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Dark Sun 3e:

Das Ziel der folgenden Notizen besteht darin, dass Dark Sun Capaign Setting der zweiten Auflage des Spieles AD&D für die dritte Auflage dieses Spieles umzuarbeiten.

Zunächst wird die einfache Charaktererschaffung, wie sie im ersten Regelwerk des Campaign-Settings zu finden war, für die Regeln der dritten Edition konvertiert.

Würfelmethode:

Die Attribute werden weiterhin mit 4d4 + 4 ausgewürfelt. Es wird sechsmal gewürfelt und die Ergebnisse dürfen nach belieben auf die verschiedenen Attribute verteilt werden.

Charaktere deren Grundbonus auf Attribute kleiner als acht ist, müssen nicht gespielt werden. Es stellt sich die Frage, ob der Grundbonus von acht realistisch ist, oder ob nach den Regeln der dritten Edition und dieser Würfelmethode nicht eh jeder Charakter einen Gesamtattributs-Bonus von acht aufweisen kann.

Rassen:

Es werden weiterhin gespielt werden können:

a.) Menschen; Attr. mod.: +/- 0

b.) Zwerge; Attr. mod.: +2 Con./ +1 Str./ -1 Dex./ -2 Chr.

c.) Elfen; Attr. mod.: +2 Dex,/ +1 Int./ -1 Wis./ -2 Con.

d.) Halbelfen, Attrr. mod.: +1 Dex/ -1 Con.

e.) Halb-Riesen, Attr. mod.: +4 Str./ +2 Con./ -2 Int./ -2 Wis./ -2 Chr.

f.) Halbling, Attr. mod.: +2 Dex./ +2 Wis./ -2 Str./ -1 Chr./ -1 Con.

g.) Mul [Halb-Zwerg], Attr. mod.: +2 Str./ +1 Con./ -1 Int./ -2 Chr

h.) Thrikreen, Attr. mod.: +2 Dex./ +1 Wis./ -1 Int./ -2 Chr.

Gemäss den Regeln für die dritte Edition steht jeder Rasse der Zugang zu jeder Klasse des Campaign - Settings offen.

Menschen:

Die Rassenvorteile für Menschen entsprechen auf Athas denen aus dem Grundregelwerk und ansonsten kommt es zu keinerlei Veränderungen

Zwerge:

Abweichend vom Grundregelwerk bekommen Zwerge auf Athas keine Boni wenn es darum geht, metallene Gegenstände zu schätzen oder zu bearbeiten, was einfach daran liegt, dass es auf Athas kaum Metall gibt.

Ebenso entfällt der Angriffsbonus gegenüber Goblinoiden und Orks,k da es diese auf Athas ebenfalls nicht gibt.

Die bevorzugte Klasse eines Zwergen ist auf Athas jedoch ebenfalls der Kämpfer und der Bonus von +1 in Bezug auf die Rettungswürfe, und Fertigkeitsproben in Bezug auf den Focus eines Zwergen steigt alle 4 Stufen um +1
.

Ferner ist zu betonen, dass Zwerge auf Athas keine Bärte besitzen und einige andere besondere Eigenschaften.

Ein Zwerg ist niemals glücklicher, als wenn er ein Ziel besitzt, für dass es sich lohnt zu kämpfen, oder darauf hinzuarbeiten. Es ist hierbei nicht vorgegeben, ob ein Ziel innerhalb von Tagen, Wochen, Jahren oder Jahrzehnten zu erreichen ist, viel wichtiger ist, dass athasiansiche Zwerge ihre einmal gesetzten Ziele mit stoischer Ruhe und Geradlinigkeit zu verfolgen bekannt sind. Von einem einmals gesetzten Ziel wird ein Zwerg allein unter großem Protest und besonderen Umständen absehen, wobei hiermit nichtb gesagt ist, dass ein Zwerg zeitweilig nicht andere Ziele verfolgen kann, wie der Unterstützung von Freunden in Notsituationen, oder dem bereisen der Welt, um Erfahrung zu sammeln, die er für die Bewältigung seiner Ziele zu benötigen vermeint.

Im Kontext der Spielregeln wird das besondere Ziel, dem sich ein Zwerg verschrieben hat als „Focus“ bezeichnet.

Wenn ein Charakter im Zusammenhang mit seinem Focus Fertigkeiten einsetzt, Rettungswürfe ablegen muss, oder einen Angriff ausführt, einen Zauber wirkt oder etwas vergleichbares vollbringt, dann erhält er einen Bonus von 1 auf alle Ergebnisse. Wobei, bei der Frage, ob der Bonus zum Tragen kommt, der Spielleiter das letzte Wort hat.

Elfen:

Elfen besitzen eine Grundbewegungsrate von 40 Fuss pro Rund, wenn sie in freier Wildnis die Fertigkeit Run einsetzten [ also in der Wüste oder auf felsigem Gelände ] und bekommen einen Bonus von +2 auf alle Run-Checks
.

Elfen die in der Wüste oder in der Steppe einen Hinterhalt legen bekommen einen Bonus von +2 auf Hide und Move Siently.? Vorausgesetzt, es handelt sich bei der Gruppe die den Hinterhalt legt um eine allein aus Elfen bestehende Gruppe.

Elfen führen auf Athas das Leben von Nomaden, die wieder und wieder in den großen Stadtstaaten einkehren, um auf den Elfenmärkten ihre Waren feilzubieten, die dafür berühmt sind, dass sie alles anbieten, was ein Mensch sich nur erträumen kann, vorausgesetzt der Preis stimmt.

Anders als gewöhnlich, führen die Elfen auf Athas ein wildes und rauhes, in Stämmen organisiertes Leben, und verfügen über eine sehr vielfältige Kultur. Die verschiedenen Stämme der Elfen unterscheiden sich beträchtlich voneinander und die Zugehörigkeit eines Elfen zu seinem Stamm und das Einhalten und bewahren der Stammesbräuche ist für den athasianischen Elfen mit das wichtigste.

Aus diesem Grund stelle ich mir zur Zeit als Favourit Class den Trader für Elfen vor.

Halbelfen:

Ein Halbelf erhält zusätzlich zu den Modifikationen im Grundregelwerk einen Bonus von +2 auf alle Wilderness-Lore-Checks.

Ein Halbelf der einen Charakter-Level von 5 oder höher besitzt erhält ab der fünften Stufe überdies hinaus einen Bonus von +2 auf alle Animal Handling und alle Animal Empathy- Checks gegenüber eines Animal- Companion, der sich dem Halbelfen ab dieser Stufe anschließt hat, nachdem der Halbelf mit diesem Animal- Companion mindestens eine Wochen verbracht hat. Ein Halbelf kann stets nur einen Animal- Companion zur Zeit besitzen.

Für Möglichkeiten eines Animal-Companion siehe bis auf weiteres auch das „Master of the Wild“ Handbook. Hier muss später eine Dark Sun spezifische Auswahl getroffen werden.

Ein Halbelf besitzt immer den Wilderness- Lore- Skill als Klassenfähigkeit und bekommt auf diese Fähigkeit einen Rassenbonus von +2.

Die bevorzugte Klasse eines Halbelfen ist der Waldläufer.

