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ChaPtcr I~ Unlifc in the Dead | ands

Flagers’ Introduction to the [Dead | ands

DMs Note: This chapter has been created as both an introduction for DMs, and an possible in-game encounter for
PCs. For those looking for an alternative to the legends research of Secrets of the Dead Lands Chapter 1, this is another
way to lure players into the lands.

While we are confident this advice won't actually help the players much, there are some DMs who may consider this
too spoilery for their tastes. Therefore, we recommend reading this first and sharing only the parts of this chapter that
suit your DMing style.

An Audience with Olcl Axtha of Balic, Resident Sagc of the Southern
Obsidian FPlains.

Welcome...

Come closer, young ones. Let me get a look at you...
Hmm... so young and strong...

So...you’re the brave adventurers looking to journey
into the Dead Lands? Ha hah.

...You really don’t have any idea what you're getting
into, do you?

Nobody visits the so-called “Dead Lands” and
survives. Well, almost nobody. But you don’t know
anyone who has ever been there, as the number of
visitors who return from that journey are so few and
so powerful you'll never meet one either.

Oh, sure, you've already proven your selves many
times. We wouldn’t be having this conversation if you
hadn’t. But that was in the realms of the living.
...Where you're going, young ones, is a place even the
gods among men themselves will dare not go. Not
anymore. No Sorcerer King or Queen has set foot in
those lands since the Cleansing... back when that land
was called something else.

That was over 200 King’s Ages ago. The land was
green back then. Wondrous and magical... but I'm
getting ahead of myself.

What Awaits You chond the Cliffs

South of the haunted city of Kalidnay, across a vast expanse of desert, scrub and little else, beyond the cliffs over
what seems to be the edge of the world, is a land wrapped in black glass. No image I can put in your mind can do
justice to the sheer vastness and emptiness of the Obsidian Plains. Millennia ago, black glass flowed and coalesced
over the ruins of every battlefield, every city, and the residents themselves. There are no hidden springs for water
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finders to uncover, there are no secret oases for you to discover, there are no animal herds to provide hunting, and
there are no plants at all.

It is not all endless smooth black glass, however. If you've ever visited a volcano or any marketplace near one,
you'll already know obsidian comes in many forms and many colors. You will see a jagged mountain range to the
south. You will find the black glass is thinner in some places, revealing traces of the old world from before the
molten obsidian flood. You will even find those who have rebuilt entire obsidian cities whose size easily rivals any
Sorcerer King’s city-state. They reshaped large swaths of landscape in memory of their old civilizations and in the
name of never-ending wars and intrigue with each other and their unknown enemies.

Reasons to Visit the \Wastes

Now, if you're here talking to Old Axtha, you have a good reason for making this death march journey south of
Kalidnay.

Know this: Anyone who spends too much time in the Lands of Death is tempting fate, for though you may
eventually leave, the curses and creatures of that place do not always remain confined therein, and they may follow
you after wherever you go. While it is true the Dead Lords have never been seen leaving the Lands of Death, they
may extend their reach beyond should the need arise, if for no other reasons than spite, sport, or challenge, just as
human nobles might hunt game in the grounds beyond their city states. And when you are there, you cannot hide
— the dead can literally “smell” the life force of the living. They will know you're there the second you set foot on
the obsidian.

There are only five reasons anyone would dare venture into the undead lands while they’re still alive, and all of
them are suicide.

E_xploration

There is a reason why I cannot give you a reliable map. This area has remained a black mark on every sage and
Sorcerer King’s map for millennia. And it is likely to remain so. But if you wish to try to change that, you wouldn’t
be the first.

You might even find a “guide” to help you should you go looking. Living in the surrounding deserts north of the
cliff edge a few guides exist who have been to the edge overlooking the Obsidian Plains and back more than once.
They live far enough away from the cliffs to avoid most of the wandering creatures of the place, but close enough
to take advantage of the Obsidian Plains” proximity to ward away the worst of creatures of the Endless Dunes or
Wastelands.

Food, water, and knowledge are their chief commodities, and because they rarely venture far from the wastes,
money is of almost no use to them. They might have only a few ceramic pieces or at most a fistful of silver if they
have any coins at all. What they want most is an untroubled sleep, to have their thoughts and obsessions with the
Lands of Death excised from their minds, and to know that they will not spend centuries after their death roaming
those places as a mindless (or even worse, fully aware) undead in service to the rulers of that place.

You cannot trust them, of course. They have no interest in helping anyone other than themselves. But with the right
incentive, they will brave the journey again and aid a group or individual attempting to return.

Arcane Fowar

For those who think defiling magic is not profane enough, there are darker arts. If you are looking for the source of
these darkest magics, all of them are practiced in the Lands of Death. Indeed, the art of Necromancy was invented
there. I would tell you by whom, but you should not hear his name. You will never meet him...

...Or rather, you should pray you never meet him...

If you are a practitioner of such arts, or wish to be, be aware that the colleges of magic down there have been
exploiting their students for far longer than your entire family line has existed. It is unlikely you will get the better
end of any such deal, no matter what leverage you think you might have. And they may not take physical
payment...
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T reasure Hunting

Surely a land as large and wealthy as Ulyan used to be would be a magnificent source of treasure, would it not?
Imagine all the gold and iron from the Green Age lying in an endless sea of crypts and tombs. Imagine eternal
leaders dripping with jewels, the wealth and technologies of a long bygone age.

Tempting, isn't it? Many others before you have thought so. I've not seen a single such soul return, in any form.
Everything has a price in the Obsidian Plains, you see. And the jewels and mementos of the dead carry their
memories from a life lost. Taking such sentimental tokens from the land is an affront to all within the Lands of
Death. If you must take their belongings, prepare to pay for them in blood.

Mcrchants

The sentient dead are quite intelligent, and it is not unheard of for the living to successfully negotiate with them. It
might even be possible to arrange for payment of goods or services. If you must take from this land, I would
recommend taking this course of action rather than merely seeking to steal from the dead.

