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IInntt rroodduucctt iioonn  
Ah'Navor knelt before the altar in supplication, 

awaiting the great privilege the queen would soon bestow 

upon her humble servant. She had chosen Ah'Navor as 

the recipient for the Transference of Scales, the holy ritual 

that would make him the greatest servant in the eyes of 

Badna after the queen herself. 

Arranged in concentric circles around the queen and 

Ah'Navor lay the sanctified living sacrifices for the yearly 

ceremony that strengthened the Star of Badna's curse. But 

this year, those sacrifices would be used for a different 

×ÜÙ×ÖÚÌȱ 

Abalach-Re stepped around the altar on which the 

giant sapphire rested, to stand in front of Ah'Navor, 

ÐÕÛÖÕÐÕÎɯÛÏÌɯÙÐÛÜÈÓɀÚɯÞÖÙËÚɯÖÍɯ×ÖÞÌÙȭɯ&ÖÓËÌÕɯÙÐÝÜÓÌÛÚɯÖÍɯ

light flowed from the dru gged sacrifices across the vast 

room and into Abalach -1ÌɀÚɯÖÜÛÚÛÙÌÛÊÏÌËɯÏÈÕËÚȭɯ6ÐÛÏÐÕɯ

moments the sacrifices fell to the ground, their dead 

forms desiccated and ashen. The sounds of the dying 

were soon replaced by the quiet echoes of the vast room. 

Ah'Navo r spent the hours thereafter in prayer, the 

ØÜÌÌÕɀÚɯÔÈÎÐÊɯÚÛÙÐÒÐÕÎɯÏÐÔɯÐÕɯÍÈÐÕÛɯÞÈÝÌÚɯÛÏÈÛɯ×ÌÕÌÛÙÈÛÌËɯ

deeply into his body, imparting power unto him in 

unfathomable ways. 

After a time, he began to hear whispers without an 

apparent source; words in a language he had never heard, 

full of sounds suggestive of chanting birds, hissing snakes 

ÈÕËɯÉÓÖÞÐÕÎɯÞÐÕËȭɯ'ÌɯÞÈÚɯÏÌÈÙÐÕÎɯÛÏÌɯØÜÌÌÕɀÚɯÛÏÖÜÎÏÛÚɯ

in his mind! The realization nearly made him stumble in 

his prayers, which he was sure would have greatly 

displeased Badna in this moment of communion.  

Long after his body had grown fatigued from  lack of 

movement, Ah'Navor felt a rising, tingling sensation on 

his skin, which rapidly expanded to encompass first the 

flesh below, and then his very bones in a shower of pain 

that made him scream. In panic he opened his eyes and 

ÍÖÜÕËɯÏÐÔÚÌÓÍɯÍÓÖÈÛÐÕÎɯÈÉÖÝÌɯÛÏÌɯÚÏÙÐÕÌɀÚɯÍÓÖÖÙȮɯÏÐÚɯÚÒÐÕɯ

wreathed in cold, cobalt flames. Before him was the 

queen, who had shed her appearance like a serpent shed 

ÐÛÚɯ ÖÓËɯ ÚÒÐÕȮɯ ÜÕÝÌÐÓÐÕÎɯ ÍÖÙɯ  ÏɅ-ÈÝÖÙɀÚɯsight her true 

appearance, which he had but seen once before, when he 

was ordained as her royal defiler. 

'ÐÚɯÎÈáÌɯÍÖÓÓÖÞÌËɯÏÌÙɯÏÈÕËɀÚɯÔÖÝÌÔÌÕÛɯÛÖɯÏÌÙɯÊÏÌÚÛȮɯ

whence she snapped a single scale with claws that could 

dent steel. His rising gaze was not swift enough to catch 

the small, glistening orb being expelled from her 

impossibly wide maw. Orb and scale both floated to a 

point in midair between Abalach -Re and Ah'Navor, each 

slowly spinning under the burning gaze of the chanting 

queen. 

With a sudden rush, t he orb and scale accelerated to 

slam into Ah'Navor, the scale striking his chest while the 

orb embedded itself in his abdomen, knocking the breath 

out of him. Ah'Navor felt a pain he would never forget for 

the rest of his life as the two objects burned through the 

cobalt radiance, turning it a dark red color around them. 