Halbriese:

Half Giants of Athas







The result of magical experiments performed by the sorcerer-kings of Athas; half-giants are an odd cross-breed of human and giant, created almost solely for the purpose of labor. An ideal race for the strenuous tasks common to the Tyr regions' slaves, the half-giant also makes an ideal soldier and gladiator. While lacking in common sense and wit, this is more than made up for with massive strength, such that the average half-giant is capable of feats of strength that seem almost impossible to even strong humans. 

Personality: Half-giants are very flexible in personality, often changing their attitudes depending on the situation they find themselves in. A half-giant farmer of a peaceful nature that witnesses his farm being raided by marauders will often temporarily become more violent than the marauders themselves. When the problem is dealt with, the farmer soon returns to being more peaceful. 

Half-giants are very imitative, due to the fact that they lack any culture of their own. As such, half-giant communities often "shadow" their neighbors, adopting similar cultures and traditions, which can sometimes seem ridiculous to the outsider. Half-Giants have a large variety of personalities, from blood thirsty gladiators to pacifistic psionicists. However, the race has a tendency towards curiosity, a willingness to learn, and kindness. 

Physical Description: Half-giants stand between 10 to 12 feet tall, and weigh around 1400 pounds. They have very human-like features and proportions, but their faces are often exaggerated. 

Half-giants can live to be 220 years old (max age: 120 + 1d100), but few ever achieve this age, since the lifespan of a 1/2 giant are random, at best. 

Relations: Half-giants tend to get along well with most races on Athas, with the possible exception of the nomadic thri-kreen (thri-kreen seldom look towards others for support, whereas half-giants often need the acceptance of others). A half-giant tends to look at a person for his own personal strengths, and not at his race. Half-giants tend to follow people much smarter than them, and begin to mimic this person's attitude. This child-like personality is endearing to some, and annoying to others. 

Alignment: At character creation, the half-giant selects one part of his alignment to be "fixed", whereas the other part of the alignment can be changed from day to day. 

For example, a half-giant could choose to make his fixed alignment "lawful". He would always have to be lawful in alignment, but he could daily change from lawful evil to lawful good (though the player would need a good reason to do this - the DM is perfectly justified in preventing this type of behavior). Half-giants have a slight tendency towards chaotic alignments. 

Half-Giant Lands: Half-giants have no territory of their own, instead settling in the same pattern as the human race. Half-giants can be found in virtually every setting: a City-state, a dwarven village, a slave tribe, to a silt island among full-grown giants. 

Religion: Those half-giants that subscribe to a religion will either join a cult of some sort, or worship the elements (most prefer earth, though fire is also a common choice). Half-giants make great religious fanatics, often lacking the intelligence to question statements made by the cult leader. 

Language: Half-giants have no language of their own, instead beginning play with only the common tongue of the place in which they were born. Of course, they cannot read this language unless they select an appropriate skill. Half-giants may also learn Dwarven, gith, elven, halfling, thri-kreen, and giant at first level. 

Names: Half-giant names vary from nicknames like "crusher" to dwarven-style names, or human-style names. However, very few half-giant names consist of two parts... almost all half-giants have only one name. 

Adventurers: Half-giant adventurers most often fall into the warrior class, since they make poor wizards, sorcerers, clerics, rogues, and any other class that requires intelligence. Often, half-giants act as the party's strong-arm, and combat expert. It is said in some parts of Athas that a single trained half-giant is worth four men.

Height and Weight Tables: Base Height: 10’6”/10’6”. Modifier: +3d6. Base Weight: 1400 / 1350. Modifier: (x3d4) lb. Base Age: 20+5d4. Maximum Age: 120 + 1d100. 

Half-Giant Racial Traits +8 strength, +4 constitution, -4 intelligence, -2 wisdom, -4 charisma, -2 dexterity Half-giants are incredibly strong, but usually lack wit, will power, and grace. 
Large Size: As Large-size creatures, Half-giants have a size modifier of -1 to all attack rolls, -1 to armor class, and -4 on all hide checks. They also have 10ft. reach. Unlike most large creatures, half-giants are capable of carrying three times as much as a medium-sized creature, instead of just double. 
Half-giant base speed is 35 feet. 
Overall, half-giants are much tougher than the average human. As such, they have better hit dice than a typical character. Improve the HD of the half-giants class by one, for instance a psion has d6 HD, fighters have d12 and barbarians have 2d6.
Half-giants must drink four times as much water than a typical human a day to stay hydrated, due to their large size. They must eat four times the amount of food a human would need to stay healthy. 
Due to the half-giant's size, all armor, weapons, clothing, and size-related gear cost double the normal cost. Half-giants are often in settings made for humans, where their size is usually more a disadvantage than anything else. Half-giants should be prepared to sleep in kank stables, since many establishments are just too small for the half-giant. 
Favored class: Fighter. A multiclass half-giant’s fighter class does not count when determining XP penalty. Elite corps of half-giant warriors appear in many noble’s and Sorcerer-King’s armies.
Half-giants are powerful race and they have a level equivalent of +2. Starting Half-giant PCs must use two of their three starting levels to ‘purchase’ the half-giant race.

Bei Halbriesen handelt es sich um eine noch sehr junge Rasse, deren ursprünge im Dunkeln der Vergangenheit verborgen sind, man vermutet aber, dass sie aufgrund magischer Experimente entstanden ist. Halbriesen sind bekannt dafür, dass sie sich schnell die Eigenarten fremder  Kulturen und Rassen zueigen machen, und dass sie sehr wankelmütig sind. Dies sorgt dafür, dass Halbriesen nur einen festen Bestandteil in ihrer Gesinnung aufweisen und der zweite Bestandteil der Gesinnung eines Halbriesen an jedem Tag zufällig mit einem d3 ermittelt wird.

Persönliche Gegenstände wie Kleidung, Waffen, Rüstung, aber auch Proviant kosten für einen Halbriesen aufgrund seiner Größe das doppelt. Unterkunft in Herberbergen ist für Halbriesen zusätzlich meist etwas teurer  und selbst in Städten neigen Habriesen eher dazu außerhalb von Tavernen zu schlafen um zu verhindern, dass sie Sachen beschädigen, die sie dann bezahlen müssen.

Halbriesen verdoppeln die Ergebnisse ihrer ausgewürfelten Trefferpunkte, der Trefferpunktbonus für eine hohe Konstitution wird jedoch erst nach der Verdoppelung der Würfelergebnisse zu den Trefferpunkten addiert.

Da Halbriesen über keine eigene Kultur verfügen, orientieren Halbriesen sich stets an der Kultur, die ihnen aufgrund ihres Werdeganges am Vertrautesten ist. Ein Halbriese Beispielsweise, der zusammen mit einem Zwergen in einer Arena aufgewachsen ist, könnte sich dadurch auszeichnen, das sein Verhalten in vielen Punkten dem eines zwergen entspricht. Ein Halbriese der bei den Halblingen aufgewachsen ist würde sich durch die an die Steinzeit erinnernde Kultur der Halblinge geprägt verhalten.

Ein Spieler der einen Halbriesen erschafft sollte sich bei der Erschaffung seines Charakters wenn es geht für eine konkrete Kultur einer anderen Rasse, die sich im Verhalten des Halbriesen wiederspiegelt.

Die bevorzugte Klasse eines Halbriesen ist der Barbar. 

Halblinge:

Halblinge haben auf Dark Sun eine an die Steinzeit erinnernde Kultur und verhalten sich von den rassenspezifischen Modifikationen wie im Spielerhandbuch. Halblinge haben keine Infravision.