There is a problem - travel. Read through my History books and you will see stories of traders who had the idea of
making contact with the long-lost leaders of Ulyan, to deal in fineries, treasures, cattle, or slaves. All of them
underestimated the difficulty of traversing the Lands of Death, and their stories ended in nothing but suffering and
death for everyone involved, if not on the Obsidian Plains, then after they had returned...

Capturccl

Finally, there are those who are brought to these black lands against their free will. It doesn’t happen very often,
but fate may bring you into an audience with one of the powerful necromants who dwell there.

As there is no food grown in the Lands of Death, feasts come from the rare delicacy of a living body and soul
prepared and offered up for a Dead Lords’ feast.

They are the lucky ones, however, for there are far worse fates in store for those kept alive. Some of these lords of
evil perform wicked experiments and tortures upon their victims, for either knowledge or amusement.

Now I have seen a few of them return, but perhaps it’s better only one of us knows...

Residents of the | ands of Death

There are no living things on the Obsidian Plains...

...Or rather, if there is anything still living there, you never want to meet such a creature that has managed to survive
in the Obsidian Plains for 200 King’s Ages.

However, you will meet the living dead. Oh yes, more varieties than you have ever seen anywhere else—and
perhaps even some varieties that exist only there.

While many of these undead would simply kill you for trespassing against their ancient graves, there are those who
might be willing to talk. Their languages are ancient and often forgotten, but with the right application of psionics
or magic, communication with the dead is certainly possible.

The Mindless (Jndead

You will find countless examples of common undead such as the mindless skeletons or zombies you have
undoubtedly seen elsewhere. Perhaps they were dug up from the ground, perhaps they died during the same
cataclysm that created the Obsidian Plains, or perhaps they’re the remains of the last expedition of young ones like
you.

This is the most likely outcome for any living soul venturing onto the Lands of the Dead. Even dying of hunger or
thirst will result in your resurrection as such after only a day.

You will find, however, the obsidian has changed them, for they are not as mindless as they first appear...

The Thinking Uncleacl
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The “mindless” undead, while legion, are the least of your concerns. There are many other undead who not only
remember, but are capable of thought, speech, and much more. (Oh yes, much more...) They range wildly in power
and demeanor throughout the land, and each of their stories is as tragic as the last.

While it is not always possible at first glance to tell the difference between a mindless and sentient undead, there
are some things you can look out for that will help.

Watch their behavior before you approach. You can tell more from their actions than their Appearance. If you must
parley, talk to the leaders.

If their eyes glow red or green, you are dealing with powerful sentient undead, still practicing the ancient psionics
or magic skills of millennia past—or perhaps even both. Be prepared!

You will also find incorporeal undead as well: dark, shadowy creatures stretching out from the Gray to drain the
energy and life from anyone who gets too close. These are particularly commonplace in the mountains in the center
of the Obsidian Plains, and you would do well to avoid the region entirely.

Thc Forgotten Oncs

There are other entities beyond the Dead Lords and their armies. I've heard that the Spirit of the Land is not dead
and seeks vengeance. I've heard there are horrors in the underground depths no mortal could imagine. I've heard
these lands feature many species that never survived the Cleansing, still carrying in their unlife the cultures, tools,
and magics of their bygone age, and I've heard tell of an entire race of beings separated from the Tablelands for
millennia by the Obsidian Plains, so remote even the Ravager himself never knew of their existence.

Practicalities of 5urvival

All of you will most certainly die in the Lands of the Dead, but there are many worse things than death out there.
There are tens of thousands of things that can and will kill you without hesitation should you be foolish enough to
continue on your journey, but I will at least warn you of the petty ways in which you could perish.

The 5harp Buming Black Glass

Have you ever placed obsidian in a fire? Do not set foot on that glass barefoot during the day. Likewise, should
you fall hard on the obsidian prepare for pain, for all the magic that curses this black glass has done nothing to
make it any softer than the stuff you hold in your hand here.

There is another problem: ever slept on a bed of solid obsidian? If you're planning on spending more than a day in
this land, you will soon learn what it is like...

Death on the Obsidian

When you do die, have your companions either be prepared for your resurrection or cremation. Do not leave a
dead body for more than a day.

Similarly, try to be selective as to whom you allow to kill you in this land. Many of the thinking undead have the
tendency to make more of their own kind as bonded servants when they slay the living. At least pick a powerful
master...

Magic ina Li{:clcss | and

So, you're a wizard, eh? How do you draw energy when there is nothing living around you? Unless you're planning
on visiting without any magic, you're going to need another source of power down there.

If you're a Druid, know that the Spirit of the Land down there still bears the grudge of the wrongs done to it King’s
Ages ago, and be prepared for its attention should you ask for too much power for your magic...

Thc Treacherous Wcathcr

A land that large and flat is going to have wind storms just like any other open plain. The problem is there is no
sand, only shards of glass...
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Travc]ing
It is possible to travel on foot, if you come prepared. Your mounts won't like it there, however. It is also possible to
fly - just be aware you won’t be the only thing in the air.

Provisions

We wouldn’t want you starving before you get to your destination, now would we? Heh heh heh... Bring all you
will need with you, but ensure there is no raw meat or carcass remains in your satchel. Dead things do not remain
dead for long, you see.

Likewise, bring your water with you. There's nothing left to drink fit for the living, but their thirst for you is
bottomless...

Ohne | ast Thing

I must thank you for indulging this old crone’s ramblings for so long. As a courtesy, I will give you one last gift:
when the minions of The Reborn capture you, be sure to tell Him I sent you. Ha hah...

The Furpose of This Book

The Dead Lands cover quite a large area. The lands of e  The Emissary contains an introductory

the Dead Lords alone cover an area as big as the entire adventure to take PCs into the Dead Lands.
Tablelands, and within this area there exist many major There will be descriptions and stats for
factions and distinct locations. relevant NPCs relisted in these modules in
In order to keep all of the content manageable, the their shortened form for efficiency.

