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careful. The methods by which you can introduce life -
shaped elements in your campaign are many.

The simplest method is to put a life-shaped item in the
hands of a NPC; when the players see it in action, they

Introduction
may start understanding its special nature and figure out

Never in all his years under the crimson sun had GigRitly e¥& them. Another method is to make the
imagined he would harbor such hate, but that had begscef@re encounter the life-shaped in a location far
his failed expeditioddaited from Tyr. removed from their normal adventuring grounds.
The only reason he had not turned back until now wasbesausenow you choose to introduce life -shaped
he knew they would never make it back to Tyr by thgepiitsthBig book is designed to be your first and best
had taken to get here. Since heading back was nassawi@bléere, you will find rules for creating new life -
option, the three survivors had trudged dreirgpdtiunshéped items, new feats, equipment, monsters and more.
was terminated by a vertical cliff. The distance down was
obscured by a thick, strange mist and heavy growth clinging to How to Use This Book
the stones below them.
A group of strange lookingIlicdfidegple had ambushedThe Life-Shaping Handbools designed for use in any
Grenith and his remaining tea@iimgieg.to the greatbDark Sun 3.5game. You will need the / OEail Uz Uw"
wall of stone like spiders, each diminutive warrioArgd4aU0 01 1 O Ow , E U YDMGBY, Mansed BI&nuialu
multitude of strange growths literally grafted to theavflestiwell as the Dark Sun Core Rule¢DS3) to make

—

Blades on arms, crystal lenses over eyes, and evenugehitiookeelitbin this book.
be sections of tree bark fused to torsdik@nchaor were The topics covered in this book include:
the least of the strange things attached to the small frabhagesfith&e Jagged Cliffs. This chapter describes

ambushers.

the terrain and perils of the Jagged Cliffs, a massive two-

The attack had come quickly and ended in secondsmMowgindfiethat separates the Tablelands from the
aftermath of theswlezl battle, they were all securely ®aosmh. Savannah, home of the rhul-thaun.

oOWel |l , 0

back the cli

up

In the first ages of Athas, the rhulisti worked with
living material the way a smith works with iron or a
carpenter with wood. The fruits of their labors were tools
and machines that lived, grew, and even reproduced.
After a long war between them, this age came abruptly to
an end.

One small enclave of rhulisti survived the end of the
Blue Age, though. Hidden away on the precarious Jagged
Cliffs, the rhul -thaun still practice the ancient ways. In th e
eons since the passing of the Blue Age, the rhulthaun
science of lifeeshaping has deviated and was somewhat
lost since this time. The life-shaped that are truly
descended from the Blue Age are much stronger and
elaborated, but not so different they bear no resemblance.

Life-shaped items were first introduced in the
Windriders of the Jagged Cliftampaign expansion. This
book updates the rules to the latest 3.5 version of the
Dungeons & Dragonggame and expands them to further
levels.

Life -Shaped in Your Game

Life-shaped items are not so easy to add to a
campaign. They are distinctly different from anything the
players or PCshave ever seen before, so theDM must be

hedAtholugdgt tlo \aii fiotes & Baces Thisschanter desagbesdhg prinpiphl

rfice ofithe Yadaed Cliffs, the lifeshaping race of the rhul-
thaun and the rhulisti, the race that origi nated most of the
intelligent races in Athas.

Chapter 3: Supplemental Rules. This chapter presents
selection of expanded skills related to life-shaping, feats
including several life -shaping feats, and new spells are
included here as well.

Chapter 4: Prestige Classes. This chapter introduces
eight new prestige classes that are somehow associated
with life -shaping and the Jagged Cliffs, including the
cliffclimber, life -shaper, life-tender, and the windrider.

Chapter 5: Equipment. Weapons, armor, geatr,
common to the Jagged Cliffs dwellers and special items
needed in the life-shaping process are described in this
chapter.

Chapter 6: Life -Shaped Items. This chapter describes
the rules for creating and dealing with all kinds of life -
shaped items. It also describes the powerful living
artifacts, known as the Rhul-tal.

Chapter 7: Monsters. This chapter describes several
new creatures that can be created using the lifeshaping
rules and others that are thematically tied to the Jagged
Cliffs and life -shaping.

Chapter 8: Adventure Sites. This chapter presents
distinct adventure locales suitable for a campaign in the
Jagged Cliffs.

Appendix: Encounter Tables. This appendix provides
a setEL-based encounter tables for all your Jagged Cliffs
encounter requirements.

Behind the Veil: Introduction

As with theDark Sun Core Rules t hi s book

contains

notes entitled ABehint

and other items of interest. These are notes and comments, and are not necpksatlyd game; you can feel free to skip past them.
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C hapter 1: T he Jagged C liffs

Just a few miles north of where the Tyr regiosaérfigs and expansive sandy wastes form a barrier that seve
travel. If you can make it across the barrier (I suggest going around, but that presents its owgneddngers), y
wounds in the earth that spew forftbmesiand geysers of molten lava. Perhaps the most imprehgie sight is

Jagged CI i

From the top of the Jagged Cliffs, sheerrock walls
drop two miles to the lowlands. These vertical monoliths
descend in straight lines. No gradual slopes slide to the
bottom; no layered steppes ease the descent. Instead, each
portion of the rock wall is as steep as the walls of any city-
state, though definitely on a more massive scale. The
name of the Cliffs comes from the irregular, jagged nature
of the horizontal plane, which from above appears as a rip
across the earth.

Powerful currents of air rush over the top of the Cliffs
to spill across the highlands. These air currents race at
high altitudes and affect the weather patterns farther
inland, but the climate around the Cliffs themselves is
relatively stable. A wall of fog that those who live near the
Cliffs call the Misty Border rises from the base of the rock
wall to just above its pinnacle, where it dissipates into the
sky as long, thinning tendrils of vapor. Produced by a
combination of water, magma pools, and ancient magic,
the Misty Border clings to the face of the Cliffs. It is dense
enough to hide the lowlands from those on or atop the
Cliffs. Occasionally a patch of the mist breaks open to
reveal the lowlands, but such breaks seal themselves after
a few moments.

Jagged Cliffs Environment

The most significant feature of the Jagged Cliffs is the
abundance of water. It forms clouds of mist that shroud
the Cliffs. It spills from underground sources and runs
down the rock face with amazing exuberance. It coats
trees and stones with sparkling droplets that grow as
large as vel fruit as they slide toward the ground. Water
trapped beneath the arid highlands finds freedom at the
Jagged Cliffs.

This section outlines some of the most commonly
encountered types of environments found within the
Jagged Cliffs.

Natural Hazards

This section builds on the information provided in

Chapter 3 of the # UOT 1 OO w , E U WetallipgUtne & U

hazards character might face on the Jagged Cliffs.
Environmental hazards specific to a type of terrain are
discussed in the Jagged Cliffs Terrains, later in this
chapter.

ffs.

Standi at that edge i

[ 37T1 weEOEI Ul Uz Ow" T
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Wind and Weather

Winds in the Jagged Cliffs can be violent or even
deadly. Worse still, winds laden with hot vapor pose a
variety of hazards.

The average wind speed on the Cliffs is 15 mph,
however during windstorms, this speed can go up to 40
mph. Along with th e dangers presented on pages 935 of
the# UOT 1 OO w, E U thit fibges an éntréagel threat
to flying creatures, because they may be thrust against the
Cliffs, and it also increases the chances ofbeing forced
near the hot mists (see below).

Other Dan gers

Even without the dangers of dehydration, heatstroke,
or sandstorms normal Athasians deal with, the Jagged
Cliffs can be deadly.

Flash Floods

Waterfalls create impressive visual spectacles along
the cliff wall, but also present many dangers. The falling
water can create flash floods in the vertical forests, and
even burst unexpectedly from the rock to catch climbers
by surprise and wash them away. Characters who stay
below the water flow may drown ( DMG 304). See Aquatic
Terrain, page 92 of the# UOT 1 OO w, E tbi mbrelU w & UE
information about being swept away.

Along with the hazards of the falling water, the water
can also cause parts of the wall to crumble and slide.
Characters struck by flash flood must make a successful
DC 15 Reflex save or take 3d4 points of bludgeoning
damage. A flash flood passes through an area in 3d4
minutes.

Getting Lost

As discussed on chapter 3 of the# UOT 1 OOw, EUUI
Guide adventurers might become lost while traversing
through the Cliffs. Refer to that chapter for more
information regarding the chances and effects of
I{;ZD‘IEI;EOODOT WwOOUUWEUwWPT OOWEUWUI T EDC
Table 2| 1:DCs to Avoid Getting Lost

Terrain Survival Check DC

Barren rock 17

Vertical forest 12
Additionally, mists and steam clouds can easily

confuse and disorient characters. Disorientation or even
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hallucination from heatstroke can also cause a character to
be lost.

Table 2| 2:DCs Modifiers to Avoid Getting Lost

Condition Survival Check Modifier
Map -4
Mist or steam +2
Trackless* +2
Tyr-storm +4

*See Overland Movement, page 164 of the ay er 6 s. Ha

Steam and Mist

The temperature of the mists ranges from 85°F (29°C)
near the top of the Cliffs to around 130°F (54°C) at the
bottom. Clouds of scalding steam float within the Misty
Border, welling up from hidden sources to pose a hazard
to those who dwell along the Cliffs. These clouds of steam
normally cool to tolerable levels before reaching the
interior of the vertical forests that grow on the rock face,
but they can be deadly to the characters.

Areas with hot mist increase the effective temperature
by one category (see Athasian Heat, page 59 of theDark
Sun Core Ruledor more information). There are areas
where superheated steam burst within the Misty Border,
dealing 1d6 points of lethal damage (no save) per round
of exposition. Mist or steam obscures vision and provides
concealment

Supernatural Hazards

Most supernatural hazards on the Cliffs come from the
Cliffs itself, the volcanic activity and the swamp below.
Avoiding Supernatural Hazards: Unless otherwise

Yellow Fever: This disease spreads through the bite of
a mosquito, causing fever, muscle ades, headache,
backache, and a yellowing of the skin, the white of the
eyes, and mucous membranes.

Table 2| 3: Diseases

Disease Infection DC Incubation Damage

Chitin rot Contact 14 1 day 1d4Dext

Cliff disease Contact 13 1 day 1d4Cha

Lung infection  Contact 17 1d3 days 1d?;}De>g 1d3
Co

Yellow fever Injury 15 2d3 days 1d6 Corf

1 Kreen only.

2 Victim must make three successfaving throwsin a row to
recover.

Poison

The poisons described in Table 2 4 can be found in
other areas, although they are more common in the
Jagged Cliffs.

Rubelu Mushroom: This rare milky white mushroom
TUOPUWOOOAWPDOWET UUEDOWEUI

Volcanic Fume: The magma pools on the base of the
Cliffs often vent a poisonous gas.

Rajaat s Swamp

At the bottom of the Jagged Cliffs, two miles below
the level of the Tablelands, a fetid swamp stretches along
the base of the rock wall. This is the result of experiments
Rajaat made thousands of years ago while trying to
develop arcane magic.

Hot springs, open lava tubes, and magma pools heat

5001 EwPOWEwWI EAEUEZ UwEl UEUDx UBWEE NG AR UREYSTIFIOME 3 of S5 gtd

an area of magical terrain at a normal pace is entitled a
Survival check to notice the danger before entering the
area. TheDC of this check varies with a particular terrain.
Charging or running characters, or characters whose rate
of movement exceeds the extent of their current vision,
EOOzUwi EYI wEWET EGET wUOOwWEIT Ul
in. Usually, characters who enter dangerous terrain
without noticing the danger complete their intended
movement becoming aware of it.

Disease

A character in the Jagged Cliffs who touches a
diseased creature, or ingests contaminated food or drink,
might contract one of the following diseases. See page 292
of the # 00T 1 OOw , EU bl explanatiohd) & HEne

infection, DC, incubation, and damage entries in the
following table.
Chitin Rot: Because of excess humidity, the chitin

becomes dull and streaked with gray, itching painf ully.
Cliff Disease: A breathing disorder disease caused by
the mists.
Lung Infection: It causes chest pain,
difficulty breathing due to excess humidity.

Table 2| 4: Poisons

fever, and

Poison Type Initial Damage
Rubelu mushroom IngesteddC 19 2d6Con
Volcanic fume InhaledDC 13 Nauseated

mist that rise toward the top of the rock wall to create the
Misty Border. The residual magic produces twisted
creatures and monsters stained by the evil of defiling
magic. For this reason, the cliff dwellers hesitate to travel
deeper than the one-mile mark, and most refuse to get

EVwOI

PpOT w

‘”(‘}h'”tf’?eha'fdn"%qf BEFWAEP 1 U] WEOUBE] UDOI

Movement inside the swamp is often considered
hampered (DMG 88).

The swamp is a dangerous place; the effects of its
uncontrolled magic are unpredictable, lurking
everywhere to mutate the unwary. One of these effects is
even more dangerous than shedding blood near the
Pristine Tower | just being inside this area is enough to
trigger wild mutations.

Mutagenic Areas:, UUOET 1 OPEwWEUI
are extremely difficult to detect because of the
surrounding mists and the overgrown vegetation
common to the swamp. A character approaching a
mutagenic area at a normal pace is entitled to aDC 20
Survival check to spot the danger before stepping into it.
A typical mu tagenic area is anywhere from 1d100x100
feet in diameter.

Characters in a mutagenic area must make aFortitude
save (DC 10, +1 per consecutive minute of being inside the

Secondary Damage Price
1d6 Con+ 1d6Dex 350 Cp
1d4Con 0

6
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mutagenic area) every minute or suffer the same effects of
having being damaged once in the vicinity of the Pristine

Tower (see the Dregoth Ascending llladventure for more

details). Characters must continue to make saves for all

the time spent inside the mutagenic area, gaining more
mutations for every failed save, regardless of the number
of mutations they gain.

Characters drinking from the waters inside a
mutagenic area automatically become nauseated for one
round and must make a DC 20 Fortitude save or become
afflicted by a random mutation.

Jagged Cliffs Terrains

The Jagged Cliffs have avariety of terrain types. Some
are similar to those found in many places on Athas, others
are unique to the area, but all have special twists that
reflect the nature of the Cliffs themselves.

This section discusses the different terrains
adventurers might come upon in the Jagged Cliffs. Many
of these terrains can exist simultaneously in the same
environment.

Vertical Forest Terrain

Vertical forests are much the same as those found in
the Forest Ridge, except that they cling tothe side of the
Cliffs or rest atop and spill over jutting ledges of rock.
These tropical forests range in size from a few dozen
square feet to several miles across.

Table 2 5 lists the most common features found in
each of the two vertical forest categories. It is not
necessary to roll for each square; rather, these percentages
are presented as a guide for drawing maps. Typical and
medium trees are mutually exclusive. However,
undergrowth and trees are not.

Table 2| 5: Vertical Forest Features
0 Vertical Forests Category

Sparse Dense
Typical trees 70% 80%
Mediumtrees 10% 20%
Light undergrowth 70% 50%
Dense undergrowth 20% 50%

Trees: Tall, twisting trees grow out and up from the
undergrowth of the Cliffs, reaching for the sun and
creating a thick canopy to cover the forest below. Plants,
bushes, and flowers of all descriptions cling to the roots
and branches of the twisting trees, filling the space
between the canopy and the undergrowth with thriving
vegetation. A creature standing in the same square as a
tree gains a +2 bonus toArmor Class. The presence of a
OUT T wEOGT U0z UwOUT T UPPUT WET 1
El EEUUIT wRdthdloneatuselid)Bing the tree to its
advantage when it can. The trunk of a typical tree has AC
5, hardness 5, and 100 hp. Dense forests have medium
trees as well. These trees take up an entire square and
provide cover to anyone behind them. They have AC 4,
hardness 5, and 300hp. A square with typical or medium
trees is considered as having handholds and footholds.