The now scorching crimson flames writhed madly as the 

scale buried itself in his chest, and the orb slowly 

disappeared within the inner folds of his abdomen, 

leaving but a slight bulge in h is skin indicating its 

presence. 

Ah'Navor felt his pain -wracked body plummet to the 

marble floor, his body casting hundreds of shadows from 

the wall candelabra, now that the sorcerous flames had 

extinguished. His seared and nauseatingly bruised flesh 

still  seemed to burn under his searching hand. 

You are wholeȮɯÐÕÛÖÕÌËɯÈɯÝÖÐÊÌɯÐÕɯ ÏɅ-ÈÝÖÙɀÚɯÔÐÕËȮɯ

overpowering his feverish thoughts, filled with such 

certainty of his well -being that he lifted his head to meet 

the gaze of Abalach-Re, now become queen again. Rise, 

my chosen, my sweet, said the queen in her honeyed voice. 

As Ah'Navor rose to obey her he felt a new organ 

stretch and awaken within him, and in a moment of 

clarity sensed the palpitating life of those sacrifices still 

alive at his feet, as if he had run his fingertips over all of 

their beating hearts at once. When he arose, the queen 

continued: You will find all of my enemies, all those that 

committed treason against me and their god Badna, and you 

ÞÐÓÓɯÉÙÐÕÎɯÔÌɯÉÈÊÒɯÛÏÌɯÝÌÙàɯÚÜÉÚÛÈÕÊÌɯÖÍɯÛÏÌÐÙɯÓÐÝÌÚȱɯstarting 

with the traitor Farcluun. 

The name of the traitor sent a pang of alarm in 

 ÏɅ-ÈÝÖÙɀÚɯÛÐÙÌËɯÏÌÈÙÛȭɯ3ÏÌɯØÜÌÌÕȮɯÚÌÌÔÐÕÎɯÛÖɯÚÌÕÚÌɯÏÐÚɯ

distress, narrowed her eyes to cobalt slits as her smiling 

face turned to a snarl. 

You will serve, the imperious voi ce commanded in his 

mind.  

 

The first prestige class appendix was first released by 

athas.org in 2005, containing mostly converted kits from 

previous Dark Sun supplements. The community feedback 

was so positive that athas.org decided to release a new 

appendix, but with something different this time, its 

content would be completely created by the community 

for the community.  

We have received over 80 submissions from fans, 

some also conversions from older supplements, other 

brand new, and the 31 prestige classes contained in this 

book is the result. 

 

How to Use This Book  
Prestige Class Appendix II is designed for use in any 

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

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

(MM ), Expanded Psionics Handbook (XPH), as well as the 

Dark Sun Core Rules (DS3) to make use of the material in 

this book. In addition, you might find useful to have the 

Epic Level Handbook, since this book contains a small 

amount of material designed for use with the system  

introduced in  that rulebook . 
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Ambofari  
òOh, skull of my ancestor, what light will you give us so that we 

shall forever remember our lineage back to the beginnings of 
timeó. 

ɭKimbo, ambofari of the pale moth -men. 

 

Ambofaris are the keepers of GÜÓÎɀÚɯÖÙÈÓɯÓÖÙÌȭɯ$ÈÊÏɯ

specific People has one assigned as guardian of their 

daga-fari, or house-tree, and of their spiritual lives. They 

are advisers, healers, lawyers and executioners of their 

People. The ambofaris are also very knowledgeable about 

the spÐÙÐÛɯÞÖÙÓËɯÈÕËɯÈÚɯÚÜÊÏȮɯ×ÙÖÛÌÊÛɯ&ÜÓÎɀÚɯ×Ö×ÜÓÈÊÌɯÍÙÖÔɯ

the various malicious spirits that inhabit the forest.  

