÖÐÚÖÕɯËÌÈÓÌÙȮɯÚÊÖÙ×ÐÖÕɀÚɯÛÖÜÊÏȮɯÚÒÐÓÓÌËȮɯ

smokestick application, versatile, coolheaded, 

poisonbane, accurate, agile, poison resistance) instead of a 

bonus feat. 

Inspire Courage (Su):  As DMG. 

 

Epic Gladiator  

 òThereõs no match for me in this city, tell our King to 
send them on.ó 

ɮ ÏÕÜÊȮɯÏÈÓÍ-giant gladiator  

 

Few gladiators reach the epic status, but those who 

survive the open combat and attain such level of power 

ÈÙÌɯÛÏÌɯɁÖÞÕÌÙÚɂɯÖÍɯÛÏÌɯÈÙÌÕÈɯÈÕËɯÛÖÖɯ×Ö×ÜÓÈÙɯÈÛɯÛÏÌÐÙɯ

sorcerer-ÒÐÕÎɀÚɯÌàÌÚȭ 

Focus on increasing your defensive power, since your 

battles will start to get longer and against more opponents 

at a time with feats such as Epic Toughness, Damage 

Reduction, Epic Parry and Fast Healing. Since you never 

know what can be thrown into the arena Epic Feinter, and 

Exotic Weaponmaster can be very handy. 

Ability increases should go into Strength and 

Constitution , since those are the most need in the arenas. 

Of course, a few boosts in Charisma are excellent to warm 

up the crowd.  

Other Options:  Since you already have your physical 

abilitie s unmatched in most arenas, consider acquiring 

ÍÌÈÛÚɯÛÏÈÛɯÍÜÙÛÏÌÙɯÞÐÕɯÛÏÌɯÊÙÖÞËɀÚɯÍÈÝÖÙɯÚÜÊÏɯÈÚɯGreat 

Charisma, Epic Skill Focus (Perform [acting]), and Epic 

Reputation. 

Hit Die:  d12 

Skill Points at Each Additional Level:  4 + Int  

modifier.  

 

Table 1ɬ2: The Epic Gladiator  
Level Special 

21st Exotic Weapon 

22nd Arena guile +11 

23rd ɭ 

24th Arena guile +12, bonus feat 

25th Exotic Weapon 

26th Arena guile +13 

27th ɭ 

28th Arena guile +14, bonus feat 

29th Exotic Weapon 

30th Arena guile +15 

 

Exotic Weapon: You gain one Exotic Weapon 

Proficiency feat for every four levels after 17th (21st, 25th, 

29th, and so on). 

Arena Guile:  Your bonus increases by +1 every two 

levels higher than 20th. 
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Bonus Feat: You gain a bonus feat every four levels 

beyond 20th (24th, 28th, and so on). 

 

Epic Templar  

 òThy Mighty King is not the only great power in this city, 
a shame you wonõt live to tell it.ó 

ɮ+ÌÛÈÕÈɯÖÍɯ#ÐÎÐÛ 

 

Growing under the shadow of their sorcerer -king, 

those who develop such amount of power are executed 

without second thought. Nonetheless, there are a few who 

manage to hide its powers and postpone the unavoidable 

fate. 

You must focus on your social abilities, picking epic 

feats such as Epic Authority , Epic Leadership, and Epic 

Reputation to ensure your absolute power over all things 

bureaucratic. Think strongly about your turning ability as 

well, such as with Negative/Positive Energy Aura  and 

Spectral Strike. 

Ability increases should go into Charisma, because 

ÛÏÈÛɀÚɯÛÏÌɯÒÌàɯÛÖɯÈÓÓɯàÖÜÙɯ×ÖÞÌÙÚȭɯ!ÖÖÚÛÚɯÛÖɯIntelligence 

can help your increase your ranks in the social skills you 

need to stay away from trouble.  

Other Options:  Consider taking a few levels in an 

arcane spellcasting class or a manifester class to minimize 

your dependence upon your sorcerer-monarch, since 

àÖÜɀÓÓɯÕÌÝÌÙɯÒÕÖÞɯÞÏÌÕɯàÖÜÙɯÒÐÕÎɯÔÐÎÏÛɯÎÌÛɯÊÖÕÊÌÙÕÌËɯ

about your power and influence, or when he gets killed 

(probably with your own  help). 

Hit Die:  d8 

Skill Points at Each Additional Level:  4 + Int  

modifier.  

 

Table 1ɬ3: The Epic Templar  
Level Special 

21st ɭ 

22nd ɭ 

23rd Bonus feat 

24th ɭ 

25th ɭ 

26th Bonus feat 

27th ɭ 

28th ɭ 

29th Bonus feat 

30th ɭ 

 

Secular Authority:  You gain no new secular authority 

uses from your Diplomacy  ranks. However, you may 

select epic feats that grant new secular authority effects. 

Spells: Your caster level is equal to your class level. 

Your number of spells per day does not increase after 20th 

level 

Turn or Rebuke Undead:  Use your class level to 

determine the most powerful undead affected by a turn or 

rebuke check and the turning damage, just as normal. 

Bonus Feat: You gain a bonus feat every three levels 

beyond 20th (23rd, 26th, 29th, and so on). 

 

E pic Arch Defiler  

òThe price paid is more than worthy.ó 
ɮ,ÈÙÈÒÌÚÏȮɯÏÜÔÈÕɯÈÙÊÏɯËÌÍÐÓÌÙ 

 

The epic arch defiler is the perfect representation of 

the quest for power at any cost, radiating taint and evil 

power from eve ry pore of his body.  

In addition to the obvious spellcaster feats, such as 

Epic Spellcasting, Epic Spell Focus, and Improved  Spell 

Capacity, metamagic and item creation feats can also be 

extremely useful.  

You should place all your increases in Intelligence. 

Constitution  and Dexterity  ÊÈÕɯàÖÜɯÚÜÙÝÐÝÌȮɯÉÜÛɯàÖÜɀÙÌɯ

nothing without your spells.  

Other Options:  Choose feats as Epic Spell Focus and 

Epic Spell Penetration since your opponents will probably 

have increasingly higher saving throws  modifiers and 

spell resistance values. Consider taking a few manifester 

levels at this point, so you could later qualify for the 

Athasian dragon prestige class (see page 10). 

Hit Die:  d4 

Skill Points at Each Additional Level:  2 + Int  

modifier.  

 

Table 1ɬ4: The Arch Defiler  
Level Special 

11th Casting time metamagic 3/day 

12th ɭ 

13th ɭ 

14th ɭ 

15th Casting time metamagic 4/day 

16th Bonus feat 

17th ɭ 

18th ɭ 

19th Casting time metamagic 5/day 

20th ɭ 

 

Spells: Your caster level increases by 1 per level 

gained above 10th. You continue to gain new spells per 

day (and spells known, if applicable) at each new level, 

up to the maximum spells per day and spells known of 

the arcane spellcasting class to which you belonged before 

adding the prestige class. 

Tainted Aura (Su):  Use your arch defiler level when 

determining the aura effect, as normal. 

Casting time  Metamagic:  You may use this ability one 

additional time per day for every 4 levels above 7th.  

Bonus Feat: You gain a bonus feat (selected from the 

list of epic arch defiler feats) every six levels after 10th. 

Epic Arch Defiler Bonus Feat List: Augmented 

Alchemy , Automatic  Quicken Spell, Automatic  Silent 

Spell, Automatic  Still Spell, Craft Epic Magic Arms and 

Armor , Craft  Epic Rod, Craft  Epic Staff, Craft  Epic 

Wondrous Item , Effici ent Item Creation, Enhance Spell, 

Epic Spell Focus, Epic Spell Penetration, Epic Spellcasting, 

Forge Epic Ring, Ignore Material Components , Improved 

Combat Casting, Improved Heighten Spell, Improved 

Metamagic, Improved Spell Capacity , Intensify Spell , 
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Master Staff, Master Wand, Multispell , Permanent 

Emanation, Polyglot , Scribe Epic Scroll, Spell Knowledge, 

Spell Stowaway, Spell Opportunity , Spontaneous Spell, 

Tenacious Magic. In addition to the feats on this list, you 

can select a Raze feat. 