Undergrowth: Small, sturdy shrubs and vines sprout
from cracks in the cliff face, forming a dense undergrowth
in which other plants can blossom. A space covered with
light undergrowth costs 2 squares of movement to be
climbed, and it provides concealment Undergrowth
increases theDC of Climb and Move Silently checks by 2
because the leaves and branches get in the way. Heavy
undergrowth costs 4 squares of movement to move into,
and it provides concealment with a 30% miss chance
(instead of the usual 20%). It increases theDC of Climb
and Move Silently checks by 5. Heavy undergrowth is
easy to hide in, granting a +5 circumstance bonus on Hide
checks. Accelerated climbing is impossible. Squares with
undergrowth are often clustered together.

Cave Entrance: Cave entrances on the Jagged Cliffs
are typically between 5 and 20 feet wide and 10 feet deep.
Beyond the entrance, caves of all sizes and shapg can be
found. Some are no more than narrow, shallow
depressions, others open into elaborate natural mazes that
twist and turn for miles toward the Silt Sea. Most caves
are dry, providing some relief from the hot, wet mist. A
few caves appear almost orgaric in nature, as though
shaped by some intelligent being instead of by natural
erosion. Caves used as monster lairs typically have 1d4
rooms that are 1d4x10 feet across.

Stealth and Detection in Vertical Forests: As a
guideline, the maximum distance in ver tical forest terrain
at which a Spot check for detecting the nearby presence of
others can succeed is 3d8x10 feet. In a dense forest, this
distance is 2d8x10 feet. However, during mist conditions,
the distance drops to 1d6x10 feet.

(OzUwi EUDI UwayUdunds linEthewvértiedl E
forests. TheDC of Listen checks increases by 1 per 15 feet
between listener and source, not per 10 feet.

Rockslides

The continuing tremors affecting the land since the
day of the Great Earthquake cause natural passages in the
Cliffs to shift or collapse. For the effects of rockslides, see

Avalanches, page 90 of the# U OT 1 OO w, EUU0UT Uz Uw&

Barren Rock Terrain

Desolate tracts of bare stone run for miles in every
direction before another ty pe of terrain intrudes. The kind
of rock and its angle varies greatly. The only constant is
the wet, slick coating that paints the stone with shiny
droplets| a result of the high concentration of water
vapor. This condensation makes even the roughest
portio ns of the Cliffs slippery and harder to climb. Barren
rock is the most prevalent terrain type along the Cliffs.

Table 2 6 lists the most common features found in

BdehioFthe Ewd barréhUWddd catsheriésPH id nditrébssary x E E 1

to roll for each square; rather, these percentages are
presented as a guide for drawing maps.

Table 2| 6: Barren Rock Features
Barren Rocks (Shee) Barren Rocks (Jagged

Cliff 20% 25%
Chasm 5% 10%
Rock wall 65% 65%



Cliff: A cliff typically requires a DC 15 Climb check to
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Chasm: Chasms function like pits in a dungeon setting
into them by accident (although bull rushes are another
story). A typical chasm is 2d4x10 feet deep, at least 20 feet
long, and anywhere from 5 feet to 20 feet wide. It takes a
DC 15Climb check to climb out of a chasm.

In jagged barren rock terrain, chasms are typically
2d8x10 feet deep.

Rock Wall: A vertical plane of stone, rock walls
require DC 25 Climb checks to ascend. A typical rock wall
is 2d6x10 feet tall in sheer barren rock and 2d10x10 feet
tall in jagged barren rock. Rock walls are drawn on the
edges of squares, not in the squares themselves.

Cave Entrance: Caves entrances function as described
under Vertical Forest Terrain, above.

Stealth and Detection in Barren Rock: The maximum
distance in barren rock terrain at which a Spot check for
detecting the nearby presence of others can succeed is
FERYARYwi 1T 08w! 1 EEVUUT wOT 1 Ul zUwODPOUOTI wYi T1 UEUDOOWUOOWOEUOUUI
line of sight, the specifics on your map are your best guide
for the range at which an encounter could begin.

( 0 zdikwd Hear faraway sounds in barren rock. The
DC of Listen checks increases by 1 per 20 feet between
listener and source, not per 10 feet.

Rockslides

Rockslides function as described under Vertical Forest
Terrain, above.



C hapter 2: Races

0To hold a living

creature in

your hand, a tad

tr

tool or an object, but a creature to work for you. To see thatigitasyehdiaiberscsee as the purview of nature

This 1is

what

you must desire

| An excerpt from the Exhortation of Apprentices, by life -shaper Gesafith

Life in the Cliffs

The vertical arrangement of rhul -thaun cities is their
answer to the limitations of space on many of the cliffs.
Additionally, the cliffs themselves have conditioned the
rhul-thaun to think more in terms of an upright
orientation than a horizontal one. Their buildings are
stacked one upon the next and connected by ladders and
stairs as often as by horizontal walkways or bridges.

Newcomers visiting from the Tyr Region will find this
minor quirk to be confusing at first, but should soon
adapt.

Water, Food, and Settlement

Unlike other places on Athas, thirst is not an issue on
the Cliffs, and because of the everconstant Misty Border,
water is never scarce. Rain is much more common than in
the Tablelands, and several springs and lakes can be
found thorough the region. Close to the Misty Borde r, a
simple cloth is more than enough to collect moisture from
the air.

The life-shaped food producers, now complemented
by vertical forests due to the fact their populations has
outgrown their production capacity, supply the rhul -
thaun with all the food t hey need.

Adventurers that somehow manage to deal with the
Cliff # b1 O Oendghdbia can find rest at various places
called safehomes, a rhutthaun equivalent of tavern and
inn. Paying for its services might be a bit complicated,

(see page 50).

There are three basic ways for a traveler to reach the
Jagged Cliffs, which depends where he comes from. The
first and least recommended way is coming through the
Scorpion Plains/Glowing Desert, which although is the

fastest, has both the dangers of the desert and the menace

the bandit lords. Secondly, there is the perilous trip from
the Crimson Savannah, and requires either climbing up

above
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which can be very troublesome if you are not a tohr-
kreen. Finally, the most common method is traveling from
the Tablelands, which is probably the safest and longest
way of reaching the cliffs.

See Chapter 3 of31 1 w6 EQEIT Ul Ua thare" 1

information on methods of travel to the Jagged Cliffs.

Hospitality

The rhul-thaun have lived in isolation for so long they
have become very xenophobic; they avoid dealing with
any other race unless recessary. The fact most rhulithaun

uodo
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Life -Shaping Races

Rhulisti

The rhulisti is the original race and the true masters of A

All rest is abomination.
| Uvher-onos Gothe, rhulisti nature-master

UPOET wlUiI 1 w3GEOEVOEOEQWWEOPWEUWEUUUI OEawEawlT T w

rhul -thaun, which instead use a leaflike oval growth

The rhulisti is the long gone race responsible for some

known asghav-l 1T 00T wep? 01T 1 wYEOUT woi ulbie mastypsofound changes Athas has ever suffered

Travel

There are only a few ways to descend to the Jagged
Cliffs in the northern region. These include climbing,
flying, or via magic or psionic means. The trip is
dangerous, long, and frequently fatal. Those who have no
other means at their disposal and have a dire need to
descend the Cliffs must resort to climbing. The safest
mode of transport, however, is windriding. Using th e life-
shaping arts of their ancestors, the rhul-thaun make
creatures they call ber-ethern, gon-evauth, and yihn -eflan

Table 3| 1: Racial Ability Adjustments

and that spawned all the Rebirth races. They are a small
and proud race, with the richest and most ancient culture
Athas has ever seen.

Personality: Rhulisti have a very profound respect for
nature, even though they were able to manipulate life in
every single aspect, they rarely did it in reckless ways,
having several rules that guided their craft.

Rhulisti are also very proud of their h eritage, extolling
the virtues of rhulisti in general and their mastery of
Nature for everyone that will listen.

Physical Description: Rhulisti look like a taller and
more sophisticated rhul-thaun (or a very civilized tall

Race Type LA Ability Adjustments Favored Class Automatic Languages
Rhulisti Humanoid  +0 +2 Wisdom 0 2 Strength Bard Rhulisti
Rhukthaun Humanoid  +0 +2 Dexterity, +2 Wisdom & 2 Strength Rogue Rhukthaun
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halfling) | small, pale-skinned creatures that never show
signs of their age. They stand a little over 3 feet tall and
usually weigh between 60 and 70 pounds. Most rhulisti
have brown hair cropped short (or sometimes shaven,
because it interferes with grafting), but blond or red hair
is not rare. They have no facial hair whatsoever.

Rhulisti prefer to wear their life -shaped creations
Those who cannot afford or cannot wear them for some
reason, wear elegant, colorful tabards and cosmetic grafts
that show their family affiliation.

Relations: Rhulisti do not try to get along with other
races, in fact because of their seHproclaimed superiority,
they consider themselves the only true sentient race.
Every other intelligent creature is nothing but a beast to
them.

Most rhulisti abhor psionic and undead creatures,
considering them abominations of nature, banning or
destroying them as soon as discovered. They tend to
respect outsiders connected to the elemental planes,
because of their close relationship with nature, but
distrust them because of their supernatural abilities.

Alignment: The shapers and masters of nature that
tend to form the backbone of rhulisti society have
developed several rituals for their creations, which end
upon influencing everyone else, so rhulisti have a
tendency toward law ful alignments. Most nature -benders
tend to be of evil alignment, showing no respect for the
laws of nature or rhulisti society.

Rhulisti Lands: Rhulisti, during their gold age,
managed to rule almost the entire known regions of
Athas. They lived on enormous, self-contained, floating
cities, completely grown using their porous, rock -like
plant. Their cities had not roads, but canals filled with
long, slender living boats. The largest and most

ET Y1 OO0x1 EwUT UOPUUPWEDUA wbEUpdvibar EHuRO ua® § akditibus, w igvertivd,] wfaO b w

the city-state of Tyr lies.

Religion: Rhulisti usually worship nature, usually in
the form of the elements, especially Water. However,
some communities had deities of their own, all of which
are now long forgotten.

Psionics: Rhulisti do not trust those whom are born
with psionic abilities, seeing it as some sort of defect and
latent wickedness. Young rhulisti who develop psionic
powers are usually killed or exiled as soon as discovered.

Magic: Most rhulisti have never witnessed magic at
all, except for a few elemental clerics and druids, and
those who did usually did so in horror. A rhulisti
witnessing arcane magic, especially defiling would be
profoundly disgusted and horrified.

Language: Rhulisti speak their own language, which
has a unique writing system. The rhulisti writing system
was a combination of phonetic symbols and logograms.
The system has in total more than a thousand different
glyphs, although a few are variations of the same sign or

meaning, and many appear only rarely or are confined to
particular cities. Individual glyphs could represent either
a word or a syllable; indeed, the same glyph could often
be used for both. Spoken rhulisti is a breathy, elegant
tongue, and very pleasant to the ears.

Rhulisti never consider any other language worth
learning beside their own.

Names: A rhulisti usually receives a short name
during infancy and another later on during their pub erty,
which reflects a positive behavior or talent they showed
during their early years. Receiving their definitive name is
a great event in the life of a rhulisti, and it is usually made
in a special ceremony, which represented entering
adulthood.

Male Names: Ahsi-orthe, Char-omak, Fihr-outh, Han-
othal, Lesh-orath, Prish-ohre, Yahn-opar, Uvher-onos.

Female Names: Bish-ahir, Glerra-anil, Masha-anos,
Nush-auhn, Puhl-arhi, Sul-avehr, Yagis-auth, Vhar-anosh.

Family Names: Bale, Dare, Geshe, Gothe, Ghoune,
Hane, Sule, Zohre.

Adventurers: Rhulisti travel to learn more about the
surrounding world and increase their life -shaping
techniques, sometimes even undertaking dangerous
missions on behalf of their nature-master leaders, usually
battling against the flying kreen or nature -benders, or to
execute a psionic aberration. Several rhulisti were cast off
from their cities and communities because they showed
signs of spellcraft, psionics, or nature-bending, but it is far
more likely that an adventuring rhulisti left voluntarily,
hoping to gain enough knowledge to establish his own
life -shaping facility.

Rhulisti Society
Rhulisti societies exhibit the same psychological traits

arrogant. Some traits are stronger in a given society than
others, of course. One society could harbor the greatest
rhulisti minds of their generation, but be unable to

perceive the changes in their culture and environment.

Another society could be significantly less advanced in

life-shaping technology than others, but show greater
concerns about its inhabitants.

Rhulisti societies, no matter how organized, are overly
dependent on their life -shaping devices and the ocean.
Together, the two supply them with all raw materials
required for their survival and way of life. Because of this,
every rhulisti holds a great deal of reverence for both.

Role-Playing Suggestions

Bear in mind that the rhulisti culture described above:
considers every other race inferior; proudly wear your

life-UT ExDOT w PUI OUOwW UPOET w U711 aw

highest achievement. Take nature into the highest
regards; consider all forms of magic and psionic an

Behind the Veil: Brown Age Rhulisti

The rhulisti as described here have not been known on Athas for about 10,000 years. HowB¥énnilght want to run a campaign ¢
the Green or Blue Age, or might even want to include an undead rhulisi@€ ésome undead rhulisti are already descrilme@hapter
8). Some of these undead might even retain theishigping capabilities.

Some shadow giants might still have the ability to-$Ff@mpe as well, but probably prefer to use their new abilities, since very fey

shaped items would endurethre Black.
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abomination of the sacred laws of nature.

Rhulisti Racial Traits

rituals, one for virtually every conceivable event and
activity in their lives: greeting, meals, dressing, trade,

Jw ' UOEOOPEW UI UOPUUDAG w 1Wal dawag,(apdugll gspgcets) of lifey Gguing metatignships

creatures with the rhulisti subtype.

3 w Hlisdom, | 2 Strength. Rhulisti have purity of
mind, but their bodies are not very strong.

3 @mall: As a Small creature, a rhulisti gains a +1 size
bonus to Armor Class, a +1 size bonus ormattack rolls, and
a +4 size bonus onHide checks, but he uses smaller
weapons than humans use, and his lifting and carrying
limits are three-quarters of those of aMedium character.

with others.

Physical Description: Rhul-thaun are small with light
and nimble bodies. The average height for rhul-thaun
males is 3 feet, while females arean inch or two shorter.
Light of bone and build, the physique of the people of the
cliffs is sinewy and tough. Their skin is fairer than most
Athasians and appears to be smooth and wrinkle-free
throughout most of their lives. Unlike other halflings,

Jwli UOPUUPWEEUI wOEOEwWUxI i E el ghaunyaud pointyedrs.

3 w Hatwiah bonus on all saving throws: Rhulisti are
surprisingly capable of avoiding mishaps.

3 w bkiatibonus on saving throws against spells and
spell-like effects: Rhulisti have an innate resistance to
magic spells.

3 w Halciall bonus on saving throws against psionics
and psi-like effects: Rhulisti have an innate resistance to
the Way.

3 w Hohcial bonus on Craft (life-shaped) checks:
Rhulisti truly master the craft of life -shaping.

3 w Hecial bonus on all Knowledge (life-shaping)
checks: Rhulisti society is filled with those items.
Knowledge (life-shaping) is always a class skill for
rhulisti.

3w U000 EduayeswRrhiishi. Bonus Languages:
None. Rhulisti do not consider other languages worth
learning.
class does not count when determining whether he takes
an experience point for multiclassing.