Die bevorzugte Klasse eines Halblinges ist der Druide oder aufgrund des Talentes der Rouge?

Mul [ausgesprochen: Mül]

Bei dieser Rasse handelt es sich um eine Kreuzung von Menschen und Zwergen und um die typische Sklavenrasse auf Athas.

Sie weisen die Größe und die Geschmeidigkeit ihrer menschlichen Eltern auf, aber sie besitzen die Ausdauer und Zähigkeit ihrer zwergischen Eltern. Mul sind in der Regel das Produkt der Sklavengruben, deren Besitzer sie züchten, um zum einen besonders geeignete und zähe Arbeiter zu haben, oder aber von Natur aus begnadete Gladiatoren.

Der Grund warum keine andere rasse auf Athas so mit der Sklaverei verbunden ist, wie die Muls liegt unter anderem darin, dass Muls von sich aus nicht zeugungsfähig sind und deshalb der Großteil der Muls wieder und wieder in der Sklaverei das Licht der Welt erblickt. Dies gilt umso mehr, als dass die Mütter zumeist Menschen sind und unter den Qualen der Geburt sterben. Ein voll ausgewachsener Mul besitzt im Durchschnitt eine Größe von 6 - 6 ½ Fuß und ein gewicht von 240- 300 Pfund.

Ein Mul kann deutlich länger Strapazen ertragen als andere Rassen auf Athas:

Arbeitstabelle für einen Mul

	Art der Arbeit:
	Zeitraum bevor Ruhe erforderlich

	Harte Arbeit ( steinhauen, laufen)
	24 +Kon. in Stunden

	Mittlere Arbeit (Minenarbeit, joggen)
	36 + Kon. in Stunden

	Leichte Arbeit ( Kampftraining)
	48 + Kon. in Stunden

	Normale Tätigkeiten (gehen, sich unterhalten)
	Kon. in Tagen


Die bevorzugte Klasse eines Muls ist der Gladiator

Klassen:

An Klassen stehen den Charakteren zur Verfügung:

I.) Gladiator

II.) Kämpfer

III.) Barde

IV.) Rouge

V.) Trader

VI.) Wizard Pres./ Def.

VII.) Sorcerer Pres./ Def.

VIII.) Psion

IX.) Psicic Warrior

X.) Druide

XI.) Ranger

XII.) Mönch ?

XIII.) Barbar 

XIV.) Priester

XV.) Templar

Fighter:

Der Kämpfer verhält sich bis auf die folgenden Ausnahmen wie der Kämpfer im Spielerhandbuch.

Unterrichten: Ein Kämpfer der dritten Stufe kann den Umgang mit einer jeden Waffe, auf die er spezialisiert ist an eine Anzahl von Schülern unterrichten die seiner Stufe entspricht. Die Schüler müssen acht Stunden am Tag für einen Monat ohne eine Unterbrechung unterrichtet werden. Nach Ablauf dieser Frist steht jedem Schüler eine Intelligenzprobe zu bei deren gelingen er den Umgang mit der Waffe gelernt hat. Ein Schüler kann nur einmal den Versuch den Umgang mit einer Waffe zu lernen, auf die er sonst keinen Zugriff haben würde, unabhängig vom Erfolg des Lernversuches.

Klassenvorschlag Gladiator als Prestige Klasse:?

Gladiators 

Description

Gladiators from Darksun second edition, converted to 3e, for any world.

This is a prestige class. You can start as any class and, by using this, You can become a Gladiator.

Most actual free gladiators are slaves who have won their freedom in the arenas. Very few have chosen this life by choice, but some of them gladly walk on that path by their own will. Those that does and that finish a great career with their own life are very popular. Others fear the arena, but most follow their path with zeal. They don’t have a choice to survive.

Table

	Level
	Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Special
	AC Bonus

	1
	+1
	+2
	+2
	+0
	1d4 Unarmed combat
	+0

	2
	+2
	+3
	+3
	+0
	1d4 Unarmed combat +1 Feat Bonus
	+0

	3
	+3
	+3
	+3
	+1
	1d4 Unarmed combat
	+0

	4
	+4
	+4
	+4
	+1
	1d6 Unarmed combat +1 Feat Bonus -1 Damage Reduction
	+1

	5
	+5
	+4
	+4
	+1
	1d6 Unarmed combat
	+1

	6
	+6
	+5
	+5
	+2
	1d6 Unarmed combat +1 Feat Bonus -2 Damage Reduction
	+2 

	7
	+7
	+5
	+5
	+2
	1d8 Unarmed combat
	+2 

	8
	+8
	+6
	+6
	+2
	1d8 Unarmed combat +1 Feat Bonus -3 Damage Reduction
	+3 

	9
	+9
	+6
	+6
	+3
	1d8 Unarmed combat
	+3 

	10
	+10
	+7
	+7
	+3
	1d8 Unarmed combat (max) +1 Feat Bonus -4 Damage Reduction
	+4 


Requirements:

Base Attack Bonus: +6

Hit Dice: D12

Alignment: Gladiators may be of any alignment.

Class: Other Classes: Gladiators tend to compete with fighters. Most hold bards in contempt (some use the words ‘bard’ and ‘coward’ interchangeably) and are cautious around any type of magic users. They get along well with rogues Most gladiators have not had enough experience with other classes to have really formed an opinion on them. Gladiators are warriors, but they have all put their skill to battle and tactic for themselves.

Feats: Expertise, Weapon Focus, Combat reflexes, Dodge

Special: Balance: 7 ranks Perform: 5 ranks Tumble: 6 ranks Gladiators tend to fill many of the same roles as fighters, but they tend to want all the glory for themselves. The explanation is simple: For them, glory is a gift. If they have enough, they will get freedom. They are experts in the art of battle, they know how to kill, and they are very well trained in any form of brutal, very physical contest. They know all form of confrontation. They lack the tactician mind of the military art, but many of them are actual fighters that have learned those before. For that reason, any GOOD gladiator is a match to anyone.

XVI.) Class Skills

The Prestige class skills (and the key ability for each skill) are:

Balance (Dex), Jump (Str), Perform (Cha), Escape artist (Dex), Tumble (Dex)

See Chapter 4: Skills in the Player's Handbook for skill descriptions.

Skill Points at Each Additional Level: 2 + Int. modifier

XVII.) Class Features

Weapons and Armour: Gladiators are proficient in all weapons, shields, and all armours but heavy since they prefer to wear light armours due to the mobility.

Multiple Specialisation: Gladiators are allowed weapon specialisation as per fighters; they have no restriction on levels and may buy specialisation at 1st level. They may buy specialisation multiple times, once for each weapon they have bought weapon focus with. They can also specialise themselves twice in any given weapon if they have at least 13 in both intelligence, and in dexterity.

Unarmed Combat: Gladiators have increased damage in hand to hand combat. Size M gladiators do additional normal damage with their fists. They have the Improved Unarmed Strike feat for free. When dealing hand to hand damage, they do normal damage, without provoking attacks of opportunity. Also, at level 6, they gain the stunning fist feat as free, of course, only if they have the requisite.

AC Bonus: The gladiator get this bonus to his AC in armour only because he know how to optimise it to the maximum (it does not count as a dexterity bonus). However, he does not get it if caught flatfooted, or if he is without armour.