 

Epic Arena Cha mpion 

òThe Dragon fought like you.ó 
ɮ)ÈÙÌÒȮɯÏÈÓÍ-elf arena champion 

 

The epic arena champion is the ultimate killing and 

entertainment machine, capable of making whole crowds 

go into frenzy merely with his presence in the arena. 

Focus on your combat prowess, with feats such as 

Improved  Whirl wind Attack , Legendary Wrestler, and 

Epic Prowess. Finally, defensive feats such as Armor Skin  

and Epic Toughness ensure that you will survive to fight 

another day. 

Strength is you most valuable ability, though you 

should increase Constitution  in order to withstand longer 

battles and Charisma to throw your enemies off guard 

and to hold greater sway over your spectators. 

Other Options:  Since you already have your physical 

abilities unmatched in most arenas, consider acquiring 

feats that further win the crowd ɀÚɯÍÈÝÖÙɯÚÜÊÏɯÈÚɯGreat 

Charisma, Epic Skill Focus (Perform [acting]), and Epic 

Reputation. 

Hit Die:  d12 

Skill Points at Each Additional Level:  4 + Int  

modifier.  

 

Table 1ɬ5: The Epic Arena Champion  
Level Special 

11th ɭ 

12th ɭ 

13th Crowd support +4, bonus feat 

14th ɭ 

15th ɭ 

16th Bonus feat 

17th Crowd support +5  

18th ɭ 

19th Bonus feat 

20th ɭ 

 

Crowd Support (Ex):  For every four levels beyond 9th, 

the bonus to your attack and damage rolls increases by +1. 

Bonus Feat: You gain a bonus feat (selected from the 

list of epic arena champion feats) every three levels after 

10th. 

Epic Arena Champion Bonus Feat List: Blinding  

Speed, Epic Feinter, Epic Parry, Epic Prowess, Epic 

Reputation, Epic Skill Focus, Epic Speed, Epic Weapon 

Focus, Exceptional Deflection, Exotic Weaponmaster, 

Improved  Combat Reflexes, Improved  Whirlwind Attack , 

Infinite Deflection , Legendary Wrestler, Perfect Two-

Weapon Fighting , Superior Initiative , Two-Weapon Rend. 

 

Epic Grove Master  

òLike the drake, I strike with natureõs might. Like a 
spirit of the land, I canõt be harmed, and like the 

nightmare beast I show no mercy.ó 
ɮ)ÈÒȮɯËÞÈÙÝÌÕɯÎÙÖÝÌɯÔÈÚÛÌÙ 

 

The epic grove master is the ultimate bastion of 

defense Athas could have, able to focus the force of the 

elements and the land itself to do his bidding.  

Focus on abilities that either allows you to punish 

invaders and destroyers (Drake, Spirit and other wild 

feats, and Great Smiting) or to allow you to guard your 

lands unnoticed (Diminutive Wild Shape , Epic Skill 

Focus). 

Boost your Wisdom to increase your spellcasting 

ability. Dexterity  is also important to be able to remain 

hidden whenever necessary. 

Other Options:  Consider picking up a few psionic 

levels in order to qualify for the spirit initiate cla ss, which 

will further increase your bond with your spirit of the 

land and grant you even more control over the natural  

forces. 

Hit Die:  d8 

Skill Points at Each Additional Level:  4 + Int  

modifier.  

 

Table 1ɬ6: The Epic Grove Master  
Level Special 

11th ɭ 

12th Smite intruder 3/day  

13th Improved invisibility 2/day  

14th Teleport 3/day 

15th Bonus feat 

16th ɭ 

17th 

Smite intruder 4/day, improved invisibility 

3/day 

18th ɭ 

19th ɭ 

20th Teleport 4/day, bonus feat 

 

Spells: Your caster level increases by 1 per level 

gained above 10th. You continue to gain new spells per 

day (and spells known, if applicable) at each new level, 

up to the maximum spells per day and spells known of 

the divine spellcasting class to which you belonged before 

adding the prestige class. 

Smite Intruder (Su): You may use this ability one 

additional time per day for every 5 levels above 7th.  

Teleport (Sp):  You may use this ability one additional 

time per day for every 6 levels above 8th. 

Improved Invisibility (Sp):  You may use this ability  

one additional time per day for every 4 levels above 9th. 

Bonus Feat: You gain a bonus feat (selected from the 

list of epic grove master feats) every five levels after 10th. 

Epic Grove Master Bonus Feat List: Automatic  

Quicken Spell, Automatic  Silent Spell, Automatic  Still 

Spell, Colossal Wild Shape, Diminutive Wild Shape , 

Enhance Spell, Epic Spell Focus, Epic Spell Penetration, 
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Epic Spellcasting, Fine Wild Shape, Gargantuan Wild 

Shape, Ignore Material Components , Improved  Combat 

Casting, Improved Elementa l Wild Shape, Improved  

Heighten Spell, Improved Metamagic , Improved Spell 

Capacity, Intensify Spell , Magical Beast Companion, 

Magical Beast Wild Shape, Multispell , Plant Wild Shape, 

Permanent Emanation, Spell Knowledge, Spell 

Opportunity , Spell Stowaway, Spontaneous Spell, 

Tenacious Magic, Vermin Wild Shape . 

 

Epic Templar Knight  

òDonõt make me repeat myself.ó 
ɮ3ÈÓÖÕȮɯÏÜÔÈÕɯÛÌÔ×ÓÈÙɯÒÕÐÎÏÛ 

 

The epic templar knight is the embodiment of his 

sorcerer-ÒÐÕÎɀÚɯ ÈÜÛÏÖÙÐÛàɯ ÈÕËɯ ×ÖÞÌÙȮɯ ÏÈÝÐÕÎɯ ÉÖÛÏɯ

impressive offensive power and bureaucratic knowledge.  

 ÚɯÈÕɯÌ×ÐÊɯÛÌÔ×ÓÈÙɯÒÕÐÎÏÛȮɯàÖÜɀÓÓɯÞÈÕÛɯÛÖɯÐÔ×ÙÖÝÌɯ

your combat ability ( Epic Weapon Focus, Great Smiting) 

while not forgetting about defense ( Armor Skin , Epic 

Toughness, and Energy Resistance). 

Charisma, strength, and Wisdom are all good choices 

for ability increases. 

Other Options:  If you enjoy your spellcasting, think 

about Improved Spell Capacity and metamagic feats. Epic 

Leadership ÊÖÜÓËɯ ×ÜÛɯ àÖÜɯ ÐÕÛÖɯ ÊÖÕÛÙÖÓɯÖÍɯ àÖÜÙɯ ÒÐÕÎɀÚɯ

armies. 

Hit Die:  d10 

Skill Points at Each Additional Level:  2 + Int  

modifier.  

 

Table 1ɬ7: The Epic Templar Knight  
Level Special 

11th ɭ 

12th Spellstoring 3/day 

13th ɭ 

14th Bonus feat 

15th Smite 4/day 

16th ɭ 

17th Spellstoring 4/day 

18th Bonus feat 

19th ɭ 

20th Smite 4/day 

 

Spells: Your caster level is equal to your class level. 

Your number of spells per day does not increase after 10th 

level. You gain no new spells known after 10th level.  

Secular Authority:  You gain no new secular authority 

uses from your Diplomacy  ranks. However, you may 

select epic feats that grant new secular authority effects. 

Spellstoring (Su): You can use spellstoring one 

addit ional time per day for every five levels higher than 

7th. 

Smite (Su): You add your class level to damage with 

any smite attack, as normal. You can smite one additional 

time per day for every five levels higher than 10th.  

Bonus Feat: You gain a bonus feat (selected from the 

list of epic grove master feats) every four levels after 10th. 