Jw+1 VI dhmentB6 U

Rhul-Thaun

And so | found myself learning about a folk | had neveg

Rhul-thaun hair color is black or brown, but rare
individuals are blond or, more rarely, red heads. A typical
rhul -thaun has virtually no body hair other than on his
head and the presence of facial hair on other races would
probably cause them to believe that person to be an
animalistic, monstrous, or barbaric individual. Eye color
varies greatly, with green, gray, and brown being most
common.

Relations: The Jagged Cliffs dwellers have almost no
contact with the exterior world. Some explorers have
encountered reggelids in the Swamp below, but all those
finished in bloodshed, as the two races share a mutual
hatred. With a few occasional kreen attacks from the
grasslands or an occasional pyreen who comes to visit, the
rhul -thaun have no notion of what happens beyond the
Misty Border of their domain. When they meet other races
of the highlands, their reactions can vary from curiosity to

them for such encounters.

Alignment: Rhul-thaun tend to be lawful, in general
good or neutral. Their devotion to repetition of familiar
rituals gives them the assurance that they are imposing
order on chaos and allows them to conceal their own
feelings, hidden behind the mask that formality provides.
aﬁgun Lands: On the western end of the

described even in rumors. These halflings are a@l@ﬂﬁi&@esert, the land drops to form a fertile ledge on
peopiein fact, they gave me a new measuring stigK e of the Jagged Cliffs. Primeval forest surrounds a

odancient. 6

large lake and a lush clearing where the halfling city of

l 3T T we EOET Ul Uz UmigmbhskudésRds Orhamaskuis formed from the porous,

Like most of the other major humanoid races of Athas,
the rhul-thaun are the descendants of the rhulisti. While
all of the other races have changed and mutated radically,
the rhul-thaun closely resemble the rhulisti in almost
every respect.

The present-day rhul-thaun retain some of their
rituals and traditions that govern the rhul -thaun society.

Personality: The rhul-thaun look upon the world
much as the rhulisti did: all life is sacred, and nature is a
force to be respected. So extreme have these notions
become that most rhul-thaun venerate the elements as
unknowable and uncontrollable forces.

Even though they look upon the random, indomitable
forces inherent in the world, the rhul -thaun seek at least a
thin veneer of reason to give the appearance of control. To
accomplish this, and to preserve what was left of their

almost-organic stone of the ancient halflings and shaped
by those members of the community who still possess at
least a small fraction of the power once wielded by the
nature-masters.

Religion: Despite their universal passion for ritual, the
rhul -thaun know no gods. While nature is revered and
respected, the rhul-thaun seldom worship its attributes |

of the elemental priests who pay homage to the power of
the forces of earth, air, and water; fire is avoided by
almost all rhul -thaun.

Some venerate the memory and promises of High
Lord Rhan Thes-onel. Indeed, he has become a minor
deity of a sort. They wait for his return with the fanatical
assurance that he will bring with him a purpose for his
people.

Psionics: Rhul-thaun have long
existence of psionics and many

recognized the
individuals have
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displayed natural mental powers. Those with powers Role-Playing Suggestions
learn to use them subtly, when alone, or not at all, since it

is generally associatedE UWE wOUUEUDOOwWbHU Iacl&){.”ft 'ﬁ(ﬁefplgyztijré Wl L’Jhla{dﬁ lcﬂttﬂ'le make ritualistic
No one has ever done an indepth study of the nature of  activities that other consider strange and possibly silly;
psionics or learned the secrets of the Way most likely,  geq jife, the forces of nature and even horizontal distances

none ever will. . ' in a different way. Witness arcane magic with amazement
Magic: Arcane magic remains a mystery among the 204 terror

rhul -thaun. Their culture entered its cloistered isolation
before the power of sorcery was developed so the vast Rhul-thaun Racial Traits

T]ajorlty of rfhul -thauln cof?tlnues c;orlnpletely. |.gnorant Ef Jw' UOEOGOPE w pU ithiud BateOkanaid 11 U O
the power of magic, its effects, and its practitioners| the creatures with the rhulisti subtype.

words wizard anql magic are not even in. their.language. 3 w Mbxtarity , +2Wisdom, | 2 Strength. Rhul-thaun
When they gxperlence the power of magic, their response have quick and nimble forms and purity of mind and
is to react with horror. Spirit.

Language: The language of the rhul.-thaun 'sf o!nregtly 3 @mall: As a Small creature, a rhul-thaun gains a +1
descende_q from the speech of thg angent rhu“St_" T'_me size bonus to Armor Class, a +1 size bonus omattack rolls,
has modified the language, but it still sounds like its and a +4 size bonus onHide checks, but he uses smaller
forbearer. Both are breathy, elegant tongues, pleasant to weapons than humans use, and his lifing and carrying

‘{‘““?.”Y gveNry ear i T ON Eepfe?e“t the breathy forms of the |ImlIS ate. thtee uarters of. those .of aMedlum characte
Ux OO0 Ow OEBT UET T OwEOwW?2T »wdU0w Ol U, aselaanpeeE%’ZE%eel{ I Ow Ew

J wlH
consonant and vowel when word; are.wrltten. ) . 3 w HaKial bonus on Climb checks: since they have
Names: Names are determined in a special naming

tual k hi he Ri ¢ Beginni Rhul lived on the Jagged Cliffs since before records were kept
ritual known as rhin -noss, the Rite o eglnrlwlhg. u they developed an affinity with vertical thinking and
thaun names are usually formed by combining two

- . S . . positioning.
existing words to describe that which is being designated.

E le. th in ch f keening | 4 ord 3 w kakialibonus on saving throws against poison and
or example, those in charge of keeping law and order are saving throws against spells and speltlike effects.
the vher-elus, or lawkeepers.

) 3 w kBhialibonus on attack rolls with thrown weapons
Rhul-thaun names always have their gender and slings.

EiUiUODOiEwanU]|w|DUUUwPOUEwO| %s%ﬂ%w%%@y&&k%ﬁ&mﬁ%'ouw
IIOEOIwOEOIUOLu?O?LuIOULuOEOILanesé)eIUO OQWEOEW
U2 wbUwUI Ul UY I E thaud dandrder 9aeredu U | u:JUI
Male Names: Bal-orean, Balolech, Del-omihn, Dhev -
ovaun, Rhan Thes-onel, Ser-ogoth, Thar-osul, Ther-onos.
Female Names: Cal-adek, Fenaghoun, Hiv-anad,
Yihn-aruth, Wir -avios, Tel-amen, Val-agoth, Vher-asach.
Clan Names: Bein, Glahr, Taen, Sul.
Adventurers: Many rhul -thaun are curious to discover
what lies beyond the Misty Border. Even though they
have great difficulty in understanding the language and

C|al bonus on all Knowledge (life -shaping)

checks: Rhukthaun society is filled with those items.
Knowledge (life -shaping) is always a class skill for rhul -

thaun.

Jwli UOPUUDW! OOVEO WHOUWEOGOWI 11

thaun is considered a rhulisti. Rhul -thaun, for example,

are just as vulnerable to special effects as their rhulisti
ancestors are, and they can wear lifeshaped items just as

UEEOBE] U o1 01 i 5T BUP4ABB0 easily as_those, \fvorn by .rhulisti. FSee Grafting .and. ES
* w u w a 'I:?emlgva’% pageOSQ foPnHJore m%rmahon )D u
curiosity enables them to learn and interact with others, 3w OJO0OOEUDE s +REMHAIE T Bonus
albeit with difficulty. Languages: Bvanen, Pterran, Reggelid, Rhulisti, Tohr
Rhul-thaun Society kregn. Most rhul -thaun do not speak any language but
their own.
The significance of ritual is deeply rooted in the JWWEYOUI Ew" OEUUO w1 01-01 & w6 audu

culture of the cliff dwellers and ceremonial behavior is rogue class does not count when determining whether he
ingrained into every aspect of rhul -thaun life. Everyday takes an expeience point penalty for multiclassing.
activities, communications, economics, special events, and Jw+iYiow ENUUUOI 606 w HY
even lawmaking involve highly developed protocols. In
fact, the ritualistic movement defines the rhul -thaun so . .
greatly has it shaped their societal and individual Age’ HEIght, and Welght
characters that it cannot be separated from either of them. 31T WEIT UEPOUW Ol wadbUUwWET EUEEDUI
Their need for structure is intense, and their weight, and appearance are up to you. However, if you
PDOUIT UxUl UEUDOOwW O wUT dred gréuadO E préfan Bdme Broudhwdbidelings] id Wletermining  those
the steps they take to define and control it. Their culture, details, refer to Tables3 2,3 3,and 3 4.
based on ideas they do not truly understand (life -
shaping), involves rituals designed to organize and Character Age
interpret the world in their own terms. 8OUUWET EUEEUI Uz UwWETT wbUWET Ul U
race and class, as summed up on Table B 2: Random
Starting Ages.
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Table 3| 2: Random Starting Ages

Barbarian Bard, Fighter, Gladiator, Psychic
Race Adulthood Rogue Warrior , Ranger
Rhulisti 25 years +2d4 +3d6
Rhukthaun 20 years +2d4 +3d6

As your character ages, his or her physical abilities
scores change, as described on page 109 of the OEal Uz Uuw
Handbook

Table 3| 3: Aging Effects

Middle Maximum
Race Age' Old®>  Venerable® Age
Rhulisti 60 yrs. 90 yrs. 120 yrs. +5d10 yrs.
Rhut 60 yrs. 90 yrs. 120 yrs. +3d10 yrs.
thaun

18 1 toStr, Dex, andCorn; +1 toInt, Wis, andCha
20 2 toStr, Dex, andCon +1 tolnt, Wis, andCha
30 3toStr, Dex, andCon +1 tolnt, Wis, andCha

Height and Weight

ranges mentioned on the racial description, or roll
randomly on Table: 3| 4 Random Height and Weight.
The information given here supplements those on page 20
of the Dark Sun Core Rules

Table 3| 4: Random Height and Weight

Base Height Base Weight
Race Height Modifier Weight Modifier
Rhulisti, male 3062 +2d4 40 lb. x 1lb.
Rhulisti, female 30 +2d4 351b. x 1lb.
Rhukthaun, male 30 +2d4 351b. x 1 lb.
Rhukthaun, female 2 6 8 +2d4 30 Ib. x 1 lb.

Cleric, Druid, Psion,
Templar, Wizard

+4d6
+4d6
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C hapter 3: S upplemental Rules

Even though the choice of races and base classes are as part of the raw materials cost (usually nen, pith or

skills, feats, spells and other supplemental rules that
define and differentiate each character. This chapter

presents many new such options for the players of life-
shaping characters.

New Skills

The skill covered in this chapter relate to the
construction and use of life-shaped item. A new category
is provided fo r the Craft, Heal, and Knowledge skills.

The skill descriptions here follow the format as
definedinthe/ OEal Uz Uw' EQEEODOO

Skill Synergy

Craft (life-shaped) because you have the perfect toas for
the job, but it does not affect the cost of any items made
using the skill.

You can only make masterwork life-shaped items if
you have the Mastershaper feat.

Synergy: If you have 5 or more ranks in Craft (life-
shaped), you get a +2 bonus onAppraise checks related to
life-shaped items.

If you have 5 or more ranks in Knowledge (life-
shaping), you get a +2 bonus onCraft (life-shaped) checks.

Untrained: Unlike other Craft skills, Craft (life-
shaping) is trained only. An untrained Craft (life-shaping)

UwElI UEUDET EwDOw U7 1 w/ OF aichegkissimply BEEHEHEucHot | w 2 0P OO w

Synergy on page 66), in general, having 5 or moreranks in
one skill gives you a +2 bonus on skills checks with its
synergistic skills. Table 4] 5: Skill Synergies indicates the
synergies that apply to skills discussed in this chapter.

Table 4| 5: Skill Synergies

5 or moreranksi n é Gives a +2 bonlt
Craft (life-shaped) Life-shaped itemi\ppraisechecks
Knowledge (architecture and Craft(structure) checks
engineering)

Knowledge (architecture and
engineering)
Knowledge(life-shaping)

Professior(mason) checks

Craft (structure) checks made to
build structures out of nen and
rahnrath

Knowledge(life-shaping) Cratft (life-shaped) checks

Craft (Life -shaped)qnt, Trained Only)

Like Knowledge, Perform, and Profession, Craft is
actually a number of separate skills. This entry specifically
relates to creating life-shaped items; see page 70 of the
/ OEai Uz Uuwfdr bt B0t Gategories and for
guidelines on making Craft checks.

Craft (life-shaped) allows you to create and improve
life-shaped creatures, tissues and tools.

This is a very unusual skill, difficult to learn and
harder to master, and the DM should take great care to
see that this skill is not treated casually.

Special: A rhulisti has a +2 racial bonus on Craft (life-
shaped) because their society truly masters life-shaping.

WET EUEEUT UwbbDUT OUOWEWI T EOI %&W%%%égdﬁ%ﬁéa%ébénH%otﬁe t&ék"%@l UwE

| 2 penalty on Craft (life-shaped) checks.

A character with the Shaper of Life feat gets a +2
bonus on all Craft (life-shaped) checks.

To make an item using Craft (life-shaped), you must
possess lifeshaping equipment and be trained into the
Knowledge (life-shaping) skill. If you are working on a
large rhul -thaun settlement, you can buy what you need

Craft (Structure) (nt)

Like Knowledge, Perform, and Profession, Craft is
actually a number of separate skills. This entry specifically
relates to creating buildings and structures; see page 70 of
the PIEa 1 Uz U w 'foE @HerE Gt Crategories and for
guidelines on making Craft checks.

Craft (structure) allows you to build structures from
scratch, including moats, walls, bridges, houses, and so
forth.

Type of Structure (Examples) Craft DC
Simple(bookcase, wall) 15
Moderate (catapult, shed) 20
Complex (house, warehouse) 25

Advanced (arena, bridge, palac 30

When building a structure, you describe the kind of
structure you want to construct; the DM then decides if
the structure is simple, moderate, complex, or advanced
in scope and difficulty.

Synergy: If you have 5 or more ranks in Knowledge
(life-shaping), you get a +2 bonus on Craft (structure)
checks made to build structures out of nen and rahn-rath.

Heal (wis)

In addition to the uses of this skill covered in the
/ OE al Uz U une BBl Bkl Gz Oe also used to repair
life-shaped creatures_ and_tissues.

attempt.
Task Heal DC
Longterm care (lifeshaped) 18
Repair creature or tissue 20

Repair Creature or TissuRepairing damage to a tissue
or creature takes 1 hour of work, requires a healer or

14
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another, a character takes a| 2 penalty on the check;
without both kits, the penalty increases to | 4.) At the end
of the hour, if your Heal check is successful, the creature
recovers 1d8 points of damage. If damage remains, you
may continue to make repairs for as many hours as it
takes to restore the tissue or creature to full hit points .

LongTerm Care:You can provide long-term care to
life-shaped creatures. It works the same way as described
on page 75 of the/ OE a1l Uz U,uexcépOyiEcarténd
up to twice your character level and the DC is increased
by 3.

Action: Repairing damage to a life-shaped tissue or
creature takes 1 hour of work. Providing long -term care
requires 8 hours of light activity.

Try Again: Varies. Generald wUx1 EODOT Owa oU
Heal ET 1 EOLU ET EDOLU pDOl OUULUXUOOI UJO'Life-shapedgraft

failure.

Special: A life-shaped creature or tissue that is
reduced to 0 hp cannot be repaired. It can be recycled,
however (see theRecyclerfeat description, page 22).

A character with the Tender of Life feat gets a +2
bonus on Heal checks.