Dead Lands campaign set has been organized into four

different books by topic:

Organization

o Secrets of the Dead Lands provides a
sourcebook and History of the entire region.
This is where you'll find most of the
descriptions and explanations for the current
state of the Dead Lands and its inhabitants.

e  Faces of the Dead Lands (this book) provides
game rules, stats, and in-depth information

Chapter 1 contains some global rules which affect all
characters and monsters in the setting. Since most of
the NPCs listed here are one of 12 different types of
undead, (all detailed in Terrors of the Dead Lands), to
save space the common special qualities on each major
Dead Lands undead type have been removed from the
descriptions and listed in Appendix A.

Chapters 2-9 detail the NPCs and monsters found in
each land and faction’s domain. They are all sorted first
by area or faction following the same sequence as they
appear in Secrets of the Dead Lands (which in turn was

for the locations mentioned in the other
books. This includes NPCs, unique magic
items, and other major rules that might affect
play.

e  Terrors of the Dead Lands provides the rules
for monsters and NPCs as they appear in the
setting. Since this was released years before
the rest of these books, we have released an
updated version of the text with this book,
including some additional rules.

organized from northernmost lands to southern lands,
going from West to East), then by descending order of
Challenge Rating.

Consult the maps in Secrets of the Dead Lands for more
specific information on geography.

-11 -
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All factions in this book also bear the same emblems as
found next to their corresponding sections in Secrets of
the Dead Lands, which can provide a handy visual cue
when searching for a particular section.

In Chapter 10, we present the new magic items and
spells used in both Secrets of the Dead Lands as well as
Adventures in the Dead Lands. In addition, there is an
addendum for Terrors of the Dead Lands at the end
containing new monster
templates.

More T han a Book of NF(Cs

While the majority of this book does consist of NPC
stats and descriptions, do not pass by the NPC
descriptions if you are keen to understand the Dead
Lands.

The descriptions provided with every NPC provide
information which builds upon from what has been
already presented in Secrets of the Dead Lands. As
opposed to the global history and meta-story presented
in Secrets of the Dead Lands, the entries herein give
relevant details from the perspective of each individual
character, and are intended to help DMs understand
the behavior and motivation of those respective NPCs
for better roleplaying and adventure creation.

In addition, through the eyes of these NPCs you will
hear stories of not only the Dead Lands, but also of the
Cleansing Wars and Green Age Athas itself. Since so
many individuals in this land still live in the ancient
past, you must understand that period of time to

entries and monster

properly portray their characters.

Layout of 5tats, and E_xtcrnal

chcrcnccs

For the sake of saving space, you will notice that only
special qualities that are unique to that particular NPC
or creature have been included in their descriptions.

Special qualities descriptions throughout these NPC
entries have been minimized to save space. This brief
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guide has been provided to facilitate finding them as
needed:

e Special qualities from core books like the
Player’s Handbook and Expanded Psionics
Handbook have been marked in blue. Refer to
the appropriate books for descriptions.

e Any Special Qualities, Spells, Feats, Skills, or
equipment from Athas.org’s Dark Sun 3.5¢
Rulebook have been marked in gold. Refer to the
appropriate chapter this book for
descriptions.

e  Special Undead Abilities from Terrors of the
Dead Lands have been marked in purple.
Refer to Chapter 3: Special Attacks, Qualities
and Weaknesses for descriptions.

in

Special Qualities which are unique to that monster and
difficult to find in any of the standard books are
marked in black. Their descriptions have been
included.

To simplify cross-referencing, Appendix A has
gathered all the special qualities for each major type of
undead referenced in this book.

Lﬂ(clg [C ncounters

At the beginning of chapters 2-9, a list of Likely
Encounters has also been provided for each area to give
DMs an idea of the most likely arrangements in which
these NPCs and/or monsters would be encountered in
these lands. These are arranged in order of Encounter
Level. These draw upon NPCs and monsters presented
here as well as those found in Terrors of the Dead Lands
and the list of acceptable creatures found within Terrors
of Athas.

In some cases, the likelihood of visitors attracting the
attention of major powers in that area is also listed,
along with their most plausible reactions. Consult the
NPC or monster entry in this book for more
information on how they would interact with visitors
or PCs.
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Rules for Aclvcnturing in the Dead | ands

T he Obsidian T errain

In addition to the rules mentioned for the obsidian in
Secrets of the Dead Lands Chapter 2, there are several
unique types of terrain located on the obsidian plain.

Smooth Obsidian: See Secrets of the Dead Lands Chapter
2.

Thin Obsidian Areas: There are some areas such as the
Fouled Sea (see Chapter 3) where breaking through the
obsidian is quite easy - the obsidian at these points can
get as thin as 15-48 (3d12+12) inches thick, and any
given 5-foot square of obsidian has an equal number of
hp and hardness 1. A section of obsidian whose hit
points drop to 0 collapses, forming (or enlarging) a
crevasse, and potentially dropping anyone in that
square into whatever lies below.

Crevasse: Tectonic shifts and air pockets in the
obsidian (especially above the Fouled Sea and
Sagramog) create crevasses, which function much like
pits or chasms. A typical crevasse is 10-40 (1d4x10) feet
deep, 40-480 (4d12x10) feet long, and 5-40 (5d8) feet
wide. This opening will drop either into the fetid
waters of the Fouled Sea (see Chapter 3), or the marshes
of Sagramog (see Chapter 7).

-13-

Concealed Crevasses: Due to the efforts of the
Disciples to heal the face of the obsidian in the Fouled
Sea area, a thin layer of solid-looking glass can hide the
existence of a dangerous crevasse underneath (25%
chance). These obsidian sheets are too weak to support
any creature larger than Tiny. A character approaching
a hidden crevasse at a normal pace is entitled to a DC
10 Survival check to spot the danger before stepping in,
but charging or running characters don’t have a chance
to detect the crevasse before falling in. A character
falling into a crevasse can attempt a DC 20 Reflex save
to catch himself on the edge, in which case he falls
prone in a square at the edge of the crevasse. Many
crevasses have jagged edges on their walls, dealing an
extra 1d6 points of slashing damage to those who fall
along a wall.