Epic Templar Knight Bonus Feat List: Armor Skin , 

Automatic  Still Spell, Combat Archery , Damage 

Reduction, Devastating Critical , Dire Charge, Distant 

Shot, Enhance Spell, Epic Prowess, Epic Spell Focus, Epic 

Spell Penetration, Epic Spellcasting, Epic Toughness, Epic 

Weapon Focus, Ignore Material Components , Improved  

Combat Casting, Improved  Combat Reflexes, Improved  

Manyshot , Improved Spell Capacity , Improved  

Whirlwind Attack , Instant Reload, Legendary Rider, 

Overwhelming Critical , Penetrate Damage Reduction, 

Perfect Two-Weapon Fighting , Permanent Emanation, 

Spell Knowledge, Spell Opportunity , Spell Stowaway, 

Spellcasting Harrier , Spontaneous Spell, Storm of Throws , 

Superior Init iative, Swarm of Arrows , Tenacious Magic, 

Two-Weapon Rend, Uncanny Accuracy. 
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CC hhaapptteerr  22::  EE ppiicc  PPrreesstt iiggee  CC llaasssseess  
 

 

This chapter presents prestige classes that support 

epic Athasian characters. Prestige classes described here 

include the Athasian dragon, capable of using plant life 

and living creatures to power their spells; the avangion, 

capable of using magic without harming any source; the 

element lord, the ultimate elemental champion; the spirit 

initiate, capable of melding with a spirit of the land; th e 

Order adept, psionic defendants of the natural order.  

If you are interested in a prestige class, examine its 

entry requirements carefully. Most of the classes in this 

book have stringent requirements that demand enormous 

effort from their characters and early planning in order to 

be fulfilled. The prestige classes found in this chapter are 

described below in broad terms that can help you narrow 

your choices. 

 

Class Description  

Athasian 

dragon 

Arcane spellcaster/manifester that 

changes into a powerful draconic 

creature 

Avangion  Arcane spellcaster/manifester that 

change into a being of gossamer wings 

and light  

Element lord Divine spellcaster/manifester that 

changes into his patron element 

Shadow shifter Arcane spellcaster/manifester that 

changes into a living shadow  

Spirit initiate  Divine spellcaster/manifester that 

bonds with local spirit of the land  

Order adept Psionic discipline master 

 

Athasian Dragon  

òThe Dragon of Tyr is a true legend, a reptilian beast 
unrivaled in power and terrible evil. It claims a thousand 

lives every time it visits our great city. On decree of our god-
king, a thousand slaves are sent to their deaths at the 
claws of the beast. This is not an honorable death, son, 
thus we despise the dragon and curse the silt it crosses to 

get here.ó 
ɮ ɯ#ÙÈÑÐɯÍÈÛÏÌÙɯÛÖɯÏÐÚɯÚÖÕ 

 

Dragons are incredibly powerful individuals who 

have mastered both arcane magic and psionics. In their 

quests for power, these individuals have chosen to 

undergo a metamorphosis, changing them into reptilian 

dragons. 

Dragons command terrible magic capable of draining 

the life-force of both man and beast, leaving only 

withered skulls behind. They are masters of the Way and 

the arcane arts, which can combine these supernatural 

powers into psionic enchantments, allowing them to 

exploit even further might.  

Becoming an Athasian Dragon 
Only an epic spellcaster with a fairly high manifester level 

can qualify to become an Athasian dragon. Dragons use 

psionics to focus their minds in order to go through the 

metamorphosis, so while a psychic warrior  can qualify for 

this class, their lack of discipline makes their progress 

slower. Because of the rigorous dedication in studying the 

processes, wilders  likewise rarely become dragons. Some 

dragons take levels of cerebremancer to boost both their 

arcane and psionic skills. 

Entry Requirements  
Skills : Knowledge (arcana) 24 ranks, Knowledge 

(psionics) 24 ranks. 

Feats: Body Fuel, Psionic Body, any 2 metamagic or 

metapsionic feats. 

Spells: Able to cast 9th-level arcane spells. 

Psionics: Able to mani fest 6th-level powers. 

Special: Must be a defiler, and have cast the defiler 

metamorphosis I spell. 

Class Features 
As a dragon, you excel at using both spells and psionics to 

destroy your enemies, using their life force as fuel. Your 

class abilities help you master both the arcane arts and the 

Way. 

Spellcasting/Manifesting:  Starting at 2nd level, and at 

each odd level thereafter, you gain new spells per day and 

an increase in caster level (and spells known, if 

applicable) as if you had also gained a level in an arcane 

spellcasting class to which you belonged before adding 

the prestige class level. You do not, however, gain any 

other benefit a character of that class would have gained. 

If you h ad more than one arcane spellcasting class before 

becoming an Athasian dragon, you must decide to which 

class to add each level for the purpose of determining 

spells per day, caster level, and spells known. 

Starting at 3rd level, and at every 4 levels thereafter, 

you gain additional power points  per day, an increase in 

manifester level, and access to new powers as if you had 

also gained a level in a manifesting class to which you 

Behind the Veil: PCs as Advanced Beings 
Becoming an epic character in Athas is no ordinary process, becoming an advanced being should be even more hard to 

accomplish. A DM  should increase or decrease the difficulty for player characters to find a copy of the first 

metamorphosis spell as he seems fit for his campaign. 
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belonged before adding the prestige class level. You do 

not, however, gain any other benefit a character of that 

class would have gained. If you had more than one 

manifesting class before becoming an Athasian dragon, 

you must decide to which class to add each level for the 

purpose of determining power points  per day, powers 

know, and manifester level. 

Dragon Magic (Su):  Starting at 1st level, you may 

choose to use animal life energy in place of, or to 

supplement, your defiling of plant life to power your 

arcane spells. You can attempt to drain animal life within 

the defiler radius as you gather energy for your 

spellcasting. This can be done in addition to defiling the 

plant life, which has the effect of having any spell you cast 

be treated as if it were cast in one terrain type better than 

the actual terrain, up to abundant. This also means you 

can choose to cast spells without draining from the plant 

life at all, but in this case, the spell is cast as if it were cast 

in desolate terrain. All living creatures, save you, within 

the radius must make a Fortitude save (DC 10 + 1/2 your 

arcane caster level + your Cha modifier), or take 1 point of 

Con ability damage . The use of this ability requires a 

perfect obsidian orb, of no less than 1,000 gp value, as a 

focus. 

When casting arcane epic spells, you can use animal 

life energy to reduce XP burn. Each point of Con damage 

inflicted using dragon magic reduces XP burn by 5 points. 

You can choose to continue draining animal life for a 

number of rounds equal to your class level to accumulate 

the animal life for casting more powerful epic  spells. 

This ability increases by another stage per casting of 2 

defiler metamorphosis spells completed after the first. So 

an Athasian dragon that has completed the defiler 

metamorphosis III spell would cast as if the terrain type 

were 2 better (or barren for no plant life) and increases the 

Con damage to 2, while one that has cast the defiler 

metamorphosis VII would cast as if the terrain were 4 better 

(or fertile for no plant life) and increases the Con damage 

to 4. 

Quicken Spell : You gain Quicken Spell as a bonus 

feat. If you already have Quicken Spell, you gain 

Multispell  instead. 

Caster Level Increase (Ex): At every level indicated on 

Table 2ɬ1: The Athasian Dragon, you gain an increase in 

caster level of an arcane spellcasting class for the purpose 

of determining level -dependent spell, overcoming SR, and 

dispel effects. If you had more than one arcane 

spellcasting class before becoming an Athasian dragon, 

you must decide to which class to add each level. You do 

not receive new spells per day, spells known, nor do you 

gain any other benefit a character of the class would have 

gained. 

Manifester Level Increase (Ex):  At every level 

indicated on Table 2ɬ1: The Athasian Dragon, you gain an 

increase in manifester level of a manifesting class for the 

purpose of determining power effects (including 

augmentation), overcoming PR, and dispel effects. If you 

had more than one manifesting class before becoming an 

Athasian dragon, you must decide to which class to add 

each level. You do not receive additional power p oints, 

known powers, nor do you gain any other benefit a 

character of the class would have gained. 

Psionic Enchantment:  You can combine psionics and 

arcane magic in unique ways to augment your casting 

and manifesting. At 2nd level, and every even level 

thereafter, you learn a psionic enchantment chosen from 

the list below. Each enchantment can only be chosen once 

except noted otherwise. 

Arcane Augmentation: You can spend a prepared spell 

slot to increase your limit for augmenting psionic powers 

during manif estation. Using arcane augmentation is a free 

action that does not provoke an attack of opportunity . 

Add the level of the spell slot to your manifester level for 

purposes of determining the maximum amount of power 

points  you can spend while manifesting a single power. 

For example, Terras, an Athasian dragon with 20 

manifester levels, spends an 8th level spell slot to increase 

the maximum power points  he can spend to augment a 

power by 8. These additional points cannot be used to 

apply additional metapsionic feats. 