Much of the knowledge they acquire is from ancient 

ÙÐÛÜÈÓÚɯ ÛÏÈÛɯ ÐÕÝÖÓÝÌɯ ÛÏÌɯ ÊÖÕÛÈÊÛÐÕÎɯ ÖÍɯ ÌÈÊÏɯ /ÌÖ×ÓÌɀÚɯ

ancestors. This is done within the shrine of ancestors in 

the highest branches of the daga-fari. The ambofari is 

highly respected within the community and she is usually 

the one to sentence lawbreakers of their People found 

guilty by a templar. Rarely does the templar refute that 

authority but they have every right to do so in cases when 

the ambofari is considered too lenient. 

Becoming an Ambofari 
To qualify to become an ambofari, a character must 

fulfill all the following criteria.  

Entry Requirements  
Skills:  Knowledge (local)  4 ranks, Knowledge (religion)  

8 ranks, Perform (oratory)  4 ranks. 

Feats: Any Gulg regional feat.  

Special: ,ÜÚÛɯÏÈÝÌɯÉÌÌÕɯÈ××ÙÌÕÛÐÊÌËɯÉàɯàÖÜÙɯ/ÌÖ×ÓÌɀÚɯ

ambofari. 

Class Features 
Spellcasting/Manifesting:  At every level indicated on 

the table, you gain new spells per day as if you had also 

attained a level in any one spellcasting class you belonged 

to before you added the prestige class. You gain 

additional power points  per day and access to new 

powers as if you had also gained a level in any one 

manifesting class you belonged to previously. You do not, 

however, gain any other benefit a character of either class 

would have gained (bonus metamagic, metapsionic, or 

item creation feats, psicrystal special abilities, and so on). 

This essentially means that you add the level of ambofari 

to the level of whatever other spellcasting class and 

manifesting class you have, then determines spells per 

day, caster level, power points  per day, powers known, 

and manifester level accordingly.  

If you had more than one spellcasting class or more 

than one manifesting class before you became an 

ambofari, you must decide to which class you add each 

level of ambofari for purpose of determining spells per 

day, caster level, power points  per day, powers known , 

and manifester level. 

Skull Rituals:  From the beginning of her training, the 

ambofari learns how to communicate with the spirits of 

her ancestors. 

Ɉ Lore (Ex): At 1st level, you can meditate with 

individual skulls and gain instinctive knowledge 

regarding various topics, just as a bard can with the 

bardic knowledge  class feature. You add your ambofari 

class level and your Intelligence modifier to the skull 

ritual check. 

Ɉ Speak With Ancestors (Su): At 4th level, you learn 

how to speak directly to your ancestors. You may now 

speak with dead a number of times per day equal to 1 + 

your Charisma ÉÖÕÜÚȭɯ'ÖÞÌÝÌÙȮɯÛÏÌɯÚÒÜÓÓÚɀɯÜÚÌËɯÔÜÚÛɯÉÌɯ

of your own People (DMɀÚɯËÐÚÊÙÌÛÐÖÕȺȭ 

Ɉ Oracle (Su): At 7th level, you can ask your 

ancestors to pierce the web of time and speak of the 

future. You may now cast divination once per day. This 

ritual must be cast within the daga -fari.  

Ɉ  ÕÊÌÚÛÖÙɀÚɯ2ÛÙÌÕÎÛÏɯȹ2ÜȺȯ At 10th level, you can 

ask one ancestor to infuse its spirit within yourself. This 

translates in a +6 bonus to a chosen ability score for 10 

Table: The Ambofari  Hit Die: d4  

Level 

Base 

Attack  

Bonus 

Fort 

Save 

Ref 

Save 

Will  

Save Special Spellcasting/Manifesting  

1st +0 +0 +0 +2 Skull ritual (lore)  +1 level of existing manifesting or spellcasting class 

2nd +1 +0 +0 +3 ˈ +1 level of existing manifesting or spellcasting class 

3rd +1 +1 +1 +3 Turn/rebuke undead  ˈ 

4th +2 +1 +1 +4 

Skull ritual (speak 

with ancestors) 

ˈ 

5th +2 +1 +1 +4 ˈ +1 level of existing manifesting or spellcasting class 

6th +3 +2 +2 +5 Spirit vision  +1 level of existing manifesting or spellcasting class 

7th +3 +2 +2 +5 Skull ritual (oracle)  ˈ 

8th +4 +2 +2 +6 Ghost warrior  ˈ 

9th +4 +3 +3 +6 ˈ +1 level of existing manifesting or spellcasting class 

10th +5 +3 +3 +7 

Skull ritual 

(ancestors strength) 

+1 level of existing manifesting or spellcasting class 

Class Skills (4 + Int modifier per level):  Concentration, Craft, Diplomacy , Handle Animal , Heal, Intimidate , 

Knowledge  (any), Listen, Perform (oratory) , Profession, Psicraft, Sense Motive, Spellcraft, Spot. 
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hours once per day. The ritual takes 1 hour and must be 

practiced within the daga -fari.  