Dense Rubble: The ground is strewn with large shards
and shingles of loose obsidian. It costs 2 squares of
movement to enter a square with dense rubble. Dense
rubble increases the DC of Balance and Tumble checks
by 5 and the DC of Move Silently checks by 2.

Light Rubble: The ground is covered with small bits of
broken blackglass, making nimble movement more
difficult. The DC of Balance and Tumble checks
increases by 2. Any character who falls prone in a
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square containing broken obsidian shards takes 1d4
points of slashing damage.

Razor Glass: Shards of broken obsidian poke up from
the ground, slashing any creatures that come into

Undcad Arc Strongcr Hcrc

“Minc"css” Unclcacl lntclligcncc, and the
Dclusion of Li{:c

Undead in the Dead Lands do not behave like those in
other lands. Even supposedly “mindless” undead still
complacently follow basic daily routines. Elements of
culture still exist here, although they often seem more
like re-enactments than acts of creation. New items are
created here for magic and war, and there are even
examples of entertainment created for the pleasure of
the Dead Lords and their elites.

All mindless undead inside the Dead Lands are
considered to have an intelligence of 2 rather than 0.

-14 -

contact with it. Razor glass deals 1d6 points of slashing
damage to those who pass through it, but it is fairly
easy to identify (DC 10 Survival check).

This animal level intelligence manifests as the undead
following patterns much like what they did when they
were still alive - they still go to the marketplace, still do
chores, still go to work, etc.

This generally means mindless undead will usually
only become actively hostile to others and attack if they
are disturbed from their routine or if something
important to them is taken.

When (ndead | eave

When these undead leave the Obsidian Plain, however,
they lose that intelligence and revert back to
mindlessness until they return.

For more powerful intelligent undead, leaving the
Dead Lands might (at the DM’s discretion) lose one
undead special ability (either randomly decided or
chosen), which they will regain when they return.
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T reasure and I~ conomics in the

Dead Lands

While work is still being done in every Dead Lord’s
domain, the work seems to serve the purpose of
providing resources to fuel further wars or to provide
the structure to preserve the delusion of life. The Dead
do not have needs other than the gratification of their
agendas or selfish whims (and the occasional craving
among some for blood or flesh), so the need for any sort
of monetary system does not exist.

That is not to say intelligent undead cannot be traded
with. They are certainly willing and able to make deals
to further their own ends, but their prices will often be
in terms which might seem grisly to most living beings
— fresh humanoids for slaughter, the soul of the
merchant, a dangerous magic item, a potentially fatal
task, etc.

In places where the delusion of life is particularly
strong, it may appear that money is still inconsistently
changing hands, but this is not the case. Players may
well encounter a mindless undead vendor operating,
perhaps even serving the same zombie customers
every day, but they would only go through the motions
of a transaction. What treasure and belongings there
are to be found among the mindless dead are likely
(66% chance) to have sentimental value to one undead
or another. Therefore, taking their belongings (even if
a ‘purchase’ appears to have taken place) will often
result in kindling their fury and provoking an
immediate attack, regardless of the actual value of the
taken item.

This possibility of a piece of treasure having
sentimental value to a minor or mindless undead also
holds true for open graves, crypts, etc. throughout the
Obsidian Plains. The treasure rooms of the Dead Lords
are different, and they each have their own unique
ways of handling thieves...

Damage, Hcaling, and

R eanimation

Given the ongoing conflicts that occur in the Dead
Lands, the undead who dwell there have grown
accustomed to repairing damage to themselves and
their minions, and restoring destroyed soldiers.

The rules for healing and repairing the undead are the
same as they are for the rest of Athas - spells that utilize
negative energy (such as inflict spells and harm) restore
hit points, while spells that utilize positive energy
(such as cure spells and heal) damage the undead.
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The spell raise dead damages or destroys certain undead
more effectively than others. See the Common Special
Qualities section later in this chapter for more details.

If an undead reaches 0 hit points, they are destroyed.
They do not go into negative hit points as would their
living counterparts. Because they cannot be resurrected
like the living, the way to reanimate a destroyed
undead by the type of undead:

varies

o For Athasian Wraiths, Dwarven Banshees,
Kraglings, Thinking Skeletons, and Vengers,
destruction is not an issue provided their
Enduring Focus is still intact. They will merely
reform on their own within a few days (see the
respective monster entry in Terrors of the Dead
Lands).

e For mindless Zombies, Skeletons, and mindless
Bugdead, restoring them is a simple matter of
repairing major damage, reassembling parts
(replacing them as needed), and casting animate
dead again.

e Namechs are a special case. Their bodies can be
reanimated as mindless zombies (or even thinking
zombies if the necromancer wishes to tempt fate
with their loyalties), but they cannot become a
namech again.

e For Blights and Fael, the create undead spell can
recreate them.

e For Thinking Zombies, the combination of
animate dead and unliving identity should fully
restore them (assuming they are willing to return
to their bodies from the Gray).

e For and Scarlet Wardens, they can be restored
with the create greater undead spell (the latter only
if cast by a s’thag zagath).

e  For Dune Runners, Fallen, and Zhen, they can be
restored as thinking zombies with a combination
of animate dead and unliving identity. Nothing short
of a wish, miracle, or reality revision can restore them
as their original undead type.

e  For Dhaot, Kaisharga, Krags, Meorties, Morgs,
Raaigs, Racked Spirits, T'liz, Unreclaimed, and
Unique types of Undead, the only spells that can
bring them back when they are destroyed are
limited wish, wish, miracle, or reality revision. Since
such magic is relatively rare and not lightly used
even by the undead, these undead are careful to
avoid destruction.

e  Cursed Dead, Ioramh, and any undead with the
Death Wish weakness (see Terrors of the Dead
Lands) cannot be reanimated as intelligent undead
as they welcome destruction. It would take
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nothing short of traveling into the Gray to
personally convince them (and provide a strongly
compelling reason) to return before even a wish
spell could be considered, a daunting task for all
but the most powerful and determined of
individuals...