Far Reach: You can use touch spells and powers on 

targets up to 30 feet away. Far reach can be selected more 

than once. Each time it is selected, it increases the touch 

range by an additional 30 feet, to a maximum of 90 feet. 

Metamixture: You choose a metapsionic feat you can 

apply to boost your spells. Using metamixture is a free 

action that does not provoke an attack of opportunity . 

Treat the spell as a psionic power of equivalent level for 

Table 2ɬ1: The Athasian Dragon  Hit Die: d6  

 Level Special Spellcasting/Manif esting 

 1st Dragon magic, Quicken Spell ˈ 

 2nd Psionic enchantment +1 level of existing arcane spellcasting class 

 3rd Caster level increase +1 +1 level of existing manifesting class  

 4th Bonus feat, manifester level increase +1, psionic enchantment +1 level of existing arcane spellcasting class 

 5th Dragon metamorphosis, caster level increase +2 ˈ 

 6th Manifester level increase +2, psionic enchantment +1 level of existing arcane spellcasting class 

 7th Caster level increase +3 +1 level of existing manifesting class  

 8th Bonus feat, manifester level increase +3, psionic enchantment +1 level of existing arcane spellcasting class 

 9th Caster level increase +4 ˈ 

 10th Dragon metamorphosis, manifester level increase +4, psionic 

enchantment 

+1 level of existing arcane spellcasting class 

 Class Skills (2 + Int  modifier per level):  Concentration, Craft , Decipher Script, Jump, Knowledge  (all skills, taken 

individually), Listen, Literacy, Profession, Psicraft, Spot, Spellcraft. 
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purposes of determining the power point  cost. You cannot 

spend more power points  than your manifester level. 

Note: If the metapsionic feat has the same effect as a 

metamagic feat already applied to the spell, there is no 

additional effect. Metamixture can be selected more than 

once. Each time it is selected, it applies to a different 

metapsionic feat. Its effects do not stack, i.e. only one 

metapsionic feat can be applied to a spell using 

metamixture.  

Metapotency: You choose a metapsionic feat and a 

metamagic feat you possess that grant the same effect on 

numeric  variables, e.g. Extend Spell and Extend Power, 

and you gain synergistic bonuses. When applying either 

feat, its effects are multiplied by 1.5, e.g. the effect of 

extending a spell or power increases its duration by 150%. 

If applied to Empower Spell and Empower Power , 

ÔÌÛÈ×ÖÛÌÕÊàɯÐÕÊÙÌÈÚÌÚɯÛÏÌɯÚ×ÌÓÓɯÖÙɯ×ÖÞÌÙɀÚɯËÈÔÈÎÌɯÉàɯ

75%. Metapotency has no effect on Maximize Spell  and 

Maximize Power . Metapotency can be selected more than 

once. Each time it is selected, it applies to a different pair 

of matching feats. 

Path of Least Resistance: 8ÖÜɯÜÚÌɯÛÏÌɯÓÖÞÌÙɯÖÍɯÛÈÙÎÌÛÚɀɯ

spell resistance and power resistance if you know both the 

psionic and arcane equivalent of a power or spell (e.g. 

charm person and psionic charm person). Whether you 

use the power or spell, use the loÞÌÙɯÖÍɯÛÈÙÎÌÛÚɀɯSR and PR 

when making a spellcaster check to overcome resistance. 

Path of least resistance applies to all spells and powers for 

which you know both a psionic and arcane variant.  

Psionic Raze: You can amplify the effects of your 

defiling rad ius to drain the psionic strength of creatures. 

When casting a spell, you can opt for your defiling radius 

to drain 1 power point  per level of the spell slot expended 

from all creatures caught in the defiling radius. Using 

psionic raze costs 1 power point  per two spell slot levels, 

rounded up. For example, an 8th level spell requires you 

to spend 4 power points  and causes all victims to lose 8 

power points . 

Bonus Feat: You gain a bonus feat at 4th level, and 

every 4 levels thereafter, chosen from the following list: 

Armor Skin , Augmented Alchemy , Automatic  Quicken 

Spell, Automatic  Silent Spell, Automatic  Still Spell, 

Damage Reduction, Energy Resistance, Enhance Spell, 

Epic Expanded Knowledge , Epic Psionic focus, Epic Spell 

Focus, Epic Spell Penetration, Fast Healing , Ignore 

Material Components , Improved  Combat Casting, 

Improved Heightened Spell , Improved Manifestation , 

Improved Metamagic , Improved Metapsionics, Improved 

Multiattack , Improved Spell Capacity , Improved  Spell 

Resistance, Intensify Spell , Master Staff, Master Wand, 

Multiattack , Multispell , Permanent Emanation, Power 

Knowledge, Spell Knowledge, Spell Opportunity , Spell 

Stowaway, Tenacious Magic. 

In addition, you can choose from any metamagic, 

metapsionic, or psionic feat not listed here. You must 

qualify for any feat requirements.  

Dragon Metamorphosis:  At 5th level, you gain 

understanding of your metamorphosis, thus learning the 

next spell in your transformation without development 

costs. 

Ex -Athasian Dragons  
An Athasian dragon who becomes a preserver cannot 

progress in levels as an Athasian dragon, though you 

retain all your class abilities. However, any use of the 

dragon magic ability will instantly return you to being a 

defiler. An Athasian dragon that has progressed to the 5th 

stage or later of the metamorphosis, by casting the defiler 

metamorphosis V spell, may no longer become a preserver. 

Note that becoming an ex-Athasian dragon is the first step 

towards redemption and becoming an avangion.  

Playing an Athasian Dragon 
As an Athasian dragon, you are dedicated to 

completing your metamorphosis and acquiring the 

greatest amount of arcane knowledge possible; virtually 

every adventure you undertake has this as its ultimate 

objective. Your ability to go unnoticed while you undergo 

any mission is paramount  to your success (and survival). 

Athasian dragons often work on their own, but when 

the elimination of a particularly powerful or well -

defended foe is called for, you may work with likeminded 

individuals or insinuate yourself among a group of 

adventurers (who you then manipulate into killing the 

designated target). 

Combat  
In combat, you eschew the concept of a fair fight; to 

you, the only thing that matters is winning, no matter 

what the cost to others or the land. The only thing that 

truly matters is compl eting your metamorphosis. Thus, 

you rarely adventure in the regular sense. You prefer to 

send your minions for menial tasks while you complete 

your studies. When it is necessary for you to go into 

combat, you prefer to use you dragon magic and psionic 

enchantment abilities to drop your foes as quickly as 

possible. 

Advancement 
Becoming an Athasian dragon is often difficult 

because the secrecy surrounding the metamorphosis 

process is hard to unveil. Most often is has to be stolen 

from the heavily guarded libr ary of the sorcerer-kings or 

some long-forgotten ruin filled with undead.  

It is very unlikely that your metamorphosis will ever 

become common knowledgeðyou may only ever tell a 

few, trusted individuals. Once you become an Athasian 

dragon, you undergo inten se studies to develop the 

metamorphosis in order to become a full dragon. Often, 

you will need to pause on your studies in order to amass 

the wealth needed for the rituals.  

As a dragon, you longer need plant life to fuel your 

spells, which means you are a deadly opponent wherever 

you might be. Consider selecting the Dragon Metamagic 

and Extended Dragon Metamagic feat after you reach the 

third level of the metamorphosis to greatly improve you 

spellcasting power and the Psionic Enchanter feat to 

facilitate the casting of epic spells and powers. 



 12 

Resources 
As an Athasian dragon, you are pretty much on your 

own. Defilers rarely trust each other in order to cooperate 

of form association for medium or long terms. You could 

try sneaking into a royal library or infil trating a Veiled 

 ÓÓÐÈÕÊÌɀÚɯÈÙÊÏÐÝÌÚɯÛÖɯÏÌÓ×ɯÜÕÓÖÊÒɯÔÖÙÌɯ×ÐÌÊÌÚɯÖÍɯàÖÜÙɯ

metamorphosis, but the danger of revealing your true 

nature is just not worth it.  

Athasian Dragons in the World 
òThe tales of the Dragonõs death were false ð the beast has 

returned to claim its levy by force!ó 
ɮ ÚÈÙÈÕȮɯ1ÈÈÔÐÛÌɯÓÐÌÜÛÌÕÈÕÛɯÈÍÛÌÙ 

the dray attack on Raam 

 

Adventuring dragons are either searching for clues for 

advancing in their metamorphosis or hunting out their 

enemies, such other dragons or avangions. 