Damage reduction: Starting at level 4, a gladiator know how to use his inner reserves to somewhat clear his thoughts, concentrate, ignore pain, and oxygen his muscles so well, that he begin to receive special damage reduction. This ability DOES NOT stack with the barbarian damage reduction

Meine Überlegungen zur Charakterklasse des Gladiators:

Gemäss einer Erfahrungen mit AD&D und der ursprünglichen Bewertung des Gladiators als vollwertige Charakterklasse und nicht als Kit, was mir eher die AD&D- Entsprechung zu den Prestige- Klassen der dritten Edition zu sein scheint, halte ich es sowohl für möglich, als auch für notwendig, den Gladiator auch in der dritten Edition in Form einer vollwertigen Charakterklasse des Campaign- Settings „Dark Sun“ umzusetzen.

Diese Überlegungen sollen unter anderem auch dem Umstand Rechnung tragen, dass auf Dark Sun Charaktere als Gladiatoren das Spiel beginnen können sollen, aber auch, dass die Sklaven Stämme Athas, die einen großen Anteil an Gladiatoren aufweisen, nicht zwangsläufig einen großen Teil an Kämpfern der sechsten Stufe aufweisen.

Zu sagen, dass alle Gladiatoren zunächst einige Erfahrungen als Kämpfer gesammelt haben müssen, bevor sie ein vollwertiger Gladiator sind, scheint mir ebenfalls der Idee des Dark Sun Gladitoren nicht gerecht zu werden.

Der Gladiator:

1.) Trefferwürfel: D12

2.) Basisangriffswert: +1 pro Stufe

3.) Rettungswürfe: wie der Fighter?

4.) Gesinnung: jede

5.) Waffenfertigkeiten: Ein Gladiator kann mit allen einfachen und kriegerischen Waffen umgehen,

ferner beginnt der Gladiator das Spiel mit der Beherrschung einer exotischen Waffe und einem Waffenfokus

6.) Ab der dritten Stufe und alle drei Stufen danach bekommt der Gladiator die Fähigkeit mit einer neuen exotischen Waffe kämpfen zu können

7) Ein Gladiator kann sich auf Waffen spezialisieren

8.) Ein Gladiator ist geübt mit dem Umgang aller Rüstungen und Schilde

Ab der vierten Stufe macht der Gladiator 1d4 Dmg. im waffenlosen Kampf. Die Schadenskategorie erhöht sich um 1 [ d6 auf der achten Stufe, d8 auf der 12 Stufe ] bis zum Maximum von d8

9.) Ab der vierten Stufe, und alle weiteren fünf Stufen später bekommt der Gladiator einen +1 insight Bonus auf seine Rüstungsklasse, wenn er eine Rüstung trägt.

Priester:

The Elemental Cleric







Athas is a world without true gods. Powerful Sorcerer-Kings often masquerade as gods and demigods but, although their powers are great and their worshippers many, they are not true gods. Outside the city-states, away from the bureaucracy of the Sorcerer-Kings and their corrupt templars, the common man worships things more real. Thing he can see, hear, taste, touch and smell. He worships the elements. From the immovable strength of Earth, to the foreseeing freedom of Air; from the cleaning flames of Fire to the great healer and bringer of life Water, the elements play a large role in the typical Athasian’s life. There are even agents of the elemental planes, clerics who act as healers, saviors, teachers, warriors and guides. They are the true heroes of the wastes and virtually village or outpost has at least one to act as an advisor, if not an all out leader. 

Adventures: Whenever clerics participate in adventures, they are doing so to promote their element. Athas has a very poor environmental state, and because of it, the elements suffer. They want to see Athas return to its former glory. The use the clerics to do just that. Clerics often perform services for villages of the wastes. Air clerics offer divinations of the future, Earth cleric teach proper farming techniques, Fire clerics oppose raiders, monsters and defiler and Water clerics help villages find water as well as teaching farming as Earth clerics do. 

Characteristics: Clerics are the true masters of divine magic. They focus on spells good at healing and protection. But their ultimate goal is the return of pure elements to Athas. Air clerics want to see the winds blow, clear and refreshing, not stagnant and burning. Earth clerics want to see fertile land and growing plants, not dead, baked earth. Fire clerics want to see the city and forests of Athas regrow, so they can be burned again! But pure fire a not a destroyed, but a cleanser. After a fire, a forest will always grow back much healthier than before. Defiling renders the land sterile and dead. But of all the elements, Water has suffered the most. Perhaps that is why Water clerics are the most vehement about Athas’ renewal. They want to see the oceans and river flow across Athas again. Clerics can also wield positive and negative energy. This allows them to cast their potent healing spells and turn or rebuke undead. Athas is a violent place and clerics do have a moderate amount of combat training. Sometimes they must truly fight for what they believe in. 

Alignment: The elemental powers the forces of nature, not deities that embody beliefs. The elemental powers care nothing for a person’s outlook on life provided they will support the element. As such, clerics are a rather diverse bunch. Most clerics are wanderers by nature and tend toward chaos a bit more than law. However, the clerics who guard elemental shrines are usually lawful and the cleric of the cities quite often neutral. Granted, the element worshipped has a lot to with their cleric’s alignment. Air clerics are more chaotic and Earth clerics are more lawful, but even these are only slight tendencies. Good clerics honestly want to see Athas returned to its fertile youth. The also help villagers and others, while teaching them to respect the elements. Neutral clerics often use the power granted to them for their own purposes, be it revenge, power, whatever. Evil clerics crave the power the elements wield as see the pact as a trade-off for power. They often live isolated from villages, only helping them when the villagers can pay their terrible price. 

Religion: Obviously, clerics worship the elements as they see them in everyday life. They understand how essential the elements are and stand to observe their ideals. For example, Air clerics love freedom and abhor slavery. They will free slaves whenever they can, provided it won’t jeopardize themselves. Clerics will never do anything to intentionally hurt their element, if they do, the risk severely angering their masters. They also teach others reverence for the elements. 

Background: The background and motivations for clerics may be vastly different- the shamans of the halflings, the elemental singers of elf tribes, the mullahs of the trader caravans, the healers of the slave tribes. All are very unique in their function, but all are clerics. To become a cleric, all an aspiring soul has to do is find another cleric of the appropriate element- very few clerics are unwilling or even unhappy to teach another. After a long period of study, a would-be cleric must face one final test, the initiation. Their master takes them to a place most in touch with their element. Air clerics scale great mountains, Earth clerics actually bury themselves in the ground, Fire clerics step into a raging bonfire and Water clerics seek out one of the few standing pools of water on Athas’ surface. The journey to these places alone if often a trying ordeal. Once the cleric and student have arrived, they spend a day going over everything the student has learned. They then commune with the elemental spirits. For Air clerics, this means leaping off said mountain; Earth cleric bury their students six feet deep; Fire clerics leap onto an raging fire; and Water cleric swim underwater. If the elemental spirits accept the cleric, he emerges from his or her test just fine, in fact they have just become 1st level clerics! If the spirits reject them, the would-be cleric is then on their own to survive. If the elemental spirits approves the cleric, he or she has now formed a pact with the elements. The cleric receives spells and magical abilities, in return they agree to uphold and protect the element. They will seek to help heal Athas and oppose those who harm her. 

