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Preface 
 
Under the Dying Sun is a supplement for the game Spellcraft & Swordplay.  It pro-
vides alternate and modified rules for taking the game out of the more traditional, 
pseudo-medieval fantasy setting and placing it into a grim Sword & Planet setting, 
heavily inspired by the work of Leigh Brackett with a dose of the Adult Westerns of 
the 1950’s and the Spaghetti Westerns of the 1960’s.  Included are variant classes, 
races, combat rules, sorcery, and monsters. 
 
Where are the Lands under the Dying Sun?  The simple answer: I don’t know; where 
do you want them to be?  There is no official answer to that question.  In my 
thoughts, the Lands under the Dying Sun are some version of Mars of the far future, 
settled and semi-terraformed by humans; inhabited by a highly technical society until 
civilization collapsed under the expanding Red Giant that was once called Sol.  But 
that isn’t the answer.  It could be a Mars of an alternate reality, or a post-apocalypse 
Earth, or an entirely alien planet.  In my mind, it really doesn’t matter, though. 
 
You will need the core rules of Spellcraft & Sorcery to use this supplement.  Part One: 
Species & Sorcery describes how to generate a character and what that character can 
do.  Part Two: Arms & Artifacts presents the various types of equipment that a char-
acter may acquire during his adventures and what those objects can do (such as kill 
things).  Finally, Part Three: Lands & Monsters explain how to travel about the world, 
monsters that might encountered, and describes a sample starting region for play—
the Plains of Kahira. 
 
Scattered throughout the text are a number of “Designer’s Notes”.  These discuss op-
tions for tweaking the rules . 
 

A Note About Terminology 
Alert readers will note that Under the Dying Sun introduces some new terms for 
various Spellcraft & Swordplay mechanics and rules.  By and large, these are intended 
only to emphasize certain aspects of the rules.  The official terms and/or rules and the 
Under the Dying Sun equivalents are listed below: 
 
 Roll to hit / To hit roll   Combat Roll 
 Penalty to be hit (from    Defense 

Combat Reflexes et.al.)   
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 [Ability] Check    [Ability] Throw 
 [Ability] Saving Throw   [Ability] Throw 

2d6      2D 
 Roll 2d6, with the 1st die as the tens  D66 
  And the 2nd die as the ones 
 Roll 2d6, with the 1st die determining  D12 
  Whether to read the 2nd die as 
  1-6 or 7-12 (as read or +6) 
 
 
Spellcraft & Swordplay is Trademark ™ and Copyright © 2008 by Elf Lair Games.   The name, logo, 
and all other associated property is used by permission of the authour. 
 
Many thanks to my play-testers: Drew Astolfi, Mark Krawec (Siavesh the Slayer), Lee Reynolds (Khalid 
al-Khazan, the Desert Man Sorcerer), Dea (Aryana the Survivor Witch), and Joshua Slepin (Sat Sojat: 
Scorpion Man, omnivore, philosopher).  Special thanks to Calithena, from whom the combat sequence 
is entirely stolen. 
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Part One: Species & Sorcery 
 

CHARACTER GENERATION 
Character Generation is largely the same as in the Spellcraft & Swordplay core rules.  
However, there are enough minor variations that a brief flow-chart may be helpful. 
Any unfamiliar concepts will be explained in the following sections. 
 
1. Roll 2D to determine the score for each of the six Abilities (see Abilities, p.X) 
 
2. Choose a Species (see Species, p.X-Y).  This may allow you to change some Ability 

Modifiers. 
 
3. Choose a Class (see Class, p.X-Y).  Species may affect choice of Class. 

 
4. Check for possession of untrained psychic sorcery (see Possession of Psychic Sor-

cery, p.X-Y) 
a. Rolling 11+ on 2D means the character possesses untrained psychic sorcery. 
b. If the roll is 11+, 

i. Randomly determine 1 Attack Mode, 1 Defense Mode, and 1 Discipline pos-
sessed. 

ii. Randomly determine Ability that loses 1 point by rolling 1D. 
c. Sorcerers begin with trained psychic sorcery and  do not make this roll. 

 
5. Starting monies equal CHA x100 coins. 

 

ABILITIES 
Abilities are as per Spellcraft & Swordplay Revised Edition with a few differences.  
The largest difference is that Abilities for player characters are on a scale from 2-12, 
rather than 3-18.  Rolling 2D instead of 3D increases the odds of rolling both very low 
and very high, but eliminates the extremes of the +/- 3 Ability Check Modifier for 
player characters.  Instead, Under the Dying Sun uses the following Ability Check 
Modifiers:  
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ABILITY MODIFIERS TABLE 
Ability Modifier

0 No roll 
1 -3 
2 -2 

3-4 -1 
5-9 0 

10-11 +1 
12 +2 
13 +3 
14 +4 

 
Living creatures cannot possess Abilities less than 1.  Certain non-living beings may 
possess Abilities of 0: an entity without STR or DEX cannot move, an entity without 
INT or WILL has no mind, and an entity without CHA has no self-awareness or soul.  
Super-human Abilities(13+) are provided for use with gigantic monsters and the like. 
 
Strength 
• Strength does not impact the Combat Roll.  Exceptional Strength (10+) grants a 

bonus to damage in melee combat and with hurled missiles.  Inferior Strength (4-) 
levies a penalty to damage in melee combat and with hurled missiles. 

• Opening stuck, locked, or magically-held portals is resolved using a STR Throw: 
o A stuck portal is an Easy Check (+4) 
o A locked portal is an Average Check (+0) 
o A magically-held portal is an Heroic Check (-4).   
 
In the latter case, the Referee may wish to vary the difficulty by levying an addi-
tional -1 for every 3 levels of the caster.  In the former two cases, the Referee may 
varying the difficulty based on unusually strong or weak doors or locks. 

 
Dexterity 
• Exceptional Dexterity (10+) grants a bonus to the Combat Roll in missile combat.   
• Inferior Dexterity (4-) imposes a penalty on the Combat Roll with missiles. 
 
Constitution 
To further emphasize the abstract nature of the combat system and of Hit Points, 
which represent positioning and luck as much as actual health, CON does not modify 
Hit Points except at 1st level.  That is, the Hit Points acquired as a character levels up 
are not based on him becoming tougher and thus CON does not apply.   



 

 4 
 

 
Charisma 
The normal maximum number of hirelings is 4.  The Ability Modifier based on Cha-
risma score will alter this.  Charisma also has functions as Defense in Psychic Combat 
as described in that section. 
 
Hit Points 
It’s a hard life under the Dying Sun and it takes a certain tough breed to actually ad-
venture out there.  Player Characters receive maximum hit points (plus any CON 
Modifier) for their Class at 1st level. 
 

SPECIES 
There are four species available for play: True Men, Mutants, Desert Men, and Scor-
pion Men. 
 
A Note on the Term “Men” 
 
I use the term “Men” to describe many species in the game.  This usage comes from 
my influences, notably Burrough’s many-coloured Men and Olaf Stapledon’s serially-
numbered Men.   In addition to True Men, there are many varieties of Quasi-Men: 
beings which somehow branched off from the species; Quasi-Men include Desert 
Men, Infra-Men, and Sand Ghuls.  Finally, there are Pseudo-Men, artificial beings 
made in the distant past to resemble Men.  Scorpion Men are not, in fact, a species of 
Man, being a wholly other species of semi-humanoid arachnids. 
 
If players prefer to substitute a term with no gender-connotations, they should go to 
it and have “Scorpion Folk” or “True People” or whatever. 
 

True Men 
True Men claim to be the heirs of the fallen civilization of the Senex, the “Old Men” 
of legend.  They regard themselves as a unique, superior species and all other tribes of 
Men, such as Mutants and Desert Men, as “Quasi-Men”.  Once upon a time, before 
the sun began to die, True Men were the dominant force in the world, but they have 
been on the wane for centuries.  What is true is that the various tribes of Men are 
unique—they are the only mammals under the Dying Sun.  Some stories suggest that 
Men originated on another world, but how would anyone confirm that?   
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Although waning in power, True Men remain the most civilized of intelligent species 
and maintain the highest technical skills.  They are the only species to inhabit cities, 
which they see as a sign of superiority and other species see as a sign of decadence. 
 
True Men are fair-skinned skin, with straight black hair, and dark eyes. 
 
True Men advance using the following table: 
 

TRUE MAN & MUTANT ADVANCEMENT TABLE 
Level XP Needed 

1 0 
2 20 
3 40 
4 80 
5 160 
6 320 
7 650 
8 1,250 
9 2,500 
10 5,000 

 

Mutants 
Uncounted millennia of radiation, atmospheric pollution, and weird science-sorceries 
have had a notable impact upon the make-up of those beneath the Dying Sun.  This is 
no less true for Men than any other beast.  Mutants abound beneath the Dying Sun.  
They sport odd features; although most are minor, such as unusual coloration of skin, 
hair, or eyes, some mutants are truly monstrous in appearance. 
 
True Men tend to view Mutants with contempt and distaste.  Those settlements con-
trolled by True Men will make Mutants second-class citizens or slaves.  Despite the 
True Man’s term of “Quasi-Man”, mutants are not actually aspirate species and those 
which are not born sterile are able to breed with True Men. In more mixed popula-
tions, mutants may pass without comment and the products of mixed unions not un-
common. 
 
Mutants advance as True Men above. 
 
At character creation, after assigning Ability Scores, roll once on the Mutation Table 
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MUTATION TABLE 
2D EFFECT 
2 +½D STR - same to CHA 
3 +½D DEX - same to INT 
4 +½D CON - same to WIS 
5 +1 Size  
6 Major Cosmetic  
7 Minor Cosmetic  
8 Major Cosmetic  
9 -1 Size  
10 +½D CHA - same to STR 
11 +½D INT - same to DEX 
12 +½D WIS - same to CON 

 
Abilities may be raised as high as 13 (super-human) due to bonuses and as low as 2 
(sub-human) due to penalties.  But note that bonuses must be equivalent to penalties; 
if a cap is reached for one Ability, then both bonus and penalty are reduced to the 
fullest extent that they can reach.  For example, a Mutant with a STR 10 and CHA 4 
rolls “2” on the Table and then rolls a modifier of "3".  It is possible to raise STR to 13 
(10+3), but it isn't possible to lower CHA to 1 (4-3).  The lowest CHA possible is 3, 
which is a modifier of 2.  Therefore, STR is only raised to 12 (10+2) in this case. 
 

MUTATION TABLE I 
2D EFFECT 

2 Ability Change 

Gain ½D in a randomly 
determined Ability; lose 
equal amount in a ran-

domly determined 
Ability 

3 Small-sized See Size rules  

4 Psychic Sorcery 

Randomly determine 1 
Attack Mode, 1 Defense 

Mode, and 1 1st level 
Discipline 

5 Major Cosmetic Roll on Table III 

6-8 Minor Cosmetic Roll on Table II 

9 Major Cosmetic Roll on Table III 
10 Psychic Sorcery Randomly determine 1 
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Attack Mode, 1 Defense 
Mode, and 1 1st level 

Discipline 
11 Large-sized See Size rules 

12 Ability Change 

Gain ½D in a randomly 
determined Ability; lose 
equal amount in a ran-

domly determined 
Ability 

 
MUTATION TABLE II - Minor  

1D EFFECT 
1 Hair Colour 
2 Hair Texture 
3 Eye Colour 
4 Eye Shape 
5 Asymmetrical extremities 
6 Hair Quantity 

 
MUTATION TABLE III - Major 

1D EFFECT 
1 Skin Pigmentation 
2 Skin Texture 
3 No Nose 
4 No Ears 
5 Asymmetrical Limbs 
6 Asymmetrical Facial features 

 
 
 

Desert Men 
A race of Quasi-Men specially adapted to life in the deserts.  They are extremely thin, 
to radiate heat, and nearly hairless with coppery skin that does not burn in the sun.  
They have nictating membranes to protect their eyes, with almost vestigial outer ears 
and nostrils.  True Men say that Desert Men are a product of the forgotten magics of 
the Senex.  Desert Men generally do not care what True Men think.  Whatever their 
origin, Desert Men are truly a separate species now and cannot breed with True Men 
or Mutants. 
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Desert Men inhabit the sandy wastes in small, nomadic tribes, herding fierce tholat 
and other desert-dwellings species.  Unlike many nomadic peoples, Desert Men do 
not ride animals.  Despite their light frames, Desert Men are amazingly fleet of foot 
and they are superbly adapted to run for long distances under the brutal sun.   
 
They supplement themselves by trading with settlements or raiding merchant cara-
vans.  Because they are always afoot, a raiding party of Desert Men is a strange sight 
in which a group runs in from the desert, firing their bone bows, leaps aboard any ve-
hicles and runs off with the goods.  Most Desert Men claim that they belong to the 
Trading Tribes and that the Bandit Tribes are bad men.  Most city-dwellers maintain 
that there is no distinction between Trading and Raiding Tribes and that Desert Men 
only trade with settlements after they have first raided the goods of merchant cara-
vans.  Desert Men habitually shrug at such comments. 
 
Desert Men have the following special abilities: 
- At Character Generation, may add one point to DEX in exchange for two points 

from STR. 
- Get a +3 on all CON Throws to resist the effects of heat and dehydration. 
- May use their full Movement Rate and attack in the same round if using a spear. 
- Move half again as quickly as True Men.  They have an unencumbered combat 

move of 60’, which reduces to 45’ (light armour), 30’ (medium armour), and 15’ 
(heavy armour) 

 
Desert Men require 5% more experience to advance than True Men and Mutants.  
They advance using the following table: 
 

DESERT MAN ADVANCEMENT TABLE 
Level XP Needed 

1 0 
2 22 
3 44 
4 88 
5 176 
6 352 
7 714 
8 1,378 
9 2,756 
10 5,512 
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Akrab (Scorpion 
Men)  
The Akrab (Scorpion Men) 
wander the dead sea bottoms 
hunting and eating each 
other in small bands. During 
the egg-laying season, some 
of them climb up into the ru-
ins of the ancient port-towns 
to spawn. While there, they 
raid into human territory for 
food.  Certain old tales sug-
gest that the Akrab were the 
dominant life-form before 
the Old Men arrived from 
their world of origin and 
forced them into the waste-
lands. 
 
The Akrab are large beings, averaging 10’ in height.  This makes them size category  
Huge, meaning that they have a -2 penalty to their Combat Roll against Medium-
sized creatures.  Medium-sized creatures get a +2 bonus to their Combat Roll against 
Scorpion Men, but also suffer a -1 to damage.  They are covered in a reddish-brown 
chitin that grants them equivalent of Medium Armour.   
 
Scorpion Men are cold and emotionless from a human perspective—fierce hunters 
and warriors, they live for nothing so much as to continue living.  They do not under-
stand humour or religion and have no sentimentality—they eat their own dead as 
convenient.    They are not “hive minded” as sometimes thought by humans.  They 
have as much individuality as any True Man.  That said, they generally find commu-
nal life more conducive to survival and thus typically live in small to medium-sized 
“hordes”, herding tholat and battling any whom they encounter.  Also, they do have a 
concept of loyalty as “enlightened self-interest”.  
 
Akrab society thus has a built-in limitation: they are group-minded and respond to 
community, but generally end up eating other as food. So the size of their bands is 
limited by food supply. Not so rarely, a Scorpion Man finds himself without a band 
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and can fall in with humans. It has been observed that lone Akrab will sometimes 
form a “horde–bond” with humans if they spend much time with them. 
 
Although Scorpion Men possess virtually panoramic vision, they do not possess colour 
receptors and thus see only in blacks and whites.  This is true metaphorically as well 
as literally: for an Akrab, something either is or it isn't; a choice is right or it is wrong; 
and one either eats or is eaten.  Added to their firmly un-nuanced thinking, Scorpion 
Men also possess significantly muted emotional responses.  The Akrab mentality thus 
presents a "logical barbarism" that seems paradoxical to humans.  In turn, most hu-
mans seem hopelessly muddled to Scorpion Men with their faculty for holding two 
different things as equally true and for making decisions based upon the ineffable 
quality of "feeling".  In general, little love is lost between the Akrab and the species of 
Men. 
 
Akrab is psychically “void”: they may not take the Sorcerer class nor possess un-
trained sorcery.   Scorpion Men have the following special abilities, for which they 
receive a -15% experience penalty: 
- At Character Generation, may add one point to STR in exchange for two points 

from CON. 
- May never possess psychic sorcery. 
- Nearly 360 degree vision, giving them +2 to any Throws against surprise where 

vision would help (their hearing and smell are human-normal). 
- They have four arms, allowing them to make one extra attack per turn if wielding 

multiple weapons. 
- Their bodies are covered in a chitinous exoskeleton, giving them a natural Armour 

Class of 2.  Wearing other armour has no effect other than possibly slowing them 
down.  Their natural armour is damaged when hit by a foe rolling boxcars, just as 
all other armour types.  This causes the Scorpion Man to roll on the Serious 
Wounds Table. 

 
Scoprion Men require 15% more experience to advance than True Men and Mutants.  
They advance using the following table: 
 

 SCORPION MAN ADVANCEMENT TABLE 
Level XP Needed 

1 0 
2 23 
3 46 
4 92 
5 184 
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6 368 
7 746 
8 1,442 
9 2,884 
10 5,768 

 
 
 
Where Are My Tharks? 
 
This booklet operates on a thin line: it encourages players to make their own setting, 
but it does present a setting, a lot of it made implicit through such choices as Species.  
But players should feel free to ignore or change such things.  Prefer to reskin the 
Scorpion Men as Green Martians?  Go for it.  Do you see the Desert Men as avian-
people, like Ostrich Men?  Fine.  Don’t want Mutants?  Dump them. 
 