Note that for animate dead to work, the remains of the
body must be sufficiently intact. If the body is totally
destroyed (such as with disintegrate or sufficient
damage after the undead has been ‘killed’), then
nothing short of wish will bring that individual back.

Languagcs of the Undcad

Most of the undead in the Dead Lands have been
deceased since the Obsidian Tide, and languages can
change drastically in 2,000 + years (compare Latin to
Modern English or Italian).

The dominant language of the Dead Lands is Ulyanese,
a distant Green Age ancestor of modern Common.
There are many other languages from the Time of
Magic, including antiquated versions of Elven,
Dwarven, and even Halfling. A rare few undead know
modern Common from their interactions with the
outside world.

F xtinct Languages

The languages most commonly used in the Dead Lands
are ancient or “extinct” languages - that is to say almost
no living beings speak these languages anymore.
Communication between the modern and ancient
languages is possible, but can be awkward. If any
outsiders speak modern Common, they can make an
Intelligence check DC 15 to understand 20-80% (2d4 x
10%) of spoken or written Ulyanese. Speakers of
modern city-state dialects such as Tyrian would have a
similar chance of understanding their ancient ancestor
languages, such as Remaan. For Classic Elven, Classic
Dwarven, and the Ulyanese Giant dialect, the
percentage is 70-100% (1d4+6 x 100%), as these
languages have evolved much more slowly over
millennia. The Decipher Script skill and comprehend
languages, tongues, or similar spells or abilities would
also work.

Languages seen include the following, in order of
popularity. Note this is not an exhaustive list of Green
Age languages, only languages used in the Dead
Lands:

e Carsys: A derivative of classic Tanysh that
emerged in the city-state of Carsys, a former
Tanysh city that declared itself the Empire’s heir,
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and was a major power in its own right. Still
spoken by undead from that city, particularly
those in the Forgotten North.

Classic Tanysh: The trade language of the humans
of the northern Heartland and equatorial
continent of Anattan across the Sunrise Sea.
Originating among the ancient chariot-people
known as the Tanysh who conquered much of the
modern Tablelands, it is the ancient ancestor of
Ulyanese, as well as modern Draj, Eldaarish, and
Kurnan. Still spoken by particularly ancient
human undead and many former soldiers of the
Cleansing Armies who came from the north.
Classic Halfling: This derivation/degeneration of
Rhulisti was the language of the Pristine Tower,
the shadow people (shadow giants), and many of
All of the former
academics used this language when dealing with
Rajaat and his envoys, and still use it amongst
themselves. This language is similar enough to
Rhul-Thaun that speakers of either can converse
without penalty.

the earliest arcane texts.

Gnomish: A long dead spoken and written
language from a long dead people. Spoken by the
gnomes and those who deal with them.

Goblin: A long dead spoken and written language
from a long dead people. Spoken by the goblins
and those who deal with them.

Goltish: The language of the golts, human hunter-
gatherers who inhabited the forests around the
Pristine Tower, and were distant ancestors of some
modern gulgans. Traces of it survive in the
modern Gulgan language.

Melai: The language of the Melai people, who
lived in the central Heartland. The ancient
of modern Raamite, Urikite,
Nibenese as well as the languages of the dead city-
states of Yaramuke and Kalidnay. Still spoken by
many former soldiers of the Cleansing Armies
who came from the southern or central Heartland.

ancestor and

Orcish: A long dead spoken and written language
from a long dead people. Spoken by the orcs and
those who deal with them.

Remaan: An ancient tongue used by the
multiracial Remaan culture of the far east that
became the trade language of much of the ancient
Green Age and was spoken in ancient cities such
as Celik and Bodach. It is the ancient ancestor of
modern Tyrian and Balican as well as the
languages and New
Giustenal. Still spoken by former soldiers of the
Cleansing Armies from Remaan cities.

spoken in Ur-Draxa
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Sylvan: A long dead spoken and written language
from a long dead people. Spoken by the pixies and
brownies, and those who deal with them, and still
used as a secret language by many druids.
Ulyanese: Originally a derivative of the Classic
Tanysh language brought by humans, Ulyanese
eventually branched off into its own tongue, with
heavy influence from the languages of Ulyanese
Giants and Remaan traders. By the Age of Magic,
it was the common trade language of Ulyan and
other southern kingdoms, and remains the
dominant language of the Dead Lands, having
changed little.

Ulyanese Giant: The language of the former
Sageocracy. Spoken by trolls, ogres, giants, and all
those who dealt with them.

Wemic: A long dead spoken language from a long
dead people. As there were no wemics in Ulyan, it
is spoken by only a handful of individuals (usually
soldiers of Tectuktitlay).

Living Languages

There are also several ancient languages which have
remained largely unchanged since the Green Age.
While there may be some differences in accent and
expressions, conversing in these does not carry the
same penalties as the dead languages.

The following languages can be found in these lands,
sorted in alphabetical order

Aquan: Commonly spoken by the Brotherhood of
the Mirror and other water priests.

Auran: Commonly spoken by air, rain, and sun
priests.

Classic Dwarven: The Green Age dialect of
dwarves, much less commonly heard than the
others, but still used by the dwarves and those
who trade with or exploit them. Still spoken by
dwarves in the valley of Marnita.

Classic Elven: The Green Age dialect of elves,
common in the eastern mountain elf kingdoms
and among the northern raider tribes. Still spoken
by elves in the valley of Marnita.

Common: The modern trade and slave language
in the Tablelands, it is very rarely heard in the
Dead Lands, and only used by those who have
regular dealings with the outside world.

Druidic: A secret language known only to druids
and undead Green Age creatures of the woods.
Eldaarish: A derivative of Classic Tanysh that
emerged among the “mountain men" from across
the Sunrise Sea, who served
Cleansing Army. Still spoken by the people of
Eldaarich.