Knowledge (Architecture and

Engineering) (int; Trained Only)

Like the Craft, Perform, and Profession skills,
Knowledge actually encompasses a number of unrelated
skills. This entry specifically relates to the body of lore
dealing with buildings, structures, and fortifications in all

harder to master, and the DM should take great care to
see that this skill is not treated casually.

Check: You can make a Knowledge (life-shaping)
check to correctly identify tools and tissues and, as well as
identify unfamiliar life -shaped creatures.

When confronted with an unfamiliar life -shaped item,
you can make a Knowledge (life-shaping) check to
correctly surmise the primary (if not singular) purpose of
the item. A successful check result does not enable you to
use the item, nor does it make you proficient with it. The
DC check depends on the item being identified, as shown
on the table below:

Life-Shaped ltem KnowledgeDC
m: Be§ic tQOLE)UnStLunJJe.r_"w 10
. Tisse Oy Creafure manipUlate . 45
20

Rhulisti artifact 40

“dz 0w

Special: A rhul -thaun or a rhulisti has a +2 racial
bonus on Knowledge (life-shaping) because their society
is saturated by then.

A character with the Shaper of Life feat gets a +2
bonus on all Knowledge (life-shaping) checks.

Synergy: If you have 5 or more ranks in Knowledge
(life-shaping), you get a +2 bonus onCraft (life-shaped)
checks.

If you have 5 or more ranks in Knowledge (life-
shaping), you get a +2 bonus onAppraise checks related
to life -shaped items.

Untrained: An untrained Knowledge (life-shaping)

its forms; see page 78 of the/ OE a1 Uz U dor Eh&E E@?fb is simply an Intelligence check. Without actual

Know ledge categories and for guidelines on making
Knowledge checks.

Knowledge (architecture and engineering) covers the
planning, construction, maintenance of fixed structures or
public works, including the relevant terminology.

Synergy: If you have 5 or more ranks in Knowledge
(architecture and engineering), you get a +2 bonus on
Craft (structure) and Profession (mason) checks.

Untrained: An untrained Knowledge check is simply
an Intelligence check. Without actual training, you know
only common knowledge ( DC 10 or lower).

Knowledge (Life-shaping) (nt, Trained

Only)

Like the Craft, Perform, and Profession sKills,
Knowledge actually encompasses a number of unrelated
skills. This entry specifically relates to the body of lore
dealing with life -shaped creation in all its forms; see page
78 ofthe/ OE a1 Uz Uforotidd Erevddd@® categories
and for guidelines on making Kno wledge checks.

Knowledge (life-shaping) covers all of the rituals
needed to create lifeshaped items and entails the
knowledge of what creatures needs for sustenance,
preferable temperatures and humidity, and other specifics
necessary for tending the life-shaped.

training, you know only common knowledge ( DC 10 or
lower).

New Feats

Although these new feats are generally more useful
for Jagged Cliffs charaders, many of them retain their
usefulness in other regions. An NPC encountered in the
Cliffs often has one or more of the feats found in this
section. The new feats described in this chapter are
summarized on Table 4| 6: New Feats.

Additional Body Slot [Epic]

Benefit: Choose a body slot region. You can now wear
one more graft on that body slot and gain its benefit
without receiving a negative level.

Normal: Without this feat, a character is limited to one
graft per foot, one per hand, one per head, two on the
torso, two on each arm and two on each leg (seeBody and
Graft Slots, page 54).

Special: A character can gain this feat multiple times.
Each time the character takes the feat, it applies to a new
body slot.

Blessed by Rajaat[racial]

You were positively affected by the energies from the
swamp at the base of the Jagged Cliffs.
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Prerequisite: Rhul-thaun, being born within 2 miles of
the Swamp.

Benefit: Because of the mutating nature of their
rhulisti ancestors, rhul -thaun are especially susceptible to

i EOODOT wi UOOWE e E DOThDU to ddtch w b E O

yourself from a slope is the slope normal DC.
Normal: The Climb check DC to catch yourself from

i EOODPOT wi UOOWE DE £ DG@nd Brahualsioge wb E O
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creatures with this feat have inherited thi s capacity to
react positively and suffer mutations according to the
following table.

d%  Mutation

1-8  You were born with a fully usabkextralimb (typically an
arm). Although the limb is fully useable, the difficulti
involved in coordinating its use with other limbs mean
characterés ability scort
could, however, use it to wield an additional secont
weapam, for example, and could benefit from t

Multiattackf e a t . If itds a |l eg
5 ft.

9-15 You were born with claws instead of hands, receivir
claw attack, which deals 1d3 damage

16-20 Reinforced muscles and bones,Sttengthbonus

21-25 Reinforced heart and organs, €bnstitutionbonus

26-30 Flexible bones and improved reflexes, Béxteritybonus

31-38 Acute sight, +3 bonus dBearchchecks

3946 Acute hearing, +3 bonus dristenchecks

47-57 Nocturnal sightdarkvisionup to 30 ft.

5865 Thick skin, +2naturalarmor bonus

66-73 Reinforced muscles and tendons, +3 bonusJamp
checks

74-80 Primitive gills, ability to breathe underwater for up tc
hour/day

81-86 Altered immunologic system, +2 bonus Bartitude save:
against poison

87-92 Altered immunologic system, +2 bonus Bartitude save:
against diseases

93-00 Roll twice.

Special: This feat must be selected at 1st level.

Builder [General]

You have a knack for building things.

Benefit: Pick any two Craft skills. You get a +2 bonus
on all checks involving those skills.

Special: You can gain this feat multiple times. Its
effects do not stack. Each time you take the feat, it applies
to a new set of Craft skills.

Cliff Combat [Generar

You are skilled in fighting while climbing.

Prerequisite: Climb 1 rank.

Benefit: While climbing, you retain half your
Dexterity bonus to AC (if any). In addition, you can use a
buckler while climbing without penal ty.

Special: A fighter may select Cliff Combat as one of
his fighter bonus feats.

Cliff Hanger [General]

You are hard to make fall while climbing.

Prerequisite: Climb 7 ranks.

Benefit: If you take damage while climbing, you gain
a +4 bonus to your Climb check to see if you avoid falling.
In addition, the Climb check DC to catch yourself while

Efficient Shaper [Epic]

Prerequisites: Any Shape feat, Craft (life-shaped) 24
ranks, Knowledge (life-shaping) 24 ranks.

Benefit: Creating a life-shaped item using that feat
requires half the normal time, with a minimum of one
day.

Special: You can gain this feat multiple times. lIts
effects do not stack. Each time you take the feat, it applies
to a different Shape feat.

Epic Master shaperiepic]

You shape masterwork items of epic proportions.

Prerequisites: Mastershaper, Craft (life-shaped) 24
ranks.

Benefit: You can shape masterwork items that have
enhancement bonuses up to +6. Additionally, you can
shape as manymasterwork features on a singles item as
you desire (as long as the total bonus does not exceed +6)

Apply the following modifiers to the Craft (life-
shaped) checkDC for masterwork items:

Mastershape Feature DC Modifier

Mastercraft (+4) +15
Mastercraft (+5) +20
Mastercraft (+6) +30

Epic Nature -Bender [Epic]

You can alter living creatures in epic proportions.

Prerequisites: Craft (life-shaped) 24 ranks, Nature-
bender.

Benefits: You can use your ability to alter living
creatures exceeding the normal limits for the Nature -
bender feat. For instance, you could change a target into a
creature whose Hit Dice is greater than 15 or change the
target into any creature type you want.

Epic Shaper [Epic]

You can create lifeshaped items of epic proportions.

Prerequisites: Shape Creature, Craft (life-shaped) 24
ranks, Knowledge (life-shaping) 24 ranks.

Benefit: You can create life-shaped items that exceed
the normal limits for such items (see Chapter 6: Life-
Shaped Items for more details). For instance, you could
create aMedium life-shaped Body with a Hit Dice total
greater than 4 or a locomotion mode with quadruple
speed.

Focused Shaping [psionic]

Your mental focus helps you create life-shaped items.

Benefits: While psionically focused, you receive a +3
bonus on all Craft (life-shaped) checks and Knowledge
(life -shaping) checks.
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Gifted Shaper [General]

Your life -shaped items last longer.
Prerequisites: Craft (life-shaped) 1rank.
Benefits: When rolling to determine the life -shaped

DUl Oz UWOGERDPOUOWET 1 Owb &&AfUT EUI

Graft Awareness [General]

You are very careful with you grafts and are able to
protect them from attacks.

Benefits: Grafts on you receive a +4 bonus toAC to
resist sunder attempts. If a graft takes damage, you may
make a Reflex save DC 10 + the amount of damage the
item takes (after subtracting hardness) to transfer the
damage to yourself.

Special: A fighter may select Graft Awareness as one
of his fighter bonus feats.

Graft Concealment [General]

You are able to better mnceal and disguise life-shaped
grafts on your body.

Prerequisite: Disguise 5 ranks.

Benefits: On a successfulDisguise check, you are able
to reduce the penalty to Bluff, Diplomacy, Gather
Information , and Handle Animal checks because of your
grafts worn by one half (round up). The base DC for this
check is 15 + the number of lifeshaped grafts on your
body.

Graft -Taker [General]

You can have more grafts attached than normal
without suffering ill effects.

Benefit: The maximum number of grafts you can have
without suffering negative levels increases by 1.

Special: You can gain this feat multiple times. Its
effects stack.

A fighter may select Graft-taker as one of his fighter
bonus feats.

Har -Et uil[racian

You belong to the Har-etuil, the rhul -thaun clan
leaders.

Prerequisites: Rhul-thaun.

Benefit: You get a +3 bonus on allDiplomacy checks
and Knowledge (local) checks.

Improved Climbingge neral]

You can climb faster than you normally could.

Prerequisites: Climb 7 ranks.

Benefit: You can climb at half your speed or at your
normal speed while using the accelerated climbing
option.

Normal: You climb at one-quarter your speed.

Mastershaper [General]

You are adept at creating masterwork life-shaped

items (including tools, creature
manipulators, and armor).

Prerequisites: Craft (life-shaped) 8 ranks, Knowledge
(life -shaping) 8 ranks.

Benefit: When succesfully completed, a masterwork
e %habed HelmbrdtiEsushk 8ntA@hent bonus on skill
checks made to use the item. A masterwork weapon
provides an enhancement bonuson attack or damage rolls
px OE al Uz Umssten@oekEstitAdBaumoruprovides an
enhancement bonus to AC or lessens its armor check

grafts, weapons,

x] OEOVa wEa whwopx OEaAl Uz UWET ODEIT A

be +1, +2, or +3, and no single item can have more than
one masterwork feature. (For instance, you cannot shape a
masterwork weapon that gains a bonus on attack rolls
and damage rolls.)

On average, it takes twice as long to shape a
masterwork item as it does to shape an ordinary item of
the same type. The cost to shape amasterwork item is
equal to the price for the item (or its components) x the
bonus provided by the masterwork feature (+1, +2, or +3).
In addition to the price, you must also pay a XP cost equal
to 250 x the bonus provided by the masterwork feature.

Apply the following modifiers to the Craft (life-

shaped) checkDC for masterwork items:
Masterwork Feature DC Modifier
Masterwork (+1) +3
Masterwork (+2) +5
Masterwork (+3) +10

You can add the masterwork feature to an existing
ordinary item or a lower -grade masterwork item by
paying the cost and then making the Craft (life-shaped)
check as though you were shaping the item from scratch.

Nature -Bender [General]

You can use your life-shaping abilities on living
creatures.

Prerequisites:
feature.

Benefits: You can use your ability to life -shape to alter
living creatures. This ability works just like the polymorph
spell, except you can alter an unwilling creature on a
failed Fortitude save (DC 10 + 1/2 yourranks in Craft (life-
shaped) + your Int modifier), y ou use your ranks in the
Craft (life-shaped) skill as your caster level, the target
does not regain hit points, and the duration is permanent.
Altering a creature takes one day per Hit Dice of the
Ei i1 EUI EWEUI EQUUI OwUI gUDBUI
and provokes an attack of opportunity . At the end of this
time, make a Craft (life-shaped) check OC 12 + the
U E U T Hit Dizel), dailure means that you must start over.
If you fail by 5 or more, the target dies.

Life-shaping improvement class

Pahr-Even [Racial

YOUwi REI OWEUWET U0UOapOl wll

reggelids.

Prerequisites: Rhul-thaun.

Benefits: You receive a +1racial bonus on attack rolls
against reggelids. Furthermore, you receive a +2 racial
bonus on saving throws against spells and speltlike
effects cast by reggelids.
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Table 4| 6: New Feats

General Feats
Builder

Cliff Combat

Cliff Hanger

Gifted Shaper
Graft Awareness
Graft Concealment
Graft-taker?
Improved Climbing
Mastershaper

Naturebender

Prolific Shaper
Recycler
Shaper of Life
Tender of Life

PsionicFeats
Focused Shaping

Racial Feats
Blessed by Rajaat
Har-etuil

Pahreven

Rhulisti Heritage
Take the Heat
Vertical Orientation

Epic Feats
Additional Body Slot
Efficient Shaper
Epic Mastershaper
Epic Naturebender
Epic Shaper

Shape Feats

Shape Creature
Shape Tissue

Shape Tool

Prerequisite Benefit

o} +2 bonus in twcCraft skills

Climb 1 rank Retain half youDexteritybonus toAC while climbing

Climb 7 ranks +4 bonus to negafalling while hit while climbing

Craft(life-shaped) Xank Increaselifes haped i temds maxi mum age
o} +4 bonus tAAC to resist sunder attempts on your grafts

Disguise5 ranks Reduce the penalty foteraction skills because of your grafts by 50%
o) Increase the number of maximum grafts worn without penalty
Climb 7 ranks Double your climbing speed

Craft  (life-shaped) 8 ranks Createmasterworlife-shaped items

Knowledge(life-shaping) 8&anks

Life-shaping  improvement  cla: Use lifeshaping on living creatures

feature

Any Shape feat Reduce cost for lifshaped items by 25%

Knowledge(life-shaping) Irank Transform dead lifesshaped items in raw materials

o) +2 bonus orCraft (life-shaped) ané&nowledge(life-shaping) checks

o} +2 bonus orHandle AnimalandHealchecks

o) +3 bonus onCraft (life-shaped) andnowledge (life-shaping) check

while psionically focused

Rhukthaun Receive beneficial mutation
Rhutthaun +3 bonus oDiplomacyandKnowledge (localchecks
Rhukthaun +1 bonus on attacks against reggelids and +2 bonus against reggelic

Any Rebirth race
Jagged Cliffs region
Rhukthaun

Gain bonus on saves and increase graft success rate
+2 bonus on saves agaiffise, treat extreme heat as ifiiere very hot
+2 bonus orClimb andJumpchecks, increased vertical reach

o} Wear more grafts on the same region

Any Shape featCraft (life-shaped) 2« Reduce the time to create kiébaped items by 50%
ranks Knowledge (life-shaping) 2¢

ranks

MastershaperCraft (life-shaped) 2: Createmasterworlife-shaped items that exceed normal limits
ranks

Naturebender, Craft (life-shaped) 2: Alter living creatures exceeding the normal limits
ranks

Shape Creatureraft (life-shaped) 2: Create lifeshaped items that exceed normal limits
ranks Knowledge (life-shaping) 2¢

ranks

Craft (life-shaped) 15 ranks Create lifeshaped creatures
Knowledge(life-shaping) 15anks

Craft (life-shaped) 10 ranks Create lifeshaped tissues
Knowledge(life-shaping) 10anks

Craft  (life-shaped) 5 ranks Create lifeshaped tools
Knowledge(life-shaping) Sanks

1 Afighter may select this feat as one of fighter bonus feats.
2 You can gain this feat multiple times. Its effects stack.
3 You can gain this feat multiple times. Its effects do not stack. Each ¢imtake the feat, it applies to a new body slot, feat, or to &

set of skills.