 

CLASSES 
There are three classes: Slayer, Survivor, and Sorcerer.  These Classes are broad arche-
types and cover many different sorts of folk.  Class does not equate to “profession” or 
“background”.  Note that most people do not take any class.  Classes are for adventur-
ers and other crazy, dangerous people. 
 
Unlike the Classes presented in Spellcraft & Swordplay Revised Edition, all three 
Classes in Under the Dying Sun share the same experience requirements in order to 
advance in level. 
 

Slayers  
Whether born killers or honed like a knife throughout their life, Slayers are just plain 
good at killing things. They may be gladiators, outlaws, soldiers, psychopaths, or ban-
dits of the more bloodthirsty variety. Even a 1st level Slayer gives common folk cause 
for concern; at higher levels, the mark of death is visible upon them to all who look. 
 
Slayers are proficient with all weapons and armour. 
 
Class Talents 
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Brute Strength – Slayers know how to use brute strength to it's best advantage when 
trying to slaughter something. Whereas anyone gets a bonus on melee damage from 
high STR, Slayers apply that bonus to the Combat Roll instead 
 
Mass Slaughter –Slayers gain additional attacks when fighting rabble.  At 1st level, this 
applies to foes with 1 Hit Die.  The Slayer receives a total number of attacks equal to 
his level.  Thus a 4th level Slayer gets 4 attacks versus rabble (instead of the regular 2), 
while a 10th level Slayer gets 10 attacks (instead of the regular 3).  These attacks can-
not be split between 1 Hit Die creatures and those of greater Hit Dice; all Mass 
Slaughter attacks must be made on 1 Hit Die opponents. 
 
The definition of rabble increases as the Slayer increases in level.  At 4th level, this 
talent applies to 2 Hit Die creatures as well; at 7th level it applies to 3 Hit Dice crea-
tures, and at 10th level it applies to 4 Hit Die creatures.  
 
Weapon Mastery  (Optional)– A Slayer may choose to master one, specific class of 
weapon (Swords, Axes, Bows, etc.).  If so, he receives a +1 to the Combat Roll with 
the chosen weapon, with an additional +1 per every 3 additional levels gained.  A 
Slayer may choose to specialize in the Shield or Two Weapon Parrying, receiving an 
additional +1 Defense per every 3 levels on all in-coming attacks (making a total of -2 
per every 3 levels). 
 
However, there is a price to be paid for such dedication: the Slayer receives a -1 when 
using any other weapon (including Fist/Foot and Grappling).  Thus, a 1st level Slayer 
who has specialized has a net +2 with the favoured weapon and zero modifier with 
any other.  At 4th level, he has a net +4 with his favoured weapon and a +1 with oth-
ers.  And at  7th level, he would have a net +5 with the favoured weapon and +2 with 
others. 
 
The Slayer does not have to master a weapon at 1st level and can choose to do so at 
one of the later levels (4th, 7th, or 10th, if he chooses).  However, his bonus begins at +1 
at whatever level he is when he first masters a weapon; the Slayer cannot forgo mas-
tery at 1st level and then get a +2 if he masters a weapon at 4th. 
 
Steely Thews – Slayers add +2 to all STR Throws. 
 
Iron Constitution – Slayers add +2 to all CON Throws. 
 
Desperate Effort – Slayers may use Hit Points to fuel class-appropriate desperate ef-
forts that modify a die roll.  A roll may be modified for 1 point per 1 Hit Point sacri-
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ficed plus an additional 1d6-1 Hit Points.  Desperate Effort can be used to modify die 
rolls in the following situations: 

- Combat Roll 
- STR Throw 
- CON Throw 

 
SLAYER LEVEL ABILITIES 

Level Hit Dice Attacks Ability 

1 1+2 1+1 
+1 Defense, +1 Weapon Mastery, 
Mass Slaughter 1 HD foes 

2 2+2 1+2  
3 2+4 1+2  

4 3+6 2+2 
+2 Defense, +2 Weapon Mastery, 
Mass Slaughter of 2 HD foes 

5 3+8 2+2  
6 4+8 2+3  

7 5+8 2+3 
+3 Defense, +3 Weapon Mastery, 
Mass Slaughter of 3 HD foes 

8 5+10 3+3  
9 6+10 3+3  

10 6+12 3+4 
+4 Defense, +4 Weapon Mastery, 
Mass Slaughter of 4 HD foes 

 

Survivors 
In a world where death presses in from all sides, there are some people who excel at 
surviving.  They possess a variety of skills, talents, aptitudes, or just plain luck that 
give them a leg up on the common man.  Survivors may be frontiersmen, thieves, me-
chanics, assassins, or jacks-of-all-trades.  They hear the soft pad of feet on the sand 
where others are oblivious and instinctively roll out of the way while others are 
caught flat-footed. 
 
 
Class Talents 
Stealth – Survivors gain a +2 to any rolls involved in staying hidden or quiet or they 
levy a penalty of -2 on attempts to find them when they are hidden.  This Ability im-
proves by +1 per every 3 additional levels gained (4th, 7th, and 10th).  This Ability also 
encompasses disguises and ruses of all sorts. 
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Survivors may attack while hidden, although the results of that attack may alert foes 
to their presence.  They may also keep hidden in any situation in which such is feasi-
ble (not in an empty, well-lit room, for example). 
 
Jury-Rig – Survivors are adept at fooling around with devices and mechanisms.  This 
grants them a +2 on any roll having to do with such, which includes opening locks, 
disarming traps, and perhaps most importantly, Deciphering Artifacts.  This Ability 
improves by +1 per every 3 additional levels gained (4th, 7th, and 10th). 
 
Back-Stab – Survivors have no compunctions about fighting dirty and are better at 
hurting people this way than in fighting face-to-face.  In addition to the usual +4 to 
hit anyone receives for striking while unnoticed, Survivors add +1 to their weapon’s 
damage multiplier.  Note that if the multiplier is a fraction (i.e. Tiny weapons have 
x½), multiply instead of adding and round down.  So a 1st level Survivor back-
stabbing with a tiny weapon has a multiplier of x1. 
 
This Ability improves by an additional multiplier per every 3 additional levels gained 
(+2 at 4th, +3 at 7th, and +4 at 10th).  Thus a 7th level Survivor, back-stabbing with a 
dagger (multiplier of x1) has a total multiplier of (1+4=)x5 and would have a respect-
able (x½ * x4=)x2 with his bare hands.  
 
Note that Back-Stabbing only functions with melee attacks and cannot be used with 
missile attacks or sorcery. 
 
Survival Instinct – Survivors add +2 to all DEX Throws. 
 
Appraising Eye – Survivors add +2 to all INT Throws.  This notably includes all Per-
ception rolls and the appraising of treasure. 
 
Desperate Effort – Survivors may use Hit Points to fuel class-appropriate desperate 
efforts that modify a die roll.  A roll may be modified for 1 point per 1 Hit Point sacri-
ficed plus an additional 1d6-1 Hit Points.  Desperate Effort can be used to modify die 
rolls in the following situations: 

- Stealth 
- Jury-Rig 
- DEX Throw 
- INT Throw 

 
 

SURVIVOR ADVANCEMENT TABLE 
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Level Hit Dice Attacks Abilities 
1 1 1 +2 Stealth, +2 Jury-Rig, +1 Back-Stab damage 
2 1+2 1+1  
3 2+2 1+1  
4 2+4 1+2 +3 Stealth, +3 Jury-Rig, +2 Back-Stab damage 
5 3+4 1+2  
6 3+6 1+2  
7 4+6 2+2 +4 Stealth, +4 Jury-Rig, +3 Back-Stab damage 
8 4+8 2+2  
9 5+8 2+2  
10 5+10 2+3 +5 Stealth, +5 Jury-Rig, +4 Back-Stab damage 

 

Sorcerers 
While anyone may possess psychic sorcery under the Dying Sun, Sorcerers are the 
only ones to properly develop them.  Slayers and Scavengers, not to mention regular 
folk, suffer penalties from their psychic powers that Sorcerers do not.  This develop-
ment involves years of meditation and psychic exercise, although such exercise range 
from strict asceticism to wild flights of psychedelic fancy.  These folk may be desert 
eremites, cult leaders, court magicians, scholars, or monks. 
 
 
Class Talents 
Psychic Sorcery – Sorcerers primary ability is the use of psychic powers.  Sorcerers 
begin play with 3 disciplines of 1st level (determined randomly or per player choice).  
They automatically develop new Disciplines as they increase in level.  Sorcerers also 
begin with one Attack Mode and one Defense Mode (determined randomly or per 
player choice). 
 
See Using Disciplines in the SORCERY section for rules on using the powers of Psy-
chic Sorcery.  Sorcerers receive a +2 bonus to their Sorcery Roll.  The SORCERER 
DISCIPLINES Table below gives the chances for Sorcerers to use their Disciplines as 
explained in that section with the +2 bonus factored in. 
 

 SORCERER DISCIPLINES 
Sorcerer Level — Disciplines Possessed / Sorcery Modifier Discipline 

Level 1 2 3 4 5 6 7 8 9 10 
1 3/+2 4/+3 5/+4 6/+5 7/+6 8/+7 9/+8 10/+9 11/+10 12/+11 
2  1/+2 2/+3 3/+4 4/+5 5/+6 6/+7 7/+8 8/+9 9/+10 
3    1/+2 2/+3 3/+4 4/+5 5/+6 6/+7 7/+8 
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4      1/+2 2/+3 3/+4 4/+5 5/+6 
5        1/+2 2/+3 3/+4 
6          1/+2 

 
Iron Will – Sorcerers add +2 to all WIS Throws. 
 
Enlightened Ego – Sorcerers add +2 to all CHA Throws. 
 
Desperate Effort – Sorcerers may use Hit Points to fuel class-appropriate desperate 
efforts that modify a die roll.  A roll may be modified for 1 point per 1 Hit Point sacri-
ficed plus an additional 1d6-1 Hit Points.  Desperate Effort can be used to modify die 
rolls in the following situations: 

- Psychic Combat Roll 
- Discipline Roll 
- WIS Throw 
- CHA Throw 

 
 

SORCERER ADVANCEMENT TABLE 

Level Hit Dice Attacks
Modes 

(Attack/Defense) 
1 1-1 1-1 1 A / 1 D 
2 1+1 1 2 A / 1 D 
3 1+3 1 2 A / 2 D 
4 2+3 1+1 3 A / 3 D 
5 2+5 1+1 4 A / 3 D 
6 2+7 1+1 4 A / 4 D 
7 3+7 1+2 5 A / 4 D 
8 3+9 1+2 5 A / 5 D 
9 3+11 1+2 5 A / 5 D 
10 4+11 1+3 5 A / 5 D 

 
 
 
 
 

Personalizing Classes 
 
Sooner or later, some player wants his character to be “different” and a frequent re-
sponse has been to create a new class to accommodate that or to allow multiple 
classes.  The Classes in Under the Dying Sun are very broad in scope and are intended 
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to accommodate many different types of character.  However, if the group feels the 
desire to change things around, one simple option is to swap out certain analogous 
Class-based Abilities.   
 
For example, removing the Slayer’s Steely Thews and replacing it with the Survivor’s 
Survival Instinct creates a more dexterous type of warrior.  However, the Referee 
should consider this carefully.  Some Class-based Abilities are more useful than oth-
ers.  Swapping out Steely Thews  for the Survivor’s Jury-Rig  ability is probably an 
unfair trade given the greater applicability of the alter ability.   
 
In general, the bonuses to Ability Throws are probably equivalent swaps.  The “signa-
ture abilities” of the Slayer (Combat Reflexes, Weapon Mastery, and Mass Slaughter) 
and of the Survivor (Stealth, Jury-Rig, and Back Stab) may be reasonable swaps de-
pending upon play-style and expectations, but the Sorcerer’s “signature ability” (Psy-
chic Sorcery) is not. 
 

EXPERIENCE 
Characters earn experience somewhat differently in than in the Spellcraft & Sword-
play core rules.  There is comparatively little treasure to be garnered under the Dying 
Sun and victory in such a world is accounted for by living another day.  In addition, 
character’s progress by visiting new places and expanding the boundaries of their rap-
idly contracting world. 
 

EXPERIENCE AWARD TABLE 
Action XP Award 
Surviving in the Wilderness 1 XP/day 

Visiting A New Place 
1-10 XP depending upon difficulty 
and strangeness 

Deciphering Artifacts 
1 XP base + additional 1 XP/difficulty 
modifier 

Encountering a Monster for the 1st Time 1 XP 
Defeating Opponents 1 XP/Hit Die + 1 XP/special ability 
Defeating Sorcerous Item in Ego Struggle 1 XP/item CHA 

Mind-Altering Experience 
1-10 XP depending upon extent of 
alteration. 

 
Surviving in the Wilderness  is one of the key ideas of the setting - the struggle of 
Man vs. a brutal Nature.   
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Visiting A New Place relies on Referee fiat to determine how difficult the journey 
and strange the locale.  A truly notable locale, such as the Ruined City of Thanjivar or 
Devil Lake (both in the Kahira Plains described later) are worth 1,000 XP.  A new vil-
lage never before seen is worth 100 XP.  As the wording implies, this XP award can 
only come once, the first time the place is visited. 
 
Encountering a Monster for the 1st Time reflects the strangeness that the word “mon-
ster” is supposed to imply.  Unlike other iterations of the game, “monster” is not 
equivalent to “non-player character”.  
 
Defeating Opponents is not restricted to killing them; any time the character denies 
the opponent his goal in a dangerous conflict, the experience is earned.  Thus, knock-
ing them out, getting them trapped, or cleverly avoiding them are all viable means of 
earning XP in all fight.  But this award goes further: defeating an opponent in a duel 
of wits, foiling their plot to assassinate someone else, denying then the appointment 
of general are all examples of defeating an opponent.   
 
The Referee will determine what constitutes a “dangerous conflict”, but essentially 
any contest in which substantial harm could accrue to the character or allies if he 
loses qualifies.  For example, winning  game of chess is not usually a dangerous con-
flict; however, if the character is playing a game of human chess in order to save his 
companions lives would count. 
 
A final note: defeating an opponent should never be decided upon a simple die roll, 
but should, instead, involve some player choice.  In the above-example of the chess 
game, if the player wins the game because the Referee lets him make an INT Throw 
to play better than his foe, no experience is earned.  On the other hand, while combat 
is resolved through the process of rolling dice, it usually involves more than one 
throw and definitely involves choices on the player’s part as to strategy.  That is an 
acceptable case of defeating an opponent. 
 
Mind-Altering Experience is a catch-all category for anything that might change the 
character beyond than the previous categories.  Reading a technical manual of the an-
cients, finding an army of cryogenically-preserve True Men, telepathically touching 
the Universal Mind, discovering the truth about the Grand Tyrant of Hajal -  all of 
these would be candidates for experience awards. 
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SORCERY 
Magic is a catch-all term under the Dying Sun rather than specific.  Most of what is 
termed magic would be termed science or technology by us.  This includes the crea-
tion of artificial life, mutation of existing life forms, and the fashioning of advanced 
mechanical constructs. 
 
However, there also exists a form of personal magic which we would call psychic 
powers.  Anyone can possess psychic powers (except for Helots). Most psychics are 
untrained and of limited power.  They are generally referred to as “wizards”, 
“witches”, or “sports”.  The term “sorcerer” is reserved for those psychics who have 
undertaken the arduous process of training and developing their powers.  A key dif-
ference between the two types is that sorcerers have learned how to compensate for 
the tremendous energetic strains placed upon them by the exercise of their psychic 
abilities. Witches, on the other hand, have not and invariably suffer for their abilities; 
those with greater power suffer corresponding greater stresses. 
 
One other distinction of note.  Certain sorcerers have learned how to use the energies 
of other lives to power their magics.  Although this vital energy could theoretically be 
offered up willingly, most often it is stolen from unwilling victims.  A person used as 
a power-source will be drained of energy and can even be slain.  As a result, those 
who practice this form of magic are often referred to by variety of negative terms: 
vampire, necromancer, or desecrater.  All of the known Archwizards of Kahira are 
necromancers.  They are capable of outstanding feats of magic by draining the life 
forces of hundreds of sacrifices at a time.  While they once used the life energies of 
the planet itself, they must content themselves with that stolen from other beings 
these days. 

 

Possession of Psychic Sorcery 
Anyone might possess magic.  Intelligence or willpower are not determinate: a drool-
ing moron is as likely to possess powers as a super-genius (although less likely to util-
ize the powers as well). After determining Race and Class, a player must roll to see if 
the character possesses  psychic sorcery (except for players of Sorcerers, who possess 
the power by definition). On 2d6, a roll of 11+ means the character has psychic 
power. 
 
Sorcery has two components: Modes and Disciplines.  Disciplines are analogous to 
spells.  Modes are the means by which to sorcerers fight a Psychic Duel and are dis-
cussed in Book II. 
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Untrained psychics begin with 1 Attack Mode and 1 Defense Mode, and 1 Discipline 
of 1st level.  The specific Modes and Disciplines are determined randomly.   
 
Sorcerers begin play with 3 disciplines of 1st level.  Using a discipline is an CHA 
Throw and functions as per the spellcasting rules of S&S.  
 
 

Increasing Psychic Sorcery 
If a character has no psychic power, he should reroll every time he gains a level, with 
an 11+ indicating the development of powers. 
 