Turn/Rebuke Undead (Su):  At 3rd level, you can turn  

or rebuke/command undead as a cleric two levels lower 

would. You can rebuke undead a number of times per 

day equal to 3 + your Charisma modifier.  

Spirit Vision (Su):  The senses of the ambofari become 

attuned to all things invisible. You can now use see 

invisibility  at will.  

Ghost Warrior (Su):  Beginning at 8th level, you confer 

the ghost touch special ability (DMG 223) to any weapon 

you hold as long as you hold it. You also become resistant 

to the touch attacks of incorporeal  creatures, and may use 

your normal Armor Class (not your touch AC) against 

touch attacks delivered by an incorporeal  creature. 

 

Arcanist  
òUseless knowledge? There isnõt such a thing.ó 

ɭUtaa Fireshaper, arcanist 

 

Arcanists are elves striving to learn all matters arcane. 

Their greatest pleasure is to learn unusual spells and add 

magical items to their collection. Arcanists carry an 

extensive number of pouches and packs; each one 

crammed full of items pertaining to the arcane arts. Spell 

components spill from every pocket, and arcane texts 

carved on bone and stone jut from every crowded pouch.  

The great majority of arcanists come from the wizard 

class, as natural extensions of that class. Some few are 

psions, druids and clerics that wish to understand all 

forms of supernatural occurrences. As a result of their 

endless research and studies, arcanists end up knowing a 

little about a lot of differe nt things. They are consulted 

often, becoming experts and advisers for their tribes. 

NPC arcanists can be found in Elven Markets, selling 

both genuine and fake magic items, as well as teaching 

aspiring elf mages the tools of the trade. 

 

 

 

 

 

 

Becoming an Arcanist 
To qualify to become an arcanist, a character must 

fulfill all the following criteria.  

Entry Requirements  
Skills:  Knowledge (arcana) 8 ranks, Knowledge 

(history)  4 ranks, Literacy (Elvish), Speak Language 

(any ancient language), Spellcraft 5 ranks. 

Spells: Ability to cast 3rd -level arcane spells. 

Special: Must be an elf affiliated to a tribe.  

Class Features 
Spellcasting:  You gain spells per day as if you had 

gained a level in whatever arcane spellcasting class that 

you belonged to before you gained the prestige class. If 

you have more than one arcane spell class then you must 

choose only one to which to apply the increase. You do 

not gain any other benefit that a character of that class 

would normally gained, such as bonus feats or metamagic 

feats. 

Arcanist Lore (Ex):  You have the ability to know 

legends or information regarding various topics, just as a 

bard can with bardic knowledge . You add your arcanist 

level and your Intelligence modifier to the arcanist lore 

check, which functions otherwise exactly like a bardic 

knowledge  check. 

Investigator:  At 1st level, you receive Investigator  as a 

bonus feat. 

Savant (Ex): You gain a +2 insight bonus  in all 

Knowledge  checks in which you have at least 5 ranks. 

Bonus Feat: At 3rd level, you receive an item creation 

feat as a bonus feat. 

Exegete (Ex): At 4th l evel, having spent a great 

amount of time pouring over old tablets, deciphering 

ancient carvings, and hunting for hidden lore, you 

become able to draw upon this vast wealth of knowledge 

and apply it to many situations. You are considered to be 

trained in a ll forms of Knowledge  and can choose to take 

10 in Knowledge  checks which you have at least 10 ranks 

in. 

Spelunker (Ex):  The arcanist becomes a master at 

finding arcane relics. In your  travels you have acquired 

many things that, due to their age and obscurity, take a 

while to properly study so as to reveal the secrets they 

hold. By 5th level you are granted a magic item of arcane 

design worth up to 10,000 Cp. 