Prolific Shaper [General]

DCs for specific items, and the amount of money obtained
on a successful check.

You are adept at making life-shaped items at a lower

cost than usual.

Prerequisites: Any Shape feat.

Recycled Item Time Required SearchDC Cp Obtained
Creature

Benefits: When determining the ceramic piece cost in  Tiny or smaller 5 min. 15 30Cp

raw materials you need to shape an item, reduce the base Smallto Large 15 min. 20 40¢p

) y P ’ Hugeor bigger 30 min. 25 55 Cp
price by one-quarter. Tissue

Regular 5 min. 15 20Cp

Graft 15 min. 20 30Cp

RecyC|er[GeneraI]

You can recycle material from destroyed life -shaped
creatures and tissues.

Prerequisites: Knowled ge (life-shaping) 1 rank.

Benefit: You can re-use dead life-shaped creatures and
tissues. The table below gives the amount of time needed,

At the end of the listed time, make a Searchcheck. If
the check is successful, you receive an amount of ceramic
pieces equal to the amount listed, either by selling the
parts or using them to offset the raw material cost of
future life -shaped creations.
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Special: A particular life -shaped creature ortissue can
be successfully recycled only once. Any further attempts
to recycle the remains fail automatically.

Rhulisti Heritage [Racial

You come from a family with a particular strong
rhulisti ancestry.

Prerequisites: Any Rebirth race.

Benefits: You gain a +1racial bonus on saving throws
against spells, powers, speltlike abilities, and psi-like
abilities. In addition, your graft success rate increases
+15% (seeGrafting and Removal, page 53).

Special: This feat must be selected at 1st level.

Shape Creature [shape]

You can create lifeshaped creatures.

Prerequisites: Craft (life-shaped) 15 ranks, Knowledge
(life-shaping) 15 ranks.

Benefits: You can create lifeshaped creatures. To
shape a creature, you must use up raw materials costing

oneUTl DPUEWOT wUOT 1T wb01 Oz U@rafURIE |
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Benefits: You can create life.shaped tools. To shape a
tool, you must use up raw materials costing one-third of
Ol 1T wbUOl 6z UwxUDPE] Graftasklli ruled {séew U UE ¢
page 70 of the/ OE a1 Uz Uyuo detdrkirte thé ne to
EUI EUOl WEWUOOOOwmr tefamidbitd inatbadd bf Oz U w x
sp). At the end of that time, you must succeed at a Craft
(life-shaped) check OC 12) and a Knowledge (life-
shaped) check OC 12). If both checks succeed, the life
shaped tool functions properly. If either or both checks
fail, the life-UT Ex1 Ez UWET UDT OQwbUwi OEPI E
must be spent fixing the problems, and two new checks
must be made at the end of that time. If you fail a check
by 4 or less, you make no progress this week. If you fail
by 5 or more, you ruin half the raw materials and have to
pay half the original raw material cost again.

Shaper of Life [General

You have a knack for life-shaping endeavors.
Benefits: You get a +2 bonus on allCraft (life-shaped)
checks andKnowledge (life-shaping) checks.

UTJ,wyUEOEEUE w
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rules (see page 70 of the/ OEai Uz Uuexded the OO0 [Racial]

time and DC of the Craft (life-shaped) check to create a

life-shaped creature depends on its size and features (see

Body, page 65). If both checks succeed, the lifeshaped
creature functions properly. If either or both checks fail,

After a long time living close to the hot mists, you can
easily resist high temperatures

Prerequisites: Jagged Cliffs region.

Benefit: You gain a +2 bonus onsaving throws against

thelife-Ui Exi Ez UwET UDT O wBboud @it | frdeifec®.CYOu tiedd extreme heat as if it were very hot,

be spent fixing the problems, and two new checks must be
made at the end of that time. If you fail a check by 4 or
less, you make no progress this week. If you fail by 5 or
more, you ruin half the raw materials and have to pay
half the origi nal raw material cost again.

Shape Tissue [shape]

You can create life-shaped tissues.

Prerequisites: Craft (life-shaped) 10ranks, Knowledge
(life-shaping) 10 ranks.

Benefits: You can create life-shaped tissues. To shape
a tissue, you must use up raw materials costing one-third

(DMG 303) but suffer normally from abysmal heat, or
from supernatural heat.

Tender of Life [General]

You have a knack for caring for life -forms.
Benefits: You get a +2 bonus on all Handle Animal
checks andHeal checks.

Vertical Orientation [Racial]

You excel at activites that require vertical
displacement.

Of wOi 1l wbOl Oz Uwx U Bt Skill 4ulad (se€ i 1 wTqEESHESE: (RRYthaun.

page 70 of the/ OE a1 Uz Uyuo detédréirte thé me to

Benefit: You get a +2 bonus on Climb and Jump
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of sp). At the end of that time, you must succeed at aCraft
(life-shaped) check OC 18). If the check succeeds, the life
shaped tissue functions properly and if it is a graft it can

vertical reach is 6 feet.

New Spells

be grafted any time. If it fails, the life-UT Ex 1 Ez UwE Ll Dl

flawed; another 24 hours must be spent fixing the
problems, and a new check must be made at the end of
that time. If you fail the check by 4 or less, you make no
progress this week. If you fail by 5 or more, you ruin half
the raw materials and have to pay half the original raw
material cost again.

Shape Tool [shape]

You can create life.shaped tools.
Prerequisites: Craft (life-shaped) 5 ranks, Knowledge
(life-shaping) 5 ranks.

Although almost all rhulisti and rhul -thaun shun
magic in all of its forms, their enemies do not. These spells
were devised by the reggelid to be used against the
people of Jagged Cliffs, but some of them retain their
usefulness in other regions. A reggelid encountered at the
swamp in the base of the Cliffs often has one of more of
the spells found in this section.

Command Life-Shaped

Transmutation
Level: Drd 3, Wiz 3
Components:V, M
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Casting Time: 1 standard action

Range: Close (25 ft. + 5 ft./2 levels)

Targets: Up to 2 HD/level of life -shaped creatures, no
two of which can be more than 30 ft. apart

Duration : One day/level

Saving Throw : Will negates

Spell Resistance: Yes

Reaching out with your thoughts, you grasp the mind of

your life-shaped foes, making them befriend you.

This spell allows you some degree of control over one
or more life-shaped creatures. Affected life-shaped
creatures can understand you, and they perceive your
words and actions in the most favorable way (treat their
attitude as friendly). They will not att ack you while the
spell lasts. You can try to give a subject orders, but you
must win an opposed Charisma check to convince it to do

Range: 120 ft.

Area: Cone-shaped emanation

Duration : Concentration, up to 1 min./level (D)
Saving Throw : None

Spell Resistance: No

Using your hatred for the lifshaped, your reach out with
your mind to sense the presence of your enemies.

You can detect the presenceof life -shaped creatures in
a cone emanating out from you in whatever direction you
face. The amount of information revealed depends on
how long you search a particular area.

1st Round:Presence or absence of lifeshaped items
(including creatures with the life-shaped construct
subtype, or creatures wearing life-shaped items) in the
area.

2nd Round:Number of life -shaped creatures or items

ECa Ul POT w DOw POUOEOz Uw OUE b O knlhe éréayarid Mé eandjiibri obthkiéalihiestspetimer® O U w

allowed.) A commanded life -shaped never obeys suicidal
or obviously harmful orders, but it might be convinced
that something very dangerous is worth doing.

You can affect a number of life-shaped creatures
whose combined level or HD do not exceed twice your
level.

Material ComponentA drop of cam -rahn.

Control Life -Shaped

Transmutation

Level: Drd 8,Wiz 8

Components:V, S, M

Casting Time: 1 standard action

Range: Close (25 ft. + 5 ft./2 levels)

Targets: Up to 2 HD/level of life -shaped creatures, no
two of which can be more than 30 ft. apart

Duration : 1 min./level

Saving Throw : Will negates

Spell Resistance: No

Calling upon your reserves of personal power, you utter th
enchantment and gain control of the will of your -Sleaped

foes.

This spell enables you to control the actions of one or
more life-shaped creatures for a short period of time. You
command the creatures by voice and they understand
you, no matter what language you speak. Even if vocal
communication is impossible the controlled life -shaped
do not attack you. At the end of the spell, the subjects
revert to their normal behavior.

Suicidal or self-destructive commands are simply
ignored.

Material ComponentA drop of cam -rahn.

Detect Life -Shaped
Divination
Level: Wiz 1
Components:V, S
Casting Time: 1 standard action

3rd Round:The condition (see below) and location of
each life-shaped item present. If a life-shaped item is
outside your line of sight, then you discern its direction
but not its exact location.

Conditions: For purposes of this spell, the categories
of condition are as follows:

Normal: Has at least 90% of full normal hit points, free
of disease.

Fair: 30% to 90% of full normal hit points remaining.

Poor: Less than 30% of full normal hit points
remaining, afflicted with a disease, or suffering from a
debilitating injury.

Weak:0 or fewer hit points remaining, afflic ted with a
disease in the terminal stage, or crippled.

If a creature falls into more than one category, the
spell indicates the weaker of the two.

Each round you can turn to detect life -shaped items in
a new area. The spell can penetrate barriers, but 1 fot of
stone, 1 inch of common metal, a thin sheet of lead, or 3
feet of wood or dirt blocks it.

Organic Corruption

Necromancy [Death]

Level: Wiz 2

Components:V, S, M

Casting Time: 1 standard action

Range: Close (25 ft. + 5 ft./2 levels)

Area: Organic material within a 10 -ft.-cube
Duration : Instantaneous

Saving Throw : Fortitude negates (object)
Spell Resistance: Yes (object)

After smearing the acid on your finger, you point it toward
your enemy. A sickhgreen sphere of energy briefly engulfs him
and his surroundings. You watch satisfied as pain shows on his
face and his equipment sprouts molds and visibly rots.

Organic corruption causes a partial decomposition of
living matter within its area of effect. The spell corrupts
all organic material within the area, permanently
reducing the hardness of these materials by 2 (minimum
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0) and halving their hit points (minimum 1) per inch of
thickness. Armors and shields made of organic materials
(bone, chitin, hide, leather, wood, and life -shaped items)
lose 1d4 points of Armor Class (minimum 0) through
decomposition. Magical and psionic items are unaffected
by organic corruption

All living creatures within the area take 1 point of
damage +1 pont per caster level (maximum +10).

Material ComponentA drop of acid.

Organic Disruption

Necromancy [Death]

Level: Wiz 3

Components:V, S, M

Casting Time : 1 standard action

Range: Close (25 ft. + 5 ft./2 levels)

Area: Organic tissue within a 10-ft.-radius burst

Duration : Instantaneous

Saving Throw : Fortitude negates or Fortitude half; see
text

Spell Resistance: Yes

A sphere of dark energy appears out of nowhere and

disappears just as quickly. In its place, all organicisifeirned
to dust.

Organic disruption snuffs out the life force of life-
shaped creations and those who use them.

The spell destroys all organic material (including life -
shaped items) and 1d4HD worth of life -shaped creatures
per caster level (maximum 10d4), turning it to dust. Life -
shaped creatures with the fewest HD are affected first;
among creatures with equal HD, those who are closest to

UT1T wEUUUUzUwxOPOOwoi woOashdp@OwWEUT wEl 11 E

creature of 9 or more HD can be affected, andHit Dice
that are not sufficient to affect a life-shaped creature are
wasted.

All other organic creatures take 2d6 points of damage
+1 point per caster level (maximum +10).

Material ComponentA drop o f acid.
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C hapter 4: Prestige C lasses

oLife shapes are the wondrous tools of
tool. Our ancient glory can only be resteiad life entirdeath.
We are all that is left. We hold in our hands the fate of ourtpaoplarétieertiuk fruit of the rhulisti tree. The life
shapes are what set us above the other races. Only we still know the sepeeits BElifd aotthewetagsthtions of
the powers of the mind, for they are anathema. Spurn the lesser races for they are not of Sfepersbfood. Be

only they can deliver you to the glc
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This chapter presents prestige classes that support life
shaping characters and characters wishing to benefit from
life-shaped items.

Prestige classes included in this chapter include the
life-shaper, who is a maste of creating life -shaped items;
the graftwarrior, whose grafts evolve along with him; the
cliffclimber, a master of vertical movement; the life -
tender, who specializes in caring for all life forms; and the
windrider, the flamboyant rider of life -shaped creations.

If you are interested in a prestige class, examine its
entry requirements carefully. Most of the classes in this
book have stringent requirements that require some or
much knowledge about life -shaping or the Jagged Cliffs.
The prestige classes foud in this chapter are described
below in broad terms that can help you narrow your
choices.

Class Description

Cliffclimber Cliffs and mountains expert

GahvErahn Miraculous healer

Graftwarrior Uses grafts to become the perfect weapon
Life-Shaper A master of creating lifshaped items
Life-Tender Specializes at handling Ifghaped creations
NatureMaster  The expert on all lifeshaped matters
Windancer Acrobatic performer

Windrider Airborne rider extraordinaire

Cliffclimber

0Strong of back
Blackened hair and fair of skin,
Nimble fingers grip the stone,
I must face the
| Verse 117 of the Cliffclimber's Chant

Cliffclimbers are those who make their living by
scaling cliff wall s and crossing the distances between
vilages found on the ledges. They use ropes, hooks,
harnesses, and even some lifeshaped climbing gear as
secondary equipment, but prefer to scale amazing
distances up the sheer cliffs employing nothing but their
bare hands and feet.

Obviously, cliffclimbers are essential in a society that
dwells on the ledges of these imposing cliffs. Cliffclimbers
not only scale the cliffs vertically, but travel along them
laterally, back and forth between the various halfling

| Loi Far-oneth, master life-shaper

settlements and the vertical forests. Cliffclimbers normally
use well-traveled routes across the face of the Jagged
Cliffs.

Becoming a Cliffclimber

Most clificlimbers are fighters, though some
barbarians and rangers might take some levels in this
class. The fighter bonus feats helps the cliffclimber further
improve his combat abilities, while the ranger favored
terrain helps the cliffclimber thrive in his locale of choice.
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Entry Requirements
Base attack bonus: +2
Skills : Climb 5 ranks, Survival 4 ranks
Feats CIiff Combat, Endurance
Race:Rhul-thaun.

Class Features

Cliffclimbers master the art of vertical combat and cliff
reconnaissance. A cliffclimber uses this ability to move
quickly and unnoticed in the face of the Cliffs. All of the
following are class features of the cliffclimber prestige
class.

Cliff Stride (Ex): You gain a competence bonusequal

a niglyousclficlimbeieyel ot all BlibSchecks.

Tools of the Trade: At 1st level, you receive a
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c | ciiff Fighing aek):ahe adility & fight, maneuver, and

evade while standing on or clinging to the narrow ledges

of the sides of the cliffs are necessary survival skills for
cliffclimbers. You gain a +2 bonus on attack rolls and a +1
competence bonusto Armor Class while fighting on cliff
faces and ledges. At 8th level, the bonus onattack rolls
increases to +4 and theAC bonus increases to +2.

Track: You gain Track as a bonus feat.

Quick Climber (Ex): You can move at half-speed
while climbing wi thout taking the normal -5 penalty.
Additionally, you can pound two pitons into a wall per
minute.