Each time a untrained psychic goes up a level, he rolls to see if he has developed new 
abilities: roll once for Attack Mode, once for Defense Mode, and once for Disciplines.  
An 11+ indicates that new abilities may have been gained.  Determine Modes ran-
domly and do not reroll ones already possessed by the character.  Rolling a Mode al-
ready possessed means that no new Mode was gained.  Thus, untrained sorcerers tend 
to gain fewer Modes as they increase in level.  If a new Discipline is gained, determine 
randomly from those on the level-appropriate list (1st and 2nd level characters roll on 
the 1st level list, 3rd and 4th level characters roll on the 2nd level list, etc.).  Again, do 
not reroll if the dice indicate a Discipline which the character already possesses. 
 
Sorcerers automatically gain new Modes and Disciplines as per the SORCERER DIS-
CIPLINES POSSESSED table on the preceding page. 

 

Non-Sorcerer Psychics 
Utilizing the magics of the mind is stressful without proper training. Untrained Wiz-
ards suffer damage to their attributes.  A beginning wizard loses 1 point from a ran-
domly determined stat (roll 1d6).  Each time they gain a new Mode or Discipline, 
they suffer another -1. 
 
 

Disciplines 

Using Disciplines 
Using the powers of the mind is stressful and exhausting.  Whenever a psychic at-
tempts to use a discipline, he must make a Sorcery Roll.  The Sorcery Roll Table be-
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low provides the base modifier to the Sorcery Roll to which is added the psychic’s 
CHA Modifier.  As always, the target is 11+ 
 
Success means that the Discipline is used, but imposes -1 Fatigue penalty to further 
psychic sorcery attempted that day.  Fatigue is cumulative and is only dissipated with 
complete rest (usually 8 hours of sleep).   
 
If the Sorcery Roll is 13+ (exceeding the usual target by 2), not only does the Disci-
pline work, but no fatigue is generated. 
 
If the roll is a failure, the Discipline does not work.  Optionally, a roll of  boxcars re-
sults in some misfortune—the Discipline works against the wrong target or self, 2 fa-
tigue is imposed, etc. 
 
Those with the Sorcerer Class have an easier time successfully using their Disciplines 
than amateurs do.  They receive an automatic +2 to the Roll as a Class Ability (refer to 
the SORCERER CASTING TABLE in the section on Classes). 
 
 
 

SORCERY ROLL TABLE 
Psychic’s Level Discipline 

Level 1 2 3 4 5 6 7 8 9 10 
1 0 +1 +2 +3 +4 +5 +6 +7 +8 +9 
2 — 0 +1 +2 +3 +4 +5 +6 +7 +8 
3 — — — 0 +1 +2 +3 +4 +5 +6 
4 — — — — — 0 +1 +2 +3 +4 
5 — — — — — — — 0 +1 +2 
6 — — — — — — — — — 0 

 
Note: Disciplines only effect 1 target unless otherwise specified. 

Disciplines By Level 
Level One 

1. After Images 
2. Body Equilibrium 
3. Detect Psions 
4. Dowsing 
5. Empathy 
6. Hypnosis 
7. Mind over Body 
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8. Psychic Obfuscation 
9. Psychometry 
10. Psychokinetic Push 
11. Sensory Enhancement 
12. Sensual Obscurement 

 
Level Two 

1. Alter Self 
2. Body Weaponry 
3. Cellular Adjustment 
4. Domination 
5. Empathic Projection 
6. Empty Mind 
7. Levitation 
8. Occultation 
9. Psychic Blast 
10. Sense Life 
11. Suspended Animation 
12. Thought Reading 

 
Level Three 

1. Body Control 
2. Clairaudience  
3. Clairvoyance 
4. Emotional Aura 
5. Energize 
6. Enervation 
7. Hallucination 
8. Molecular Agitation 
9. Molecular Stasis 
10. Neural Erasure 
11. Spatial Warping 
12. Telekinesis 

 
Level Four 

1. Aura Alteration 
2. Feeblemind 
3. Mass Domination 
4. Mind Bar 
5. Mnemnonic Illusion 
6. Telepathy 
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Level Five 

1. Astral Projection 
2. Energy Control 
3. Group Telepathy 
4. Molecular Disintegration 
5. Molecular Rearrangement 
6. Pansensorium 

 
Level Six 

1. Mass Hallucination 
2. Omnipresence 
3. Psionic Necromancy 
4. Shockwave 
5. Telepathic Projection  
 

These are all of the sorcerous Disciplines known and catalogued.  It is very likely that 
there are other Disciplines which have yet to become known.   The absence of any 
sorceries that allow visions of future has been frequently noted; it appears that this 
world literally has no future to perceive. 
 

Discipline Descriptions 
 
Level One 
 
After Images 
Duration: Immediate Range: Line of Sight Throw: INT 
Allows the psychic to briefly and subtly confuse the subject’s senses.  The usual effect 
is to create a brief flash as of an after-image, but the psychic could also make the sub-
ject think a shadow has moved at the edge of vision or hear a muffled footstep behind 
him and so forth.  This Discipline can be used to briefly distract someone, gain the 
drop on them or make them turn their head.  Nervous subjects might be made scared 
depending upon the situation. 
 
 
Body Equilibrium 
Duration: 1 Turn/Level Range: Self Throw: N/A 
This discipline allows the user to adjust the weight of his or her body to correspond 
with the surface upon which he or she is. Thus, the possessor can walk upon water, 
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silt, mud or whatever. With respect to falling, the psychic cannot levitate, but can re-
duce falling speed so that no harm occurs. 
 
 
Detect Psions 
Duration: 1 Round/Level Range: 100’/level Throw: N/A 
Psions are the quanta of psychic energy.  This Discipline, however, allows one to de-
tect the presence of both passive psychic activity and psychically-powered objects as 
well.   
 
 
Dowsing 
Duration: 1 Turn/Level Range: 100’/level Throw: N/A 
Under the Dying Sun, water has a peculiar psychic pattern.  This Discipline allows the 
user to detect the presence and relative quantity of water within range.  Although of 
great use to travelers , this Discipline does not allow any detection of the quality of 
the water detected. 
 
 
Empathy 
Duration: 1 Round/Level Range: Line of Sight Throw: N/A 
This discipline allows the basic needs, drives and/or emotions generated by any un-
shielded sentient mind to be sensed by the possessor of the psionic power. Thus, he or 
she can sense thirst, hunger, fear, fatigue, pain, rage, hatred, uncertainty, curiosity, 
hostility, friendliness, love and like emotions. The discipline functions in a directional 
path determined by the direction in which the possessor is facing. 
 
 
Hypnosis 
Duration: 1 Turn/Level Range: Eye-contact Throw: WIS 
This Discipline allows the psychic to implant simple suggestions upon the target by 
locking eyes.  The suggestion may be a single-word imperative (“Halt” or “”Trip”); it 
may also be a simple sentence (“These aren’t the nobles you’re looking for”).  The sub-
ject is allowed a WIS Throw to resist.  Although there is a duration listed, if the sub-
ject has no reason to be suspicious afterward, he will remain unaware that anything 
unusual has happened.  If, however, it is called to his attention after expiration, he 
will immediately begin to remember the hypnosis. 
 
 
Mind over Body 
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Duration: 2 Days/Level Range: Self Throw: N/A 
This discipline allows the possessor to suppress or mentally satisfy the need for water, 
food, rest and/or sleep. At some point, however, the possessor must spend an equal 
number of days of complete rest so as to restore this power. While the individual is 
not harmed, the discipline cannot be used again until complete rest is taken. 
 
 
Psychic Obfuscation 
Duration: 1 Turn/Level Range: Self Throw: N/A 
This Discipline allows the psychic to dampen his own psions rendering himself in-
visible to Detect Psions.  However, the Obfuscation ends if the psychic actively uses 
his powers. 
 
 
Psychokinetic Push 
Duration: Instant Range: 100’/level Throw: Special 
The first minor manifestation of telekinetic power, the Psychokinetic Push is just 
that: an instant shove of force.  The Push has STR of psychic’s level + CHA for pur-
poses of what can and can’t be moved.  The Push can be directed against an opponent 
who gets a STR Throw to resist being knocked over. 
 
 
Psychometry 
Duration: 1 Turn/Level Range: 10’/level Throw: N/A 
Deaths and other highly dramatic events leave a "psychic residue" in the very earth 
and stones where they occur or upon objects held, which may last for centuries. The 
possessor of this ability can sense emotions, perhaps see momentary visions, of those 
who have died or suffered some powerful emotion in a place just by standing in it for 
a moment. 
 
 
Sensory Enhancement 
Duration: 1 Turn/Level Range: Self Throw: N/A 
This Discipline allows the psychic to enhance his own senses.  The sense effectively 
doubles in range.  This gives a +2 to rolls against surprise when applicable.  Alter-
nately, vision may be attuned to low-light (granting darkvision).   
 
 
Sensual Obscurement 
Duration: 1 Round/Level Range: Line of Sight Throw: INT 
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The psychic may use this Discipline to distort one of the subject’s senses.  Vision be-
comes blurry, sounds become indistinct, etc.  A subject with obscured vision is not 
rendered blind, but cannot recognize faces or read writing; he also attacks at a -2.  A 
subject with obscured hearing is not prevented from hearing someone sneak past him, 
but will be unable to recognize the sound for what it is. 
 
 
Level Two 
 
Alter Self 
Duration: 1 Turn/Level Range: 10’ radius/level Throw: Special 
The psychic sorcerer may utilize very subtle sensory manipulations to change his own 
appearance in the eyes of those affected.  He may appear as anyone or anything of ap-
proximately his own height and shape.  Those viewing the altered psychic do not 
normally get a INT Check to penetrate the mesmerism unless they have some reason 
to be suspicious or if the psychic attempts to masquerade as some specific person. 
 
 
Body Weaponry 
Duration: 1 Turn/Level Range: Self Throw: N/A 
The body weaponry discipline allows the possessor to use his or her body as both 
weapon and armor by altering the molecules in the body as needed. The table below 
shows the equivalent armor class and weapon according to the level of mastery.   
 
Psychic Level Armour Class Attack Effect 
2 1 +1 to Combat Roll; roll Small Weapon damage 
3 1 +2 to Combat Roll; roll Small Weapon damage 
4 1 +2 to Combat Roll; roll Medium Weapon damage 
5 2 +3 to Combat Roll; roll Medium Weapon damage 
6 2 +3 to Combat Roll; roll Medium Weapon damage 
7 2 +4 to Combat Roll; roll Medium Weapon damage 
8 3 +4 to Combat Roll; roll Large Weapon damage 
9 3 +4 to Combat Roll; roll Large Weapon damage 
10 3 +5 to Combat Roll; roll Large Weapon damage 

 
 
Cellular Adjustment 
Duration: Instant Range: Touch Throw: N/A 
The psychic is able to restore 1D per 2 levels of damage to wounded creatures.  This 
discipline may also be used to treat physical diseases. 
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Domination 
Duration: 1 Round/Level Range: Line of Sight Throw: WIS 
An overt, mesmeric exercise in which the psychic sorcerer reaches out an attempts to 
over-ride the thoughts and impulses of the target.  Failing a WIS Throw, the target 
becomes the mind-slave of the psychic.  He will automatically perform any action 
which the psychic wills him to do, although utterly repugnant acts (a command to 
kill oneself or hurt a loved one) allow additional Throw attempts.  This Discipline is 
not subtle—the target is aware of who and what is occurring and conscious of every-
thing that he is directed to do. 
 
 
Empathic Projection 
Duration: 1 Round/Level Range: 100’/level Throw: Special 
The psychic projects subtle, emotional manipulations at one target in range.  The user 
must specify which mood he is attempting to enhance at time of use.  If a target 
would have no reason not to go with the mood, no Throw is allowed.  Trying to 
spread “Love” to an angry opponent, however, allows a CHA Throw.  Animals typi-
cally receive no Throw and this Discipline is very useful in gentling wild beasts. 
 
 
Empty Mind 
Duration: 1 Hour/Level Range: Self Throw: N/A 
This Discipline blanks the mind to all attempts at detection and thought-reading (in-
cluding Empathy).  The psychic would not show up if someone uses Detect Psions or 
Sense Life and is invulnerable to Telepathy and the like.  Note that the immunity to 
detection ends as soon as any other psychic sorcery is used. 
 
 
Levitation 
Duration: 1 Round/Level Range: Self Throw: N/A 
The psychic may psychokinetically move himself about at a rate of 10’/Round. 
 
 
Occultation 
Duration: 1 Round/Level Range: 10’ radius/level Throw: Special 
This subtle mesmerism allows the psychic to turn himself invisible by convincing 
people not to notice him.  Because this is a psychic avoidance, targets will not see, 
hear, smell, or any another way perceive the user.  Targets do not normally get a INT 
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Check to penetrate the mesmerism unless they have some reason to be suspicious.  If 
the psychic attacks someone, the effect immediately ends for the target, although oth-
ers will remain affected (and will thus see their companion attacking empty air). 
 
 
Psychic Blast 
Duration: Instant Range: Line of Sight Throw: WIS 
A blast of unfiltered mental force with effects similar to receiving a sudden, horrible 
shock.  The target must make a WIS Throw or slip into shock for 1D rounds, unable 
to perform any actions.  Making the Throw still imparts a -2 penalty to all rolls made 
during that period. 
 
 
Sense Life 
Duration: 1 Turn/Level Range: 100’/level Throw: N/A 
The basic vital energies of any living being can be sensed with this Discipline.  The 
psychic sorcerer is not only able to detect the presence of life within range, but also 
location and approximate size.  His sensitivity is such that he cannot be surprised  and 
can even engage in combat if otherwise blinded (such as in total darkness), assuming 
that environmental obstacles are not present (that is, he can “see” his opponents with 
this Discipline, but he cannot “see” walls, doors, rocks, etc.).   
 
Non-living constructs do not register on this Discipline.  It is blocked by Empty Mind.  
Psychic Obfuscation does not block this Discipline, but does cause the user to receive 
useless information regarding the being’s size. 
 
 
Suspended Animation 
Duration: 2 Days/Level Range: Self Throw: N/A 
The psychic sorcerer shuts down all his physical processes—he does not breath or 
need to eat or drink while in suspended animation.  He also regains 2 HP/day while 
“resting”.  The user of this Discipline can either remain suspended for the full time or 
can set a “trigger” to awaken (3 days; when I’ve healed fully; when someone ap-
proaches). 
  
 
Thought Reading 
Duration: 1 Turn/Level Range: Line of Sight Throw: WIS 
The psychic sorcerer can read the thoughts of whomever he stares at and who fails 
the Throw.  He may stay with one target throughout the entire duration or read mul-
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tiple targets, but must spend a minimum of 1 round per target to obtain any informa-
tion.  The target of this Discipline will not be aware it is being used upon him unless 
he makes the Throw; in this case, he feels the probe and locks up his mind. 
 
Only active thoughts may be read with this Discipline.  It does not probe into the un-
conscious nor can the psychic sorcerer direct it to read specific information.  What-
ever is running through the target’s mind is what he hears. 
 
 
Level Three 
Body Control 
Duration: 1 Turn/Level Range: Self Throw: N/A 
The psychic may use the Discipline to withstand all environmental extremes.  He will 
still feel heat, cold, or even torture; nevertheless he will be bear able to bear them and 
function as normal. 
 
 
Clairaudience  
Duration: 1 Round/Level Range: 100’/Level Throw: N/A 
An application of remote sensing in which the psychic may extend his auditory per-
ceptions anywhere in range. 
 
 
Clairvoyance 
Duration: 1 Round/Level Range: 100’/Level Throw: N/A 
An application of remote sensing in which the psychic may extend his visual percep-
tions anywhere in range. 
 
 
Emotional Aura 
Duration: 1 Turn/Level Range: 10’/Level Throw: WIS 
This operates as the 2nd level Empathic Projection except that it affects all sentient 
creatures within a spherical aura. 
 
 
Energize Self 
Duration: 1 Round/Level Range: Self Throw: N/A 
Converting the power of his psions into physical power, the psychic either: 
- Adds 1 point per 2 levels (round down) to any one physical trait (STR, CON, 

or DEX) to a maximum of 15; or 
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- Adds 10’ per 2 levels (round down) to Movement; or 
 
 
Enervation 
Duration: 1 Round/Level Range: Line of Sight Throw: WIS 
This Discipline dampens the vital energies of the target if they fail their Throw.  The 
enervated being has his physical Abilities reduced by 1 point per 2 levels (round 
down), including STR, DEX CON, and most Defense; in addition, Movement is re-
duced 10’ per 2 levels (round down). 
 
 
Hallucination 
Duration: 1 Round/Level Range: Line of Sight Throw: INT 
This Discipline causes the target to see whatever the psychic wishes. The hallucina-
tion will be absolutely real if the target fails his Throw; if the Throw is successful, the 
target still perceives the hallucination, but recognizes its falsity. 
 
 
Molecular Agitation 
Duration: 1 Round/Level Range: Line of Sight Throw: CON 
The psychic causes any small, discrete object, to rapidly heat up.  Inflammable objects 
will begin to burn; others will simply get very hot.  What constitutes “small” or “dis-
crete” is a Referee judgment.  If a living object is targeted, they are allowed a CON 
Throw to resist the effect. 
 
 
Molecular Stasis 
Duration: 1 Round/Level Range: Line of Sight Throw: CON 
The psychic causes any small, discrete object, to rapidly cool down.  Water and the 
like will freeze; other objects will simply get very cold.  What constitutes “small” or 
“discrete” is a Referee judgment.  If a living object is targeted, they are allowed a CON 
Throw to resist the effect. 
 
 
Neural Erasure 
Duration: N/A Range: Line of Sight Throw: CHA 
This power erases any single memory of the psychic’s choosing from the target’s 
mind.  If the Throw is failed, the effect is permanent barring some extraordinary in-
tervention. 
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Spatial Warping 
Duration: Instant Range: 100’/Level Throw: N/A
The psychic momentarily warps the space between himself and some location within 
range.  For a micro-second, he inhabits both places and then arrives at the chosen 
spot.  Viewers see a flashing blur. 
 
