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IInntt rroodduucctt iioonn  
Never in all his years under the crimson sun had Grenith ever 
imagined he would harbor such hate, but that had been before 

his failed expedition had departed from Tyr. 
The only reason he had not turned back until now was because 
he knew they would never make it back to Tyr by the path they 

had taken to get here. Since heading back was not a viable 
option, the three survivors had trudged onward, until their path 

was terminated by a vertical cliff. The distance down was 
obscured by a thick, strange mist and heavy growth clinging to 

the stones below them. 
A group of strange looking, halfling-like people had ambushed 
Grenith and his remaining teammates. Clinging to the great 

wall of stone like spiders, each diminutive warrior had a 
multitude of strange growths literally grafted to their flesh. 

Blades on arms, crystal lenses over eyes, and even what looked to 
be sections of tree bark fused to torsos and arms like armor were 
the least of the strange things attached to the small frames of the 

ambushers. 
The attack had come quickly and ended in seconds. Now, in the 
aftermath of the one-sided battle, they were all securely bound. 
ôWell,õ he thought to himself. ôAt least I will not have to climb 

back up the cliff now!õ 
 

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 rhul-thaun 

science of life-shaping 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 Cliffs campaign expansion. This 

book updates the rules to the latest 3.5 version of the 

Dungeons & Dragons game 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 PCs have ever seen before, so the DM  must be 

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 

may start understanding its special nature and figure out 

how to use them. Another method  is to make the 

characters first encounter the life-shaped in a location far 

removed from their normal adventuring grounds.  

No matter how you choose to introduce life -shaped 

elements, this book is designed to be your first and best 

resource. Here, you will  find rules for creating new life -

shaped items, new feats, equipment, monsters and more. 

How to Use This Book  
The Life-Shaping Handbook is designed for use in any 

Dark Sun 3.5 game. You will need the /ÓÈàÌÙɀÚɯ'ÈÕËÉÖÖÒɯ

(PH), #ÜÕÎÌÖÕɯ ,ÈÚÛÌÙɀÚɯ &ÜÐËÌɯ(DMG ), Monster Manual 

(MM ) as well as the Dark Sun Core Rules (DS3) to make 

use of the material in this book. 

The topics covered in this book include: 

Chapter 1: The Jagged Cliffs.  This chapter describes 

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

mile high cliff that separates the Tablelands from the 

Crimson Savannah, home of the rhul-thaun. 

Chapter 2: Races. This chapter describes the principal 

race of the Jagged Cliffs, the life-shaping 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, gear, 

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 life-shaping 

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 set EL-based encounter tables for all your Jagged Cliffs 

encounter requirements. 

Behind the Veil: Introduction  
As with the Dark Sun Core Rules, this book contains notes entitled ñBehind the Veil.ò These notes discuss rationale for certain decisions 

and other items of interest. These are notes and comments, and are not necessary to play the game; you can feel free to skip past them. 
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CC hhaapptteerr  11::  TT hhee  JJ aaggggeedd  CC lliiff ffss  
Just a few miles north of where the Tyr Region ends, great salt flats and expansive sandy wastes form a barrier that severely hinders 

travel. If you can make it across the barrier (I suggest going around, but that presents its own dangers), you will encounter great 
wounds in the earth that spew forth noxious fumes and geysers of molten lava. Perhaps the most impressive sight is the miles-high 

Jagged Cliffs. Standing at that edge is like being at the end of the worldé 
ɭ3ÏÌɯ6ÈÕËÌÙÌÙɀÚɯ"ÏÙÖÕÐÊÓÌ 

 

From the top of the Jagged Cliffs, sheer rock 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 #ÜÕÎÌÖÕɯ,ÈÚÛÌÙɀÚɯ&ÜÐËÌ, detailing the 

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. 

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 93-95 of 

the #ÜÕÎÌÖÕɯ,ÈÚÛÌÙɀÚɯ&ÜÐËÌ, this poses an increased threat 

to flying creatures, because they may be thrust against the 

Cliffs, and it also increases the chances of being 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 #ÜÕÎÌÖÕɯ,ÈÚÛÌÙɀÚɯ&ÜÐËÌ, for more 

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 #ÜÕÎÌÖÕɯ,ÈÚÛÌÙɀÚɯ

Guide, adventurers might become lost while traversing 

through the Cliffs. Refer to that chapter for more 

information regarding the chances and effects of 

ÉÌÊÖÔÐÕÎɯÓÖÚÛɯÈÚɯÞÌÓÓɯÈÚɯÙÌÎÈÐÕÐÕÎɯÖÕÌɀÚɯÉÌÈÙÐÕÎÚȭ 

 

Table 2ɭ1: 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 