Swift Tracker (Ex): Beginning at 5th level, you can
move at your normal speed while following tracks. See
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Sureclimber (Ex): Beginning at 6th level, you become
well acquainted with the dangers of hills and
mountainous terrain. You can ignore DC modifiers on
Balance Move Silently, and Tumble checks derived from
scree, steep slopes, or light undergrowth (DMG 89).

Sturdy Limbs (Ex): Because of your sturdy nature and
special packing techniques, your lifting and carrying
limits are considered as though as you were one size
category greater.

Hide in the Mists (Ex): While in any hill or
mountainous terrain, you can use the Hide skill even
while being observed.

Playing a Cliffclimber

As a cliffclimber, you adventure to practice your
abilities and gain further knowledge of special refuges in
the CIiff walls and routes. You also adventure as a way to
make your ends meet, since cliffclimbing is a lucrative

profession. o

The life of a clifficlimber is a ¥ BRSNS
. .3 Iz
wandering one. You are <% ‘3.’\
constantly traveling between - IR
4

settlements, delivering messages
and parcels or exploring the
vertical forests.

Combat

In combat, you use your CIiff
Combat feat along with the cliff
fighting ability to attack your
opponents, and since they are not
as adept at fighting while
climbing, you have the
advantage, and perhaps even the
possibility of plunging them to
their deaths.

Your abilty to track
opponents when you reach 4th
level and to use it more quickly
beginning at 5th level, makes you a very reliable tracker
and scout when adventuring in parties.

Once you gain the hide in the mists ability at 10th
level, it becomes almost impossible to detect your
approach, especially if you invest a few ranks in Move
Silently.

Table 5| 1: The Cliffclimber

© 2007 Wizardsof fhe Coast

You love to hang from the Cliffs and to climb the
vertical forests using nothing but your naked hands. As
you train to become a cliffclim ber, you find yourself
craving more and more for the quietude and seclusion of
the rock walls. To outsiders, this might seem insane. To
you, though, these moments are as good as they can get.

Resources

After finishing the two -al EUw Exx Ul OUDET UT |

pretty much on your own. A good relationship with your
former master might give you some resources you could
call upon in time of need and even point you out to
potential customers. Cliffclimbers that belong to the same
guilds usually are very cooperative wi th each other when
necessary.

Cliffclimbers in Athas

OA bunch of clumsy
| Dhev-ovaun, windrider.

Life in the Jagged Cliffs
without the cliffclimbers would
be wvery difficult, perhaps
impossible. They gather valuable
plants used for food, medicine,
and a variety of other purposes.
Harvesting the forests has
become necessary within the last
few hundred years, ever since the
rhul -thaun population outgrew
their capability to produce life -
shaped crops.

Players who enjoy wilderness
adventures will likely enjoy
' playing clifficlimber characters.
Characters who embrace the
introspective side of life also
make good climbers, as do those
who enjoy showing off their
physical abilities.

Organization

There are cliffclimbers who work as inde pendents, but
most belong to organizations and guilds that encourage
them to work in teams. These associations are small, often
consisting of a few family members and friends.

brut

Level BAB Fort Ref
1st +1 +2 +0
2nd +2 +3 +0
3rd +3 +3 +1
4th +4 +4 +1
5th +5 +4 +1
6th +6 +5 +2
7th +7 +5 +2
8th +8 +6 +2
9th +9 +6 +3
10th +10 +7 +3

Hit Die : d8
Will Special
+0 Cliff stride, tools of the trade
+0 Cliff fighting (+2, +1AC)
+1 Track
+1 Quick climber
+1 Swift tracker
+2 Sureclimber

+2 Sturdy limbs

+2 Cliff fighting (+4, +2AC)
+3 d

+3 Hide in the mists

Class Skills (4 +Int modifier per level): Balance Climb, Craft, Hide, Jump Knowledge (geography)Xnowledge (nature)Move

Silently, ProfessionSearchSpot Survival andUse Rope
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Occasionally guilds become larger, having 20-30
members, but always limiting mem bership to citizens of a
single community. Guild cliffclimbers usually have their
feesfor-service set by the guild. Guild cliffclimbers are
usually cheaper, but unaffiliated cliffclimbers are more
willing to take larger risks for larger fees.

Although man vy cliffclimbers live in the large rhul -
thaun communities, some live in camps situated on the
smaller ledges and in the caves of the Cliffs. The camps
consist of a few cliffclimbers and their families, usually
numbering less than twenty.

NPC Reactions

Cliff climbers provide a vital role in rhul -thaun society,
and most people regard them as rough, rugged, and
extremely capable. Many rhul-thaun settlements have
safehomes that cater specifically to climbers and their
generally rough tastes.

Cliffclimber Lore

Characters with ranks in Knowledge (local) can
research cliffclimbers to learn more about them. When a
character makes askill check, read or paraphrase the
following, including the information from lower  DCs.

DC 10: Cliffclimbers are master of climbing cliff s and
mountains.

DC 15: The most experienced cliffclimbers can climb
using nothing but their bare hands. They are fierce
business competitors of the windriders.

DC 20:A cliffclimber achieves a degree of mastery that
he can vanish from sight while in the C liffs.

PCs who try to establish contact with a cliffclimber
should make a DC 15 Gather Information check to find a
safehome, through which contact can be arranged, or a
DC 20 Gather information to track a cliffclimber down
directly. If the PCsare trying to hire a cliffclimber, give
them a +2circumstance bonuson the check.

Cliffclimbers in the Game

Because cliffclimbers are essentially martial characters

hard for you to fit player character climb ers in your game.
You player characters might also encounter a cliffclimber
as either an ally or enemy.

Sample Encounter

Player characters might stumble with a cliffclimber
anywhere around the Jagged Cliffs region. A cliffclimber
could serve the characters as a guide or guard while
traveling through rhul -thaun cities and villages.

EL 7: While on a typical assignment, Yihn-oruth was
ambushed by a gang of magera. He is severely wounded

Yihn -oruth CR7

Male rhul -thaun fighter 2/cliffclimber 5
N Small humanoid (rhulisti)

Init +3;SensesListen +2,Spot +2
Languages Rhul-thaun

AC 21,touch 14,flat-footed 18

(+1size, +3Dex, +5armor, +2shield)

hp 56 (7HD)

Fort +11,Ref +4, Will +1; +2 against poison, spells anc
spell-like effects

Speed 20 ft. (4squares)

Melee clawgraft +11/+6 (1d4+3) or

Ranged composite shortbow [+3 Str] +12 (1d6+3/x3) or
Ranged grappler +12 touch (entangle, PH 119)
Spaceb5 ft.; Reach5 ft.

Base Atk +7;Grp +6

Special Actions quick climber, swift tracker

Atk Options Cliff Combat

Combat Gear 2 healing patches

Abilities Str17,Dex 17,Con 14, Int 12, Wis 10,Cha8

SQ Ciliff fighting

Feats Alertness, CIliff Combat*, Great
Endurance, Rapid Metabolism, Track®

*New feat described on page 19

Skills Climb +20 (+22 involving climbing ropes), Hide
+3, Knowledge (geography) +6, Move Silently +1,
Profession (climber) +5, Survival +5 (+7 to keep from
getting lost), Use Rope+8

PossessionsEOOEEUwiI 1 EUwxOUUwEC
hook, 50 ft. of rope, dry anchor, ironthread (50 ft.),
masterwork climber's shield, masterwork chitin
armor

Fortitude,

Cliff Fighting (Ex) Yihn-oruth gains a +2 bonus on
attack rolls and a +1 competence bonusto AC while
fighting on cliff faces and ledges.
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Gahv-erahn

ol are for the

cause his death. If | keep thithbdty, fieay | enjoy my
life and practice my art, respectedhpuallanhailin all

times; but if | swerve from it or violate it, may the reverse

s
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Since divine magic is rare and arcane magic is
unknown among the rhul -thaun, they do not rely on them
to heal their wounds and cure their diseases. The gahw
erahns, or nurturers qof life, set broken limbs, assist durin
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PCs help him. If the PCs help him, he will be forever
grateful to them and will be a very good contact for later
adventures.

and administer herbal and life -shaped medicines.
Although they no longer remember all the principles
behind life -shaping, many details of that art have given
the rhul -thaun a better understanding of the operation of
the body than most other Athasian races. Few of these

24

00C
and such a crucial part of rhul-0T E0QOw OB 1 OwbU %H In.9 l]{lgmpdf’\& hetyer do harm to anyonegTo ple
one will I prescribe a deadly drug nor give advice whicl



ITTEOI UUz wEUUIT Gupdsstitbns & Edecepfive O Gervices and to gain a further understanding of the life

nostrums.

Becoming a Gahwerahn

Any character committed to heal his peers may take
this class, although experts and rangers are natural
candidates, sinceHeal is a class skill for them. Constantly
looking to assist his fellow rh ul-thaun in both everyday
activities and major healing tasks, gahv-erahns sacrifice
offensive power for better chances of survival.

Entry Requirements
Skills : Heal 5 ranks, Knowledge (Nature) 3 ranks.
Feats Combat Expertise, Skill Focus (Heal).
Race:Rhul-thaun or rhulisti.

Class Features

Gahv-erahns devote themselves in mastering the
healing arts. All of the following are class features of the
gahv-erahn prestige class.

Healing Prowess: You gain a bonus on your Heal
checks equal to your gahv-erahn class level.

Healing Touch : Your ability to restore damage when
providing long -term care with a successful Heal check
increases by +2hit points . Additionally, when providing
first aid care, you heal the character of 1d4 hit points . At
4th level, this ability increases to +4.

Healing Mastery : When making a Heal check, you
may take 10 even if stress and distractions would
normally prevent you from doing so.

Healing Miracle (Ex) : At 10th level, you can revive a
character reduced to| 10hit points QU wOObP1 Uwbi
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death. On a successful DC 30 Heal check, the dead
character can make aFortitude save (DC 20) to stabilize
and be restored to O hit points. Any ability scores
damaged to O are raised to 1. Characters broughtback in
this fashion do not lose a level or points of Constitution . If
you fail the skill check or the patient fails the Fortitude
save, only powerful spells and psionics are able to revive
the dead character.

A character who died with spells prepared has a 50%
chance of losing any given spell upon being revived. A

forces, and how to keep it pulsating. You have dedicated
yourself to the study and preservation of life first and
foremost| even the Gahwrahn Order, though you
EOOUPET DwUOT 1 wOEUDT waodUzYI wOEOI &
there is no conflict in your mind.

Every practicing gahv-erahn is a member in good
standing or the Gahv-rahn Order. So, keep the Gahw
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Combat

levels. If you were a skilled spellcaster, you remain one. If
you were a skilled melee combatant, you still are now. Do
not expect a few gahv-erahn levels to change the way you
handle yourself in combat.

A gahv-erahn rarely seeks out direct combaf he
prefers to stand behind and help those who become hurt.
Your best attribute is Armor Class| you win fights by
avoiding damage. Combine your Combat Expertise feat in
conjunction with fighting defensively to occupy your
enemy while your injured allies have time to withdraw
and his other companions wear the enemy down.

Advancement

You must continue to max out your ranks in the Heal
skill, since it is your main asset, but skills as Craft
(alchemy) and Spot are important too. Choose feats such
as Blind -fight, Dodge (and related feats), and Mobility
OT EQwi 1 OxwalOUwol I xwdUUwObuwi 61 6
wrBove easly ajeeng the kattiefield to reach any ally that
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to worry about your own injuries. At first opportunity,
upgrade your current armor to the best one you can
afford, such as platons or sheathed armor.

Taking a level in the cleric class (because of your high
Wisdom) can be a smart choice, since it will further
enhance your healing abilities.

Resources
Most Air and Water temples are cordial and kind to
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sorcerer) has a 50% chance of losing any given unused
spell slot as if it had been used to cast a spell. A psionic
character has all his daily power points wiped away from
his mind.

Playing aGahv-erahn

You adventure in order to help those who need your

Table 5| 2: The Gahv-erahn

Level BAB Fort Ref
1st +0 +0 +0
2nd +1 +0 +0
3rd +1 +1 +1
4th +2 +1 +1
5th +2 +1 +1

1 01 61 O0Uz wEI OPT 1 UOwpPi 1 0T 1 UwUOT T 2
Gahv-rahn Order also provides shelter and a hot meal for
those gahv-erahns that had to go away for an assignment.
The Gahv-rahn Order is a tightly kept organization
that mainly monitors if all members are upholding their
vows and charging reasonable fees.

Hit Die : d6
Will Special
+2 Healing prowess
+3 Healing touch (+2)
+3 Healingmastery
+4 Healing touch (+4)
+4 Healing miracle

Class Skills (4 +Int modifier per level): Craft, Diplomacy, Heal Knowledge (nature)ProfessionandSpot.
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Gahv-erahns in Athas

class a welcome occupation. Since gahwerahns live to
heal, in times of peace, many seek a place in adventuring

0 Vaalind is truly gifted. I have never seen so ma@érﬁ@&B'ﬁrovide their services to those who would need

receive their second breétte af 16
| Thim-obec, leader of theAir Temple of Thamasku

Gahv-erahns are common only in rhul-thaun
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feared, their services would not be very much required.

Players who enjoy helping other characters, while
staying in a secure position during combat will likely
enjoy playing with gahv -erahn characters.

Organization

Gahv-erahns are free to join any organization, but the
organization most associated with the prestige class is the
Gahv-rahn Order. The Gahv-rahn Order is an
organization dedicated to assuring that gahv-erahns are
upholding their beliefs, training apprentices, and helping
senior gahv-erahns further increase their training. After
finishing the two -year apprenticeship, where they are
required to give 50% of their earning to their mentors, a
gahv-erahns is entitted to wear a cosmetic graft,
symbolizing their achievement, a red heart.

Besides the general recognition from the populace, a
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half price.

NPC Reactions
The initial attitude for a NPC who encounters a gahv-
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is usually one step better, since many were helped
directly or indirectly by one of them.

If it possible for a reggelid to hate even more a rhul-
thaun, gahv-erahns manage to accomplish this feat with
honors. Their ability to avoid harm and return recently

them the most.

Sample Encounter
Most encounters with gahv -erahn happen while Jn
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is happening, since their healing abilities are highly
needed by them.

EL 5: Val-alind is a former adventurer who after losing
her husband during an pterran raid, decided to devote
her life to helping the wounded, so less people would
share her unfortunate fate. Now she sells her skills as a
wandering healer, especially for cliffclimbers and other
groups who are in constant risk of death.

Val -alind
Female rhul-thaun ranger 2/gahv-erahn 3
NG Small humanoid (rhulisti)
Init +1;SensesListen +3,Spot +8
Languages Rhul-thaun

CR5

AC 14,touch 12,flat-footed 13; Combat Expertise
(+1size, +1Dex, +2armor)

Fort +4, Ref +4, Will +6; +2 against poison, spells anc
spell-like effects

Speed 20 ft. (4squares)
Melee dagger +3 (1d3/1920) or

Ranged shortbow +2/+2 (1d4/x3)

Space5 ft.; Reach5 ft.

Base Atk +2;Grp +2

Special Actions healing touch (+2), Teamwork
Atk Options Rapid Shot

fallen rhul -0T EUOWEEEOWUOWODI | wb Uwl&WPT Peaeiblgpaciots. 2 defexifiars 4 re@lipg paich

bear.

Gahv-erahn Lore

Characters with ranks in Knowledge (local) can
research gahwverahns to learn more about them. When a
character makes askill check, read or paraphrase the
following, including the information from lower  DCs.

DC 10: Gahv-erahns are the rhul-thaun healers. They
use neither magic nor psionics in their craft.

DC 15: Using the accumulated knowledge of rhul -
thaun shapers about the forces of life, a gahverahn is a
healer unmatched in all Athas.