Feylaar: The spoken language of feylaar, psionic
apes native to Athasian forests.

in Daskinor’s

Kurnan: A derivative of Classic Tanysh that
emerged among the Kel Tan that served in Keltis’
and Sacha’s armies. Still spoken by the people of
Kurn.

Saurian: The common language of ancient
reptilian peoples of Athas, including modern
pterrans, lizardfolk, ssurrans, and silt runners, as
well as the extinct kobolds. Derived from ancient
Nikaal.

Ignan: Commonly spoken by the Disciples and
fire/magma priests such as Harkor or the goblin
Ash Priests.

Tamwar: A derivative of Classic Tanysh that
emerged among the nomadic Tamwar people
living on the plains of the southern heartland, to
the north of Ulyan, and is closely related to
Ulyanese. Still spoken by the modern Tamwar.
Tari: Language of the tari rat-folk, spoken by both
tari of both the Green Age and their modern
descendants.

Terran: Commonly spoken by earth/silt priests
such as the Greybeards of Arludas (now known as
the Beardpit Mines).

Thri-kreen: The language of the Kreen, including
Tohr-kreen, Thri-kreen, and Zic-chil. Shares a
common root with Zagath.

Zagath — The language of the s’thag zagath, the
crimson wardens, and the sentient bugdead. Few
others understand it. Shares a common root with
Thri-Kreen.

-17 -
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How the Undcad Travel

While the Dead Lords are happy to patiently march
their forces slowly across the obsidian flatlands, they
do often need more efficient travel, especially for
military maneuvers.

The following are common methods of travel used by
the undead themselves.

Mounted or bg Chariot

Given the Dead Lords’ history with the bugdead, it’s
understandable that they won't ever use kanks or other
similar insect mounts. However, the crodlu still
harbors a special strategic value, both as a mount and
for pulling the popular Ulyanese war chariots (see
Chapter 10 - New Items). Indeed, several of the Dead
Lords have been known to entertain themselves by
making their servants race chariots in their arenas.
The Bone Lands feature skeleton horses as well, but
harnessing or riding them is not so easy. (See the Bone
Lands, Chapter 2).

One advantage of the zombie crodlu over their living
equivalents is that they never tire and never need to
eat. It is not unheard of for a single messenger to ride
for a week without stopping. Zombie crodlu stats can
be found in Chapter 10 CReatures.

The Musraafi (see Chapter 3 - The Bone Lands) have
their own dedicated war horse skeletons which they
ride or use to pull their chariots.

Flight

Probably the second most common method of travel
across the long stretches of obsidian, many undead
have psionics or magic powerful enough to allow them
to fly, and a few boast magical items granting the
power to fly as well (see Chapter 10 - New Items).

This method of travel brings with it two dangers. First,
the fact there are other flyers in the sky means even the
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air is not free of encounters. Second, a flier is at the
mercy of the weather. See the Dead Lands’
Weather in Secrets of the Dead lands for more

details.

TclcPortation and Scrging

Definitely the safest method of travel, presuming one
knows where they're going. The Dead Lords are used
to communicating with each other in this manner, and
will send emissaries using this method to agreed upon
locations (which are known only to the Dead Lords
through prior scouting).

The Dead Lords have had millennia of experience
dealing with unwanted scrying, so it is unlikely that
outsiders will be able to identify important locations
simply through clairvoyance or scrying. But for those
willing to chance it, there is a 30% chance that a non-
crucial area of a city may be viewable through magical
or psionic means, and therefore can be reached through
teleportation.

TI'IC 5cvcnth T ree’s Root
thwor‘c

While not particularly fast, this method of travel makes
for a surprisingly safe passageway for living beings. It
has remained unseen by the undead for all these
centuries, as if the tree is permanently affected by hide
from undead. It is also immune to defiling due to its
unique history (See Chapter 9 of Secrets of the Dead
Lands). The Seventh Tree is capable of helping living
beings it deems worthy, either by providing a safe
place for rest, or even providing small amounts of its
life energy in the form of its acorns. (see Chapter 10 -
New Items).
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Chaptcr 2~ Northwcstcrn Lands

On the western edge of the northern Obsidian Plain, visitors will find the Winding Way (the only commonly known
entrance and exit to the Dead Lands) and a cluster of diverse habitations. Each tells a tale of the early days of the
Cleansing Wars, and the extinction of a race.

The undead encountered in these lands vary heavily based on proximity to a particular settlement. For example, visitors
in the area between Small Home and Ghash-Naarg are just as likely to encounter undead from either settlement.

The Winding Way

Lﬂ(cly [C ncounters

Those who manage to get past the guardian earth drake at the top of the Winding Way will find their journey otherwise
surprisingly uneventful. There is, however, a 50% respective chance that either the denizens of the Tru’ezzar Fort or the
Colony of Toganay become aware of the visitors’ presence as they pass by and may choose to interact when the travelers
come close enough to their respective lairs. See those sections below for encounter information .

(DC 24), Improved Grab, putrefying touch (DC 24),

E_a rth D ra l(C CRZO Swallow Whole

. P - . Combat Gear —
Unique thinking zombie earth drake

TN Gargantuan undead (augmented dragon, earth,
psionic)

Init +2; Senses darkvision 60 ft., low-light vision;
Listen +24, Search +2, Spot +24

Languages —

Psi-Like Abilities (ML = 15%; DC Charisma-based)

At will - concussion blast

3/day — body adjustment, compression, control object,
dissolving touch, ectoplasmic form, expansion, false
sensory input, immovability, inertial barrier, matter
agitation, matter manipulation, precognition, sensitivity
to psychic impressions, telekinetic force

AC 25; touch 4, flat-footed 25;
(-4 size, -2 Dex, +21 natural)

hp 287 (25 HD; 25d12+125)

DR 15/metal; SR 28, PR 28; Resist cold 10, electricity 10

Immune Undead traits; Weakness Distractible (those
who take from its hoard), vulnerability to blessed
elements

Fort +8, Ref +12, Will +9

Abilities Str 33, Dex 7, Con —, Int 6, Wis 11, Cha 14

SQ Enduring focus (an item in its hoard), enhanced
ability (skills), Gray toughness 5

Feats Awesome Blow, Cleave, Great Cleave, Improved
Bull Rush, Improved Critical (claw), Improved
Initiative, Improved Natural Armor, Multiattack,
Power Attack

Skills Climb +19, Concentration +25, Jump +19, Listen
+24, Move Silently +13, Psicraft +6, Search +2, Sense
Motive +4, Spot +24, Survival +10

Speed 30 ft. (6 squares), burrow 10 ft.

