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ALTERNATIVE 

SPELLBOOKS  

In the Tyr region, writing itself is 
forbidden, except by those of      certain privileged 
castes -      nobles, templars, and merchants -      and 
unlawful possession of written material may be 
punishable by death. If a text is suspected of 
containing magical formulae, the consequences may 
be even more severe. If the spellcaster is not 
executed on the spot, they are usually subjected to 

brutal interrogation, combining physical torture 
and psionic mind-probing in an effort to extract any 
information that might implicate other spellcasters 
- particularly when a connection to the Veiled 
Alliance is suspected. 

In this context, traditional spellbooks -      
scrolls, codices, tablets, or bound parchments -      
have become unsuitable for use by anyone not 
directly protected by a sorcerer-monarch. 
Spellcasters must therefore turn to alternative forms 
to preserve their knowledge: tattoos, embroidered 
garments, engraved objects, cloths, blankets,      
staves, and the like. These “hidden spellbooks” allow 
for spell preparation without raising suspicion, but 
they require specialized skills both to create and to 
interpret. 

Tattoo Spellbooks 

Tattoos offer the advantage of always being 
on one’s person and easily concealed. 

● Each tattoo can contain up to 3 pages of 
standard spellbook content 

● Inscription cost is 100 ceramic pieces (cp) 
per standard page 

● The text can be written in micro-script: this 
doubles the capacity (up to 6 pages per 
tattoo) but requires a magnifying glass to 
read and doubles the cost (200 cp per page) 

● The text can be encrypted to prevent 
recognition or deciphering by others (+100 
cp per page) 

● The text can be rendered invisible, only 
appearing for one hour after the application 
of a revealing oil (+150 cp per page) 

● A spell of level N occupies N pages, as in any 
standard spellbook 
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● A character may bear up to 20 spell tattoos, 
shared with the limit for psionic and 
magical tattoos. For example, a character 
might wear two Body Adjustment psionic 
tattoos and up to 18 spell tattoos 

● The bearer can move a tattoo to another 
location on their own body or transfer it to 
another living creature (willing or 
unconscious) as a standard action 

Garment Spellbooks 

Underground mages often use the fabric of 
their equipment to inscribe spells as embroidered 
motifs, coded stitches, or symbolic weaves. 
Keffiyehs, scarves, sashes, capes, and other practical 
cloth items provide discreet, flexible media that can 
be integrated into clothing without drawing 
attention. 

● Each textile surface has a capacity depending on 
its usable size: 

o A spell-keffiyeh can hold up to 12 pages 
of standard embroidery. 

o A belt-scarf spellbook holds up to 6 
pages of standard embroidery. 

o A spell-cape can hold 12 pages of 
standard embroidery. 

● As with tattoos: 
o Inscription cost is 100 cp per standard 

page. 
o Micro-embroidery doubles the 

capacity, cost (200 cp per page), and 
inscription time. It also requires a 
magnifying glass and doubles the time 
needed to read. 

o Inscriptions can be encrypted (+100 cp 
per page) to prevent understanding if 
seized. 

● Textiles can be fireproofed (+200 cp) 

These textile spellbooks are vulnerable to 
wear, weather, and confiscation. Experienced mages 
build in redundancies, spreading their knowledge 
across multiple items - a common spell might 
appear on both a scarf and a cape. 

Other objects - staves, tools, furniture, etc. 
- can be carved or engraved with spells, but they 
offer smaller surfaces and are less convenient to 
carry or use. 

Example Loadout – Level 5 
Wandering Mage 

Jalen, a Tyrian-born preserver, travels by 
kank between Altaruk and Balic. He has distributed 
his spells across three different types of media to 
avoid losing everything at once. 

Medium Pages 

Micro-script tattoos (5) 30 

Coded keffiyeh 12 

Belt-scarf 6 

Total 48 

Risk of Discovery – 

Search and Detection 

When a character actively examines 
tattooed skin, embroidered garments, or decorated 
objects, they may make a Search check to detect the 
presence of hidden magical text or diagrams. 