Organization 
Most At hasian dragons are too greedy or distrustful to 

work together with other members of its kind, but will do 

so when they consider their existence threatened and 

quickly disband it after the threaten is solved.  

NPC  Reactions 
Most normal people never directly encounter an 

Athasian dragon. In many cases, they usually live their 

lives in the seclusion of their city -states or hiding from 

more powerful dragons, at last until his animalistic 

rampage denounces his true nature. Their templars and 

agents are usually friendly towards them and those 

oppressed are almost always hostile, but afraid to express 

it openly.  

Athasian Dragon Lore  
Characters with ranks in Knowledge (arcana) can 

research Athasian dragons to learn more about them. 

When a character makes a skill check, read or paraphrase 

the following, including the information from lower DCs. 

DC 15: There is only one Dragon, and he is dead. The 

Tyrians killed him.  

DC 20: A dragon is capable of powering its magic 

using animal life instead of just plants.  

DC 30: Every sorcerer-king is working towards the 

path of becoming a full dragon.  

DC 40: Characters with this level of success can learn 

important details about a specific dragon, where he 

usually operates or his city-state, and the kinds of 

activities he undertakes. 

A thasian Dragons in the Game 
The Athasian dragon is an easy epic prestige class to 

include in your campaign; every city -state has one Dragon 

King as their leader or has experienced the devastation 

caused by a rampaging dragon. 

Players who enjoy power and destruction will enjoy 

the challenges posed by this prestige class, even if only 

carefully taking the metamorphosis process. 

Sample Encounter  
Player characters might become involved with an 

Athasian dragon by simply entering their city -state or if 

the PCs took a commission from a noble, a merchant 

house, the Veiled Alliance or anything that strikes their 

fancy. 

EL 25: Terras is ransacking an old temple in searching 

for ancient texts of power when he becomes aware of the 

PCsɀɯ×ÙÌÚÌÕÊÌɯÕÌÈÙÉàȭɯ(ÍɯÏÌɯ×ÌÙÊÌÐÝÌÚɯÛhat he can take the 

party, he will try to dominate or destroy them in order to 

strip the group of their magic items. Otherwise, he 

approaches the PCs asking for help finding what he seeks 

and waits for an opportune moment to strike.  

Terras CR 25 
Male stage I dragon defiler 7/arch defiler 5/ egoist 

7/cerebremancer 5/Athasian dragon 1 

NE Medium  dragon (augmented humanoid , psionic) 

Init  +1; Senses darkvision  60 ft., low -light vision , Listen 

+4, Spot +4 

Languages Common, Elven, Tyrian; tongues 

Aura  tainted (25 ft.) 

AC  20, touch 16, flat -footed 19 

 (+1 Dex, +4 armor , +5 deflection) 

hp  88 (25 HD) 

Immune  paralysis, sleep 

Fort +10, Ref +8, Will  +23 

Speed 30 ft. (6 squares) 

Space 5 ft.; Reach 5 ft. 

Melee  mwk  dagger +12 (damage) 

Base Atk  +10; Grp  +11 

Special Actions  Body Fuel, casting time metamagic 

1/day, dragon magic, Fast Raze 

Combat Gear 2 fruit -potions of cure critical wounds 

Epic Spell/Day  2; Epic Spells Known  (CL 17th, 

1d20+23 to overcome SR): 

defiler metamorphosis I*, epic mage armor, ruin  (DC 28) 

*New epic spell described on page 42 

Power Points/Day  154; Psion Powers Known  (ML  

12th): 

6thɭmass cloud mind, psionic restoration, temporal 

acceleration 

5thɭadapt body, catapsi, power resistance, psychofeedback 

4thɭdetect remote viewing, energy adaptation, 

metamorphosis, psychic reformation 

3rdɭbody adjustment, dispel psionics, ectoplasmic form, 

hustle 

2ndɭanimal affinity, chameleon, detect hostile intent, 

sustenance 

1stɭconceal thoughts, empty mind, far hand, thicken skin, 

vigor 

Wizard Spells Prepared  (CL 17th, 1d20+23 to overcome 

SR): 

9thɭdominate monster (DC 27), time stop, wish 

8thɭhorrid wilting  (DC 26, CL 18th), quickened maximized 

empowered fireball (DC 21), quickened greater invisibility, 

summon monster VIII (CL 18th) 
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7thɭfinger of death (DC 25, CL 18th), quickened fireball 

(DC 21), greater teleport (CL 18th), spell turning, 

summon monster VII 

6thɭchain lightning (DC 24), circle of death (DC 24, CL 

18th), greater dispel magic, quickened invisibility, wall of 

iron (CL 18th) 

5thɭcone of cold (DC 23), dominate person (DC 23), 

empowered fireball (DC 21), teleport (CL 18th), summon 

monster V (CL 18th) 

4thɭanimate dead, black tentacles (CL 18th), fear (DC 22, 

CL 18th), maximized scorching ray (+12 ranged touch), 

greater invisibility, phantasmal killer (DC 22) 

3rdɭdispel magic, fireball (DC 21), lightning bolt (DC 21), 

nondetection, summon monster III (CL 18th), vampiric 

touch (DC 21, CL 18th) 

2ndɭcommand undead (DC 20, CL 18th), invisibility , 

protection from arrows, rope trick, scorching ray (+12 

ranged touch), summon monster II (CL 18th) 

1stɭcause fear (DC 19, CL 18th), identify, mage armor (CL 

18th), magic missile, shield, unseen servant 

0ɭdetect magic (2), light, read magic 

Abilities  Str 8, Dex 13, Con 12, Int  27, Wis 18, Cha 10 

SQ ageless, painful radius 

Epic Feats Epic Spellcasting, Epic Spell Penetration 

Feats Agonizing Radius, Body Fuel, Combat Casting, 

Combat Manifestation , Efficient Raze, Empower 

Spell, Fast Raze, Great Fortitude , Greater Spell 

Penetration, Maximize Spell , Quicken SpellB, Path 

Sinister, Psionic Body, Psionic Meditation , Spell 

Penetration, Scribe ScrollB 

Skills  Autohypnosis  +11, Bluff  +17, Concentration +29, 

Decipher Script +18, Diplomacy  -1, Disguise +10 (+12 

to act in character), Gather Information  +1, Handle 

Animal  -1, Intimidate  +5, Knowledge (arcana) +36, 

Knowledge (local)  +13, Knowledge (psionics)  +25, 

Listen +4, Psicraft +25, Sense Motive +7, Spellcraft +38, 

Spot +4 

Possessions combat gear plus braces of armor +4, 

headband of intellect +6, periapt of wisdom +4, ring of 

protection +5, masterwork steel dagger, obsidian orb 

worth 1,000 gp 

Spellbook  spells prepared plus 0ɭall; 1stɭdisguise self, 

floating disk; 2ndɭlocate object, see invisibility; 3rdɭ

dedication, gaseous form; 4thɭdetect scrying, summon 

monster IV; 5thɭsummon monster V; 6thɭsummon 

monster VI; 7thɭlimited wish, mass hold person; 8thɭ

discern location, moment of prescience 

Casting time  Metamagic  Terras can apply a metamagic 

feat to a spell at casting time. This does not increase 

ÛÏÌɯÚ×ÌÓÓɀÚɯÓÌÝÌÓɯÖÙɯÙÌØÜÐÙÌɯÈɯÏÐÎÏÌÙɯÓÌÝÌÓɯÚ×ÌÓÓɯÚÓÖÛȭ 

Casting time metamagic doubles the casting time of 

the spell (a casting time of 1 action becomes 1 full 

round).  

Dragon Magic (Su)  Terras may choose to use animal 

life energy to power arcane spells. All living creatures 

within Terras defiling radius must m ake a DC 19 

Fortitude save or take 1 point of Con damage. 

Painful Radius  The penalties suffered to attacks, saves 

and skill checks ÍÖÙɯÉÌÐÕÎɯÊÈÜÎÏÛɯÐÕɯ3ÌÙÙÈÚɀɯËÌÍÐÓÐÕÎɯ

radius is -3. 