 
Telekinesis  
Duration: 1 Round/Level Range: Line of Sight Throw: STR
Movement at a distance.  Psychic has a telekinetic STR equal to CHA+Level.  Teleki-
netic DEX equal INT. 
 
 
Level Four 
 
Aura Restoration  
Duration: Permanent Range: Eye-Contact Throw: Special 
Returns the psychic aura of the subject to it’s correct state.  This will remove the ef-
fects of mind-altering Disciplines, such as Domination and Feeblemind.  Although the 
subject does not get (and would not want) a Saving Throw, the Discipline or other 
causative agency will resist being dispelled.  A Discipline will resist as the Sorcerer 
who cast it would make a CHA Throw.  If that is unknown, use the Discipline’s Level 
as a bonus to the Throw. 
 
 
Feeblemind 
Duration: Special Range: Line of Sight Throw: WIS 
The target has his reasoning reduced to animal level (INT 1).  He will know his 
friends and enemies, but not how to fight in any manner other than grappling and 
biting.  The feebleminded person is allowed a new WIS Save every day.  Otherwise, 
the only cure is Aura Restoration. 
 
 
Mass Domination 
Duration: 1 Round/Level Range: Line of Sight Throw: WIS 
Exactly as the Level 2 Discipline Domination, except that every target within line of 
sight is subject to the effects. 
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Mind Bar  
Duration: 1 Round/Level Range: Self Throw: N/A 
Use of Mind Bar creates a psychic shield against all mind-altering Disciplines.  Note 
that it does not hide the sorcerer’s mind as Empty Mind. 
 
 
Mnemnonic Illusion 
Duration: Special Range: Eye-Contact Throw: CHA 
The target’s memory can be altered to suit the sorcerer.  One event can be created or 
altered.  The effect is permanent unless the subject has some reason to be made suspi-
cious; in this case, he is allowed a new CHA Throw. 
 
 
Telepathy 
Duration: 1 Round/Level Range: Line of Sight Throw: WIS 
Allows free mental exchange between the sorcerer and the subject.  The subject is al-
lowed a WIS Throw if he wishes to resist; Disciplines such as Mind Bar can also pre-
vent the forging of the telepathic link. 
 
Safe communication can be made with some sort of Man.  Attempting to establish a 
telepathic link with an alien mind brings great danger.  The sorcerer must make a INT 
Throw or be overwhelmed by the inhuman mentality and take 1D damage to INT.  
The Referee should apply a difficulty modifier based on the degree of inhumanity.  As 
a rough guideline, attempting telepathy with a Scorpion Man would be -2. 
 
 
Level Five 
 
Astral Projection 
Duration: 1 Round/Level Range: Self Throw: N/A 
The consciousness of the sorcerer is freed from the body and can roam about the 
world virtually at will.  The astral body is freed from all material concerns and is in-
tangible and invisible.  Only the use of certain Disciplines such as Detect Psions and 
Pansensorium will allow a physical being to detect an astral presence, which is simi-
larly free from all physical attacks, but subject to psychic sorceries.  The astral body 
can move at literally the speed of thought and is seemingly limited only by the 
world’s ionosphere for reasons unknown. 
 
At the end of the Discipline’s duration, the astral body is swiftly dragged back to the 
mortal shell. 
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Energy Control 
Duration: 1 Round/Level Range: Line of Sight Throw: WIS 
 
 
Group Telepathy 
Duration: 1 Round/Level Range: Line of Sight Throw: WIS 
 
 
Molecular Disintegration 
Duration: 1 Round/Level Range: Line of Sight Throw: WIS 
 
 
Molecular Rearrangement 
Duration: 1 Round/Level Range: Line of Sight Throw: WIS 
 
 
Pansensorium 
Duration: 1 Round/Level Range: 10’ radius/level Throw: N/A
Intuitive awareness of all things within range.  This is something like an “object 
sense”.  This will penetrate even Psychic Obfuscation and Mind Bar unless the other 
sorcerer makes a INT Throw. 
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Part Two: Arms & Artifacts 
 

COMBAT 
In order to clarify the abstract nature the combat system, what is usually referred to 
as the To Hit Roll is referred to as the Combat Roll in this game.  This emphasizes the 
idea that succeeding in the roll does not equate to an actual hit on an opponent and 
that consequent hit point loss does not necessarily mean actual damage or wounding. 
 

Combat Resolution 
Combat in Under the Dying Sun is slightly different than in the Spellcraft & Sword-
play Revised Edition.  As with the changes to Ability generation, these changes make 
greater use of the central 2D mechanic.  The key difference is that degree of success 
matters in combat, with a successful roll being one that results in 11+ as always.  A 
roll of “11” is 1 degree of success, “12” is 2 degrees of success, and so on.   
 
To resolve combat: 
 

1. The attacker makes his Combat Roll by throwing 2D 
2. The Combat Roll is modified by: 

a. Class-based modifier (see Advancement Tables for each Class) 
b. Modifier from Weapon Class vs. defender’s Armour Class (see Melee or 

Missile Attack Table) 
c. Defender’s Defense 

3. Success results on 11+ 
a. A roll of snake-eyes is always a failure (see Fumbles) 
b. A roll of boxcars is always at least 1 degree of success (see Critical Hits) 
c. A roll of 15+ allows the option for special strikes (see Special Maneu-

vers) 
4. Base Damage equals 1 Hit Point per degree of success. 
5. Damage is modified by: 

a. First, multiply by weapon size Damage Multiplier (see Weapon Size) 
b. Second, modifiers from Strength (in melee combat or hurled missiles) 
c. Any other modifiers, such as from psychic weapons. 
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6. Anyone reduced to 0 or less Hit Points is unconscious and rolls on the Wounds 
table.  If no medical attention is forthcoming, the character will eventually 
die. 

 

Combat Sequence 
The combat sequence in this game is also modified from that in Spellcraft & Sword-
play Revised Edition to further emphasize the chaotic, brutal nature of the struggle to 
survive.  The biggest changes are the length of the combat round (10 seconds) and the 
elimination of initiative, as all attacks occur essentially simultaneously.  The ten-
second Combat Round is composed of several phases following this sequence: 
 

* Surprise Phase - Roll for surprise if applicable on the first round. 
* Morale Phase - Make Morale Throw if applicable on the first round and any  

applicable subsequent rounds. 
1. Declaration Phase - all actors declare their actions for the turn 
2. Melee Phase - anyone in melee range (approximately 6 feet), can attempt to 

hack at someone else if they wish. 
3. Missile Phase - anyone with a  readied missile weapon can attempt to skewer 

someone else. 
4. Sorcery Phase - anyone with a readied Discipline can attempt to blow some-

one’s mind.  This is also the phase in which Psychic Duels occur. 
5. Movement Phase - anyone left alive can move.   

Surprise Phase 
If one or more parties may be surprised, make either DEX Throw or a INT Throw 
(Referee judgment of the most applicable) with a Basic (+6) modifier to the roll. As 
always a natural snake-eyes is an automatic failure.  Failure indicates surprise. If roll-
ing for an entire party, the designated leader or vanguard makes the roll. 
 

Morale Phase 
Morale Throws area type of Reaction Roll, which indicate how resolved a non-player 
character is to fight (see Reaction Rolls; Morale below). 
 

Declaration Phase 
Everyone in the area declares their actions for the current round.  There are a few dif-
ferent ways to handle this.   
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- The Referee can inform the players of the NPC’s declarations and let the play-
ers react.  This favours the players. 
- The Referee can write down the NPC’s declarations; the players then make 
their declarations.  This makes combat a far less certain affair and simulates the fog 
of war. 
- Free and clear.  This means that anyone can change their mind based upon 
what other characters do up and until the next phase begins. 

 
Note that there is no “holding one’s action” in this system.  Things happen entirely 
too quickly for that.  Also recall that any character has a limited number of attacks 
per turn (usually one); even if they could act on multiple phases (by having both 
sword and a throwing spear, for instance), they cannot exceed their total number of 
attacks per round. 
 

Combat Order 
All attacks of the same type (Melee, Missile, or Sorcery) happen simultaneously (or 
near enough to count).  Anyone who is killed in one phase still gets their attack if it 
would occur in the same phase.  It is quite possible for two swordsmen to kill each 
other in the same round during the Melee Phase.  At the same time, a swordsman can 
kill a bowman or sorcerer before they get their chance to react.  By the same token, 
bowmen and sorcerers can get their attacks off in the earlier round if the swordsman 
has to move closer before he can attack (since movement occurs at the end of the 
round). 
 

Combat Results 
During each of the three Combat Phases (Melee, Missile, and Sorcery), everyone mak-
ing an attack of that type makes a Combat Roll with varying results: 
 

Roll is snake-eyes: Fumble 
Roll is 10- : Miss 
Roll is 11+ : Hit 
Roll is 15+ : Special Maneuver 
Roll is box-cars: Critical Hit 

 
Fumbles 
If the attacker is using a weapon made of natural, non-metallic materials, it breaks.  
The Referee should feel free to apply other results; for example, he may rule that Ar-
tifacts also break on a fumble or run out of power. 
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Hit 
As discussed previously, the degree of success indicates base damage done.  This is 
modified by the weapon’s Damage Multiplier and sometimes other modifers as well 
(such as STR). 
 
Special Maneuver 
If the Combat Roll is 15+, the attacker has the option to make a Special Maneuver.  If 
so, he subtracts 5 from the Combat Roll so that he does less damage (so a roll of 17 re-
duced to 12 has a base damage of 2 now).  He can reduce the Combat Roll to 10, in 
which case he does no damage other than the results of the Special Maneuver.  These 
Maneuvers include: 
 

Wound - the opponent must make a CON Throw or roll on the Wounds Table 
(which usually happens only if reduced to 0 or less HP). 
 
Knock Down/Back - the foe must make a DEX Throw or stumble back a few 
feet or falls down. 
 
Disarm - the foe must make a DEX Throw or his weapon goes flying out of his 
hand. 
 
Stunning Flurry - a flurry of disorienting blows that forces the foe to make an 
INT Throw or lose his next turn. 
 
Deadly Display - the character's display of martial prowess is so intimidating 
that the foe must immediately make a Morale Throw (non-player character’s 
only). 

 
The Referee should feel free to add any other Special Maneuvers that seem fun. 
 
 
Critical Hit 
A roll of box-cars has one of the following effects: 
 

Automatic Hit - if the attacker had no chance to roll 11+, he still hits on box-
cars.  This means that everyone has at least some chance of hitting any foe.  
 
If the attacker has no need for an automatic hit, then another effect results. 
 



 

 38 
 

Break Natural Armour/Shield - if the foe’s armour and/or shield if made of na-
tural materials, it breaks and becomes useless.  If both armour and shield are 
susceptible to this effect, the shield will always break first. 
 
Extra Damage - the weapon’s Damage Multiplier increases by one.  A Tiny 
Weapon goes from x ½ to x1, a Small Weapon goes from x1 to x2, and so on. 
 

Movement Phase 
Movement occurs in order of fastest Movement Rate to lowest, with ties being simul-
taneous, resolved by a dice throw, DEX order, or whatever works in the situation. 
 
The distance a character can move in this phase is called his Movement Rate.  The 
base movement rate for most humanoids is 40’ per round (Desert Men move half 
again as fast, so their base movement rate is 60’ per round).  This is reduced by armour 
worn and also by encumbrance from items carried.  Each point of Armour Class levies 
a cumulative ¼ penalty to movement rate.  Thus, Armour Class 2 (Medium Armour) 
levies a ½ penalty, reducing most humanoid’s movement rate to 20’ per round.  Full 
travelling kit acts as a +1 to Armour Class for purposes of movement reduction; a tre-
mendous load, such as carting about a stone sculpture, counts as +2.    
 
A character reduced 1 place above a ¾ penalty (such as Armour Class 3, plus full trav-
elling kit) is limited to moving 1’ per round.  Any further reduction means that the 
character is over-burdened and cannot move. 
 

COMBAT MOVEMENT RATES 
Armour Class 
(or equivalent) 

0 1 2 3 4 5 

Humanoid 40 30 20 10 1 0 

Desert Man 60 45 30 15 1 0 

 
If you attacked on one of the earlier phases of the round, you only get half your 
Movement Rate.  Therefore, if one attacks in a round, one cannot make a full move to 
retreat or charge.  The only way to retreat at a full move is inaction during the com-
bat phases.  Readying a weapon takes half a move as well.  The Referee is free to as-
sign a movement cost for other actions (such as deciphering artifacts). 
 
Charging 
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Charging requires the use a full Move.  Therefore, to charge, one must perform a full 
move on one round and then a Melee attack on the following round.  Charging grants 
a +1 to the weapon’s Damage Multipliers on that subsequent attack.  A traditional 
lance (a Large Weapon) would increase to Huge Weapon (x4 Damage Multiplier).  
 
A charge can be performed on foot with weapon up to Medium-size.  The charger 
must have at least ½ his Movement rate to charge; otherwise, he is too encumbered to 
effectively use the maneuver.  Large weapons can only be used if the attacker is 
mounted. 
 
A shield rush is just a charge made with a shield instead of a weapon.  Because a 
shield provides such a large surface area, they add +2 to the Combat Roll in a rush 
(equal to their defense bonus). 
 
Spears and pole-arms can be set against a charge if there are at least two spearmen for 
each lancer.  The spearman get a +3 to their combat roll. 
 

Arms 

Weapon Class and Size 

 
Melee Weapons are distinguished by Class and Size.  The various classes are provided 
on the chart below.  Each Weapon Class provides a different modifier to the Combat 
Roll against the various Armour Classes. 
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MELEE ATTACK TABLE 

Combat Roll Modifier vs. Armour 
Class 

Weapon 
0 

None 
1 

Light 
2 

Medium
3 

Heavy 
Axe +3 +1 -1 -3 
Club/Stick/Rock1 0 -1 -3 -5 
Flail2 +1 -1 -2 -3 
Foot/Fist 0 -2 -4 -6 
Mace +2 0 -1 -2 
Sword +4 +2 -2 -4 
Spear3 +2 +1 0 -4 
1 A Quarterstaff is a Large Club, requiring two hands, but also  

giving the +1 Parry Defense. 
2  Ignores Shield and Parry Defense; damage self on snake-eyes. 
3  Can be Set vs. Charge; Gains +3 when used while mounted; 

Can be used as a Quarterstaff. 
 
Melee Weapon Classes are generic, encompassing all similar weapons. 
 

Axe - any weapon with a relatively short blade on the heavily-weighted end of 
the haft, including hatchets, battle-axes, tomahawks, halberds.  Small axes can 
be thrown as clumsy missile weapons. 
 
Club/Stick/Rock - a catch-all Class for relatively ineffective, often improvised 
weapons, including truncheons, chair legs, femur bones, and the like.  A shield 
counts as  Medium Club too.  If the weapon is better crafted, it generally falls 
into another class, so that something like a Plains Indian war-club is better 
represented as a Mace/Hammer.  However, a Quarterstaff is treated as a club 
with the special ability noted in the chart above. 
 
Flail - weapons in which the haft has a chain, rope, or hinge with a bludgeon 
on the other end.  Effectively, “a mace and chain” and thus may have spikes or 
flanges. 
 
Foot/Fist -  also includes head butts, shoulder strikes, etc. 
 
Mace - A weapon with a weighted, bludgeoning end.  This end may include 
spikes (i.e. a morningstar), flanges, nails, shards of flint, or other details, but 
not a blade (in which case the weapon is an Axe). 
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Sword -  a weapon with a long blade, such weapons as the stiletto, khurkri, 
gladius, broadsword, and claymore.  Small swords can be thrown as missile 
weapons. 
 
Spear - a relatively long-hafted weapon with a piercing point that may be 
metal, stone, bone, or even just fire-hardened wood.  Tiny-sized spears repre-
sents throwing darts of some sort.  Small Spears represent light throwing jave-
lins.  Medium-sized spears may be used as either melee or missile weapons.  
Large-sized spears include boar-spears and horseman’s lances. 

 
Melee Weapon Sizes are Tiny, Small, Medium, and Large.  Each Weapon Size has a 
Damage Multiplier that is applied to the damage resulting from degree of success on 
the Combat Roll. 

 WEAPON DAMAGE MULTIPLIER TABLE 
Weapon Size Damage Multiplier 

Tiny x ½   
Small x 1 

Medium x 2 
Large x 3 
Huge x 4 

 
 

Tiny melee weapons are generally a few inches in length and include fists and 
feet, as well as stabbing someone with a paring knife or a stylus. 
 
Small melee weapons include daggers, cesti, and rocks.  A small weapon can be 
used in the off-hand to parry.  This grants a +1 Defense to incoming melee at-
tacks, but no Defense to missile attacks.  The small weapon also grants one ad-
ditional attack at -1 to the Combat Roll. 
 
Medium melee weapons are generally two to four feet in length and include 
swords, hand axes, and maces. 
 
Large melee weapons are over four feet in length and include great-swords, 
battle axes, mauls, and lances.  They are unwieldy and impose a -1 to the 
Combat Roll.  A character using a Large weapon cannot also use a shield (even 
Scorpion Men, due to tangling of limbs and tools). 
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Huge melee weapons cannot be used by player characters, but might be used 
by gigantic beings swinging tree trunks and the like.  If used by a gigantic be-
ing, they are no more unwieldy than a normal man using a normal club. 