 

Table: The Arcanist  Hit Die: d4  

Level 

Base 

Attack  

Bonus 

Fort 

Save 

Ref 

Save 

Will  

Save Special Spellcasting  

1st +0 +0 +0 +2 Arcane lore, investigator  +1 level of existing arcane spellcasting class 

2nd +1 +0 +0 +3 Savant +1 level of existing arcane spellcasting class 

3rd +1 +1 +1 +3 Bonus feat +1 level of existing arcane spellcasting class 

4th +2 +1 +1 +4 Exegete +1 level of existing arcane spellcasting class 

5th +2 +1 +1 +4 Spelunker +1 level of existing arcane spellcasting class 

Class Skills (4 + Int modifier per level):  Bluff , Concentration, Craft , Gather Information , Knowledge  (all skills taken 

individually), Literacy, Profession, Speak Language, Spellcraft, Spot, Use Magic Device. 
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Arena Mage  
òYou can't possibly hope to stand against my mastery of the 
Way. Will you yield, or should I burn out your other eye?ó 

ɭKauthkos, arena mage 

 

The arena mage is a wizard who has acquired the 

skills necessary to survive the rigors of arena combat, 

engaging his opponents with an arsenal of spells. The 

lesson to conceal this spellcasting ability comes quickly, as 

failure means death. As such, an arena mage becomes a 

master at casting spells in secret, as well as masking his 

magic-use. To accomplish this feat, the arena mage has 

developed a unique talent to help him: giving his spells 

the trappings of psionic powers. Through the art of 

deception and a constant charade of psionic aptitude he is 

able to maintain secret his spellcasting even in the most 

public of places. 

 Creatures of any race and any class can end up in the 

arena, but only those with magical aptitude become arena 

mages. Most are slaves who have somehow kept their 

spellbooks hidden, or have succeeded in making new 

ones, and have chosen to use their magical skills to their 

advantage. Rarely, a free wizard becomes an arena mage, 

either for fame and fortune or to aid in the infiltration of 

the slave pens at the behest of a higher authority, such as 

a sorcerer-monarch or the Veiled Alliance.  

 The vast majority of arena mages are preservers, as it 

is far easier for them to conceal their use of magic. Defiler 

arena mages are very rare, for they do not long survive 

templar scrutiny. Those who do survive make clever use 

of the Distance Raze feat, or take levels in the myrmeleon 

class, to hide their defiling. Preserving arena mages, due 

to their great skill  at spellcasting concealment, are often 

sought out by members of the Veiled Alliance. Therefore, 

it is not uncommon for an arena mage to also have levels 

as a veiled one. Arena mages frequently multiclass, 

allowing them to draw upon the skills of the other class to 

further disguise their spellcasting. Templar and druids, 

however, rarely find themselves in the arena, so almost 

never become arena mages. 

 Most NPC arena mages are human or half-elven, the 

adaptability of these races making them better suited to 

the rigors of such a life. Elves, with their natural aptitude 

for magic, make excellent arena mages if they can endure 

the confinement of the arena walls. Dwarves, on the other 

hand, rarely  become arena mages due to their general 

distrust of magic, and halfling or aarakocran arena mages 

are almost unheard of. 

Becoming an Arena Mage 
To qualify to become an arena mage, a character must 

fulfill all the following criteria.  

Entry Requirements  
Skills:  Bluff  8 ranks, Disguise 8 ranks, Knowledge 

(psionics) 4 ranks, Psicraft 4 ranks. 

Feats: Combat Casting, Eschew Materials, Psionic 

Mimicry, Skill Focus (Bluff ). 

Spells: Able to cast 2nd-level arcane spells. Must know 

at least one melee touch spell and at least one spell 

with a psionic counterpart (such as keen edge). 

Class Features 
Spellcasting:  Starting at 2nd level and every even 

level afterwards, you gain new spells per day as if you 

had also gained a level in whatever arcane spellcasting 

class you belonged to before you added the prestige class. 