Tainted Aura  People feel uncomfortable and wary 

when Terras is present and animals whimper when 

he approaches. Terras suffers a -3 circumstance 

penalty  to Bluff , Diplomacy , Gather Information  and 

Handle Animal  checks and receives a +3 bonus to 

Intimidate  checks. 

Hook  Ɂ/ÖÞÌÙɯÐÚɯÈɯÎÖÈÓɯÐÕɯÐÛÚÌÓÍȭɂ 

Avangion 

òNothing on Athas is as dangerous as hope. Each of the 
destroyers of worlds set out to save or to restore. Will 
history remembers my hopes with the hopes of Gretch, 
Rajaat, and the architects of the Pristine Tower?ó 

ɮɆ6ÐÚËÖÔɯÖÍɯ2ÖÙÙÖÞ," by Oronis 

 

Having mastered both psionics and arcane magic, 

some of Athas' most powerful preservers seek out the 

mysteries of a metamorphosis that would change 

themselves into strange beings of gossamer wings and 

light.  

As avangions, they can combine their mastery of the 

Way and arcane arts into psionic enchantments that some 

say counters dragon magic. Others say that the avangions 

bring a healing power, and that they come not to fight, 

but to return life to dying lands. Most sages have never 

heard of avangions, and would probably call them myth.  

Becoming an Avangion 
Only an epic spellcaster with a fairly high manifester 

level can qualify to become an avangion. Avangions tend 

to dislike physical confrontation, so while a psychic 

warrior  can qualify for this class, their combat -related 

×ÖÞÌÙÚɯËÖÕɀÛɯÈËËɯÔÜÊÏȭɯ!ÌÊÈÜÚÌɯÖÍɯÛÏÌɯÓÖÕÎɯÈÕËɯÛÌËÐÖÜÚɯ

processes in developing the metamorphosis, wilders  

likewise rarely become avangions. Some avangions take 

levels of cerebremancer to boost both their arcane and 

psionic skills.  

Entry Requirements  
Skills:  Knowledge (arcana) 24 ranks, Knowledge 

(psionics) 24 ranks. 

Feats: Mind Over Body , Psionic Body, any 2 metamagic 

or metapsionic feats. 

Spells: Able to cast 9th-level arcane spells. 

Psionics: Able to manifest 6th-level powers. 

Special: Must be a preserver, and have cast the preserver 

metamorphosis I spell. 

Class Features 
All the following are class features of the avangion. 

The avangion combines both the arcane arts and psionics 

into something greater t han the sum of its parts. 

Spellcasting/Manifesting:  Starting at 2nd level, and at 

each even level thereafter, you gain new spells per day 

and an increase in caster level (and spells known, if 

applicable) as if you had also gained a level in an arcane 

spellcasting class to which you belonged before adding 

the prestige class level. You do not, however, gain any 
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other benefit a character of that class would have gained. 

If you had more than one arcane spellcasting class before 

becoming an avangion, you must decide to which class to 

add each level for the purpose of determining spells per 

day, caster level, and spells known. 

At 3rd level, and at each odd level thereafter, you gain 

additional power points  per day, an increase in manifester 

level, and access to new powers as if you had also gained 

a level in a manifesting class to which you belonged 

before adding the prestige class level. You do not, 

however, gain any other benefit a character of that class 

would have gained. If you had more than one manifesting 

class before becoming an avangion, you must decide to 

which class to add each level for the purpose of 

determining power points  per day, powers know, and 

manifester level. 

Avangion Magic (Su):  Starting at 1st level, you learn 

to supplement the energy you dra w for spellcasting with 

your own internal renewable energy. This has the effect of 

having any spell you cast be treated as if it were cast in 

one terrain type better than the actual terrain, up to 

abundant. You can also cast spells where there is no plant 

life (such as in the Obsidian Plains, The Black and The 

Grey), but in this case the spell is cast as if it were cast in 

desolate terrain. 

When casting epic spells, you can use your internal 

energy to pay XP burn by taking 1 point of Con burn 

damage to lower the cost of the XP burn by 10%. (Note 

you can only take 1 point of Con burn damage in this way 

to decrease the XP burn cost on a specific spell.) 

This ability increases by another stage per casting of 2 

preserver metamorphosis spells completed after the first. So 

an avangion that has completed the preserver 

metamorphosis III spell would cast as if the terrain type 

were 2 better (or barren for no plant life) and lower the XP 

burn cost by 20%, while one that has cast the preserver 

metamorphosis VII would cast as if the terrain were 4 better 

(or fertile for no plant life) and lower the XP burn cost by 

40%. 

Defiling Immunity:  Starting at 1st level, you become 

immune to the adverse effects from defiling, both the 

standard defiling and dragon magic.  

Psionic Enchantment:  You can combine psionics and 

arcane magic in unique ways to augment your casting 

and manifesting. At 1st level, and every odd level 

thereafter, you learn a psionic enchantment chosen from 

the list below. Each enchantment can only be chosen once 

except noted otherwise. 

Arcane Augmentation: You can spend a prepared spell 

slot to increase your limit for augmenting psionic powers 

during manifestation. Using arcane augmentation is a free 

action that does not provoke an attack of opportunity . 

Add the lev el of the spell slot to your manifester level for 

purposes of determining the maximum amount of power 

points  you can spend while manifesting a single power. 

For example, Nethas, an avangion with 20 manifester 

levels, spends an 8th level spell slot to increase the 

maximum power points  it can spend to augment a power 

by 8. These additional points cannot be used to apply 

additional metapsionic feats. 

Far Reach: You can use touch spells and powers on 

targets up to 30 feet away. Far reach can be selected more 

than once. Each time it is selected, it increases the touch 

range by an additional 30 feet, to a maximum of 90 feet. 

Metamixture: You choose a metapsionic feat you can 

apply to boost your spells. Using metamixture is a free 

action that does not provoke an attack of opportunity . 

Treat the spell as a psionic power of equivalent level for 

purposes of determining the power point  cost. You cannot 

spend more power points  than your manifester level. 

Note: If the metapsionic feat has the same effect as a 

metamagic feat already applied to the spell, there is no 

additional effect. Metamixture can be selected more than 

once. Each time it is selected, it applies to a different 

metapsionic feat. Its effects do not stack, i.e. only one 

metapsionic feat can be applied to a spell using 

metamixture.  

Metapotency: You choose a metapsionic feat and a 

metamagic feat you possess that grant the same effect on 

numeric variables, e.g. Extend Spell and Extend Power, 

and gains synergistic bonuses. When applying either feat, 

its effects are multiplied by 1.5, e.g. the effect of extending 

a spell or power increases its duration by 150% percent. If 

applied to Empower Spell  and Empower Power , 

ÔÌÛÈ×ÖÛÌÕÊàɯÐÕÊÙÌÈÚÌÚɯÛÏÌɯÚ×ÌÓÓɯÖÙɯ×ÖÞÌÙɀÚɯËÈÔÈÎÌɯÉàɯ

75%. Metapotency has no effect on Maximize Spell  and 

Maximize Power . Metapotency can be selected more than 

once. Each time it is selected, it applies to a different pair 

of matching  feats. 

Path of Least Resistance: 8ÖÜɯÜÚÌɯÛÏÌɯÓÖÞÌÙɯÖÍɯÛÈÙÎÌÛÚɀɯ

Table 2ɬ2: The Avangion  Hit Die: d4  

 Level Special Spellcasting/Manifesting  

 1st Avangion magic, defiling immunity, psionic enchantment ˈ 

 2nd Manifester level increase +1 +1 level of existing arcane spellcasting class 

 3rd Caster level increase +1, psionic enchantment +1 level of existing manifesting class 

 4th Bonus feat, manifester level increase +2 +1 level of existing arcane spellcasting class 

 5th Caster level increase +2, psionic enchantment +1 level of existing manifesting class 

 6th Avangion metamorphosis, manifester level increase +3 +1 level of existing arcane spellcasting class 

 7th Caster level increase +3, psionic enchantment +1 level of existing manifesting class 

 8th Bonus feat, manifester level increase +4 +1 level of existing arcane spellcasting class 

 9th Caster level increase +4, psionic enchantment +1 level of existing manifesting class 

 10th Manifester level increase +5 +1 level of existing arcane spellcasting class 

 Class Skills (2 + Int  modifier per level):  Concentration, Craft , Decipher Script, Diplomacy , Knowledge  (all skills, 

taken individually), Literacy, Profession, Psicraft, Spellcraft. 
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spell resistance and power resistance if you know both the 

psionic and arcane equivalent of a power or spell (e.g. 

charm person and psionic charm person). Whether you 

use the power or spell, uÚÌɯÛÏÌɯÓÖÞÌÙɯÖÍɯÛÈÙÎÌÛÚɀɯSR and PR 

when making a spellcaster check to overcome resistance. 