● Difficulty Class modifiers: 
o Base (magic integrated into a 

decorative or symbolic pattern): DC 15 
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o Micro-script or miniature embroidery: 
+2 

o Encrypted or coded content: +5 
o Magically or alchemically hidden (e.g., 

invisible ink or illusion): DC 25 
minimum (requires activation or 
magic to become visible) 

These DCs assume a careful, unimpeded 
search (sufficient lighting, reasonable time, full 
access to the item or area). 

● Circumstantial bonuses to Search (these 
bonuses are cumulative and apply regardless of 
encryption, as long as the material is written or 
symbolic in nature):      

o +2 if the character has at least 5 ranks 
in Spellcraft (familiarity with magical 
writing structures) 

o +2 if the character has at least 5 ranks 
in Decipher Script (able to recognize 
encoded or stylized text) 

o +5 if the tattoo is partially hidden or 
the garment is wrapped or folded 

o If the search is not attentive, apply a –
10 penalty for distance (more than 1 ft. 
but under 5 ft.) and an additional –10 if 
the search takes less than a full round 

o For a thorough search, assume 1 full 
round per 10 tattoos or per item to be 
examined 

ALTERNATIVE 

POTIONS  

In Dark Sun, traditional potions have been 
replaced by potion fruits - enchanted fruits that 
contain a single magical effect. However, their form, 

transport, and consumption differ significantly 
from how potions function in more conventional 
settings. It seem     s far less natural to grab a fruit 
and chew it mid-combat than it is to uncork a vial 
or break a prepared object. 

The alternatives presented here retain the 
usability logic of standard potions while integrating 
seamlessly into Dark Sun’s aesthetics and harsh 
atmosphere. This is not about reintroducing glass 
vials, but rather about using other      forms plausible 
for such a world: clay amulets worn around the 
neck, magic-charged stones crushed in the hand, or 
dried pastes that can be swallowed without 
elaborate manipulation. Activation remains quick -      
a standard action, or even a move action if the item 
is readily accessible. 

Overall, these variants diversify the magical 
equivalents of potions. They offer players more 
immersive ways to interact with magic without 
breaking the material consistency or the wary, 
rugged ambiance characteristic of Dark Sun. They 
also add flavor to exploration: in ancient ruins, it is 
far more believable to find a dried balm in a sealed 
pot, a stone still pulsing with energy, or an intact 
amulet, than an unshattered vial or a still-fresh fruit. 
These ancient magical consumables help preserve 
the functionality of relics in abandoned places 
without disrupting environmental logic or the 
presumed antiquity of such ruins. 

Types of Alternative 
Potions 

• Balms, Creams, and Ointments 

Applied directly to the skin. Stored in small 
containers made of leather, wood, or bone, 
these can be used as swiftly as a potion: the 
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character simply dabs a dose with a fingertip 
and applies it to the lips, a wound, or another 
targeted area. 

• Enchanted Fruit Pastes 

Quickly swallowed. Often shaped into small 
blocks, they are easy to carry, preserve well, and 
do not attract unwanted attention. 

• Infused Stones 

Activated by being crushed in the hand. The 
released magic instantly reduces them to dust. 
These single-use, innocuous-looking items are 
highly prized for their discretion. 

• Breakable Amulets 

Often made of clay, these function similarly to 
infused stones - the magical effect is triggered 
by intentionally shattering them. They may be 
sewn into garments, worn as talismans, or kept 
in a pouch. 

• Ephemeral Magic Tattoos 

These temporary tattoos inscribe an activatable 
effect on the skin. They follow the same rules as 
psionic tattoos but replicate magical effects of 
potions. Each is single-use, vanishes upon 
activation, and counts against the character’s 
tattoo limit. The total number of magical, 
psionic, and spellbook tattoos combined cannot 
exceed 20 per individual, regardless of type. 