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

that class would have gained. This essentially means that 

New Feat: Psionic Mimicry [General] 

Due to your study of psionic powers, you can pass your spells as such. 

Prerequisite:  Bluff  8 ranks, Knowledge (psionics)  4 ranks, Psicraft 4 ranks. 

Benefit:  Your can disguise your spells as psionic powers by making a successful Psicraft check (DC 10 + spell level). An 

onlooker suspecting the nature of your spellcasting can attempt to identify a spell b eing cast using the Spellcraft skill , 

but your  check DC increases by +2. 

Table: The Arena Mage  Hit Die: d6  

Level 

Base 

Attack  

Bonus 

Fort 

Save 

Ref 

Save 

Will  

Save Special Spellcasting  

1st +0 +0 +2 +2 Arena casting, psionic mimicry  ˈ 

2nd +1 +0 +3 +3 Unarmed strike  +1 level of existing arcane spellcasting class 

3rd +1 +1 +3 +3 Sneak attack +1d6 ˈ 

4th +2 +1 +4 +4 Distract opponent 1/day  +1 level of existing arcane spellcasting class 

5th +2 +1 +4 +4 Fast concealment ˈ 

6th +3 +2 +5 +5 Uncanny dodge +1 level of existing arcane spellcasting class 

7th +3 +2 +5 +5 Reputation ˈ 

8th +4 +2 +6 +6 Sneak attack +2d6 +1 level of existing arcane spellcasting class 

9th +4 +3 +6 +6 Distract opponent 2/day  ˈ 

10th +5 +3 +7 +7 Persistent touch +1 level of existing arcane spellcasting class 

Class Skills (4 + Int modifier per level):  Balance, Bluff , Climb , Concentration, Craft, Disguise, Gather Information , 

Intimidate , Jump, Perform, Profession, Psicraft, Sense Motive, Sleight of Hand, Spellcraft, Tumble. 
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you add the level of arena mage to the level of whatever 

other arcane spellcasting class you have, then determine 

spells per day and caster level accordingly.  

If you had more than one arcane spellcasting class 

before you became an arena mage, you must decide to 

which class you add each level of arena mage for the 

purpose of determining spells per day.  

Arena Casting (Ex):  You add half your arena mage 

level (rounded down) as a competence bonus to 

Concentration checks made to cast spells while on the 

defensive. 

Psionic Display (Ex):  You can attempt to create 

psionic displays during the casting of a spell, with a 

successful Psicraft check (DC 15 + spell level). Adding 

displays to a spell provi des a +5 circumstance bonus to 

Bluff  checks made to conceal spellcasting. Spells that have 

psionic counterparts, such as daze, emulate the displays of 

their psionic counterparts; spells that do not have psionic 

counterparts get attributed random displays.  

An opponent can attempt to identify a spell being cast 

by you using the Psicraft skill, just  as if the spell were a 

×ÚÐÖÕÐÊɯ×ÖÞÌÙȮɯÈÚɯÓÖÕÎɯÈÚɯÛÏÌɯÚ×ÌÓÓɀÚɯËÐÚ×ÓÈàÚɯÊÖÙÙÌÚ×ÖÕËɯ

to an actual psionic power. A spell that has random 

displays cannot be identified.  

Unarmed Strike:  At 2nd level, you gain the benefit of 

the Improved Unarmed Strike  feat. 

Sneak Attack (Ex):  This is exactly like the rogue ability 

of the same name. The extra damage dealt increases by 

+1d6 at 8th level. If you get a sneak attack bonus from 

another source the bonuses on damage stack. 

Distract Opponent (Ps):  When reaching 4th level, you 

can create figments that only your opponent can see, such 

as phantom blows or whispers in the mind. You can, once 

per day, use this ability as a swift action  on a single target 

within 30 ft. The target is rendered flat -footed until the 

beginning of her next turn, unless she succeeds at a Will 

save. You can use this ability another time per day at 9th 

level. The save DC against this ability is 11 + your 

Charisma modifier.  

Fast Concealment  (Ex): By 5th level, you have become 

so good at concealing your spellcasting using the Bluff  

skill, that  it is no longer a move action for you but rather a 

free action. 