 
MISSILE ATTACK TABLE 

Combat Roll Modifier vs. Armour 
Class at Medium Range Weapon 

Short/Medium/Long 
0 1 2 3 

Sling Rock/Bullet 
STR/2xSTR/4xSTR 

0 -1 -3 -5 

Long Bow 
7/14/21 

+4 +3 0 -2 

Short Bow 
5/10/15 

+4 +3 -1 -3 

Spear 
STR/2xSTR/3xSTR 

+2 +1 0 -4 

Light Crossbow 
6/12/18 

+3 +2 0 -1 

Heavy Crossbow 
8/16/24 

+3 +2 +1 0 

Thrown Dagger 
¼  STR/½STR/STR 

+4 +2 -2 -4 

Thrown Axe 
¼  STR/½STR/STR 

+3 +1 -1 -3 

Ancient Slug Thrower 
8/16/24 

+4 +3 +2 +1 

 
Missile weapons are treated essentially as melee weapons in regards to Class, but Size 
does not factor, as all missile weapons have a Damage Multiplier of x2.  Instead, mis-
sile weapons have Ranges: Short, Medium, Long. 
 
Short range grants a +1 on the Combat Roll.  Long range levies a -3 on the Combat 
Roll. 
 
Target Numbers vs. Modifiers 
 
Some folks like the idea of a unified mechanic and that is the path I have trod in this 
game.  All actions - combat, sorcery, deciphering artifacts - work the same way: roll 
2d6, apply modifiers, and succeed on 11+.  But other folks hate doing even minor add-
ing and subtracting during play and prefer to look at a chart.  Therefore, I have pro-
vided alternate charts in this game, which give the Target Numbers needed to succeed 
rather than the modifiers. 
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ALTERNATE MELEE ATTACK TABLE 
Combat Roll Modifier vs. Armour 

Class 
Weapon 

1 
None 

2 
Leather 

3 
Chain 

4 
Plate 

Axe 8 10 12 14 
Club/Stick/Rock 11 12 14 16 
Flail 10 12 13 14 
Foot/Fist 11 13 15 17 
Mace 9 11 12 13 
Sword 7 9 13 15 
Spear 9 10 11 15 

 
 

ALTERNATE MISSILE ATTACK TABLE 
Combat Roll Modifier vs. Armour 

Class at Short/Medium/Long 
Ranges Weapon 

1 2 3 4 
Sling Rock/Bullet 11 12 14 16 
Long Bow 7 8 11 13 
Short Bow 7 8 12 14 
Spear 9 10 11 15 
Light Crossbow 8 9 11 12 
Heavy Crossbow 8 9 10 11 
Thrown Dagger 7 9 13 15 
Thrown Axe 8 10 12 14 
Ancient Slug Thrower 7 8 9 10 

 

 

Weapon Materials 
Weapons and other equipment are made from a variety of materials.  Those civiliza-
tions which came before the Aeon of the Dying Sun used up the vast majority of 
natural resources, including metal ores.  Thus, the most common materials used in 
these days to fashion weapons are bone, flint, obsidians, and the like.  Anytime a 
natural weapon misses with a boxcars, it breaks.  A broken weapon used to attack 
functions as a Small Club on the Weapon Table. 
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Bronze and iron are prized metals. These weapons function as normal and do not 
break in combat. 
 
Steel weapons are so rare as to be magical treasures. Steel weapons grant a +1 to the 
Combat roll. 
 

Unarmed Combat 
Sometimes, the best weapon to hand is actually your hand.  Given the likelihood of 
weapons breaking, a character may easily find himself having nothing else to fight 
with.  An unarmed attacked aimed at hurting the foe uses the Fist/Foot column in the 
Weapon Chart above to represent punching, kicking, etc. 
 
But sometimes, an unarmed attack is intended to grab an opponent.  This is called 
grappling.  Grappling is a bit more complex as the abstract combat system is designed 
for people trying to hurt each other.  Grappling uses the following procedure: 
 

1. The grapple attempt is made as a Fist attack vs. AC 0.  The Grappler must drop 
items held, such as weapons and shield. 

2. If the attack succeeds, then target gets STR Throw to immediately escape. 
3. If STR Throw fails, target subject to Small Weapon damage (degree of success 

of the grapple roll) and can take no further action until he escapes by making a 
successful STR Throw or something else appropriate. 

4. Grappler can do one of the below on subsequent rounds: 
• Squeeze for Small Weapon Damage 
• Trip and throw down 
• Exceptional STR (10+) to lift whole body and throw (within reasonable 

limits of relative size etc.) 
 

Armour 
Armour has been abstracted and simplified in Under the Dying Sun, as compared 
with the Spellcraft & Swordplay Revised Edition.  The various Armour Classes have 
been reduced to four abstract classes (numbered AC 0 to AC 3).  Shields no longer af-
fect Armour Class, but rather provide a penalty to the incoming Combat Roll.  Using a 
weapon in the off-hand also provides a penalty, although less than using a shield; col-
lectively these kinds of penalties are called Defense. 

Armour Class 
The various types of armour are distinguished into four Armour Classes: 
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ARMOUR TABLE 

Armour Type AC Ability Throw Penalty Movement Reduction 
None 0 0 None 
Light 1 -2 ¼  

Medium 2 -4 ½  
Heavy 3 -6 ¾  

 
Armour Classes are generic, encompassing a number of specific varieties. 
 

Light - including cuir bouille, padded, linothorax, and other light armours. 
 
Medium - including mail, scale, banded, segmented, and other medium ar-
mours. 
 
Heavy - including full mail, graves and breastplate,, and other heavy armours. 

 
Ability Throw Penalty is the modifier made to applicable Ability Throws.  The two 
most relevant are DEX Throws for activities such as climbing, being stealthy, dodging, 
and so forth; and CON Throws for resisting over-heating (see Travel; Heat & Dehy-
dration). 
 
Movement reduction is the penalty applied to movement rate.  In combat, there is an 
easy shorthand to remember this for most folks as Light armour applies a -10’ penalty 
(30’), Medium applies a -20’ penalty (20’), and Heavy applies a -30’ penalty (10’).  The 
exception here are Desert Men who have a faster movement rate and, consequently, a 
greater penalty from wearing armour. 
 

Armour Materials 
As with weapons, most armour types are made from natural materials.  Light armour 
is generally made of reptile or humanoid skin and possibly studded with bones, teeth, 
and bits of junk metal.  Medium armour can be made of overlapping strips of lami-
nated wood to form a kind of lamellar or a hauberk of interlocked ceramic plates 
bound together.  Heavy armour might be formed of the largest pieces of insectoid 
exoskeltons.  These armours function as per the standard Spellcraft & Swordplay rules 
except that anytime a natural piece of armour takes a hit from a boxcars, it breaks. 
 
Bronze or iron armour functions exactly as per the Spellcraft & Swordplay rules. Steel 
versions add 1 to the target number for attacks against them (giving a +1 Defense).  
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Medium and Heavy armours are very rare under the Dying Sun due to the eternal 
heat. Anyone wearing metal armour must make a CON Throw every hour, with a 
penalty equal to the armour class, or collapse from heat-stroke.   
 

Defense 
Defense is a penalty levied against incoming attacks.  Defense equals the Attack Bonus 
from Class and Level.  Thus a 4th level Slayer, with 2+2 Attack, has a Defense of +2.  
Monster Size can also grant a Defense. 
 
Shields grant a +2 Defense versus all incoming attacks and may add to DEX Throws 
for area-effects attacks and the like.  As with other armour, most shields are made 
from natural materials and break when they take a hit from a roll of boxcars (see 
Critical Hit).  If a character is wearing natural armour as well as using a natural shield, 
assume the shield breaks first. 
 
Bronze shields work as normal.  A steel shield adds an additional point of Defense, 
making +3 in total. 
 
A combatant may use a small, parrying weapon in the off-hand instead of a shield. 
This grants only a +1 to Defense versus incoming melee attacks and none versus mis-
sile attacks.  It does, however, give the character 1 extra attack with the off-hand 
weapon at -1 to the Combat Roll. 
 

Dodging 
In addition to the usual ways in which in a character is protected during a fight, he 
may also choose a full-bore defense by dodging.  The character declares his intent to 
dodge during the Declaration Phase of the round.  Dodging means that the character 
gets no attacks - Melee, Missile, or Sorcery - as dodging essentially replaces those ac-
tions.  He does get a half-move exactly as if he had attacked.  Note that the dodging 
character must have at least ½ of his Movement Rate to dodge; otherwise he is too 
encumbered to move fast enough.  
 
Any time the dodging character is attacked during the round, he is allowed to make a 
DEX Throw to avoid the attack.  If successful, the dodger avoids the attack entirely; if 
unsuccessful, the attack proceeds as normal. 
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The Referee should feel free to add modifiers to the dodge throw.  A more balanced 
system, would allow the attacker’s degree of success to function as a penalty to the 
dodging DEX Throw.  So, if the attacker rolls “13”, the dodge roll takes a -2 penalty.  
This ruling is more fair to the attacker, but adds complexity.  Alternately, one might 
use the attacker’s combat bonus as a penalty instead.  So dodging an attack from a 5th 
level Slayer is always at -2.  The Referee might also apply a penalty to consecutive 
dodges with each dodge after the first adding a cumulative -1 penalty; this would re-
flect the idea that a combatant can only really evade so much in the 5 seconds of a 
combat round. 
 

Injury and Death 
Hit Points are an abstract measure of vitality, ability to withstand pain, defensive 
skill, and luck. They do not simply measure “wounds taken.” At the conclusion of 
combat, all characters who still have at least 1 hit point regain half of the damage sus-
tained in the bout (rounding down). Thus if a character takes a total of 5 points of 
damage, even if from different opponents, he regains 2 points once the fight ends and 
he can catch his breath. 
  
Characters fall unconscious when they drop to 0 hit points or less and suffer from a 
Wound.  Roll on the following table.  The results below are merely suggestions and 
Referees should feel free to modify the results as they wish.  
 

WOUNDS TABLE 
D66 Wound Suffered 

1 Ear—(roll side randomly).  Suffer -1 to attempts to listen. 
2 Eye—(roll side randomly).  Suffer -1 to Missile Attacks. 
3 Nose / Facial Scarring—suffer -1 to reaction checks. 
4 Jaw—slurred language and difficulty chewing. 
5 Throat—loss of vocal ability. 

1 
 
Head 

6 
Head Injury—brain damage.  Suffer -1D to INT.  If a “6” is rolled, feel free to add 
insult to injury, such as short-term memory loss, alien hand syndrome, etc. 

1 Fingers—1D-1 fingers (min of 1).  Suffer -1 to relevant fine manipulation. 

2 
Hand—hand rendered useless.  Can still use a shield if strapped on.  No two-handed 
weapons. 

3 Wrist—Can use shield only with modified equipment.  No two-handed weapons. 
4 Elbow—No shield use.  No two-handed weapons. 
5 Shoulder—arm muscles damaged.  Lose 1 STR.  No two-handed weapons. 

2 
 
Right 
Arm 

6 Whole Arm—No two-handed weapons. 
1 Fingers—1D-1 fingers (min of 1).  Suffer -1 to relevant fine manipulation. 

2 
Hand—hand rendered useless.  Can still use a shield if strapped on.  No two-handed 
weapons. 

3 
 
Left Arm 

3 Wrist—Can use shield only with modified equipment.  No two-handed weapons. 
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4 Elbow—No shield use.  No two-handed weapons. 
5 Shoulder—arm muscles damaged.  Lose 1 STR.  No two-handed weapons. 
6 Whole Arm—No two-handed weapons. 

1 
Hip—suffer -1 Defense and DEX Throws related to dodging, jumping, etc.  Cut 
movement rate by ¼. 

2 
Groin—suffer -2 Defense and DEX Throws related to dodging, jumping, etc.  Cut 
movement rate by ½. 

3 Stomach—Lose 1 CON. 
4 Abdomen—Difficulty breathing.  Lose 1 CON. 
5 Rib Cage—shattered.  Lose 2 CON 

4 
 
Torso 

6 Lungs—lung punctured.  Great Difficulty breathing.  Lose 2 CON. 
1 Toes—1D-1 toes (min of 1). 
2 Foot—rendered useless.  Cut movement rate by ¼. 
3 Ankle—cut movement rate by ¼. 
4 Knee—kneecap shattered.  Cut movement rate by ½ . 
5 Hamstring—hamstring injured.  Cut movement rate by ½ . 

5 
 
Right 
Leg 

6 Whole Leg—cut movement rate by ¾ without prosthetic. 
1 Toes— lose 1D-1 toes (min of 1). 
2 Foot— rendered useless.  Cut movement rate by ¼. 
3 Ankle—cut movement rate by ¼. 
4 Knee—kneecap shattered.  Cut movement rate by ½ . 
5 Hamstring—hamstring injured.  Cut movement rate by ½ . 

6 
 
Left Leg 

6 Whole Leg—cut movement rate by ¾ without prosthetic. 
 
Then roll 2D: on a 5-, the wound is permanent; otherwise, it will heal in 2D6 weeks. 
 
Wounded characters are subject to the normal healing rules in the Spellcraft & 
Swordplay Revised Edition and do not regain damage as above.  Such characters will 
need downtime or magic to heal. 
 
If a character suffers the same Wound a second time, he is in (comparative) luck, as 
you cannot lose your left leg more than once. 
 

Psychic Combat 
Psychic beings interact with each other in different ways than regular folks.  Specifi-
cally, they have a psychic sense which detects active psychic use within 10’ per 
Level/Hit Dice.  This means that anyone using a Discipline alerts other psychics to his 
or her presence. 
 
Psychics also combat each other on a different level.  Although they can confront 
others on the physical level, more commonly they oppose each other on the psychic 
level.  Psychic combat (also called “the Duel Arcane”) is a formalized method of psy-
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chic combat.  No one is sure who formalized the terms; presumably some Ancient but 
who knows?   
 
Modes are something like the stances or techniques of formalized, physical martial 
arts.  In psychic combat, one takes an Attack Mode as the active technique and a De-
fense Mode to resist.  Certain Modes are more or less effective against others. 
 
There are five psychic Attack Modes and five psychic Defense Modes.   Very few psy-
chic sorcerers know how to use all of the Modes.  The more that they know how to 
use, the greater flexibility they have when dueling.  A smart psychic will try various 
Modes to find the most effective one. 
 
The Duel Arcane is like a physical battle with Attack Modes taking the place of 
weapons and Defense Modes taking the place of Armour.  On the chart below, the 
number is the modifier to the psychic attacker’s roll based upon the Defense Mode 
employed. 
 

• INT will modify the chance to hit; 
• CHA will modify damage; and 
• WIS will modify incoming attacks (a psychic version of Defense) 

 
One very significant difference: psychic combat damages the mental attributes (INT, 
WIS, and CHA) directly, rather than Hit Points.  Each Attack Mode specifies the at-
tribute damaged and has a Damage Multiplier of x1.  Psychic combat is thus brutal 
and to the point.   Damaged attributes heal at a rate of 1 per day. Anyone reduced to 0 
or less in an attribute is horribly dead - a drooling moron (INT 0), a gibbering maniac 
(WIS 0), or a souless husk of flesh (CHA 0). 
 
Combatants must declare their Modes blindly, i.e. before revealing them to each 
other. 
 
{Should I have a Psychic Grapple option?  Perhaps replacing one of the Attack Modes.  
Should I have an attack vs. non-psychics?] 
 

PSYCHIC COMBAT MATRIX 
 Empty  

Mind 
(INT) 

Intellect For-
tress 

(WIS) 

Mental Bar-
rier 

(CHA+) 

Thought 
Shield 
(INT) 

Tower of 
Iron Will 

(WIS) 
Mental Thrust 

(INT) 
0 +5 +2 +1 +5 

Ego Whip 
(CHA) 

+3 -2 0 +5 +2 
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Id Insinuation 
(WIS) 

+4 +1 +2 +6 -1 

Psychic Crush 
(INT) 

+1 +4 +2 +1 +6 

Mind Blast 
(WIS) 

+5 -1 +2 +4 +1 

 
 

ALTERNATE PSYCHIC COMBAT MATRIX 
 Empty  

Mind 
(INT) 

Intellect For-
tress 

(WIS) 

Mental Bar-
rier 

(CHA+) 

Thought 
Shield 
(INT) 

Tower of 
Iron Will 

(WIS) 
Mental Thrust 

(INT) 
11 6 9 10 6 

Ego Whip 
(CHA) 

8 13 11 7 9 

Id Insinuation 
(WIS) 

7 10 9 5 12 

Psychic Crush 
(INT) 

10 7 9 10 5 

Mind Blast 
(WIS) 

6 12 9 8 10 

 
 
 
 

Attack Mode Descriptions 
Ego Whip—Damages CHA 
An Ego Whip targets the “I” or self and, overwhelming it with negative or vicious 
feelings that inhibit its ability to function properly. 
 
Id Insinuation—Damages WIS 
Id insinuation attacks a target's basest instincts, freeing them temporarily from the 
control of his or her higher psyche in order to induce confusion. 
 
Mind Blast—Damages WIS 
This attack mode blasts the mind of the target with much like receiving a horrible 
shock. 
 
Mental Thrust—Damages INT 
This attack mode shapes mental energy into a “psychic blade” with which to “stab” 
the mind of the target. 
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Psychic Crush—Damages INT 
A violent assault upon all the neural impulses of the target’s mind, which seeks to de-
stroy the mind. 
 

Defense Mode Descriptions 
Intellect Fortress  
This defense mode summons the strength of the higher psyche to create a powerful 
bulwark against psychic attack.  It is very effective against attacks which target the 
WIS and CHA, but weak against attacks which use the defender’s own INT against 
himself. 
 
Mental Barrier  
This defense mode draws on innocuous, repetitive thoughts to shield the mind against 
unwanted intrusions.  It is a universally effective defense and particularly so against 
attacks which target the sense of self (CHA).  
 