Path of least resistance applies to all spells and powers for 

which you know both a psionic and arcane variant.  

Replenish Land: You can reverse the effects of defiling 

magic. You can sacrifice an arcane spell to revitalize the 

area by increasing terrain type by one category in a 5-foot 

radius per spell level sacrificed (a defiled area becomes 

desolate). 

Manifester Level Increase (Ex):  Starting at 2nd level, 

and at each even level thereafter, you gain an increase in 

manifester level of a manifesting class for the purpose of 

determining power effects (including augmentation), 

overcoming PR, and dispel effects. If you had more than 

one manifesting class before becoming an avangion, you 

must decide to which class to add each level. You do not 

receive additional power points , known powers, nor do 

you gain any other benefit a character of the class would 

have gained. 

Caster Level Increase (Ex): Starting at 3rd level and at 

each odd level thereafter, you gain an increase in caster 

level of an arcane spellcasting class for the purpose of 

determining level -dependent spell, overcoming SR, and 

dispel effects. If you had more than one arcane 

spellcasting class before becoming an avangion, you must 

decide to which class to add each level. You do not 

receive new spells per day, spells known, nor do you gain 

any other benefit a character of the class would have 

gained. 

Bonus Feat: You gain a bonus feat at 4th level, and 

every 4 levels thereafter, chosen from the following list: 

Additional Magic Item  Space, Augmented Alchemy , 

Automatic  Quicken Spell, Automatic  Silent Spell, 

Automatic  Still Spell, Craft  Epic Arms and Armor , Craft  

Epic Rod, Craft  Epic Staff, Craft  Epic Wondrous Item , 

Damage Reduction, Defiling Resistant Aura, Efficient 

Item Creation, Energy Resistance, Enhance Spell, Epic 

Expanded Knowledge , Epic Psionic focus, Epic Spell 

Focus, Epic Spell Penetration, Fast Healing, Ignore 

Material Components , Improved  Combat Casting, 

Improv ed Heightened Spell, Improved Manifestation , 

Improved Metamagic , Improved Metapsionics, Improved 

Spell Capacity, Improved  Spell Resistance, Intensify Spell , 

Master Staff, Master Wand, Multispell , Permanent 

Emanation, Power Knowledge , Scribe Epic Scroll, Spell 

Knowledge , Spell Opportunity , Spell Stowaway, Spell-

Resisting Aura, Tenacious Magic. 

In addition, you can choose from any item creation, 

metamagic, metapsionic, or psionic feat not listed here. 

You must qualify for any feat requirements.  

Avangion Metam orphosis:  At 6th level you gain 

understanding of your metamorphosis, thus learning the 

next spell in your transformation without development 

costs. 

Playing an Avangion 
Like dragons, you are dedicated to completing your 

metamorphosis and using it to help re build the green 

pastures that once covered Athas; almost every adventure 

you undertake has this as its ultimate objective. Since 

your anonymity is essential, the ability to hide your true 

status is paramount to your survival. Many avangion 

aspirants were slain during their early stages because 

their true nature was revealed. 

Combat  
It isn't surprising that as force of hope and renewal, 

àÖÜɯÈÙÌÕɀÛɯÛÏÌɯÉÌÚÛɯÊÖÔÉÈÛÈÕÛɯÐÕɯÈɯÎÙÖÜ×ɯÈÕËɯàÖÜɯÜÚÜÈÓÓàɯ

stay away from combat if possible. Still, since you have 

the abili ty to levitate after reaching stage five, you should 

take advantage of it as much as possible to preserve your 

health. Stay clear of melee combat and use you psionic 

enchantments to quickly subdue your opponents.  

Advancement 
Becoming an avangion is often very difficult because 

Oronis is even more reluctant to hand out copies of the 

first stage of the metamorphosis spell since the death of 

Korgunard. As a devoted, idealistic adventurer, you made 

a name for yourself by, perhaps, defeating powerful 

defilers or  restoring a desolate patch of land into a 

habitable place. Oronis himself or some highly influential 

Veiled Alliance member then contacted you, and engaged 

you to carry out a number of assignments designed to test 

your suitability for becoming one.  

As you advance in your training, one of the first feats 

you take should be Spell-Resisting Aura, which nullifies 

lower -level spells and improves you chances to withstand 

direct combat. Psionic Enchanter should also be high on 

your list ɬ having a return for inve sting time and effort 

into manifesting classes is more than welcome. As far as 

skills go, continue to buy ranks in Spellcraft, since this 

skill  is important for advancing your metamorphosis. 

Concentration is also an important skill  for you -- having 

a high Concentration modifier means you'll be better able 

to withstand damage while casting spells and manifesting 

powers and to regain your psionic focus. 

Resources 
As an avangion, you can expect resources according to 

your persuasive ability, like any other ch aracter. If you 

represent yourself as one, however, you can expect aid 

from the local Veiled Alliance or druids in the form of a 

place to sleep, food, and a place to hide from authorities 

(if necessary). You might even get access to their spell 

archives and help in advancing in your metamorphosis if 

you prove worthy.  

If you are identified as an avangion by a templar or 

other official of a city -state, you will probably be hunted 

down and interrogated, only to be killed afterwards.  



 16 

Avangions in the World 
òA whisper of wings upon the wind. Life springs once 
more to lifeless earth. Where wings pass the green returns.ó 
ɮ-A madman who has wandered out of the deserts of 

the northeast 

 

Few avangions ever make it further the first step of 

their metamorphosis without having some sort of contact 

within the secretive organization known as the Veiled 

Alliance or another powerful ally.  

Like dragons, avangions desire to complete the next 

step of their metamorphosis, which requires rare and 

expensive supplies. Unlike dragons, avangions also 

possess power to restore life to dying lands on an epic 

scale, through epic spells that also require rare and 

expensive supplies. Avangions often seek out trustworthy 

adventurers to obtain rare supplies, to assist and protect 

him during th e metamorphosis process, and to locate and 

watch over defilers that can be destroyed ɬ or redeemed. 

Organization 
Differently from Athasian dragons, avangions almost 

never work on their own; they are usually aided by either 

other avangion, the Veiled Allian ce, druids, or in some 

cases even by a Spirit of the Land. 

NPC  Reactions 
The general populace believes avangions to be nothing 

but myth. However, the few NPCs who know of the 

prestige class have a starting attitude of friendly toward 

such a character. On the other hand, Dragon Kings and 

their templars know to hunt and kill any creature fitting 

the description of an avangion. PCs can expect a starting 

attitude of hostile from members of the city guard and 

their sorcerer-kings. 

Avangion Lore  
Characters with ranks in Knowledge (arcana) can 

research avangions to learn more about them. When a 

character makes a skill check, read or paraphrase the 

following, including the information from lower DCs. 

DC 15:  ÝÈÕÎÐÖÕȳɯ6ÈÚÕɀÛɯÛÏÈÛɯÚÖÔÌɯÚÖÙÛɯÖÍɯËÌÍÐÓÌÙɯ

ruse? 

DC 20: Avangions are gossamer luminous beings 

focused on restoring Athas back to its verdant state. 

DC 30: All avangions are currently dead or in hiding 

because they are hunted by sorcerer-kings. 

DC 40: Characters with this level of success can learn 

important detai ls about a specific avangion, where he 

usually operates, and the kinds of activities he 

undertakes. 

PCs who are interested in finding or setting up a 

meeting with an avangion should first check with the 

local Veiled Alliance. Alternatively, PCs should try to use 

Gather Information  to learn who has seen a creature with 

an avangion-like appearance. 

Avangions in the Game 
Avangions are a way to counter all the destruction 

defilers and dragons have wrought upon Athas in the last  

4,000 years. 

Epic spellcasters and manifesters might take a few 

levels in this class just to be able to utilize psionic 

enchantments, though they might find that the ability to 

restore Athas to its former splendor is worthy all the 

trouble.  