  



5 
 

Legal Information 

Based on the original DUNGEONS & 
DRAGONS® game by E. Gary Gygax and Dave 
Arneson and on the third edition of the 
DUNGEONS & DRAGONS® game designed by 
Jonathan Tweet, Monte Cook, and Skip Williams. 

This document is a fan-made, non-
commercial work. It is not affiliated with, endorsed, 
or approved by Wizards of the Coast, Inc. or 
Hasbro, Inc. 

Dungeons & Dragons®, D&D®, Dark 
Sun®, and all related terms, including but not 
limited to Nibenay, Hamanu, Tyr, Urik, templar, 
defiler, preserver, silt sea, and others, are registered 
trademarks or intellectual property of Wizards of 
the Coast, Inc., a subsidiary of Hasbro, Inc. This 
document contains derivative material based on the 
Dark Sun campaign setting originally published by 
TSR, Inc. and Wizards of the Coast. All such 
derivative material is used here in accordance with 
the Open Game License and with respect for the 
original creators, solely for personal and non-
commercial use. 

 

Open Game Content Declaration 

Except where noted as Product Identity, all 
game mechanics and rules content in this document 
are hereby designated as Open Game Content under 
the terms of the Open Game License version 1.0a. 

 

Product Identity 

The following elements are designated 
as Product Identity in accordance with Section 
1(e) of the Open Game License, and are not Open 
Game Content: 

● All proper names from the Dark Sun 
campaign setting, including but not 
limited to Nibenay, Cromlin,Hamanu, 
Urik, Tyr, Athas, Balic, Raam, Gulg, 
Draj, and the Dragon of Tyr. 

● Specific character names, 
organizations (e.g., the Veiled Alliance, 
Shom, Tsalaxa), unique magical and 
psionic items, races, classes, spells, and 
powers unique to Dark Sun. 

● All unique geographic locations (e.g., 
the Sea of Silt, the Tablelands, the 
Obsidian Plains) and unique cultural 
references. 

● All artwork, cartography, trade dress, 
symbols, and design elements specific 
to Dark Sun, unless otherwise released 
as Open Game Content. 

These elements are used here solely as part 
of a non-commercial, fan-created work and 
may not be used for any commercial purpose 
without permission from Wizards of the Coast. 

 

License and Use 

This document is published under the 
terms of the Open Game License (OGL) version 
1.0a, which is reproduced in full below. Any use of 
the Open Game Content must also comply with the 
terms of that license. 
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This document may be reproduced, shared, 
or modified for personal use only. It may not be sold 
or otherwise used to generate revenue in any form. 

 

Disclaimer 

This is a work of fiction. Any resemblance 
to actual persons, places, organizations, or events is 
purely coincidental. 

 

Open Game License Version 1.0a 

1. Definitions: 

(a) "Contributors" means the copyright 
and/or trademark owners who have contributed 
Open Game Content; 

(b) "Derivative Material" means 
copyrighted material including derivative works 
and translations (including into other computer 
languages), potation, modification, correction, 
addition, extension, upgrade, improvement, 
compilation, abridgment or other form in which an 
existing work may be recast, transformed or 
adapted; 

(c) "Distribute" means to reproduce, 
license, rent, lease, sell, broadcast, publicly display, 
transmit or otherwise distribute; 

(d) "Open Game Content" means the game 
mechanic and includes the methods, procedures, 
processes and routines to the extent such content 
does not embody the Product Identity and is an 
enhancement over the prior art and any additional 
content clearly identified as Open Game Content by 
the Contributor, and means any work covered by 
this License, including translations and derivative 

works under copyright law, but specifically excludes 
Product Identity. 