DC 20: The most successful gahverahns were able to
bring back to life recently deceased creatures.

Gahv-erahns h the Game

Any rhul -thaun expert or ranger might turn out to be
a nurturer of life. Gahv -erahns make excellentNPC allies
who might aid the PCsagainst dangerous threats, or even
the leader of a rhul-thaun community.

Characters who enjoy playing supportive classes and
who enjoy strategic combat are likely to find this prestige

Abilities Str11,Dex 13,Con 12,Int 15, Wis 16,Cha 14

SQ favored terrain (Jagged CIliffs), healing mastery,
wild empathy +4 (+Omagical beasty

Feats Combat Expertise, Rapid Shot8, Skill Focus (Heal),
Track®

Skills Climb +9, Heal +14, Hide +9, Knowledge
(geography) +7, Knowledge (life-shaping) +4,
Knowledge (nature) +10,Move Silently +7,Profession
(gahv-erahn) +9,Search+7,Spot +8, Survival +9

Possessionscombat gear plus leather armor, 50 arrows

Favored Terrain (Jagged Cliffs) Val-alind receives a +4
bonus to Hide, Knowledge (Nature), Move Silently,
Spot and Survival checks made within the Jagged
Cliffs. Dark Sun Core Rule36

Healing Touch Val-alind increases +2hit points on a
successful Heal check when providing long -term
care. When providing first aid care, Val-alind heals a
character of 1d4 hit points .

Healing Mastery Val-alind may take 10on Heal checks
even if stress and distractions would normally
prevent her from doing so.
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Graftwarrior
olt is too easy to
one is an entirely

| Bal-orean, graftwarrior

A graftwarrior is an integrated kiling machine, a
combination soldier and living weapon. Armed with
impressive graft augmentation, graftwarriors can fight
with little need for support or supply. A graftwarrior is
set apart from other graft users by the invasive and
preeminent nature of his grafts. They are not mere tools

j us tmaxigymdiymber ofgafty § chapacer can fave beforg y,

The expanded graft must follow all normal rules for
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the normal amount.

Bonus Feat: You receive a bonus feat at 3rd, 6th and
9th level. This feat can be chosen only from the fighter
bonus feat list.

Hardened Grafts (Ex): At 5th level, each of a
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body. As a graftwarrior grows more experienced, his
grafts literally grow with him, become more and more
symbiont.

Other warriors seek to further develop their fighting
skills, usually focusing on some set of abilities. A
graftwarrior focuses more on his own body, for he
believes that only by expanding his relationship with his
life-shaped tissues that he can achieverue perfection.

Becoming a
Graftwarrior

Any character with the
desire to become a master
of graft augmentation,
combining both physical
study and a deep symbiotic
relationship with his life -
shaped grafts might be
draw to train as a
graftwarrior. Most of them
come from the fighter class,
since it is the quickest path,
but any combat oriented
class will do.

Entry Requirements
Base Attack Bonus: +3
Skills : Knowledge (Warcraft) 3 ranks
Feat: Graft Awareness
Special: Must have at least two grafts without receiving
anegative level.

Class Features

A graftwarrior specializes in enhancing his grafts. His
abilities focus on melee combat. All of the following are
class features of the graftwarrior prestige class.

Expanded Graft : At 1st, 2nd, 4th, 7th, and 10h level,
you gain an additional life -shaped graft. The graft grows
from your existing grafts, drawing material from your
body and equipment. No adaptation period is necessary
nor do you receive any damage. You select the graft, and

graftwarrior level.

gains 25% more hardness (if it has a hardness rating) and
2 additional hit points .

Unified Grafts (Ex): At 8th level, your grafts are such
an accepted part of your body that they actually draw
upon your natural resources to hed themselves. You can
heal up to your graftwarrior level in hit points of damage
to your grafts each day, spreading the healing among all
your damaged grafts.

Playing a
Graftwarrior

As a graftwarrior, you
have learned how to make
the most out of your
grafts, benefiting from
their abilites and make
them more resilient.
However, you do not
need to purchase them,
since they actually grow
from your body and the
other grafts on it.

Other fighters look
upon this ability with
some envy, since they

actually need to buy their
equipment and pay someone to repair them after it gets
damaged in battle.

Combat

You rely on a combination of martial prowess
combined with the power of your grafts to defeat your
enemies. As you gain levels, you develop more grafts and
more ways to protect them.

At higher levels, the sheer amount of grafts your body
will have developed will be enough to handle even the
toughest adversaries, but make sure to keep track of your
damaged grafts to ensure they will not be destroyed.

Advancement

You were most likely a regular warrior, using only
one of two combat-enhancing grafts before you
understood the special relationship between grafter and
graftee and decided to become a graftwarrior.
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Table 5| 3: The Graftwarrior

Level BAB Fort
1st +1 +2
2nd +2 +3
3rd +3 +3
4th +4 +4
5th +5 +4
6th +6 +5
7th +7 +5
8th +8 +6
9th +9 +6
10th +10 +7

Hit Die : d10

Ref Will Special

+2 +0 Expanded graft
+3 +0 Expanded graft
+3 +1 Bonus feat

+4 +1 Expanded graft
+4 +1 Hardened grafts
+5 +2 Bonus feat

+5 +2 Expanded graft
+6 +2 Unified grafts
+6 +3 Bonus feat

+7 +3 Expanded graft

Class Skills (2 Hnt modifier per level): Climb, Craft, Handle Anima] Intimidate Jump Knowledge(Warcraft),Ride, andSurvival

Because you gain fewer feats than a fighter, you must
choose them wisely, so pay attention to both your
strengths and the kind of scenarios you typically face.
Combat Reflexescan be very useful to further protect you
grafts.
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Those wishing to become affiliated with the ghav -
nosh must first prove their fighting and stealth skills to
the life-shapers; their loyalty is also constantly tested
during this period, since a ghav-nosh must be completely
loyal, and have no qualms about killing or committing
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Consider making upgrades to your existing grafts,
increasing the damage of your weapons or the defense of
your armor.

Resources

If you are in the service of the life-shapers, this is your
greatest resource. You can usually count on your
Sanctuary for food and shelter, as well a place to heal
your damaged grafts or to acquire more in case they are
destroyed.

Graftwarriors in Athas

0 B-aréan is stagtto ask too many quektiors o n 6 t
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he is the bestghavs h we have,
| Gil-ogres, assistant to the master lifeshaper

A graftwarriors need not be directly tied to a life -
shaper organization. One might have discovered the
secret of growing grafts on his own or by carefully
examining other graftwarriors.

If you need an organization that promotes the use of
life-shaped items, the life-shapers in the Sanctuary of

Sahrtosh are a perfect choice. Its leaders can serve as a

source of adventures as well as provide better grafts and
improved ways of healing them.

Organization

Some graftwarrior are part of an organization under
the employ of the life -shapers called the ghawnosh, the

takers of life. They are the life-UT E x 1 U U zl assabsihg) O O E

ensuring the grip they hold on the rhul -thaun society is
never lost. They live on the Sanctuary of Sahrtosh, far
away from prying eyes.

The Sanctuary of Sahrtosh is disproportionately large
for the community in which it finds itself. The lif e-shapers
of Sahr-tosh have total political control of the village, and
therefore are rarely taken to task for the excesses of their
actions. They use their sanctuary to carry out extremely
dangerous experiments, to hide their failures and deepest
secrets,and to hide their ghav -nosh servants away from

prying eyes.

their specially shaped black cloaks and red facemasks.
The Sarctuary of Sahr-tosh is under the authority of a life -
shaper named Retanir, who is also the city administrator.
Those who are not part of the ghav-nosh often eschew
organizations altogether, choosing a small band of
companions to help them proceed in their chosen quests.

NPC Reactions

The freakish appearance of most graftwarriors might
startle even some rhul-thaun who are accustomed to
seeing life-shaped grafts on his peers. MostNPCs familiar
with life -shaped items suspect all graftwarriors are hired

thugs for the life -shap?rs.
car e |
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Characters with ranks in Knowledge (life-shaping) can
research graftwarriors to learn more about them. When a
character makes a skill check, read or paraphrase the
following, including the information from lower  DCs.

DC 10: A graftwarrior is a warrior that uses life -
shaped grafts to improve his fighting skills.

DC 15: A graftwarrior develops a special relationship
with his graft s that strengthens them.

DC 20: Graftwarriors grow their grafts from their own
bodies, forming a symbiotic relationship. Many are part of
the ghav-nosh (life-takers), professional assassins in the
employ of the life -shapers.

Graftwarriors in the Game

Because graftwarriors are essentially martial
characters, it should be easy enough to fit player
characters graftwarriors in your game, even outside of the
Jagged Cliffs, as long as you allow life-shaped rules. Your
player characters might even meet a graftwarrior as either
an ally or enemy.

Sample Encounter

Player characters might stumble with a graftwarrior
anywhere around the Jagged Cliffs region. On the other
hand, they could be on the wrong end of an assassination
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attempt designed by a life-shaper if the PCs somehow
managed to anger one of them.

EL 11: While roaming through the Hinterlands, the
PCs hear very loud roars. If they go to investigate, they
come upon a graftwarrior (Bal -orean) fighting a pack of
three tigones. Whether they help or not, this is a good
way to bring a graftwarrior into play.
Bal-orean CR 13
Male rhul -thaun fighter 3/graftwarrior 10
LN Small humanoid (rhulisti)

Init +6;SensesListen +6, Spot +6
Languages Rhul-thaun

AC 16,touch 13, flat-footed 14

(+1size, +2Dex, +3armor)

hp 115 (13HD)

Fort +12,Ref +10,Will +5; +2 against poison, spells anc
spell-like effects

Speed 20 ft. (4squares)

Melee mwk armblade +14/+9/+4 (1d8+2/17 20 plus
poison) and quickstrike +12 (1d4+2/1920) or

Ranged heavy crossbow +16 (1d10/1920 plus poison)

Spaceb ft.; Reach5 ft.

Base Atk +13;Grp +15

Special Action unified grafts

Atk Options Cleave, Great Cleave, poison (black
mastyrial, DC 18, 1d6Con/1d6 Con), Power Attack

Combat Gear 2 doses of black mastyrial poison, 2
healing patches, detoxifier

Abilities Str 14,Dex 15,Con 16, Int 12, Wis 12,Cha 8

SQ expanded graft, hardened grafts, unified grafts

Feats Cleave, Graft Awareness*, Graft-taker* (3), Great
Cleave, Improved Critical (armblade), Improved
Initiative , Weapon Focus (armblade), Power Attack,
Two Weapon Fighting

*New feats described on page 20

Skills Bluff | 8, Climb +13, Diplomacy -8, Gather
Information -8, Hide +6, Intimidate +6, Knowledge
(warcraft) +12, Listen +6, Move Silently +4, Spot +6,
Survival +8

Possessionscombat gear plus masterwork armblade (+1
bonus to attack rolls), quickstrike, heavy crossbow
with 20 bolts, coolcloak, flexar, platon (body, limb,
head)

Hardened Grafts (Ex) Each graft Balorean has gains
25% more hardness (if it has a hardness rating) and 2
additional hit points .

Unified Grafts (Ex) Bal-orean can heal up 10hit points
of damage to his grafts each day, spreading the
healing among all his damaged grafts.

Hook ? ( WEQwUT T wUOUPOEUI whkbli E x

Life -Shaper

OFear the future,

must return to the ways of the past. We must recapture
essence of the old ones, the essence of ourselve:

| Portion of a frequently quoted speech
given by Loi Far-oneth

Only children of the highest intelligence are
encouraged to focus their studies toward life -shaping.
These studies require a precise knowledge of hundreds of
different rituals and a detailed, specialized knowledge of
the care and handling of life -shaped creations and the raw
materials needed to produce them.

However, study and dedication are not enough to
make one a life-shaper. There is a strange and secret
initiation for candidates who wish to become life -shapers,
involving a proce ss in which they immerse the aspirant in
biological fluids and creation matter, in a life -shaped
device called a womb, to see whether he or she is accepted
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new apprentices are allowed to begin their w ork, directed
and guided by their superiors. They leave rhul -thaun
society and join isolated life -shaper communities.

Becoming a Life-Shaper

Qualifying to be a life -shaper usually requires the
character to take some levels in either bard or rogue
because & the skill requirements. Because of their
isolation, many life -shapers also come fromNPC classes,
such as aristocrats and experts.

Entry Requirements
Skills : Craft (life-shaped) 6 ranks, Heal 4 ranks,
Knowledge (life-shaping) 6 ranks.
Feat Shape Tool.
Race:Rhul-thaun or rhulisti.
Special: Must have passed the womb immersion.

Class Features

A life -shaper specializes even further in manipulating
the life forces involved in life -shaping. His abilities let him
quicken and improve the process. All of the following are
class features of the life shaper prestige class.

Shaper of Life: At 1st level, you gain Shaper of Life as
a bonus feat.

Improve Kit : You can use your know-how to improve

a botanist or healedz Uw 00 0 O w O bciddrustbrides OU B O

bonus total of +3 at 1st level at no additional cost. At 4th
level, the circumstance bonus increases to +4 and at 7th
level, the circumstance bonusincreases to +5.
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assemble an improved version of the kit that grants the
listed bonus on all Heal checks made on living plants.
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assemble an improved version of the kit that grants the
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days, Life now i& dad hard compared to our time ofgfdf§-shaped constructs.
and power. It is our duty to bring back the days of triumph. We
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Table 5| 4: The Life-Shaper

Hit Die : d6

Level BAB Fort Ref Will Craft XP Reserve Special

1st +0 +0 +0 +2 0 Shaper of Life, improve kit (+1)

2nd +1 +0 +0 +3 0 Quick shape (reduce 25% timsyperior heal
3rd +1 +1 +1 +3 0 Bonus feat

4th +2 +1 +1 +4 0 Improve kit (+2)

5th +2 +1 +1 +4 500 Quick shape (reduce 50% timmasterworl
6th +3 +2 +2 +5 600 Bonus feat

7th +3 +2 +2 +5 700 Improve kit (+3)

8th +4 +2 +2 +6 800 Quick heal

9th +4 +3 +3 +6 900 Bonus feat

10th +5 +3 +3 +7 1000 o}

Class Skills (6 +Int modifier per level): Appraise Craft (life-shaped)Diplomacy, Handle Animal Heal Knowledge(architecture ani

engineeringlife-shapingnature structure), an@rofession

Quick Shape (Ex): At 2nd level, you learn how to
shape ordinary items more quickly than normal. When
using the Craft (life-shaped) skill to shape such an item,
you reduce the building time by one -quarter. At 5th level,
the life-shaper reduces the shaping time of ordinary items
and mastercraft items by half.

Superior Heal : At 2nd level, you learn improved ways
of healing life -shaped creatures, tissues and tools. With 1
hour of work, you can heal a number of hit points based
on your Heal check result, as shown in the table below. If
damage remains, you can continue to heal for as many
hours as needed to fully heal the damaged creature, tissue
and tool.

Heal Check Result Damage Healed

Less than 20 none

2006 29 1d8 + lifeshaper class level
300 39 2d8 + lifeshaper class level
40+ 3d8 + lifeshaper class level

Bonus Feat: At 3rd, 6th, and 9th level, you get a bonus
feat. The bonus feat must be selected from the following
list:  Animal Affinity , Gifted Shaper, Graft-taker,
Mastershaper, Prolific Shaper, Recycler, Shape Creature,
Shape Tissue,Skill Focus, Tender of Life. You must meet
all the prerequisites of the feat to select it.