Sample Encounter  
Player characters might encounter an avangion due to 

some Veiled Alliance contact or unknowingly run 

missions for a disguised avangion, helping them in their 

quest to complete their metamorphosis or to destroy any 

troublesome defiler.  

EL 25: Nethas is working on renewing the ground of a  

long-forgotten ruin he has been using as base when the 

PCs stumble upon him. He only reveals his nature if the 

PCs prove worthy enough or one of them is a defiler, in 

which case he attacks vigorously. 

Nethas CR 25 
Male stage I avangion preserver 5/restorationist 7/seer 

7/cerebremancer 5/avangion 1 

NG Medium  aberration (augmented humanoid , 

psionic) 

Init  +1; Senses darkvision  60 ft.; Listen +9, Spot +10 

Languages Common, Halfling , Elven; speak with plants, 

tongues 

AC  17, touch 13, flat -footed 16 

 (+1 Dex, +4 armor , +2 deflection) 

hp  72 (25 HD) 

Immune  defiling  

Fort +7, Ref +8, Will  +26 

Speed 30 ft. (6 squares) 

Space 5 ft.; Reach 5 ft. 

Melee  mwk  dagger +8 (1d4-1/19-20) 

Base Atk  +7; Grp  +7 

Special Actions  replenish land  

Atk Options  Ghost Attack, Psionic Endowment 

Epic Spells/Day  2; Epic Spells Known  (CL 19th): 

preserver metamorphosis I*, peripety, verdigris (DC 27) 

*New epic spell described on page 47 

Power Points/Day  168; Psion Powers Known  (ML  

12th): 

6thɭgreater precognition, mass cloud mind, psionic 

contingency 

5thɭclairtangent hand, power resistance, second chance, 

tower of iron will 

4thɭaura sight, energy adaptation, detect remote viewing, 

remote viewing 

3rdɭbody adjustment, body purification, dispel psionics, 

escape detection 

2ndɭclairvoyant sense, object reading, sensitivity to psychic 

impressions, sustenance 

1stɭconceal thoughts, empathy, far hand, know direction 

and location, telempathic projection (DC 16) 

Psi-like Abilities  (ML  12th): 

At will ɭdetect chaos/evil/good/law, discern lies 
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Wizard Spells Prepa red (CL 17th): 

9thɭwish 

8thɭanimate plants, moment of prescience 

7thɭlimited wish, mass hold person (DC 25), spellstaff, spell 

turning  (CL 18th) 

6thɭchain lightning (DC 23), greater dispel magic (CL 

18th), mass suggestion (DC 24), transport via plants, true 

seeing (CL 18th) 

5thɭcone of cold (DC 22), dominate person (DC 23), hold 

monster (DC 23), ÔÈÎÌɀÚɯ×ÙÐÝÈÛÌɯÚÈÕÊÛÜÔ (CL 18th), wall 

of thorns 

4thɭcharm monster (DC 22), detect scrying (CL 18th), 

rejuvenate, silent still invisibility , scrying (CL 18th) 

3rdɭarcane sight (CL 18th), dispel magic (CL 18th), hold 

person (DC 21), lightning bolt (DC 20), plant growth, 

silent still charm person (DC 18) 

2ndɭalter self, mirror image, pass without trace, protection 

from arrows (CL 18th), see invisibility (CL 18th), silent 

still magic missile 

1stɭcharm person (DC 18), goodberry, identify (CL 18th), 

mage armor, protection from evil (CL 18th), shield 

0ɭdetect magic, nurturing seeds (2), read magic 

Abilities  Str 8, Dex 13, Con 10, Int  25, Wis 21, Cha 14 

SQ ageless, avangion magic, brew potion -fruit  

Epic Feats Epic Spellcasting, Epic Skill Focus 

(Spellcraft) 

Feats Brew PotionB, Combat Casting, Combat 

Manifestation , Eschew Materials, Extend Spell, Ghost 

Attack , Iron Will , Mind Over Body , Narrow Mind , 

Path Dexter, Psionic Body, Psionic Endowment , 

Psionic Meditation , Scribe ScrollB, Silent Spell, Spell 

Focus (Enchantment), Still Spell 

Skills  Bluff  +17, Concentration +25, Decipher Script +15, 

Diplomacy  +14, Disguise +7 (+9 to act in character), 

Gather Information  +10, Intimidate  +4, Knowledge 

(arcana) +32, Knowledge (nature)  +15, Knowledge 

(psionics) +19, Listen +9, Literacy (Common), 

Profession (herbalist) +11, Psicraft +21, Spellcraft +47, 

Spot +10, Survival  +6 (+8 in aboveground natural 

environments)  

Possessions combat gear plus headband of intellect +4, 

periapt of wisdom +4, cloak of charisma +2, bracers of 

armor +4, ring of protection +2 

Spellbook  spells prepared plus 0ɭall; 1stɭalarm, 

obscuring mist; 2ndɭlevitate, resist energy; 3rdɭ

daylight, nondetection; 4thɭmnemonic enhancer, 

polymorph; 5thɭfalse vision, overland flight; 6thɭ

contingency, gaeas/quest; 7thɭgreater teleport; 8thɭ

demand, discern location; 9thɭcontrol plants 

Brew Potion -Fruit  Nethas can make potion-fruits that 

contain up to 5th-level spells. 

Replenish Land (Ex)  Nethas can sacrifice an arcane 

spell to revitalize the area by increasing terrain type 

by one category in a 5 foot radius/spell level 

sacrificed (a defiled area becomes desolate). 

Hook  Ɂ3ÏÌɯËÌÚÛÙÜÊÛÐÖÕɯÌÕËÚɯÏÌÙÌȮɯËÌÍÐÓÌÙȭɂ 

 

Element Lord  

òI am the embodiment of the Fireõs fury. Who shall dare 
to stop me?ó 

ɮ&ÏÌËÙÈÕȮɯËÞÈÙÝÌÕɯÍÐÙÌɯÓÖÙË 

 

2ÖÔÌɯÖÍɯ ÛÏÈÚɀɯÔÖÚÛɯ×ÖÞÌÙÍÜÓɯÊÓÌÙÐÊÚɯÊÖÔÉÐÕÌɯÛÏÌÐÙɯ

faith with the clearness of mind the Way provides in 

order to take their worship of the elements to the next 

step: changing themselves into their patron element. 

As element lords, they can combine their mastery of 

the Way and divine power into psionic enchantments that 

greatly enhance their abilities. Element lords are often 

called by their elements in order to fight in the Unseen 

War. 

Becoming an Element Lord 
Due to the specific requirements of the element lord, 

levels in both cleric and psion are the most common 

method of gaining entry into this class. A few levels in the 

elementalist or elemental master class are necessary due 

to the elemental focus requirement. Due to their energy 

related focus, most manifesters who become element 

lords are kineticists. Taking levels in the psychic theurge 

class is a common way to speed up the process. 

Entry Requirements  
Skills : Knowledge (religion)  24 ranks, Knowledge 

(psionics) 15 ranks, Knowledge (the planes) 15 ranks. 

Feats: Elemental Manifestation, Skill Focus (Knowledge 

[the planes]), any 2 metamagic or metapsionic feats. 

Spells : Able to cast 9th-level divine spells.  

Psionics: Able to manifest 6th-level powers. 

Special: Elemental focus class feature. 

Class Features 
As an element lord, you are a master of both divine 

magic and psionics. You not only learn to different set of 

abilities, but to use one art to augment the other -- 

particularly in the realm of metamagic effects. 

Spellcasti ng/Manifesting:  At every level indicated on 

Table 2ɬ3, you gain new spells per day and an increase in 

caster level (and spells known, if applicable) as if you had 

also gained a level in a divine spellcasting class to which 

you belonged before adding the pr estige class level. You 

do not, however, gain any other benefit a character of that 

class would have gained. If you had more than one divine 

spellcasting class before becoming an element lord, you 

must decide to which class to add each level for the 

purpos e of determining spells per day, caster level, and 

spells known.  

At every level indicated on Table 2ɬ3, you gain 

additional power points  per day, an increase in manifester 

level, and access to new powers as if you had also gained 

a level in a manifesting class to which you belonged 

before adding the prestige class level. You do not, 

however, gain any other benefit a character of that class 

would have gained. If you had more than one manifesting 

class before becoming an element lord, you must decide 