Mind Blank 
This defense mode consists of a meditative trance in which the mind of the creature 
using it is cleared of all surface thoughts and distractions.  It is most effective against 
attacks which target INT.  On the other hand, attacks which target WIS benefit from 
the lack of control being exercised. 
 
Thought Shield  
This defense uses ephemeral, surface thoughts to protect the mind from attack. It is 
most effective against attacks which target INT.  On the other hand, attacks which 
target WIS benefit from the lack of control being exercised. 
 
Tower of Iron Will 
This defense mode harnesses a creature's determination and mental resilience to fash-
ion a psychic barrier so powerful that it can protect other creatures.  This provides 
good defense against attacks upon WIS and, to a lesser extent, CHA.  The Tower is 
quite susceptible to attacks against the INT. 

 

REACTION ROLLS 
Players usually have full control over their reactions and behavior.  But, the attitudes 
of non-player characters may be more randomly determined. Whenever the charac-
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ters encounter someone else, human or otherwise, the Referee may wish to make a 
Reaction Roll.  If the creature met is mindless or would obviously be disposed in some 
way toward the characters, the Reaction Roll can be eliminated. 
 
The Reaction Roll is compared to the table below, which gives the nature of the reac-
tion.  A roll of boxcars is automatically an “Extremely Positive” result. 
 

REACTION ROLL TABLE 
Reaction Roll Reaction 

2- Extremely Negative  
3-5 Negative 
6-8 Neutral 
9-11 Positive 
12+ Extremely Positive 

 
The Referee may add modifiers as seem appropriate.  The lead character’s CHA is a 
common modifier.  Additionally, the various species of Men are generally ill-disposed 
towards each other.  The exception being Scorpion Men who can’t distinguish one 
Man-type from another, wouldn’t care if they could, and really don’t like anybody 
anyway.  The  following modifiers may be used to simulate that. 
 

INTER-SPECIES REACTION ADJUSTMENT TABLE 
Reacting Party Approaching 

Party True Man Mutant
(Minor)

Mutant
(Major)

Desert Man Scorpion Man

True Man 0 -1 -2 -3 -4 
Mutant  (Minor) -1 0 -1 -2 -4 
Mutant (Major) -2 -1 0 -1 -4 
Desert Man -3 -2 -1 0 -4 
Scorpion Man -4 -4 -4 -4 -4 
 
The interpretation of the Reaction Result is made by the Referee based upon the cir-
cumstances.  Some guidelines are given below. 
 

Encountering Hostiles 
If the encounter is between potential hostiles, including predatory beasts, the follow-
ing results: 
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HOSTILES REACTION TABLE 
If the Reaction is… The hostile will… 
Extremely Negative  Immediately attack 
Negative Possibly attack depending upon circumstances 

Neutral 
Be indecisive, allowing the players to attempt to manipu-
late the situation 

Positive Not attack; the hostile will leave or consider offers made 
Extremely Positive Be enthusiastically friendly 

 

Morale 
Non-player characters will usually make morale rolls at two points in combat: first, 
when they suffer their first casualty; second, when the force is reduced to half it’s ini-
tial strength.  Retainers make Morale Rolls just as any other non-player character. 
 

MORALE TABLE 
If the Reaction is… The NPC will… 

Extremely Negative  
Surrender or panic in a route: intelligent creatures will do 
either with a 50/50 chance; animals only withdraw 

Negative Defensively withdraw 
Neutral Continue fighting and roll again next round 
Positive Continue fighting 
Extremely Positive Redouble their courage; no further morale rolls required 

 

Hiring Retainers 
The players may wish to hire the services of mercenaries, porters, guides, and so on.  
Once such individuals are found, the player may make an offer and roll: 
 

RETAINER REACTION TABLE 
If the Reaction is… The retainer will… 

Extremely Negative  
Angrily refuse the offer and publicly decry the characters, 
levying a -1 modifier on further attempts to hire retainers 
at this locale 

Negative Curtly refuse the offer 
Neutral Haggle, asking for 1Dx10% more money 
Positive Politely accept 

Extremely Positive 
Enthusiastically accept; will have a +1 on any Morale Rolls 
while in the character’s service. 
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MONEY & EQUIPMENT 
There are no standard units of currency under the Dying Sun.  Each city has it’s own 
currency which is only accepted in the city itself and, officially, in its client-villages.  
Given the metal-poor nature of the world, most currencies are of little intrinsic worth 
and their purchasing power is directly dependant upon the power of the local tyrant.  
Outside of the cities, barter is the more common from of trade. 
 
For game purposes, items are rated in the value in coins with 1 coin equaling what-
ever the standard unit of currency is in the setting.  For example, the currency in the 
City of Hajal is the bone piece, a shard of bone carved into a coin; thus 1 coin = 1 
bone piece.  
 
In general, standard equipment is available in the City-States at the prices described 
in the Spellcraft & Swordplay book with gold pieces replaced by coins. 
 
In addition, where such equipment is usually metallic in other settings (weapons, ar-
mour, etc.) it will be of natural materials under the Dying Sun (wood, bone, stone, 
obsidian, and chitin are the most common materials).  Bronze or iron items are some-
times available for at least triple the standard cost.  Steel implements are rare and, 
when available, will sell for at least ten times the standard cost.  Armour is even more 
expensive than that and correspondingly rare. 
 
Characters under the Dying Sun begin with less equipment than those generated by 
the Spellcraft & Swordplay core rules.  And whatever money or equipment they have 
is hard-earned.    A beginning character has 10 coins for each point of CHA. 
 
 

MELEE WEAPON COST TABLE 
Weapon  Natural 

Material 
Bronze/
Iron * 

Steel 

Small 9 27 90 
Medium 30 90 300 

Axe 

Large 45 125 450 
Small 1 3 10 
Medium 6 18 60 

Club 

Large 9 27 90 
Medium 20 60 200 Flail 
Large 35 105 350 
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Medium 15 45 150 Mace 
Large 25 75 250 
Small 9 27 90 
Medium 30 90 300 

Sword 

Large 45 125 450 
Small 1 per 5 3 per 5 10 per 5 
Medium 9 27 90 

Spear 

Large 20 60 200 
 
 

MISSILE WEAPON COST TABLE 

Weapon 
Natural 
Material

Bronze/
Iron 

Steel 

Sling 1 NA NA 
Sling Bullets (20) 3 9 30 
Short Bow 45 NA NA 
Long Bow 120 NA NA 
Light Crossbow 75 NA NA 
Heavy Crossbow 150 NA NA 
Quarrel / Arrow (20) 60 180 600 

 
ARMOUR COST TABLE 

Armour 
Class 

Natural 
Material 

Bronze/
Iron 

Steel 

Light 50 150 500 
Medium 100 300 1,000 
Heavy 300 900 3,000 

 
 

ARTIFACTS 
The various pre-Collapse civilizations left many relics behind and the world is littered 
with the detritus of the past.  One might say that these artifacts range from the mun-
dane to the wondrous except that even something as relatively mundane as a stainless 
steel dagger is a wonder in a world where most weapons are made from stone and 
bone.   
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Deciphering Artifacts 
Despite the frequency of finding such items, very few know how to use any whose 
purpose is not obvious (such as a dagger).  Any attempt to decipher an artifact is po-
tentially rewarding, but always difficult and sometimes dangerous.  When a character 
attempts to understand an artifact, he must make an INT Throw.  Most artifacts have 
a difficulty of Very Difficult (-4) but can range much higher. 
 
If the INT Throw is 
 

ARTIFACT DECIPHERING TABLE 
15+ Artifact purpose and function is deciphered in (20-Roll) rounds. 
11-14 Artifact purpose and function is deciphered in (20-Roll) hours. 
7-10 Artifact purpose or function is deciphered in (20-Roll) hours, but 

not both.  May attempt to decipher again after one day of further 
study with a +3 to the next roll. 

3-6 Artifact remains a mystery and something bad happens: a 
weapon discharges upon user or companion, an important piece 
breaks, etc.  May attempt to decipher again after one week of 
further study. 

2- Artifact forever remains a mystery and something bad happens: 
artifact broken, a companion is vaporized, etc. 

 

Sample Artifacts 
Artifacts should be rare and strange.  Nevertheless, in the larger cities, some types of 
artifacts have been seen often enough to elicit relatively little comment.  If the Refe-
ree determines that a character has experience with an artifact for such a reason, he 
may grant a bonus to the deciphering roll.  
 
Chromatic Projection Rod (Deciphering Difficulty: Hard +2) 
A number of these items have been discovered over the centuries. Each has been 
unique in design. All are closed, metallic rods (though of differing metals, including 
many unrecognizable to modern Men) varying from 6” to 18” in length and 4” to 10” 
in diameter.  Some are absolutely plain, while others have ridges or decorations. 
 
A Chromatic Projection Rod emits a beam of colour the same diameter as the rod it-
self to a distance of 30’.  Each rod will emit only one colour.  Different colours have 
different effects on anything splashed with beam’s colour.  When a Chromatic Projec-
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tion Rod is discovered, the Referee may wish to roll on the following chart to deter-
mine colour and effect: 
 

1st Die 2nd Die Colour Effect 

1 Red 
Causes horrible burning, doing 3D damage 
(DEX Throw for half) 

2 Orange  
3 Yellow  
4 Green  

5 Blue 
Causes living creatures to make a WIS Throw 
or fall unconscious for 1D rounds 

1-3 

6 Purple 
Creates an hypnotic effect, allowing the target 
to be Dominated by the first person to give it 
orders (WIS Throw to avoid) 

1 White  
2 Black  
3 Golden Heals all damage, including Ability damage 
4 Silver Heals 2D of damage 
5 Rainbow  

4-6 

6 Alien colour  
 
If the referee prefers, he may randomly roll colour first and then make a new roll for 
effect in order to keep the players guessing. 
 
Flame-lance 
 
Lucifer-Egg 
 
Noosoid 
Among the most alarming of the relics of the Senex are the various machines which 
seem to think.  These come in all varieties of form, from small banks of dials and 
lights to vast, electronic-crystalline structures.  Most demonstrate some vast knowl-
edge of ancient lore and a variety of what must be called mental derangements.  
Among the less educated, they can be taken for gods or demons. 
 
Soul-Drinking Device 
 
Sword-Blossom 
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Made of a “memory metal” that reacts to the electricity of the small battery in the 
hilt.  Pressing the button, causes the ball of metal to swiftly “blossom” into a full 
sword.  The memory metal functions as iron. 
 
Tri-Fold Crystalline Enhancer 
A rounded triangle of copper tubing connecting three, heart-shaped crystals at the 
vertices.  When placed upon the head of a psychic, the Enhancer gives a +2 to all 
Casting Rolls for psychic Disciplines.  However, a natural roll of snake-eyes (“2”) 
means that the Enhancer has misfired, causing 1D of INT damage and becoming use-
less. 
 
Vimana 
 

SORCEROUS  ITEMS 
All sentient beings constantly emit low levels of psionic energy (“psions”) which are 
absorbed by inanimate matter.  In this fashion, some psychic sorcerers “read” items 
through the use of psychometry.  The psychic residue of immensely powerful indi-
viduals may permeate objects to which they have a long or extremely emotional rela-
tionship in such a fashion as to create a psychic imprint of themselves.  From this, sor-
cerous items are brought into existence. 
 
The most usual method of imprinting a sorcerous item is by using an object to kill a 
being with an exceptional sense of self (Cha 10+); the murderer being’s “psychic 
shadow” clings tentatively to that which ended its physical life.  In other cases, the 
exceptional individual will establish such a long term and volatile relationship with 
the object (such as a conqueror who uses the same sword in all his battles), that his 
psychic shadow will be imprinted on the item.  In either case, it can be seen that all 
such items are unique; there is no such thing as a “generic” sorcerous item. 
 
For reasons given above, the majority of sorcerous items are tools of war and this 
category of objects is also called “psychic weapons”.  There are other examples, how-
ever.  The regalia of an Archwizard will become imprinted after centuries of use; 
these crowns, scepters, and jewels are powerful objects able to bend men’s mind with 
ease. 
 

The Psychic Shadow 
All sorcerous items reflect the personality of their original.  Some are but pale reflec-
tions of the former being while others are virtual copies.  The strength of the psychic 
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shadow is measured by the item’s CHA score.  Although only beings with exceptional 
(10+) CHA may serve as the basis of the sorcerous item, not all sorcerous items im-
print the full degree of the creator’s essence.   
 

Item Charisma 
When a sorcerous item is found, the Referee should roll 2D to determine the CHA of 
the item.  A low CHA item will have only the barest hints of the original left, usually 
a vague emotion of some sort.  Such an item will also have very little in the way of 
power.  The higher CHA item’s will have progressively more coherent personalities, 
emotions, thoughts, goals, and powers. 
 

SORCEROUS ITEM CHARISMA TABLE 
Item 
CHA 

Sentience Abilities 

2 Non-sentient 1 Minor Ability 
3-4 Vague yearning or emotion 2 Minor Abilities 

5-6 
The item can communicate 
empathically with the 
owner 

2 Minor Abilities + 1 additional ability 
when acting in accord with the item 

7 
The item can telepathically 
communicate simple ideas 
to the owner 

3 Minor Abilities+ 1 additional ability 
when acting in accord with the item 

8-9 
The item can telepathically 
communicate complex ideas 
to the owner 

3 Minor Abilities + 1 Major  Ability when 
acting in accord with the item 

10-11 
Fully human personality 
with quirks and manner-
isms 

1 Major Ability + 3 Minor Abilities + 1 
Major  Ability when acting in accord with 
the item 

12 
Essentially, the ghost of the 
original being in all its glory 
and egotism 

2 Major Abilities + 3 Minor Abilities + 1 
Major  Ability when acting in accord with 
the item 

 

Item Goals 
Since sorcerous items feel themselves to be alive, they adopt goals.  These may range 
from a yearning to kill for low CHA items to complex plots to control the world by 
high CHA items.  The Referee may assign a goal to any sorcerous items or may roll on 
the following table: 

SORCEROUS ITEM GOAL TABLE 



 

 60 
 

1st Die 2nd Die Goal 
1 Slay Psychic Sorcerers 
2 Slay Necromancers 
3 Slay Desert Men 
4 Slay Mutants 
5 Slay Scorpion Men 

1-3 

6 Slay Infra-Men 
1 Destroy Artifacts 
2 Destroy other Psychic Weapons 
3 Establish an Empire 
4 Never Admit Defeat 
5 Kill all Foes 

4-6 

6 Accumulate Wealth 
 
 
The Referee may find it helpful to determine the INT and/or WIS of sorcerous items 
as well as the CHA.  A highly intelligent item will likely have a more complex Goal 
than a low intelligence one; or, perhaps, a more complex means of achieving that 
Goal.  An item with a high WIS may be more obsessed with it’s Goal than one with a 
low WIS. 
 

Ego Struggle 
Because sorcerous items are the residue of strong egos, they will not simply accept 
being someone else’s tool.  Whenever a sorcerous item is touched, an Ego Struggle 
occurs.  The person touching the item must make a CHA Throw, with the object’s 
CHA modifiers effecting the roll (thus, an object with CHA 12, will levy a -2 to the 
person’s Throw).   
 
If the Throw is failed, the character suffers Domination by the item (as per the 2nd 
level Discipline).  The dominated individual will be controlled by the item to further 
it’s goal—whatever that might be.  Items with CHA 4- will have no articulated goal 
and their domination will manifest more as strange moods.   
 
As with the 2nd level Discipline, a dominated being is entitled to a new CHA Throw 
whenever commanded to something which he finds repugnant.  If a subsequent 
Throw succeeds, the character may toss the sorcerous item aside (or keep it and fight 
another Ego Struggle). 
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If the character wins the initial Ego Struggle, it is he who dominates the item, bend-
ing it’s psychic shadow to his will.  Whenever the item is forced to do something 
drastically opposed to it’s goal, the character must struggle again to maintain control.  
If the item wins this subsequent Ego Struggle, it breaks free of its owner.  The owner 
may discard the item or attempt to dominate it again on the subsequent round. 
 
And so it goes.  Wielding a Sorcerous Item is a constant struggle, just like everything 
else under the Dying Sun. 
 

Increasing the Psychic Shadow 
The relationship between a sorcerous item and its possessor is a symbiotic one: the 
possessor gets the use of the item’s abilities, while the item’s psychic shadow feeds off 
of the psychic energy of the possessor.  This leeching is minute and not generally 
harmful to the wielder.  But over time, it may result in the strengthening of the psy-
chic shadow. 
 
Every time that the possessor of a sorcerous item goes up in level, the item gains 1 
point of CHA (12 max).  An increase in CHA means that the item’s personality will 
become more distinct and the item will acquire new abilities.  It also means that the 
Ego Struggles become more difficult.  Therefore, a character who possesses a psychic 
weapon faces a choice: the longer he keeps the item, the more powerful it is likely to 
become, but the stronger the pull of its ego. 

Sorcerous Abilities 

Minor Sorcerous Abilities 
Sorcerous items can use Disciplines as if they were a Sorcerer of the same level as 
their CHA/2 (round up).  They suffer fatigue just as any other psychic sorcerer. 
 
If the same Minor Ability is rolled for more than once, the Referee may reroll or stack 
the powers.  Rolling “+1 to Combat Roll” twice would give a +2, while rolling “Detect 
Psions” twice would give the item a +1 to its Casting Roll. 
 