Melee bite +32 (4d6+11; 20/x2) or tail slap +32 (2d6+16;
20/x2)

Full Melee bite +32 (4d6+11; 20/x2) and 2 x claw +30

Possessions —
(2d8+5; 19-20/x2) and tail slap +30 (2d6+16; 20/x2)
Base Atk +25; Grp +48 . " ..
Space 20 ft.; Reach 15 ft. SPCCIa] Qualltlcs (dcscrlPtlon):
Combat Options Death gaze (2/day, 30 ft,, DC 24, Thinking Zombie Special Qualities: Refer to
3d6+25), disease (DC 24), elemental earth attack Appendix A for full list and descriptions.
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Elemental Attack (Earth) (Su) Once per day an earth
drake may gate in 50 cubic ft. of material from the
elemental plane of earth. This material is composed of
rock and soil and must be gated onto a solid surface but
may be in any shape the drake desires. Anyone caught
in the area the material is gated into must make a Reflex
save (DC 10 + Y2 HD + Cha modifier). A failed save
means the victim is trapped under the earth and is
affected as though by an avalanche (see DMG Chapter
3).

Dcscription

The undead earth drake that dwells atop the Winding
Way has an especially strong attachment to its hoard of

Drakes often accumulate treasure, and
sometimes become extremely possessive of the items
(much like the dragons of other worlds), but this
creature has taken it to an extreme level. Anyone who
attempts to steal (much less succeeds) from the
creature’s cache of treasure becomes the drake’s sole
focus in combat. The drake’s phylactery is, in fact, a
fabulous star sapphire of darkest black - the theft of this
gem will enrage the beast, sending the drake on a
rampage it recovered.

treasure.

until is

——oge——
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Tru’ezarr Fort

Likclg [ ncounters

e A squad of 4-10 (2d4+2) mindless zombies, led by 1 of Ram-Azah'’s sergeants
(use the stats of Wujarrt’'s warriors, but with 1 random abomination from Ram-

Azah'’s lieutenants)

e A patrol of 2 squads, led by 1 of Ram-Azah’s lieutenants.
e  For each 5 minutes spent in or close to the fort there is a 50% chance of attracting

the attention of 1d4 ogres in the walls.

Every visit to Tru'ezzar Fort will start the same -- 3-12 (3d4) Ogres in the Walls

immediately attacking the intruders.

Ram-Azah will know fairly quickly when someone has entered his fort (the ogres make

a lot of noise!), and will respond quickly by sending a unit of 2-5 (1d4+1) lieutenants and
2-8 (2d4) squads (as above) to apprehend those intruders who survive their encounter with the ogres in the walls.

Ka m-~azah CKZZ

Male human zhen wizard 10 / necromant 6

NE Medium undead (augmented humanoid, human,
psionic)

Init +1; Senses darkvision 60 ft., low-light vision;
Listen +9, Search +20, Spot +15

Languages Classic Tanysh, Orcish, Remaan, Ulyanese,
Ulyanese Giant

AC 26, touch 13, flat-footed 25*
(+3 armor, +1 Dex, +2 Def, +10 Nat)

hp 120 (16 HD; 16d12+16); Fast Healing 3;

DR 5/magic

Immune Fear, undead traits; Weakness Craving
(blood), distractible (other arcane spellcasters),
Vulnerability to mind-affecting effects,

Fort +6, Ref +7, Will +16

Speed 30 ft. (6 squares); obsidian climb

Melee Slam +11 (1d8+3) or touch +11 (by spell)

Ranged Ranged Touch +9 (by spell)

Space 5 ft.; Reach 5 ft.

Base Atk +8/+3; Grp +11

Combat Options Ability Drain, Insanity, Rotting
Touch,

Combat Gear staff of necromancy

Spell-Like Abilities (CL = 16t)
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1/day —animate dead,;

Psi-Like Abilities (ML = 18%; DC Charisma-based)

At will—aura sight®, body adjustment®, body equilibrium,
catfall*, control light, elfsight**, false sensory input*,
psionic charm®, psionic daze*, psionic suggestion®
ubiquitous vision™*.

*Power can be augmented.

Wizard Spells (CL =16, DC 18 + spell level)

8th — maze, mind blank, quickened greater invisibility

7th — control undead, gray beckoning, limited wish,
prismatic spray

6th — disintegrate, empowered touch the black, globe of
invulnerability, greater dispel magic

5th — empowered fireball x2, passwall, summon undead V,
teleport

4th — bestow curse, fire shield, ghostfire, resilient sphere,
stoneskin, touch the black

3rd — dispel magic, fly, halt undead, haste, nondetection,
slow

2nd — blur, command undead, death mark, see invisibility,
spectral hand, web

1st — magic missile x3, protection from good, shield, ray of
enfeeblement

0 — detect magic, disrupt undead, mage hand, message

Spellbook (carvings on the mausoleum walls):
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Abilities Str 16, Dex 12, Con —, Int 26, Wis 16, Cha 14

SQ Damage reduction, darkvision 60 ft., despair,

(saves), fast healing, fear

gravespeaker, gray casting, gray

toughness 1, low-light vision, obsidian climb, psi-

like abilities, rebuke undead (CL 16th, 5/day),

undead presence, undead traits, vulnerability to

mind-affecting effects

Combat Casting, Craft Item,
Empower Spell®, Eschew Materials, Improved
Counterspell, Iron Will, Quicken Spell®, Scribe
Scroll®, Spell Penetration

Skills Bluff +17, Concentration +20, Knowledge
(arcana) +26, Knowledge (psionics) +15, Knowledge
(religion) +26, Knowledge (the planes) +26, Listen
+9, Search +20, Sense Motive +9, Spellcraft +28, Spot
+15

Possessions combat gear plus bracers of armor +3,
headband of intellect +6, masterwork whip, 6 feather
tokens (whip), ring of protection +2

enhanced ability

immunity,

Feats Wondrous

Specia] Qualities (descriptions)

Zhen Special Qualities: Refer to Appendix A for full
list and descriptions.