Races: Clerics come from all walks of life, but certain races have tendencies toward certain elements. Dwarves, with their stoic and hardy nature, tend toward the powers of Earth, as do their half-children, Muls. Elves, and their love of freedom and mobility, draws them toward the element of Air, as do Aarakocra, the bird-man of the northlands. Halflings are much more familiar with Water and live in some of the few places where it is plentiful, as such they are often Water clerics. Half-giants slightly favor Earth, but not much more than the other elements. Thri-Kreen are often Air or Water clerics, with Earth being a runner-up. They are rarely Fire clerics, not because it scares them, as common myth states, Fire simply has no place in their culture or life-style. Pterrans, although they are more often Druids, revere the Earth Mother and often follow her element. Humans and Half-Elves have no particular disposition to any element and follow all of them. 

Clerics form a very important part of the lives of savage humanoids and many foolish adventures and raiders have underestimated a seemingly harmless old Gith. 

Other Classes: Most other classes get along great with clerics. Between their healing spells and other impressive abilities, they are welcome in almost any party. Clerics get along very well with Druids, Preservers and good Rangers. But they hate Defilers with a passion and will never consciously work with one. Their feelings are a little more relaxed about Templars, but not much. 

Game Rule Information
Clerics have the following game statistics. 

Abilities: Wisdom is the most important cleric ability. It effects spell casting, and many of the cleric’s abilities. A high constitution will supplement a cleric’s hit points, and a high charisma will effect the cleric’s ability to turn undead. Alignment: Any. Hit Die: Same as general cleric

Class Skills
Same as the general cleric with the addition of Somantic Concealment (Dex) 

Skill Points at 1st level: Same as general cleric
Skill Points at Each Additional Level: Same as general cleric 

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

Weapon and Armor Proficiency: Clerics are proficient with all simple weapons. Clerics are also proficient with all types of armor and shields. On other worlds, this would be enough, but the brutal nature of Athas dictates that clerics undergo additional training in weapons. Thus, they receive additional martial weapon proficiencies with weapons related to their elements, but the cleric is limited in terms of weapons selection by their patron element. 

Earth Clerics- Clerics of earth are usually the best armed because they can use stone and metal weapons. Wood is also acceptable since it originally grew in the ground. Earth clerics may choose any one melee martial weapon proficiency for free. 

Air Clerics- Since air doesn’t lend itself to being shaped into an offensive weapon, clerics of air instead rely on weapons guided by the air. They may use any sort of missile weapons, regardless of what the weapon is made of. They are proficient with the following weapons in addition to the simple weapons: shortbow (normal and composite) longbow (normal and composite), hand crossbow and repeating crossbow. Spears and dagger are also acceptable and can be used as melee or missile weapons. 

Fire Clerics- Clerics of this type rely on flaming weapons. They favor flaming arrows and bolts, burning oil and magical weapons intended to somehow burn or scald. Heating metal weapons (when they’re available) to cause searing is also acceptable. Because it was once fused under great pressure and heat, weapons made from obsidian are also acceptable. As swords are prime examples of the fire's power to forge raw materials into potent weapons, fire clerics are proficient with the shortsword and longsword. 

Water Clerics- Clerics of this orientation recognize water as the bringer of life to the wastes, the originator of all that grows. Therefore, they may use any weapon that is organic in nature, i.e. wood or bone. Water clerics through the ages have developed a reputation for skill with the bow, and so they receive proficiency with shortbows and longbows (normal and composite). 

Spells: A cleric can cast divine spells the same as a cleric from another setting (Using the same progression). The Difficulty Class for a saving throw against a cleric’s spell is 10 + the spell’s level + the cleric’s wisdom modifier. Clerics cannot cast all spells on the cleric list; instead they are limited by their patron: 

Earth clerics may not cast: create water, purify food and drink, continual flame, create food and water, searing light, water breathing, water walk, wind wall, air walk, control water, flame strike, wind walk, control weather, fire storm, storm of vengeance. 

Air clerics may not cast: create water, purify food and drink, continual flame, create food and water, searing light, water walk, control water, flame strike, fire storm, magic stone, stone shape, wall of stone, earthquake. 

Fire clerics may not cast: create water, purify food and drink, create food and water, water breathing, water walk, control water, magic stone, stone shape, wall of stone, earthquake, wind wall, air walk, wind walk, control weather. 

Water clerics may not cast: magic stone, stone shape, wall of stone, earthquake, wind wall, air walk, wind walk, continual flame, searing light, flame strike, fire storm. 

Clerics prepare their spells at a specific time of the day (usually morning). However, the must be in the presence of their element to do so. Air clerics need at least a tiny breeze to prepare spells (usually not underground), Earth clerics need firm ground beneath their feet (not silt or ash), Fire clerics need at least a torch-sized open flame and Water clerics need a small pool of water near them, or they must pour at least ½ gallon of water onto the ground. If a cleric in the presence of his element in great and pure amounts, his spells are fueled with more elemental energy and are thus, more potent. The cleric will feel a strong rush of power and invigoration when this happens. 

This condition is known as a Power Conjunction. While in conjunction, the cleric’s spells are all cast as if he was two levesl higher. He doesn’t get any extra spells, but the range, damage, exc. of his spells increase. The saving throw DC against the spells also increase by 2. 

For an Air cleric to be in conjunction, he needs to be standing in a strong, near-continuous wind. Many of the valleys of Ringing Mountains and almost all of the high peaks are subject to such conditions. The fierce storms and the winds that whip across the Sea of Silt also provide this connection. Earth clerics is in conjunction whenever he is standing on rich and fertile soil, a well tended and irrigated field, or a meadow in the middle of a lush jungle. 

Fire clerics are in conjunction whenever there is a large and damaging fire. The must consume living being or valuable materials in order to supply energy to the cleric. In addition the fire be fueled by at least 500 cubic pounds of materials. Dead matter, with no emotion or life associated with it provide no extra energy to their fire elements, the need something more real. For example, a blazing campfire wouldn’t provide a power conjunction, a burning hovel would. 

Water clerics need an amount of water at least equal to a large pond. Oasis and bodies of water such as Lake Pit and Lake Island qualify. Note that this water must be natural and free standing. A big barrel of water doesn’t provide a power conjunction nor does a noble’s bathing pond. 

Domains and Domain Spells: Elemental clerics get domains and domain spells just like standard clerics. They receive access to two domains. However, their choices are not limited by deity because there are no gods on Athas! Instead their patron element determines their domains. Of their two domains, one must be that of their patron element. The other they can choose from below: 

Air- Knowledge, Travel
Earth- Protection, Strength
Fire- Destruction, Sun
Water- Healing, Plant

Also, a cleric may instead choose to have one aspect of her personal alignment as a domain. Therefore, a Chaotic Evil Fire Cleric may have Fire as one domain and may choose from Chaos, Destruction, Evil and Sun for the other. Obviously, a Neutral cleric has to choose only from the above list. 

Elemental Immunity: At 5th level, clerics can ignore the presence of their element for one minute per cleric level. This power allows a cleric to totally ignore any effects his patron element might have. Air clerics can stand in the strongest of winds, are immune to poisonous gasses and can breathe fine in silt storms and the like. Fire clerics can complete and total immune to fire, magical or otherwise. Earth Clerics can move through the earth as if it didn’t exist. They can move in any direction at the normal speed, except the can more upward at only half speed. They can also move through wall made of earth or stone. Water clerics can breathe perfectly underwater and will not be harmed to boiling water or freezing cold, rendering them immune to cold energy attacks. This power can only be used once per day. 