Craft XP Reserve: Starting at 5th level, if you have the
Mastershaper feat, you can build mastercraft life -shaped
items without investing as much of yourself in the
process.

At 5th level and every level thereafter, you gain a
special reserve of experience points, as shown on Table
5| 4. These extra experience points are separate from
experience gained through level advancement and can
only be used to shapemastercraft items; they do not count
toward level gain.

You must spend the extra experience points you gain
at each level, for when you gain a level, you lose any
unspent experience pointsin your reserve.

Quick Heal (Ex): At 8th level, you can heal a life-
shaped item in half the normal time; see the Heal skill
description for normal heal times. However, cutting the
healing time increases theHeal check DC by 5.

Playing a Life-Shaper

it is to test your creations against the danger the Cliffs can
offer. You purposely seek out conflicts that let you
progressively create tougher and more lethal creatures,
tools and tissues.

The power life-shapers have over the forces of life is
intoxicating, and most life -shapers tend to have an
exaggerated view of their own importance, becoming
stern and arrogant over time.

Life-shapers usually work in groups, in lif e-shaping
facilities knows as Sanctuaries. There, they use
collaborative efforts to maximize efficiency, while trying
to come up with new profitable innovations.

Combat

If you have more than one Shape feat, you have access
to a variety of specialized life-shaped items to use in
combat, although you prefer to stand back and let others
fight for you, using the life -shaped creations you made.
The knowledge you carry is too important to be
endangered.

Advancement
Life-shaping is a skill considered innate by life-
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shaper; you can seek out training, but it is your choice to
do so. Training to become a life-shaper is training to
become a master artisan. You practice you art as an
eternal quest for perfection, like a rhulisti master would
do. Apprenticeships inside life -shaping sanctuaries are
common, as young adepts work to master the skills
necessary for advancement. Each lifeshaper has his own
area of expertise. It is the perfection of this style that gives
life -shaping adepts true realization

As a life-shaper, you realize that your knowledge of
all things are paramount for you success. Thus, investing
your skill points in ranks of Craft (life-shaped),
Knowledge (architecture and engineering, life-shaping,
nature), and other skills that enable you to turn your
knowledge into influence is a good idea.

Behind the Veil: Lost Clans

Among the rhuithaun are rumors of a disgruntled group of +tiaun clans that went to the far north and lost contact with the re
society. The surmised existence of thecsal | ed #fAl ost clanso has never been col
separation, they may have lost some of their xenophudtiere and even developed new-bfeaping techniques. THaM might allow
nonrhul-thaun races to acquire the knowledge of$ifeping in this scenario.
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The path a life-shaper must follow to succeed is pretty
straightforward | learn as much about the construction
and enhancement of life-shaped items as possible. Feats
such as Mastershaper and Prolific Shaper are mainstays to
an adept.

Resources

Once you leave your adept apprenticeship, you will
always be able to rely on the dependency rhul-thaun
society has developed for life-shaped items. You can
name your own price| and only the wealthy can afford
you. This is one of the main reasons for life-shapers to use
cosmetic grafts symbolizing their affiliation. In addition,
one of the best resources available to you is the sanctuary
where you were trained. A life -shaper sanctuary will at
least provide you a place to sleep and basic shelter.

Life -Shapers in Athas

with the Har -etuil, and know of the schemes life-shapers
constantly participate in, in which case his initial reaction
is unfriendly at best.

Life -Shaper Lore

Characters with ranks in Knowledge (life-shaping) or
Knowledge (local) can research lifeshapers to learn more
about them. When a character makes askill check, read or
paraphrase the following, including the information from
lower DCs.

DC 10: Life-shapers are rhulthaun that create living
tools and creatures from scratch. Their skills provide food,
clothing, shelter, tools, weapons, and transportation to the
rhul -thaun.

DC 15: The life-shapers are a powerful and influential
circle in rhul -thaun society. Each shaper is rigorously
trained and vigorously indoctrinated.

DC 20: Life-shapers are actially trying to completely

0 D-atuil is showing much progress, especially withlsHeinige rhul -thaun civilization. People who become
grafts. We must consider sending fino te 8ahrdéaware of this are usually assassinated by the lifeshapers

| Life-shaper supervisor Mag-aven, report #213

Anywhere a r hul-thaun settlement exists, a life-shaper
will always find employment. Whether he becomesrogue
and joins an adventuring party, becomes a freelancer
artisan, or secludes himself in a life-shaper sanctuary, a
life-shaper has talents that are useful in a vaiety of
situations.

A life -shaper spends his days in study and practice,
crafting life -shaped items for the goodness of his peers.

personal assassins, the ghawosh.

DC 30: Characters who achieve this level of success
can learn important details about specific life-shapers,
including notable members, the areas where they operate,
and details about the life-shaping rituals.

PCs who try to establish contact with a life -shaper
should make a DC 15 Gather Information check to find
the local life-shaping sanctuary, through which contact
can be arranged, or aDC 20 Gather information to track a
life-shaper down directly. If the PCs are trying to
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item, but in its function and usefulness.

Organization

The life-shaper goals include the preservation and
proliferation of their art. Many shapers believe that if
situations were different, they could even regain some of
the skills and bits of knowledge lost over the centuries.
They believe they are the keys to recoverng and
rebuilding their civilization to its former glory, to the
splendor it possessed during the Blue Age of Athas. The
restoration of ancient greatness is their ultimate goal.

To further their ends, they believe manipulating the
larger society to foster life-shaping is necessary, as is the
reconstruction of the past. Some life-shaper masters
believe the complete domination of rhul -thaun society is
mandatory if the shapers are to be allowed to properly
fulfill their ambitions. Beyond the loftier goal, of ¢ ourse,
lies the interest of accruing personal power.

NPC Reactions

Anyone who has seen life-shaped items in action is
likely to know a little about the prestige class. The ability
that life -shapers have to create almost everything their

bonus on the check.

Life -Shapers in the Game

Whether as a valuable member of an adventuring
party or as part of a life-shaper sanctuary, a life-shaper is
easy to fit in any campaign where the life -shaping rules
are used. Life-shapers can easilybe rhul -thaun saviors, as
they can become their tyrants and oppressors.

For player characters, this prestige class appeals to
players who enjoy building or improving things or to use
the prestige of being a life-shaper in order to gain power
in the rhul -thaun society.

Sample Encounter

Dar-otuil is a talented li fe-shaper and is rising quickly
among their ranks. He usually is chosen for delivering
messages and finished products for merchants.

EL 8: Dar-otuil is going on an inter -community errand
and needs the PCsas bodyguards, since he is supposed to
deliver a large shipment of life -shaped items.

Dar -otuil CR 8

society needs guard®d 01 1 Uw 07 EQw 01 1 w E OMapghylghayp sxpeiy Hlifpesisesto

precedes it wherever it is known. Rhul -thaun NPCs who
are aware of the class typically have a starting attitude of
friendly toward a shaper, if only to avoid persecution by

them. The exception to this is if the NPCs are as®ciated

LN Small humanoid (rhulisti)
Init +2;SensesListen +2,Spot +2
Languages Rhul-thaun
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AC 16, touch 13, flat-footed 14

(+1size, +2Dex, +3natural)

hp 28 (8HD)

Fort +2, Ref +4, Will +9; +2 against poison, spells anc
spell-like effects

Speed 20 ft. (4squares)

Melee mwk quickstrike +4 (1d4/19-20)
Spaceb5 ft.; Reach5 ft.

Base Atk +4;Grp +3

Special Actions quick shape

Combat Gear 1 detoxifier, 1 healing patch

Abilities Str 8, Dex 14,Con 10, Int 16, Wis 15,Cha 14

SQ Craft XP reserve, improve kit (+2), superior heal

Feats Graft-taker*, Mastershaper*, Shape Tool*, Shapel
of Life®, Shape Tissue*

*New feats described on page 20

Skills Appraise +10, Bluff +0, Craft (life-shaped) +18,
Climb +9, Diplomacy +8, Gather Information +0,
Handle Animal +6, Heal +4,Knowledge (architecture
and engineering) +10, Knowledge (life-shaping) +16,
Knowledge (nature) +10,Profession (life-shaper) +8

Possessionscombat T T EJwx OUUwi 1 EOT L
masterwork platon (+2 armor bonus), masterwork
quickstrike (+1 damage)

Craft XP Reserve Bal-olech has 100 extraXP that can be
used only to shape mastercraft items

Quick Shape (Ex) Bal-olech takes only half the time to
shape ordinary and mastercratft life -shaped items
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Life -Tender

Tenders are the people responsible for life-shaped
creatures once they have been created and have matured.

Tenders are not life-shapers but rather shepherds of
their strange flocks. Many of the life -shaped creations
need to be cared for when placed into service, whether the
needs are simple watering and feeding or more
specialized treatment.

Becoming a Life-Tender

Those who become tenders are usually caring,
nurturing sorts who prefer occupations with fewer risks.
A great deal come from NPC classes, such as commoner
and expert, others are druids and rangers who are fond of
life-shaped creatures.

Entry Requirements

Skills : Handle Animal 3 ranks, Heal 3 ranks,
Knowledge (life-shaping) 4 ranks.

Race:Rhul-thaun or rhulisti.
Table 5| 5: The Life-Tender
Level BAB Fort Ref
1st +0 +0 +0
2nd +1 +0 +0
3rd +1 +1 +1
4th +2 +1 +1
5th +2 +1 +1

Class Features

All of the following are class features of the life -tender
prestige class.

Tender of Life: At 1st level, you gain Tender of Life as
a bonus feat.

Shaped Empathy (Ex): This ability works just like the
druid wild empathy class feature (see page 35 of the
/ OEal Uz Uyuexdegd kda ©abd Gpply it only to life -
shaped creatures.

Remove Disease(Ex): Beginning at 2nd level, you can
produce a remove disea®ffect, as the spell, once per week,
but only for life -shaped items. At 4th level and higher,
you can use this ability twice per week.

Expert Healer: At 3rd level and higher, your ability to
heal life-shaped creatures improves. On a successfuHeal
check, the life-shaped creature recovers additional hit
points or ability score points at a rate half again as much
as normal (3 hit points per HD for a full 8 hours of r est in
a day, or 6 hit points per HD for each full day of complete
rest).

Healing Mastery : When making a Heal check for a
life-shaped, you may take 10 even if stress and
distractions would normally prevent you from doing so.

Playing a Life-Tender

Ever since you were little, you were always found
living creatures, but especially of life -shaped creatures,
and nurturing them. With time, you seemed to develop
some sort of connection with them. You seek adventure as
collateral effect, since tending for life forms usually sends
you out on perilous errands.

Some life-tenders are in fact life-shapers that fail to
pass on the womb immersion test, caring for life -shaped
the closest they could get from their dreams.

Combat

As a life-tender, you are an unusual combatant, since
you focus more on healing than harming those around
you. Therefore, you usually stay away from action, either
healing the life-shaped mounts of your companions or
healing the life-shaped creatures you yourself trained to
fight in your stead.

Advancement
8 OU w E 66z DaulifeltdBd@dOdo unuch as realize
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always had a knack for tending those around you, and
probably even kept a few life -shaped pets around. As you
grew older this gift only grew. Eventually you realized
that you could turn this into a living.

Hit Die : d6
Will Special
+2 Tender of Life, shaped empathy
+3 Remove disease 1/week
+3 Experthealer
+4 Remove disease 2/week
+4 Healing mastery

Class Skills (4 +Int modifier per level): Appraise Climb, Craft, Handle Animal Heal Knowledge(architecture and engineerinife-

shapinghature, Ride, ProfessionandUse Rope
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As you advance in this prestige class, focus on
enhancing the talents that make you most effective. Add
ranks to Handle Animal , Heal, and Knowledge (nature) to
help you excel at your tending. Consider picking up feats
that also help you in combat situations, such as Skill
Focus (Heal), Self-Sufficient and Toughness.

Resources

Outside your very small circle of adventuring
companions, you belong to no organization. In times of
need, you can acquire resources from your talents, selling
your healing and training abilities for those who can pay.

Life -Tenders in Athas

Sample Encounter

Player characters might encounter a life-tender simply
by hanging around any large rhul -thaun settlement,
especially around markets.

EL 3: While the PCsare walking around a rhul -thaun
city, a crazed dhev-sahr starts thrashing around in a
market nearby. The life-tender (Pish-avios) does not seem
able to control the beast.

After a brief intervention of the PCs it is discovered
the creature is suffering from some sort of new disease
she cannot cure. Pishavios then asks the PCs help to
discover the cause of this disease.

Pish-avios CR6

0ThaddavPobshl ady wbapdddisease Femaie dubtipun ¢xpere?/lifegtender ¢ f e
even if it bit her in the buklyckstvices are much moréN Small humanoid (rhulisti)

reliable, for only a few exteagylvat h s .
| Fen-olind, rival life -tender

Life-tenders make good allies for PC parties thanks to
their ability to train life -shaped creatures, as well as heal
them in almost any kind of situation.

Organization

Tenders generally work alone, taking on only as much
responsibility as they can handle by themselves. Their
work can normally be done at home with a minimum of
tools.

Life-tenders are often associated with gahwerahns,
since their beliefs and aptitudes are similar, but not close
enough to compete for clients.

NPC Reactions

, OU0wx1 OxOl WEEOZz Uw Ul O0w U]

tender from a regular animal handler. However, a NPCs
attitude is one step better towards a known life -tender,
because heir trade is very useful and required in rhul -
thaun communities.

Life -Tender Lore

Characters with ranks in Knowledge (life -shaping) can
research life-tenders to learn more about them. When a
character makes a skill check, read or paraphrase the
following, including the information from lower DCs.

DC 10: Life-tenders are those who care for sick life-
shaped creations and groom the healthy ones.

DC 15: Many life -tender are in fact, failed life -shapers.
In a way, this is the closest they can get to their dreans.

DC 20: Life-tender form a special bond with their
patients, and some are even able to heal them just by
laying their hands on them.

Life -Tenders in the Game

Mountebanks can easily fit into any campaign that has
a relative high number of life -shaped items, serving as an
ally to the PCs

Init +0;SensesListen +4,Spot +4
Languages Rhul-thaun

AC 15, touch 11, flat-footed 15

(+1size, +4armor)

hp 23 (7HD)

Fort +1, Ref +1, Will +9; +2 against poison, spells anc
spell-like effects

Speed 20 ft. (4squares)

Melee shockwand +2 (1d§ 1 plus 1d6 electricity
damage)

Space5 ft.; Reach5 ft.

Base Atk +3;Grp +2

Special Actions remove diseagweek

Combat Gear 2 bloodclots

Abilities Str9,Dex 11,Con 10, Int 13,Wis 14,Cha9
SQ expert healer, shaped empathy +5
FeatsAlertness, Animal Affinity , Skill Focus (Profession
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*New feat described on page 22

Skills Appraise +7, Climb +8 (+10 with ropes), Handle
Animal +9, Heal +10, Knowledge (life-shaping) +7,
Knowledge (nature) +8, Ride +9, Profession (life-
tender) +16,Use Rope+5

Possessions combat gear
shockwand

plus sheath armor,

Expert Healer On a successful Heal check, any life-
shaped creature Pishavios is tending recovers 3 hit
points per HD for a full 8 hours of rest, or 6 hit points
per HD for a full day of rest.

Remove Disease(Ex) As the spell, 2/week.
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Nature -Master

OThe rhulisti i s the

benders of the sacred laws of nature go unpunishec

| Ush-avan, rhulisti nature -master,
fragment from the Rally for the First of Wars

Nature -masters are those who become so skilled at
shaping the forces of life that there are almost no limits to
what they can accomplish with their craft. Unlike life -
shapers, naturemasters truly understand the basic
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