MINOR SORCEROUS ABILITIES 
1st D 2nd D Minor Ability 

1 Body Equilibrium 
2 Cellular Adjustment 
3 Detect Psions 

1-2 

4 Domination 
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5 Dowsing 
6 Empathic Projection 
1 Empathy 
2 Empty Mind 
3 Levitation 
4 Mind over Body 
5 Occultation 

3-4 

6 Psychic Blast 
1 Psychokinetic Push 
2 Sense Life 

5-6 

3-6 +1 to Combat Roll 

 

Major Sorcerous Abilities 

Sample Sorcerous Items 
Sorcerous Items are unique as each is the result of an individual’s psychic shadow be-
ing imprinted upon an item.  By and large, such item’s origins are unknown.  There 
are, however, some psychic weapons with famous histories and origins. 
 
Cold Fire 
A heavy gladius, approximately 3 feet in length, made of ceramic.  When unsheathed, 
Cold Fire manifests a strange, pale aura that resembles flames, but which is cold to the 
touch.  This weird radiation is the source of the item’s combat bonus ability by caus-
ing cellular deterioration when in contact with bare flesh.  With concentration, the 
sword’s wielder can use the radiation to heal his own flesh.   
 
Cold Fire whispers words of encouragement to it’s wielder when in combat.  The 
sword’s sweet voice will turn ugly if the swordsman considers conceding a fight; do-
ing so triggers a Psychic Struggle.  If the user is in danger of defeat, Cold Fire can di-
rect a burst of it’s flame which acts as a Psychic Blast. 
 
Cold Fire first appeared during the infamous Slave Revolt in Hajal, several centuries 
ago.  The Liberator, whose name has been forgotten, slew army after army that was 
sent after him.   
 
CHA: 7 
Goal: Never Admit Defeat (Special Ability: Psychic Blast) 
Minor Abilities: +2 Combat Roll, Celluar Adjustment 
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Part Three: Lands & Monsters 
 

TRAVEL 

 
Travel through the lands under the Dying Sun is exhausting and slow-going for six 
reasons: 
 
1. The weather prohibits over-exertion. 
2. Very little foraging is available; potable water is particularly scarce. 
3. The terrain is difficult to walk across and roads better than beaten paths are, 

essentially, non-existent.  
4. There are virtually no navigable waters to traverse. 
5. Riding beasts are extremely expensive and therefore quite rarely used. 
6. The wildlife is almost uniformly hostile and dangerous. 
 
These all add up to create a world of great isolation.  Most Men huddle in their habi-
tations and will never leave their place of birth.  A trip to a town ten miles away 
represents a significant journey.  This also limits trade opportunities; inter-village 
commerce is a dangerous business, requiring many swords or great luck. 
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Heat & Dehydration 
All of the Lands Under the Dying Sun have two things in common: they are hot and 
dry.  In it’s millennia-long death-throws, the Dying Sun has been expanding into a 
Red Giant, markedly raising the temperature of it’s planets. Where once was a wa-
tered, pleasant world, there now lies the burning deserts of the lands under the Dying 
Sun.  Travelers about these lands will encounter many dangers, but perhaps none so 
omnipresent as over-heating and dehydrating.   
 
The former is perhaps the harder to avoid as the Dying Sun never sets.  The skies are 
filled with an ancient haze that absorbs sunlight and diffuses it so that the skies glow 
with an orange “perma-glow” at all times.  Only during the noon hours does the haze 
boil off under direct sunlight into a brighter, harsher crimson light.  Thus, there is no 
“night” and “day”, only Noon and other times.  Logically, but counter-intuitively, 
Noon is universally regarded as a time to avoid effort.  Sleep cycles generally include 
Noon and those who are not asleep usually hide indoors while the baleful scarlet orb 
hangs low in the sky.   
 
Anyone performing moderate activity outside must make a CON Throw at the end of 
the “day”.  Failure inflicts -1 to all six Abilities until at least one hour is spent resting 
otherwise cooled.  If one is so foolish or desperate as to perform such activity during 
the Noon-period, the penalty is doubled to -2 for a failed Throw.  Successive failures 
are cumulative and require cumulative resting times (i.e. it takes 3 hours of resting to 
regain 3 points lost to over-heating).  Anyone who is reduced to 0 in any trait falls 
unconscious and will die without immediate medical attention. 
 
Anyone performing strenuous activity outside must make a CON Throw for every 
hour of activity. 
 
Wearing armour exacerbates the effects of heat.  CON Throws in this area are penal-
ized when wearing armour with a penalty equal to the Armour Class.  Thus, operating 
in heavy armour imposes a -3 penalty to the CON Throw, making warfare in full kit 
extremely exhausting. 
 
The effects of dehydration are quite similar.  Anyone who does not consume at least 
½ gallon of water (or other refreshing liquid at Referee’s judgment), will suffer the 
same effects: a CON Throw for every hour with cumulative -1 to all Abilities. 
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Terrain 
The vast majority of land under the Dying Sun is wilderness of some sort or another.  
These include: 
 
Grassy Plains 
Mud Flats 
Rocky Badlands 
Salt Flats 
Sandy Wastes 
Scrub Forests 
Stony Barrens 
Rocky Mountains 
 

WILDERNESS TRAVEL RATES 
Travel Rate 

Terrain Type 
Men on Foot Caravan Desert Men Plains-Strider 

Road 
1.3 mi/hour 
16 mi/day 

.6 mi/hour 
8 mi/day 

2 mi/hour 
24 mi/day 

3 mi/hour 
36 mi/day 

Trail, Plains 
1 mi/hour 
12 mi/day 

.5 mi/hour 
6 mi/day 

1.5 mi/hour
18 mi/day 

2.6 mi/hour 
32 mi/day 

Salt Flats, Hills, 
Forest, Badlands, 
Barrens 

.6 mi/hour 
8 mi/day 

.3 mi/hour 
4 mi/day 

1 mi/hour 
12 mi/day 

1 mi/hour 
12 mi/day 

Mountains, Sandy 
Wastes 

.3 mi/hour 
4 mi/day 

.16 mi/hour
2 mi/day 

.5 mi/hour 
6 mi/day 

.16 mi/hour 
2 mi/day 

 

HABITATIONS 
 
Nomad Encampment 
Nomads establish temporary encampments as they wander the lands under the Dying 
Sun.  Desert Men and Scorpion Men are the most famous nomads, although there are 
occasional bands of nomadic Wild Men. 
 
Mining Camp 
A mining camp is a temporary habitations formed around a mine or mines.  It con-
tains 10-60 miners (2Dx5). 
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It should be noted that “mining” means something different under the Dying Sun 
than it does on our world.  Virtually all valuable or useful materials were removed 
from the soils ages ago.  Thus “mining” in this context actually refers to the uncover-
ing of deposits of ancient junk, to be stripped of their metals and reused.  Mining can 
be very dangerous, as ancient deposits can contain strange artifacts of the Senex. 
 
Mining Town 
This a permanent version of the mining camp, which usually grows from such. 
 
Agricultural Compound 
Agricultural Town 
Trade Town 
Oasis 
Fort 
City-State 
Ruined City 
 

ANIMALS & MONSTERS 
Animal life under the Dying Sun is extremely different from that of our experience.  
The notable animal types are reptiles, avians, and insects, many of which grow to un-
usual size when compared to our animals. The various species of Men are the only 
mammals; they are aberrations in the biosphere and might plausibly be considered 
“monsters”. 
 
Monsters are, in general, weird and strange.  A few creatures might be known, 
though perhaps only by reputation, but most should present characters with a fear of 
the unknown.  “What is that thing?!” should be a common exclamation upon sighting 
a monster. 
 
To keep the mystery of monsters, the Referee may wish to use the following Monster 
Generator tables to alter the standard Spellcraft & Swordplay monsters and make 
them more alien.  The first step is to pick a pre-defined monster, such as those appear-
ing in the Spellcraft & Swordplay core rules, Book 3.  This provides the “base” crea-
ture.  Then roll on the following tables: 
 
 

RANDOM MONSTER TYPE & SIZE 
(roll once on each column) 

Die Roll Monster Type Monster Size 
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1 Humanoid (Quasi- or Pseudo-Man) Tiny (Swarm) 
2 Insectoid Small (3-4 feet) 
3 Reptilian Large (7-9 feet) 
4 Avian Huge (9-12 feet) 
5 Ophidian Colossal (15-20 feet) 
6 Plant Immense (20+ feet) 

Note: The size category of Medium is not represented on the Table  
because it is not all that interesting. 

 
 

RANDOM MONSTER ABILITIES 
(roll 1D-2 times) 

D66 Ability 
11 Ability Drain: roll 1D—1-STR, 2-DEX, 3-CON, 4-INT, 5-WIS, 6-CHA 
12 Acid  
13 Alternate Movement (roll 1D: 1-2 Flying, 3-4 Sand Swimming , 5-6 Burrowing 
14 Blood Drain 
15 Class Abilities: roll 1D—1-2 Slayer, 3-4 Survivor, 5-6 Sorcerer; roll 1D for level 
16 Climb 
21 Combat Expertise (Type) 
22 Constrict 
23 Critical (Attack Type) 
24 Darkvision 
25 Disease (as per the ability Rot in the Spellcraft & Swordplay core rules) 
26 Emanate Heat 
31 Engulf 

32 
Enhanced Ability: roll 1D—1-STR, 2-DEX, 3-CON, 4-INT, 5-WIS, 6-CHA; add 
1D to that Ability 

33 Enhanced Movement: roll 1D and add that many feet/round” 
34 Enhanced Sense: roll 1D—1-2 Sight, 3-4 Hearing, 5 Smell, 6 Touch 
35 Freeze 
36 Immune (Attack Type) 
41 Implant Spawn 
42 Light Sensitive  
43 Mighty 
44 Nightvision 
45 Pack Mentality 
46 Poison: roll 1D for Poison Class 

51 
Psychic Sorcery: 1D for number of Attack Modes; 1D for number of Defense 
Modes; 1D for levels of Disciplines possessed 

52 Regenerate: 1D HP/Round 
53 Rend 
54 Resistant to Sorcery: add 1D to all Throws vs. Sorcery Disciplines 
55 Rock Throwing 
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56 Spike Launch 
61 Split 
62 Swallow Whole 
63 Tracking 
64 Trample 
65 Vulnerable (Type) 

66 
Wound: half of all HP inflicted cannot be healed by ordinary means due to ne-
crotic poisons 

All abilities are as per the Spellcraft & Swordplay core rules except where otherwise 
noted. 
 
Azdarkho 
 

No. Appearing: 1 
Alignment: Neutral 
Size: C 
Armour Class/Defense: 3/+4 to attacks from 

Medium foes 
Move: 60’ ground, 100’ fly 
Hit Dice: 10 (40 HP) 
Attacks: 1 Bite +2 (Large Sword) 

OR 1 Tailslap +2 (Flail); 
Shaking Attack  

Modes: -- 
Disciplines: -- 
Special: -2 Damage from Me-

dium foes, +2 to Physi-
cal Ability Throws,, 
Throws, Fly, Swallow 
Whole 

Moral: +7 
Treasure: 6 in gullet 
XP: 1,000 

 
 
The flying dragon under the Dying Sun.  The Azdarkho is a reptile with massively 
elogated front digits, forming the structure of it’s membranous wings.  The wing-span 
of an average, adult Azdarkho is about 30 feet, while its torso averages some 15 feet in 
length.  A relatively slow flier, the Azdarkho is a quick and agile runner.  Thus, these 
monsters are capable hunters on land and in the air, using their dagger-like teeth to 
kill and thick hide to protect themselves from attack. 
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It is said that some powerful Sorcerers dominate huge Azdarkho’s to serve as flying 
mounts. 
 
 
 
 
 
 
Darzai 
 

No. Appearing: 2d6 
Alignment: Neutral 
Size: M 
Armour Class/Defense: 2/0 
Move: 120’ 
Hit Dice: 1+2 (6 HP) 
Attacks: 1 beak (axe) OR 2 front 

claws (daggers) 
Modes: -- 
Disciplines: -- 
Special: Enhanced Sight (+2), 

Pack Mentality (+2 
combat rolls when de-
fending pack-mates) 

Moral: +2 
Treasure: 2 (in lair) 
XP: 200 

 
 
Darzai are man-sized avians that fill the same 
ecological niche as wolves do in our world—
pack-oriented predators and scavengers.  Their 
bodies are covered in thick reddish-brown 
feathers (giving them an equivalent to padded 
armour). Large, hooked beaks protrude from 
their heads.  They are flightless and the wings 
have evolved back into limbs, although these 
front legs are smaller and shorter than the rear, 
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giving Darzai a weird stance.  Nevertheless, they run very quickly despite this seem-
ing ungainliness and they can attack effectively with their front claws. 
 
Unlike wolves, Darzai have a sense of smell only comparable to humans.  However, 
their vision is exceedingly keen and they hunt by sight rather than scent. 
 
 
 
Infra-Men 
 

No. Appearing: 3d6 
Alignment: Neutral 
Size: M 
Armour Class/Defense: 2 (Hides)/0 
Move: 90’ 
Hit Dice: 3 (12 HP) 
Attacks: 1 Weapon (+2 damage) 

OR Unarmed 
Modes: -- 
Disciplines: -- 
Special: Class Abilities on 11+; 

Enhanced STR (12); Re-
sistant to Sorcery (+2 on 
Throws); Reduced INT 
(5) 

Moral: As rolled 
Treasure: 1 per individual 
XP: 200 

 
Infra-Men are hulking Quasi-Men of 
bestial appearance and mentality with 
a deep crimson-coloured skin and 
black hair.  Of the same general type as 
Helots, Infra-Men are larger, generally 
stronger, and much stupider.  They 
may have been a labour-class for the 
Old Men who became feral after the 
Collapse.  In any case, they now wan-
der the lands under the Dying Sun in 
small bands, warring with each other 
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by and large, but are always happy to kill True Men, who the regard as racial enemies.  
 
Some few Infra-Men possess Class Abilities.  These inevitably become Chiefs and 
Shamans of their bands and can be fearsome foes indeed. 
 
 
Magara 

No. Appearing: 1d6 
Alignment: Neutral 
Size: L 
Armour Class/Defense: 3/+1 to attacks from 

Medium foes 
Move: 30’ (120’ for a 1 round 

burst) 
Hit Dice: 4 (16 HP) 
Attacks: 1 Bite +2 (Large Sword) 

OR 1 Tailslap +2 (Flail); 
Shaking Attack  

Modes: -- 
Disciplines: -- 
Special: Camouflage (-2 to be 

perceived), Vise Grip 
(Jaws), Shaking Attack 

Moral: +3 
Treasure:  
XP: 300 

 
A crocodilian predator evolved to life on dry land, magara haunt the dead sea bottoms 
under the Dying Sun.  They rest among the short grasses of the lost seas, virtually in-
visible to passing creatures.  The magara then bursts out from cover, using it’s ability 
to move 120’ for 1 round.  It closes with it’s foe and bites it, locking it’s jaws and 
thereafter shaking the victim violently until it’s neck is broken or it’s too injured to 
move.  
 
Anyone who is bitten by a magara must make a DEX Throw or find a limb trapped in 
the thing’s vise-like jaws.  Someone trapped is subject to the magara’s shaking attack, 
which automatically hits.  The trapped person can try to extricate themselves with a 
STR Throw -4 (Very hard). 
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[The attributes above represent a good-sized magara of approximately 8’ long.  
Smaller, juvenile magara exist as well as truly gargantuan specimens of 20’ in length.  
Adjust attributes accordingly.] 
 
 
Mind Devil (Rahasya) 

No. Appearing: 1 
Alignment: Chaotic 
Size: M 
Armour Class/Defense: 2 
Move: 60’ 
Hit Dice: 6 (24) 
Attacks: Tentacles: 1 Grapple +6 

OR 2 Large Clubs 
Bite: 1 Spear +6 
Sorcery (see below) 

Modes: 4/4 
Disciplines: See text 
Special: 8th level Sorcerer,  
Moral: +6 
Treasure: 12 
XP: 1200 

    
The Rahasya, also known as “Mind Devils”, are a horrid menace so alien in composi-
tion that most savants agree that they are ultra-mundane in origin, although there is 
debate as to whether they are able to travel between their point of origin and the 
Lands under the Dying Sun at will or if they have become trapped here. 
 
When encountered, Rahasya generally masquerade as human, covered in robes and 
cowls or full-body armour so that no flesh is visible.  Should this disguise be pene-
trated, their inhuman nature is readily apparent: Rahasya are large, eight-armed 
cephalopods resembling octopi.  Unlike marine mollusks however, the mantle of the 
Rahasya is a thick, rubbery flesh of silvery-gray colour which resists drying out in the 
desert atmosphere and is also highly resistant to injury (AC 2).  Despite the consis-
tency of this flesh, the mantle is highly malleable: a Rahasya can flatten itself to some 
6 inches in depth , stretch to 10 feet in length, or balloon into a rough sphere of 5 foot 
diameter.  This amorphous quality allows the Rahasya it’s masquerade in front of hu-
mans as it shapes itself into vaguely humanoid outlines and then uses two arms apiece 
to substitute for each of a human’s four extremities.  The observant thus occasionally 
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penetrate a Rahasya disguise when they notice that it’s “hand” seems to consist of two 
large fingers (actually, the ends of two tentacles). 
 
Unlike terran octopi, the tentacles do not have suckers.  They are, however, ex-
tremely powerful (STR 12); indeed, it could rightly be said that the Rahasya is one 
huge muscle.  The upper side of a Rahasya contains seven eyes arranged in a circle 
around what might be called “the head”.  The monster’s mouth in located on the un-
derside: it is a circular aperture ringed with teeth, not unlike that of a leech, sur-
rounded by multiple, smallish tentacles to guide the food into the maw.  Once a Ra-
hasya gets a bite onto something, it requires a STR Throw to pull away, although do-
ing so results in ½D Damage from the tearing away of the flesh. 
 