Summon Patron Element: At 7th level, the cleric can gate material directly from his or her elemental plane. The amount gated is one cubic foot per cleric level above 6th. The material is the purest substance in existence. Earth arrives as dense stone, Water as pure liquid, Fire as cleansing flame and Air in the form of a tremendous cyclonic wind. Air only lasts one round, but in that one round it can travel up to 1000ft. It has to power to knock prone any creatures of Huge size or smaller unless they succeed at a Reflex save equal to 10+ the cleric’s level. Fire burns for only one round unless it has a fuel source to continue burning. It does 1d6 points of damage per level of the cleric. The gated material can arrive in any shape the cleric wants. And aside from Air, the gated material is permanent. 

Granted Powers: At 3rd level and every 2 levels thereafter, a cleric is granted a minor power by his patron element. See the list below for the powers. 

Spontaneous Casting: Positive and Negative energies play a large role in the Inner Planes, and therefore, in the cleric’s service. Granted, this connection isn’t as important as the connection between them and their element, but it is there nonetheless. When their character is created, a player must choose whether his cleric will be able to wield positive or negative energy. Good clerics always wield positive energy, evil clerics always wield negative energy, but neutral clerics must make a choice. Once the choice is made, it is permanent, a neutral cleric cannot flip-flop. Once it has been determine which type of energy a cleric wields, they can use Spontaneous Casting just like a standard cleric can. Cleric that use positive energy can spontaneously cast Cure spells and clerics that use negative energy can spontaneously cast Inflict spells. What type of energy the cleric wields also determines how they effect undead (see below). 

Turn or Rebuke Undead: All clerics have the ability to turn or rebuke undead. Good clerics (or neutral clerics who draw on positive power) can turn undead as per the standard rules. Evil clerics (or neutral clerics who draw on negative energy) can rebuke undead as normal. A cleric can attempt to turn or rebuke undead a number of times per day equal to three plus his charisma modifier. Remember that all elemental clerics, regardless of alignment, loathe undead, as they are not part of the natural cycle. Evil clerics will use the undead and them lay them to rest. A cleric is also able to turn some type of elementals, depending on his devotion. See the rules for the elemental domains in the PHB. 

Extra Turning: As a feat, a cleric may take Extra Turning or Extra Rebuking. This feat allows the cleric to turn or rebuke undead four more times per day than normal. A cleric can take this feat multiple times, gaining four extra turning/rebuking attempts each time. These extra turning attempts can also be applied to the elementals a cleric can turn as part of his elemental domain. 

Bonus Languages: A cleric’s list of bonus languages includes one elemental language. The bonus language is Auran for Air Clerics, Terran for Earth Clerics, Ignan for Fire Clerics and Aquan for Water Clerics. These languages are in addition to the bonus languages available to the character because of his race. 

Illiteracy: Clerics do not automatically know how to read and write. A sorcerer must spend 2 skill points to gain the ability to read and write any language he is able to speak. 

Ex-Clerics
Any cleric who grossly violates his pact will cause his elemental masters great displeasure. They may deny his spells or granted powers or both for as long as the want. Usually no longer than a week. If the cleric violated his pact frequently or does something truly abhorrent, he risks losing his clerical powers forever. He loses all spells and class feature until he atones (see atonement spells, PHB page 176). 

Cleric Spell List
Cleric spells are divided are divide into 5 Spheres (Air, Earth, Fire, Water and Cosmos). They represent the shaping of elemental energies plus a general category. Other than this, the clerical spell progression matches the general cleric's in the player's handbook. 

Saving Throws and Attack Bonuses are also the same as the cleric in the player's handbook. 

Granted Powers
By Epoch & DScott 

Air powers 

Clean air: All air the cleric breathes becomes clean and healthy. Immune to gas attacks for one minute/level. 

Refreshing breeze: A cool breeze always surrounds the caster, halving water requirements and adding +1 to any charisma-based check. 

Missile stream: The cleric adds +1 to attack rolls with ranged weapons (excluding large weapons like catapult boulders.) 

Missile deflection: +1 deflection bonus to AC vs. missile weapons (again, excluding large missiles.) 

Control winds: As the spell, 1/day 

Protection from wind: +2 save bonus against wind and sonic attacks. 

Feather fall: As spell 1/day, can be activated as a free action. 

Speak with Avians: The cleric can communicate telepathically with birds and other air creatures. Can be used for 1 minute per level per day. 

Earth powers 

Eliminate tracks: This power functions as the pass without trace spell, with two differences. One, the cleric still leaves a scent. Two, the power only works on sand or hard earth. 

Encasement: The caster can bury himself under the ground for 8 hours per day, regaining 1 hp per hour buried. This doesn't affect the cleric's water or food requirements, though the cleric is considered inactive and in the shade while he's buried. 

Meld into stone: As the spell, 1/day. 

Save bonus: Grants the cleric +2 to saves against earth attacks (including attacks from earth elementals) but makes the caster vulnerable to defiling. He takes 1 hp damage per level of defiling magic cast if he's in a defiler's zone of ash. 

Endure: The earth cleric can use this power to shorten a defiler's circle of ash. If the cleric is in the radius of a defiler's circle of ash x2 (i.e. if the circle is 15 yards in radius, the cleric can be up to 30 yards away) the cleric may make a concentration check (DC 15+ enemy spell's level) if successful, the ash radius is halved. 

Earthen Skin: Cleric's skin acquires the texture and appearance of granite for one round per level, once per day. This has the effect of increasing his AC by 2, but also increases his weight by 200 pounds. The cleric must be at least 7th level to select this power. 

Stonecunning: The cleric gains the bonuses pertaining to stonework that dwarves in the PHB receive. 

Stoneiron: For one round per level, the cleric can use his stone weapon as a metal weapon. The weapon cannot break and does not suffer attack or damage penalties. 

Fire powers: 

Pyrotechnics: As the spell 1/day (replaces the affect normal fires power in the book.) 

Breathe Smoke: This ability allows to cleric to breathe smoke as if it was normal air. They will not be affect by smoke irritating their lungs or eyes. The power lasts 1 minute a level and can be used once per day. 

Enflame: The cleric can create small fires the size of a matchstick at will. This power ignites torches and larger materials normally. This ability had the range of 1 yard per level of the user. 

Cleansing flame: The cleric can step into a fire at least as large as a campfire for one round. When he emerges, he is healed 1d4 HP, is cleansed of dirt and filth, is cured of any poisons, and allows him to skip one meal (he still needs 2 meals and 2/3 of his water requirement in order to avoid any adverse effects.) 

Flame Breath: By placing a source of flame in his mouth the cleric can issue a gout of flame 20 ft long and 5 ft. wide. This does 1d6 points of damage per 2 levels of the cleric, reflex save (DC 15 + cleric's level) for no damage. The drawback here is that unless the cleric is currently immune to flames he takes 1d6 points of damage (no save) and can't cast spells with a verbal component for 1d6 rounds due to the damage to his mouth. This power can be used once per day. 

Control flame: The cleric can manipulate flames of torch-size or smaller. He can expand them, as long as they stay in contact with flammable material, or extinguish them. He can also make them leap up to 6 inches/level. 

Protection from fire: +2 to saves against fire, -2 to save vs. water and cold. 

Darkflame: The cleric can make the light and smoke from a fire of campfire size or smaller disappear. All other aspects of the fire remain unchanged, but the color of the flame turns from yellow to inky black, and no smoke emerges. If someone ignites something with the darkflame, the object burns normally with light and smoke. This effect lasts until the flame goes out or is extinguished. 