APPcarancc

Ram-azah appears uncharacteristically old and
decrepit for a zhen, being at an especially advanced age
when the Obsidian Flow struck. Ram-azah still wears
the tattered remnants of the finery that was common in
Waverlian and Tarelon nobility in the Green Age -
white silk inspired by elven dress and decorated with
silver-thread wave and This
complimented by a fine silver diadem and staff. He
also carries an ornate whip, a gift of service from Amen
Thal, the Devourer; it is made from orc-leather
harvested at Nagarvos, and its grip features a fine

depiction of a screaming orc face.

star patterns. is

Fersona]itg Notes

Curious, Callous, Resourceful

Born in the psionic and technological wonderland of
Green Age Waverly, Ram-azah grew up with an
engineer’s mindset and a noble’s sense of entitlement.
He was a mediocre defiler in life when studying at the
Pristine Tower but studying necromancy in isolation as
an undead has made him very strong and given him
centuries of practice in tinkering with corpses. He
replaces body parts, combines cadavers with artificial
parts and so on, all in the name of “improving” his
undead troops.
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Ram-azah was “honored” by Uyness with the
command of Tru’ezzar, a posting he dared not refuse,
even though he would have preferred to work with
Gretch at the Charnelhouse (and its vast repository of
demihuman corpses). In life he found his posting
painfully boring due to the limited access to new
materials and test subjects. In undeath, Ram-azah has
meddled with the negative energies inherent in the
blackglass and indulged his love for necromantic
experimentation, turning the fort itself into an undead
abomination. The ogres in the walls and his own
garrison have borne the brunt of his unorthodox
modifications.

Stratcgg and T actics

Ram-azah fights to disable and capture where possible.
Fresh subjects for his experiments are hard to come by,
and he’s not about to go wasting bodies and souls.
Time and being surrounded by powerful, warring
neighbors have taught Ram-azah the value of subtlety
and patience. He is careful not to alert any of the
factions of the Bonelands to the presence of his hidden
subvitrine fortress, as he is fully aware he and his
garrison would be swiftly conscripted into their
pointless territorial wars or end up in the mandibles of
the next wave of invading Bugdead. He has tried to
shore up the Tru’ezarr garrison’s lacking numbers with
grotesque augmentations, “gifts” his soldiers do not
particularly appreciate. If forced into a fight, he will
prefer to retreat, preferring less destructive spells so he
can later recover his enemies’ corpses, though he is
loath to lose one of his augmented minions and will
resort to his arsenal of destruction magic if they are in
serious danger. The presence of living beings will
absolutely delight his old bones and he will take risks
he would usually avoid in order to capture such prized
“fresh material.”

When faced with a serious threat (such as an obviously
well-armed group of outsiders), Ram-azah will lead
with spells that allow him to hide and assess the
situation. Given the opportunity, he will call for
reinforcements and use waves of his undead minions
to keep opponents busy while he casts defensive spells
and then use his spells to incapacitate or, if necessary,
kill. He avoids being in melee range if at all possible.
Due to his fascination with magic, Ram-azah focuses
on magic-using foes in combat. When an enemy uses
arcane magic, this draws Ram-azah's attention, and he
attempts to defeat or destroy that enemy first, though
he is intelligent enough to extricate himself from
immediate danger if needed.
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Historg

Ram-azah was a proud native son of the island-nation
of Waverly, centuries after the kingdom’s time in the
sun had ended during the disastrous Fourth Border
War with the mainland city of Bodach. He was born
among the tarnished noble houses of the island-city,
and grew up listening to stories of Waverly’s mighty
armies and unchallenged fleets conquering the breadth
of the Sunrise Sea, and their subsequent fall to the
might of General Irikos of Tredesh and the intervention
of the orcish fleets of the southeast. Ram-azah was
raised to hate orcs, for they were duplicitous merchants
and pirates who took wealth from the hands of
hardworking Waverlian traders and fisherfolk and had
interfered with the kingdom’s destiny, a squabble
primarily among humans. Even reduced, Waverly was
still a wealthy nation with some of the greatest silver
reserves in the world, and had been one of the grand
centers of magical research alongside its rival Bodach,
still boasting many prestigious magical and psionic
academies. However, the annihilation of the core of its
army and subsequent rebellions among its conquered
provinces had reduced Waverly’s population severely,
and many of its noble children had fallen in the war.
As a rare noble-born child with magical aptitude, Ram-
Azah was sponsored by Lady Uyness, the revanchist
leader of the city-state, for the honor of learning with
Rajaat’s defilers, but had been born late into the
Preserver Jihad and never saw combat. During his
studies, he became interested in the art of, but,
knowing the tales of the banishment of Gretch the
Gray, he kept his Waverlian engineering inclinations
towards undead fleshcraft in check. His true interests
suppressed, Ram-azah never displayed any great
aptitude with the arcane arts, and was largely ignored
and regulated to administrative duties. Uyness favored
those of noble Waverlian blood, however, and soon
plucked him out of his academic life to serve as a
defiler-w in her new army.

He returned to his home-isle to find a militarized
society, determined not to see its people die in a repeat
of the Fourth Border War. Lady Uyness’ dark genius
was focused on the creation of a new artificial army to
replace human troops: the nobles of Waverly
whispered that she sought to fuse the psionic orbs so
commonplace to the Green Age with magically
protective humanoid frames. Whatever the case, the
project rapidly drained the nation’s vaults and was
seen by Rajaat as a