(e) "Product Identity" means product and 
product line names, logos and identifying marks 
including trade dress; artifacts; creatures characters; 
stories, storylines, plots, thematic elements, 
dialogue, incidents, language, artwork, symbols, 
designs, depictions, likenesses, formats, poses, 
concepts, themes and graphic, photographic and 
other visual or audio representations; names and 
descriptions of characters, spells, enchantments, 
personalities, teams, personas, likenesses and special 
abilities; places, locations, environments, creatures, 
equipment, magical or supernatural abilities or 
effects, logos, symbols, or graphic designs; and any 
other trademark or registered trademark clearly 
identified as Product identity by the owner of the 
Product Identity, and which specifically excludes the 
Open Game Content; 

(f) "Owner" means the owner of the 
Product Identity or Open Game Content. 

2. The License: 

This License applies to any Open Game 
Content that contains a notice indicating that the 
Open Game Content may only be used under and in 
terms of this License. You must affix such a notice 
to any Open Game Content that you Use. No terms 
may be added to or subtracted from this License 
except as described by the License itself. No other 
terms or conditions may be applied to any Open 
Game Content distributed using this License. 

3. Offer and Acceptance: 

By Using the Open Game Content You 
indicate Your acceptance of the terms of this 
License. 

4. Grant and Consideration: 
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In consideration for agreeing to use this 
License, the Contributors grant You a perpetual, 
worldwide, royalty-free, non-exclusive license with 
the exact terms of this License to Use, the Open 
Game Content. 

5. Representation of Authority to 
Contribute: 

If You are contributing original material as 
Open Game Content, You represent that Your 
Contributions are Your original creation and/or 
You have sufficient rights to grant the rights 
conveyed by this License. 

6. Notice of License Copyright: 

You must update the COPYRIGHT 
NOTICE portion of this License to include the exact 
text of the COPYRIGHT NOTICE of any Open 
Game Content You are copying, modifying or 
distributing, and You must add the title, the 
copyright date, and the copyright holder's name to 
the COPYRIGHT NOTICE of any original Open 
Game Content you Distribute. 

7. Use of Product Identity: 

You agree not to Use any Product Identity, 
including as an indication as to compatibility, except 
as expressly licensed in another, independent 
Agreement with the owner of each element of that 
Product Identity. You agree not to indicate 
compatibility or co-adaptability with any 
Trademark or Registered Trademark in 
conjunction with a work containing Open Game 
Content except as expressly licensed in another, 
independent Agreement with the owner of such 
Trademark or Registered Trademark. The use of 
any Product Identity in Open Game Content does 
not constitute a challenge to the ownership of that 
Product Identity. The Owner of any Product 
Identity used in Open Game Content shall retain all 

rights, title and interest in and to that Product 
Identity. 

8. Identification: 

If you distribute Open Game Content you 
must clearly indicate which portions of the work 
that you are distributing are Open Game Content. 

9. Updating the License: 

Wizards or its designated Agents may 
publish updated versions of this License. You may 
use any authorized version of this License to copy, 
modify and distribute any Open Game Content 
originally distributed under any version of this 
License. 

10. Copy of the License: 

You MUST include a copy of this License 
with every copy of the Open Game Content You 
Distribute. 

11. Use of Contributor Credits: 

You may not market or advertise the Open 
Game Content using the name of any Contributor 
unless You have written permission from the 
Contributor to do so. 

12. Inability to Comply: 

If it is impossible for You to comply with 
any of the terms of this License with respect to some 
or all of the Open Game Content due to statute, 
judicial order, or governmental regulation then You 
may not Use any Open Game Material so affected. 

13. Termination: 

This License will terminate automatically if 
You fail to comply with all terms herein and fail to 
cure such breach within 30 days of becoming aware 
of the breach. All sublicenses shall survive the 
termination of this License. 
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14. Reformation: 

If any provision of this License is held to be 
unenforceable, such provision shall be reformed 
only to the extent necessary to make it enforceable. 

15. COPYRIGHT NOTICE: 

Open Game License v 1.0a © 2000 Wizards 
of the Coast, Inc. 

 