Water powers 

Quench thirst: The cleric may chew on any substance larger than his fist and extract enough moisture to meet 1/3 of his water requirement. However, there may be other consequences if he chooses to use a poisonous substance (chewing on nightshade, for instance, is not recommended.) 

Healing draft: If a cleric has been carrying a skin of water on him for one hour, he can use that water to heal 1 hp/ level by drinking it. The cleric may heal himself or someone else in this manner. 

Water resistance: The cleric gains a +2 bonus to saves against water or cold attacks, but suffers -2 to saves against fire spells. 

Cleanse Water : Once per day the cleric can cleanse 1 gallon per two level of non-potable liquid (dirty water, poison, blood etc.) into clear, drinkable water. Only affects liquids outside living beings (ie. no converting blood to water inside someone). 

Body of water: Part of the cleric's body becomes water, making him especially resistant to poison. The cleric gets a +4 bonus to fortitude saves vs. poison. 

Spark of life: This power can only be taken at 7th level and only if he has the healing draft power. If the cleric uses the healing draft on a recently killed friend (dead for 1 minute/cleric's level) he can restore him to 1 hp. The cleric loses 1 HP permanently, and the patient gains one HP towards his maximum total. If the patient dies again, the HP is transferred back to the cleric. 

Secrets of the water: When passing a pool or oasis, the cleric can peer into the water and see if any defilers have been in the area near the pool within one day per cleric level. The area is 100-yard radius if the defiler has cast no spells, 5 times larger if he has. 

Water Sense: The cleric can at will sense the direction and rough distance (30ft.) of the nearest source of drinkable water, if the water is within 100 yards.
Athas ist eine Welt ohne Gottheiten. Die Priester die auf Athas angetroffen werden, sind Priester der vier Elementarkräfte [ Erde, Feuer, Wasser, Luft Cosmos] oder aber Druiden, die sich geschworen haben, die Welt Athas vor der weiteren Zerstörung durch die gefürchteten Defiler zu bewahren, oder aber Templer, Bürokraten der Hexenkönige, die durch selbige ihre Zauber erhalten.

Um dies wieder zu geben, kann ich mir vorstellen, dass bis auf die Heilzauber, die Elementarpriester sich bis zum dritten Zaubergrad die gewöhnlichen Priesterzauberspruchlisten mit den Templar und den Druiden teilen, dann aber allein über Zauber verfügen, in denen ihr Element, bzw. eines der beiden ihnen am nächsten stehenden Elemente eine Rolle spielt. Mag es sich nun dabei um Priester oder um Magierzauber handeln.

Trader:

The Trader







Responsible for the movement of goods from one city-state to another, traders are one of the sole reasons athasian society still exists. Since each city-state is not self-sufficient, and since they often have poor relations with other states, it falls onto the trader’s shoulders to transport the necessities of life. 

Organizing themselves into organizations known as dynasties, traders technically do not belong in any city-state, and, as such, are not granted a state’s protection. For their own safety, traders exist by a strong code of law, that, among other things, states that if one trader is harmed, it is all other trader’s responsibility to make the aggressor’s life very expensive (see the full details of the trader’s code in the boxed text). Traders never harm other traders, and, even when belonging to enemy houses, treat one another with outward signs of courtesy. 

Adventurers: Traders tend to be adventurers by necessity, as their travels in the wastes ate anything but un-eventful. Many traders take up the life of an adventurer in the hopes of falling upon some treasure or another (as adventurer’s often do) and being able to sell it at the next market. 

A trader is a welcome addition to most parties, as they bring many talents that a party might otherwise have unavailable – literacy and the ability to appraise items (and people) at a glance. 

Characteristics: Traders are first and foremost diplomatic in nature, preferring to solve their problems with their charm if possible. 

More so than any other character class, the trader is never alone. Since almost all traders belong to one merchant dynasty or another, the trader always knows that if something were to happen to him, the dynasty would be there for him. Because of the dynasty, the trader knows that he is relatively safe from a city’s templars- so long as he doesn’t take undue risks. 

Alignment: Traders need to be able to work well in a group if they hope to survive. Therefore, most traders are lawful, though a few are neutral in alignment. 

Background: Most traders have either been born into their class, or are from a wealthy middle class, and has decided to try their hand at mercantile activity. In this way, traders are similar to the Templars in background- few slaves or noblemen ever fall into such ranks, the former because slaves are often too concerned with survival of self to worry about the profits of a whole, and the latter because few noblemen would voluntarily give up money to people un-related by blood- unless there were a political reason, of course. Of course, there have notable exceptions. Some of the best traders are ex-slaves, falling into harsh captains that are better able to deal with slave tribes they may encounter, and Nobleman traders – since political maneuvering and economics are very familiar to them – can become very skilled merchants, indeed. 

Races: Traders are very diverse racially, and everything from Halflings to Half-giants can be found in their ranks. However, the typical trader is human or half-elf. Elven traders are also quite common, though in their case, the “dynasty” is actually their own elf tribe, and some multi-city emporium. These traders are varied in preferred methods of transporting goods, but there is a slight tendency to favor faster methods, such as kank caravans. 

Dwarven traders are uncommon, but far from rare. They usually prefer to carry goods by Mekillot-pulled wagons. 

Traders of other races are seldom seen, for various reasons. Pterran traders, while still rare, are becoming more and more common in Tyr every year. 

Other Classes: Traders tend to realize that versatility is strength, and, probably because of their literacy, are open-minded individuals. They work well with most other classes. 

However, because it is usually not good sense for a trader to break a city-state’s laws, traders try to avoid contact with wizards and sorcerers of any sort…often not entirely out of hate (though many a trader despises mages, much like other classes of athasian society), but out of mere practicality. 

Traders especially favor wilderness classes, such as rangers and druids, because these classes are often capable of helping the traders find their way in the unmarked wilds. Multi-classed Ranger/Traders are always in demand in the dynasties, as these individuals are often more than capable enough to contact distant trading outposts and come back in one piece. 

GAME RULE INFORMATION Abilities: Trader’s need a high charisma to be better able to deal with customers. A high Wisdom helps them sense the motives of those they deal with, and a high intelligence is preferred because, more than anything else, a trader must survive on his wits. 

Hit Die: d6 

Class Skills: The trader’s class skills are: Appraise (Int), Bluff (Cha), Craft (Int), Decipher Script (Int, exclusive skill), Diplomacy (Cha), Disguise (cha), Forgery (Int), Gather Information (Cha), Handle Animal (Cha), Hide (Dex), Innuendo (Wis), Intimidate (Cha), Knowledge (Bureaucracy), Knowledge (Local History), Knowledge Nobility), Knowledge (Geography), Listen (Wis), Move Silently (Dex) Profession (Wis), Search (Int), Sense Motive (Wis), Speak Language (none), Ride (Dex), and Sign Language (Dex). All Traders begin play literate in the common language, and a special language used only by members of their house. 

Skill Points at 1st Level: (4 + Int modifier) x 4 
Skill Points at Each Additional Level: 4 + Int modifier 
Class Features: All of the following are class features of the Trader: 
Weapon and Armour Proficiency: A trader is familiar with all Simple weapons, as well as the whip, since it is often used to herd animals and slaves. He is proficient in light armor. He is not proficient in the shield. 