Uncanny Dodge (Ex):  At 6th level, your constant 

attentiveness allows you to retain your Dexterity  bonus to 

AC (if any) even if you are caught flat -footed or struck by 

an invisible attacker. However, you still lose your 

Dexterity  bonus to AC if immobilized . If you already have 

uncanny dodge from a different class, you automatically  

gain improved  uncanny dodge (as the gladiator ability) 

instead. 

Reputation (Ex):  By 7th level, your exploits earn you 

the respect and admiration of those around you. You 

receive a +1 circumstance bonus to non-combat uses of the 

Bluff , Diplomacy , Gather Information , and Intimidate  

skills. These benefits do not apply when dealing with 

rival gladiators or their devoted fans. If you have or select 

the Leadership feat, you gain a +1 bonus to your  

Leadership score. 

Persistent Touch (Ex): The arena mage has mastered 

the use of touch spells in combat by 10th level. Whenever 

you use a melee touch spell, the charge persists for 

another round, allowing you to discharge the spell again 

the next round, as if you were holding the charge ( PH 

141). If you are capable of multiple attacks per round (due 

to high level or being under the effects of haste, for 

example), you may instead elect to make multiple melee 

touch attacks with the spell against a single opponent, as 

though using a full attack  action. 

 

Auditor  
"Information is more powerful than steel.ó 

ɭArandes, Tyrian auditor  

 

The cities of Athas are filled with intrigue, treachery, 

and double-dealing. In this setting, information is a 

ÞÌÈ×ÖÕɯÛÏÈÛɯÔÈàɯÉÌɯÞÐÌÓËÌËɯÈÎÈÐÕÚÛɯÖÕÌɀÚɯÌÕÌÔÐÌÚȭɯ3ÏÌɯ

auditor sp ecializes in extracting information through 

psionic observation or interrogation.  

3ÏÌɯÈÜËÐÛÖÙɀÚɯÑÖÉɯËÌÚÊÙÐ×ÛÐÖÕɯÙÈÕÎÌÚɯÍÙÖÔɯÐÕÍÖÙÔÈÛÐÖÕɯ

broker to psionic assassin. In most cities, the templars 

have auditors working for them. Other auditors are 

members of the Veiled Alliance, criminal gangs, or are 

Table: The Auditor  Hit Die: d6  

Level 

Base 

Attack  

Bonus 

Fort 

Save 

Ref 

Save 

Will  

Save Special Spellcasting/Manifesting  

1st +0 +0 +0 +2 Contact 1/week ˈ 

2nd +1 +0 +0 +3 Fast gathering +1 level of existing manifesting class 

3rd +1 +1 +1 +3 Bonus feat +1 level of existing manifesting class 

4th +2 +1 +1 +4 Contact 2/week +1 level of existing manifesting class 

5th +2 +1 +1 +4 No display  +1 level of existing manifesting class 

6th +3 +2 +2 +5 Bonus feat +1 level of existing manifesting class 

7th +3 +2 +2 +5 Penetrating mind, contact 3/week +1 level of existing manifesting class 

8th +4 +2 +2 +6 Great inquisitor  +1 level of existing manifesting class 

9th +4 +3 +3 +6 Bonus feat +1 level of existing manifesting class 

10th +5 +3 +3 +7 Piercing mind, contact 4/week ˈ 

Class Skills (4 + Int modifier per level):  Bluff , Craft , Concentration, Diplomacy , Disguise, Gather Information , 

Knowledge  (all skills, taken individually), Listen, Profession, Psicraft, Sense Motive, Spot. 
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employed by the merchant dynasties. 

 

Humans are the most common auditors, since they 

draw the least attention in urban settings. Elves, half-

elves, and dwarves are also found. Auditors can be found 

in great cities or wherever their services are needed. 

Becoming an Auditor 
To qualify to become an auditor, a character must 

fulfill all the following criteria.  

Entry Requirements  
Skills:  Gather Information  8 ranks, Listen 5 ranks, Spot 

5 ranks. 

Feats: Inquisitor , Skill Focus (Sense Motive). 

Psionics: Able to manifest 3rd -level powers. 

Class Features 
Weapon and Armor Proficiency:  Auditors are 

proficient in all simple weapons and the wrist razor.  