Barter: At first level, you receive the barter feat at no cost. Trading House: Traders all belong to a merchant dynasty. This dynasty will protect the trader, but also give him various tasks and missions that he must accomplish. A trader may be required to spy on a rival for his house, or might even have to carry out an assassination in the name of the dynasty. 

Once a trader belongs to a house, he is not allowed to leave. Deserters of a house are usually hunted down and “eliminated” so that they cannot reveal house secrets. As a trader progresses in level, he begins to accumulate followers. When he reaches a level equal to (10-Cha modifier), he acquires the Leadership feat for free, and attracts followers. These followers are actually agents of the dynasty, who have been sent to assist the trader in whatever way he deems fit. However, one of these followers are usually a spy of some kind, sent to report back to the house on the trader's actions. 

Living Quarters: As traders progress in level, they receive a home in their dynasty’s primary city-state (or in the wilderness, depending on what house the trader belongs to). This house improves as the trader rises in level. 

-At 4th level, this dwelling is nothing more than a plain, stone-cut hovel with a small kitchen, a small living section, latrine, and a small bedroom. It is one floor, and any servants or slaves must be purchased by the trader. The house is located in the trader’s district, and the trader benefits from the protection thus offered (no house taxes, as well). -At 6th level, the trader is moved to a slightly larger house, with all the features described above, plus a second floor that contains a second bedroom, a small room that can hold up to two servants before becoming overly crowded, and a small balcony adjoining the upstairs bedroom. The outside of the building is still plain. The trader is supplied with one house slave, if he so desires. 

-At 8th level, the trader is once again moved, this time to a house with all the features described above, plus the following: there is an adjoining dining room, a fireplace in the living area, two upstairs bedrooms (instead of one), and three rooms for servants (can hold up to six servants). The kitchen becomes a separate room, and is fully furnished. There is a small cellar, which holds wine and can be used as an extra bedroom for servants, if so desired. The latrine is of much finer quality. The windows are now made of glass. The building is surrounded by a fence), and the outside has one stone carving (or a flagpole, or fountain, or other decorative item) in it of the trader’s choice . There is a small outside garden, as well. The house offers another two slaves, whose jobs become more specialized (cook, maid, nanny, gardener, etc). 

-At 9th, 11th, and 13th levels, the trader remains in the same house, but can add a new decoration each time, as well as receiving a new house slave, if so desired. 

-Upon reaching 15th level, the trader moves into the last house that the dynasty will pay for. It has all the features of those listed above, plus the following: two more decorations, a separate bathroom (meaning it contains a bath tub- a rarity in Athas), a spare room that can be used for an office or library, another two spare bedrooms, a safe built into the master bedroom, a beautiful back lawn (usually with fountains or other such devices, chosen by the trader), a basement that has features as decided upon by the trader (a prison cell, a tunnel for easy escape), five different small rooms for servants (a total of ten different servants), beautiful chandeliers and indoor decoration. The balcony is a work of art, and there are tables outside for lounging about. The trader can extra rooms built on, as well, though the price must be settled upon with the DM. 

Upon reaching (20 – charisma modifier)th level, the trader becomes an official member of the ruling family, and is officially allowed to change his surname to that of the house, be it Wavir, Tomblador, Vordon, or whatever. The trader is now in a great position of power, and attains a status as a noble in his home city. At this point, the trader’s worries change from individual profit to house profit, and he must constantly watch the political machinations within the house lest an ambitious house member tries to have the character assassinated. Of course, a trader can refuse to move up to a better house, if he decides that he is comfortable in the one he has. Any house larger than the one for a 15th level trader must be paid for with the trader’s personal reserves- a sizable amount of money. The trader’s house should be a source of personal joy, and is one of the character’s most important possessions. Players should not ignore the advantages of having a decent home- not only can it help influence NPCs, but it can give players a place stay when not adventuring (not to mention a place for a wizard’s sanctum). 

Trader Knowledge: To survive in the business, traders need to learn a little bit about everything. A trader can make a special trader knowledge check with a bonus equal to his level + his Intelligence modifier to see whether he has some notable information about some local notable people, items, or locations, in a way similar to a bard. Special Abilities: Upon reaching 10th level, and every three levels thereafter, a trader gets to select a special ability from one of the following: 

Dirt: The trader possesses some piece of information that gives him power over a influential personage, such as a high-ranking templar, trader of an opposing house, or Veiled Alliance member. He can use this “dirt” to coerce the personage into performing actions that he would otherwise not do… though if the trader abuses this power, he may find that the person will risk having the information leaked in an effort to remove the trader. Every time this ability is picked, the trader receives dirt on a number of people equal to half his charisma modifier plus one (round up). 

Slippery Mind: This extraordinary ability represents the trader’s ability to wriggle free from magical effects that would otherwise control or compel her. If a trader with slippery mind is affected by an enchantment and fails her saving throw, she is allowed to make a second (and final) saving throw 1 round later. 

House Position: The trader gains a position of relative power inside the house that he may not usually receive. This position is decided upon by the DM. Typical positions are Spymaster, General, Aide to a powerful trader, Emporium Master (in charge of running one of the house’s trading emporiums), or some other task decided upon. This position gives the trader a new set of responsibilities, and may grant privileges, decided upon by the DM. -Presence : The Trader becomes well known in most major cities and commands the attention of most character and NPC characters that are lower level than he or she is....giving a +4 synergy bonus to diplomacy, gather information and other checks requiring a CHR like effect. For every time this ability is purchased beyond the first, the bonus improves by a further +2. -Feat : Instead of choosing a special ability, the trader may select a feat instead. 

THE TRADER 
Base Attack: Improves as Rogue. 
Fort Save: Weak (+0 at level 1) 
Ref Save: Strong (+2 At level 1) 
Will Save: Strong. (+2 at level 1) 
Starting Money: 5d4 x 30 cp at first level. 

Barter [General] 
You are much more capable at barter than the average man. 
Prerequisites: Cha 13+ 
Benefit: When in a barter situation, you roll 2 d20s, and take the higher result for your bartering check. 
Special: Traders receive this feat at no cost. 

How Barter Works 
The seller sets a price which cannot exceed the item’s true value multiplied by his charisma modifier plus 1.5. (Formula: price cannot equal [item’s true value][charisma modifier + 1.5]). The seller and buyer then enter into negotiations. Both characters roll 1d20 (or, if the character has the barter feat, two d20s, keeping the higher die code) and add their diplomacy to the result. The winner gets to increase or decrease the item’s value by 10%, depending on whether or not he is buying or selling. If either party decides to end the barter, it is finished here. If not, barter continues to the second round, in which this process is repeated. In the third (and final) round of barter, negotiations are fixed, and neither side can back down. 

This method can also be used to lower an item’s cost, in which it should be considered “haggling” and not barter, since one party is using real currency as their “barter” item.
Sprachen:

Auf Athas beherrscht jede intelligente Rasse ihre eigene Sprache und wie auch auf  anderen Welten des D&D- Universums verständigen sich die verschiedenen Rassen untereinander mit Hilfe einer Gemeinsprache [Common].

Nicht jede Sprache ist ohne weiteres von jeder Rasse zu erlenen, so besteht die Sprache der Thrikreen aus einer komplizierten Ansammlung von Klicks mit den Zangen ihres Körpers und Gejammer, das von Menschen nur schwer zu reproduzieren ist.

� vgl. Dark- Sun- Campaign- Setting 1. Aufl. p. 5


� vgl. ebd. p. 6