Manifesting:  At every level  from 2nd through 9th , 

you gain additional power points  per day and access to 

new powers as if you had also gained a level in whatever 

manifesting class you belonged to before you added the 

prestige class. You do not, however, gain any other 

benefit a character of the class would have gained (bonus 

feats, metapsionic, psionic or item creation feats, 

psicrystal special abilities, and so on). This essentially 

means that you add the level of auditor  to the level of 

whatever manifesting class you have, then determines 

power points  per day, powers known,  and manifester 

level accordingly.  

 If you had more than one manifesting class before 

you became a auditor , you must decide to which class you 

add the new level of auditor  for the purpose of 

determining power points  per day, powers known, and 

manifester level. 

Contact: Auditors have the privilege of acquaintances 

that will do favors for them. The use of contacts is 

restricted to the listed amount of times per week. The DM  

has final say on the extent of favors that may be extracted. 

The following list provid es sample uses of contact. 

- Access to information (equal to Gather Information  

DC 20) 

- Access to purchase black market goods. 

- Access to purchasing spellcasting services. 

- Access to rumors (equal to Knowledge (local)  DC 20) 

- Appointment or meeting with an NPC (templar, 

noble, gladiatorial slave, chieftain etc. at DM 's discretion). 

Fast Gathering: Auditors are efficient informers; they 

take only half of the rolled time on Gather Information  

checks. 

Bonus Feat: At 3rd, 6th and  9th levels, you gain a 

bonus feat from the following list: Diligent , Deceitful , Skill 

Focus, Improved Initiative , Investigator , Negotiator , 

Persuasive, Alertness, Stealthy, Iron Will . You must 

qualify for any feat requirements.  

No Display (E x): You gain a +10 competence bonus to 

Concentration checks to manifest psionic powers without 

displays. 

Penetrating Mind (Ex):  At 7th level, you add 2 to the 

save DC of a clairsentient or telepathic power you 

manifests. You also gain a +2 bonus to manifester level 

checks to overcome power resistance when manifesting 

clairsentient or telepathic powers. 

Great Inquisitor:  Beginning at 8th level, when you 

spend your  psionic focus for the Inquisitor  feat, you gain 

a +20 bonus on Sense Motive checks to resist Bluff  checks, 

instead of +10. 

Piercing Mind (Ex):  At 9th level, you add 4 to the DC 

of a clairsentient or telepathic power you manifest and 

gain instead a +4 bonus to manifester level checks to 

overcome power resistance when manifesting 

clairsentient or telepathic powers. These numbers replace 

the penetrating mind  ability . 

 

Blind Fighter  
òSight is a weakness to be exploited.ó 

ɭEke the Blind, mul gladiator  

 

Blind fighters are warriors who have been born blind, 

become blind later in life, or have trained with a blind 

fold or other device to obscure vision. The blind fighter  

has honed her remaining senses to the point where it has 

made her a deadly weapon. Where she is crippled in one 

sense, she has gained a sixth sense and combines that 

with her remaining 4 senses, bringing her awareness to an 

all new level and allowing her to become the ultimate 

fighting machine.  

Gladiators, usually mul gladiators, often become blind 

fighter s due to their natural hardiness and ability to stay 

alive more than any other race in the gladiatorial pit. A 

hermit that was blind since birth could become a blind 

fighter  naturally just by practicing and honing what 

fighting skills he has. Others actual ly use blindfolds and 

Table: The Blind Fighter  Hit Die: d10  

Level 

Base 

Attack  

Bonus 

Fort 

Save 

Ref 

Save 

Will  

Save Special 

1st +1 +2 +2 +0 Improved blind fight, alerted defense  

2nd +2 +3 +3 +0 Focused alertness (+2) 

3rd +3 +3 +3 +1 Improved blind fight (ghost touch), bonus feat  

4th +4 +4 +4 +1 Focused alertness (+4) 

5th +5 +4 +4 +1 Blindsight, bonus feat 

Class Skills (2 + Int modifier per level):  Balance, Climb , Concentration, Craft , Intimidate , Jump, Listen, Move Silently , 

Profession, Tumble. 