However, the physical threats of the Rahasya are the least of it’s abilities for all mem-
bers of the species are potent psychic sorcerers (Level 6).  This is the origin of the 
name “Mind Devils”.  They display racial predisposition towards the disciples of men-
tal disruption and always possess at least one of the following powers: Sensual Ob-
scurement (Level 1), Empathic Projection (Level 2), Hallucination (Level 3), or Fee-
blemind (Level 4).  All other disciples to be determined randomly.   
 
Mind Devils are, by the standards of men, subtle and cruel beings who seek their ends 
by devious methods and prefer to torture their enemies rather than to kill them 
quickly.  What exactly they want is unclear, although it has been plausibly asserted 
that they are involved in a shadowy struggle with the Witch-Men for dominance of 
the sentient species.  Their plots often strike men as convoluted in the extreme. 
 
Plains-Strider 

No. Appearing:  
Alignment: Neutral 
Size: Large (8’) 
Armour Class/Defense:  
Move:  
Hit Dice:  
Attacks:  
Modes:  
Disciplines:  
Special:  
Moral:  
Treasure:  
XP:  
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Eight-foot tall, flightless bird, resembling an ostrich with bright-red feathers.  Used 
occasionally as a mount, although they are notoriously skittish and many riders are 
thrown when a Plains-Strider hears an unexpected noise or sees something moving in 
his peripheral vision.  Still, they are extremely fleet-footed over the plains and there 
are not that many options for riding animals under the Dying Sun.  They are superbly 
designed to run on the plains and can achieve amazing rates of travel; their speed 
drops off significantly on other terrain and they travel more slowly than a man afoot 
in the sandy wastes or mountains. 
 
‘Striders are a favoured prey of the darzai-packs of the plains and will immediately 
panic if they see - or think they see - one of the bird-wolves.  In combat, the Plains-
Strider must roll Morale at the beginning of hostilities.  On a Negative result, the 
Plains-Strider will run away from combat, ignoring the directives of its rider.  On an 
Extremely Negative result, the bird will attempt to throw the rider off before bolting; 
the rider must make a DEX Throw or fall off and take 1D damage.  A second DEX 
Throw will allow the rider to jump off safely. 
 
 
Pseudo-Men 

No. Appearing:  
Alignment:  
Size:  
Armour Class/Defense:  
Move:  
Hit Dice:  
Attacks:  
Modes:  
Disciplines:  
Special:  
Moral:  
Treasure:  
XP:  

 
There are great variety of Pseudo-Men left under the Dying Sun: artificial beings 
made to resemble True Men in some fashion.  They were created by various cultures 
of the Senex during that race’s long afternoon. 
   
 
Regular Folk 
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No. Appearing: 2d6 
Alignment: Neutral 
Size: M 
Armour Class/Defense: 1/0 
Move: 90’ 
Hit Dice: 1 (4 HP) 
Attacks: 1 
Modes: -- 
Disciplines: -- 
Special: -- 
Moral: As rolled 
Treasure:  
XP: 100 

 
Regular Folk will comprise the vast majority of any population.  They do not take any 
Class and are thoroughly average: they have 1 Hit Die, 1 attack, and no abilities.  In-
dividuals will, of course, vary wildly. 
 
 

 
 
 
 
Sand Ghuls 
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No. Appearing: 2D 
Alignment: Chaotic 
Size: M 
Armour Class/Defense: 1/1 
Move: 90’ 
Hit Dice: 2 HD (8HP) 
Attacks: 1 Bite +2 (spear) OR 2 

Claws +2 (daggers) 
Modes: A – Ego Whip 

D – Mental Barrier 
Disciplines: 1- Detect Psions, Sen-

sory Obscurement 
2- Domination 

Special: -3 to be detected 
Moral: +2 
Treasure: 1 
XP: 300 

 
 
Sand Ghuls are a puzzling and horrid variety of Quasi-Man, although whether a de-
generate line of mutants or some sort of artificial beings is unknown.  They appear as 
naked humans, but with brown-gray skin and four digits on each hand and foot. 
 
Sand Ghuls are masterful hunters with amazing capabilities for concealment.  Any 
attempt to detect the presence of concealed Sand Ghuls suffers a -3 penalty.  They 
travel the wastes in small packs of 2-12.   
 
Sand Ghuls crave the brains of psychics.  They prefer to stalk small parties traversing 
the desert, staying hidden until the dead of night.  Using their Detect Psions abilities, 
they find psychic prey.  They are clever enough, however, to know that the most 
powerful of psychic may be more trouble than they are worth and usually choose 
middling-level psychics.  They then utter their weird, haunting hunting cry; a ghostly 
ululation which drifts from the wilderness.  At the same time, they use their Domina-
tion to summon their prey out of camp, where they will be swiftly dispatched and the 
Ghuls feast upon their brain. 
 
Those who have survived encounters with Ghuls have noted that the monsters are 
surprisingly eager conversationalists.  They can be sometimes distracted by the telling 
of stories, singing poems, or engaging in the latest gossip.  They particularly enjoy 
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theological discussions; they are ardent followers of religion, although always on the 
look-out for a better one. 
 
 
 
Sand Star (Nabat-Wahsiyy) 

No. Appearing: 1 
Alignment: Neutral 
Size: H 
Armour Class/Defense: 2/1 (Parries with extra tendrils) 
Move: 0” 
Hit Dice: Each tendril has 2 HD (8 HP); core has 6 (24 HP) 
Attacks: 1 Grapple +4 OR Large Club + 4 per 2 tendrils (see 

text below) 
Grapple: 

+3 +3 +3 +3 
Club: 

+5 +3 +1 -1  
Modes: N/A 
Disciplines: N/A 
Special: Camouflage; Constrict does Medium damage, ½ 

Damage from Blunt attacks,   -1 Damage from M-
sized foes; x2 Damage from Fire; +2 Attribute 
Throws 

Moral: Never rolls Morale 
Treasure: 5 
XP: 300 per tendril 

 
Sand Stars are large plants with a taste for animal flesh.  Only semi-intelligent and 
unable to move their cores, they are nonetheless quite capable hunters.  The Nabat-
Wahsiyy consists of a cyclindrical core averaging five feet in diameter with five to ten 
tendril-like arms (4+1D) of some ten feet in length.  This plant grows in loose sandy 
soils and buries itself so that it is scarcely visible with it’s arms spread about.  When 
something steps on an arm, the Sand Star lashes out and attempts to grapple and crush 
it’s prey which is then buried near it’s core to be fed on as it decomposes.  The Nabat’s 
tough, fibrous ‘flesh” is equivalent to leather armour. 
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Tholat 
 

No. Appearing: 20-60 
Alignment: Neutral 
Size: Large (8’ at shoulders) 
Armour Class/Defense: 2/+1 to attacks from 

Medium foes 
Move: 60’ 
Hit Dice: 8 HD (32 HP) 
Attacks: 2 Bite +2 (Sword) OR 1 

+2 Trample (Large 
Club); -1 vs. Medium 
foes 

Modes: -- 
Disciplines: -- 
Special: Trample (3 sizes 

smaller) 
Moral: +2 
Treasure: -- 
XP: 400 

 
Tholat are large, herbivorous lizards, growing up to 15’ in length with a tail half again 
as long.  They have dull emerald skin and a ridged dorsal fin that filters moisture out 
of the air.  Tholat are well-adapted to life in the sandy deserts—besides their remark-
able dorsal ridge, they can eat virtually anything, and can survive extend periods of 
starvation.  This makes them an excellent choice as the preferred herds of the Desert 
Men.  Those Men keep largish herds and are able to use the entirety of the tholat for 
their needs—Desert Men make a beautiful, green leather from tholat flesh, they eat 
the meat, they burn tholat excrement, and they even make a fermented drink from 
tholat blood, which they extract in small quantities from the living beasts. 
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Tholat are, however, incredibly ill-tempered beasts.  They think nothing of biting a 
person who annoys them and are careless in the extreme of walking right over or sit-
ting down upon other living creatures.  Unlike most pack herbivores, tholat are not 
easily affrighted and will as likely fight predators as run away (perhaps because they 
do not move particularly quickly) They also smell horrendous as they emit a near-
constant stream of flatulence.  Desert Men tend to take the behaviour (and stench) of 
their ornery beasts  in stride, but most other Men cannot stand them, even if they do 
rather enjoy tholat steaks. 
 
 
 
 
 
 
Troglodyte 

No. Appearing: 2d6 
Alignment: Chaotic 
Size: S (4 ‘) 
Armour Class/Defense: 1/1 to M-sized oppo-

nents due to size 
Move: 60’ 
Hit Dice: 2+2 (10 HP) 
Attacks: 2 Claws + 1 Bite (Dag-

ger) or 1 Slam (Fist) + 2 
(+3 vs. M-Sized) 

Modes: -- 
Disciplines: -- 
Special: *+1 Combat Roll vs. M-

sized opponents due to 
size; Mindless (Immu-
nity to Mind-Altering 
effects); + 3 Resistance 
to Sorcery; Suspended 
Animation 

Moral: N/A (do not roll for Mo-
rale) 

Treasure: 8 in lair 
XP: 200 
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Troglodytes are the victims of ancient soul-drinking devices.  Those hellish contriv-
ances absorb the vital energies of sentient beings, transforming them both psychically 
and mentally.  The victim shrinks to some 2/3rds his size, his skin hanging off in folds 
and turning a loathsome whitish-grey.  Mentally, the being is reduced to a mindless 
creature, who spends much of his time in suspended animation, awakening occasion-
ally to eat or drink as the mood suits.  This mindlessness means that no mental sorcer-
ies affect the troglodyte—he cannot be detected, dominated, reached by empathy or 
telepathy, and will not be fooled by such Disciplines as After Images or Invisibility.  It 
also means that troglodytes never roll for Morale—they do not fear death as they are 
unaware of their own semi-lives. 
 
Individually troglodytes are not a terrible threat to armed parties.  In combat, they 
sullenly scratch and bite or throw themselves bodily at their prey.  However, their 
altered bodily functions do give them a unnatural hardiness as they are immune to 
pain; a troglodyte can fight with horrendous wounds only to suddenly drop dead 
moments later (this is reflected in their Hit Points—treat all damage greater than 4 
HP’s as unnatural life).  Additionally, they are generally encountered in packs as they 
seldomly move far from the site of the soul-drinking device and their numbers tend 
to increase over the years. 
 
Troglodytes are generally naked, although they may retain the scraps of their former 
garb.  However, if a pack lair is discovered, the detritus of their former lives is often 
found. 
 
 
 
Witch-men 

No. Appearing: 1 
Alignment: Chaotic 
Size: * 
Armour Class/Defense: * 
Move: * 
Hit Dice: * 
Attacks: * 
Modes: 1D-1 random 
Disciplines: 1D-1 random 
Special: Astral Projection, Tele-

pathic Projection 
Moral: Never check Morale in 
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possessed body 
Treasure: * 
XP: * 

   * as per being possessed 
 
Witch-Men are the invisible enemy of all who live beneath the Dying Sun, never 
seen, but always feared.  No one knows who or what they actually are or whether 
they are, in fact, Men at all.  They are only encountered by proxy when they possess 
some other being.  The Witch-Men use their Astral Projection to wander the world 
and find suitable victims, which they then possess with Telepathic Projection and use 
as living tools.   There are many stories about the Witch-Men--that they are remnants 
of the Senex trapped in another dimension, that they are giant foetuses who live in-
side glass wombs, that they are monsters of the ID released in an experiment gone 
horribly awry--but these are nothing more than speculation. 
 
The records of encounters with Witch-Men indicate that they use living beings as 
pawns in the furtherance of their obscure schemes.  They may possess a being for 
years without attracting notice and even the whisper of “Witch-Man” can stir up a 
frenzy of paranoia.  Sages feel that there are only prevented from dominating the 
world due to the fact that they obsessively plot against each other; the more conspira-
torially-minded believe that this is just what they want you to think. 
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THE PLAINS OF KAHIRA—A Starting Setting 
The Plains of Kahira are a large, generally flat region that encompass some 30,000 
square miles.  Despite the name, Kahira actually contains a variety of terrains; in addi-
tion to scrub plains, there are sandy deserts, rocky badlands, thornwoods, small lakes, 
and even a few reasonably well-watered oases.  The Kahira region is bordered by the 
great expanse of ancient sea-bed to the north now known only as "The Lost Sea". 
Many ruins still dot what was once a great coast-line.  The Lost Sea itself is home to 
numerous hordes of the Scorpion Men, some of whom occupy the shoreline ruins 
upon occasion to serve as bases for raiding into Men's lands.  To the south and east, 
the Plains of Kahira give out into the immense Desert of Dust--trackless and endless 
as far as modern men know.  The west is largely hemmed in by several mountain 
ranges; the Angarakas and the Kujas most significantly. 
 
Kahira is thus more or less isolated from whatever else still survives under the Dying 
Sun.  If anything else still survives under the Dying Sun. 
 

Wilderness Encounters 
For each day spent traveling, throw 2D to check for a Wilderness Encounter.  An En-
counter will occur on 11+.  If such is indicated, roll again on the table below. 
 

WILDERNESS ENCOUNTER TABLE 
2D Encounter 
2 Lost 

3-4 Men 
5-7 Weather 
8-9 Beasts 

10-11 Encampment 
12 Ruins 

 
Lost: roll 1D to determine random direction which has been travelled all day instead 
of intended course. 
 
Men: roll on the following table: 

ENCOUNTER TABLE - MEN 
1D Encounter 
1 Band of 3D Desert Men.  50/50 chance that 
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they are bandits or merchants. 

2 
2D slave-driven merchant wagons going to 
and from a town or city.  The merchants will 
be True Men or Mutants. 

3 
Band of 4D Wild Men.  May be a hunting 
party, or lost, or nomadic. 

4 
Hunting Party of 2D+3 Scorpion Men 
 

5 
Group of 3D scavengers and outcasts with 
major cosmetic mutations. 

6 

Sorcerer of 1D level, living as a hermit in the 
wilderness.  If higher than 1st level, 50% 
chance that he will have 1D disciples of 1st 
level. 

 
 
Weather: roll on the following table 
 Oases 
 Sandstorm 
 Thunderstorm 
 
Beasts: roll on the following table 
 
Encampment: 
 
Nomad Encampment 
 
Mining Camp 
A mining camp is a temporary habitations formed around a mine or mines.  It con-
tains 10-60 miners (2Dx5). 
 
It should be noted that “mining” means something different under the Dying Sun 
than it does on our world.  Virtually all valuable or useful materials were removed 
from the soils ages ago.  Thus “mining” in this context actually refers to the uncover-
ing of deposits of ancient junk, to be stripped of their metals and reused.  Mining can 
be very dangerous, as ancient deposits can contain strange artifacts of the Senex. 
 
 
Oasis 
Fort 
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Ruins: roll on the following table 
 
 

Map Key to the Kahira Plains 
 
Hex 16.08—The City-State of Hajal (500 XP when first entered) 
Arguably the largest and most powerful of the Cities on the Kahira Plains (arguably, 
since there is no such thing as a census).  Hajal suffers from a shrinking population.  
Large portions of the outskirts contain beautiful mansions that stand empty because 
there aren’t enough residents to fill them.  Although it must once have drawn water 
from the Lost Sea, Hajal owes it continued existence to it diversion of the Shavathi 
River to irrigate the agricultural province surrounding it.  This amazing feat of engi-
neering must have been accomplished centuries ago, but there are no records of it and 
most Hajali accept the Grand Canal as a natural feature. 
 
The Archwizard Attar Khanda, Grand Tyrant of Hajal (Sorcerer 10), trains the Legion 
of the Auspicious Argent Eye, popularly known as “the Witch-Hunters”: Slayers with 
the Detect Psion discipline.  He will permit no others sorcerers within his City, al-
though this would be nearly impossible in practice; therefore, the Witch-Hunters 
mostly turn their attentions to the leading families, from which a psychic-challenger 
to the Grand Tyrant is most likely to emerge.  Still, the Legion will make a full display 
of occasionally entering the poorer section of Hajal to conduct a purge.  Legionnaires 
possess full discretion as to who is to be apprehended and the sentence is speedily en-
acted on the spot: instant execution of all witches. 
 
The people of Hajal are known as a religious (though moralistic) lot.   Indeed, the 
Avenue of Idol-Makers, where virtually any divinity can be made to order, is  amost 
profitable area of the City.  The Avenue is a noisy place, filled with the hellish heat of 
innumerable fires as pieces of scrap metal are melted down for use in the fashioning 
of gods.  Thus, the constant scurry of scavengers and looters, toting a broken knife 
blade or an antique door handle stolen from some decrepit part of the city, add to the 
confusion that naturally surrounds any place dedicated to theogenesis.  All of these 
gods must go somewhere and while many are exported to diety-poor towns, many 
others remain in Hajal, to adorn any of the Five Hundred Temples. 
 
The dominant religion of Hajal is a branch of the Tridevata Cult, specifically Zahkist 
branch.  
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The Tridevata Cult 
 
The most wide-spread religion in the Kahira Region.  Holds that there are three gods: 
the feminine Ama, who is the Lord of Birth; the masculine Zahka, who is the Lord of 
Death (and thus of Law), and the hermaphroditic Mnemos, who is a trickster figure 
and sometimes the Lord of everything between Birth and Death. 
 
The Cult has three major branches, each of which emphasizes the pre-eminence of 
one of the gods.  The Amite faith holds the Ama is the mother of Zahka, with whom 
she later conceived Mnemos.  The Zahkite faith holds the Zahka created both Ama 
and Mnemos from the raw materials of creation.  Finally, the Mnemite branch believe 
that Mnemos impregnated himself to give birth to  Ama and Zahka. 
 
 
Hex 16.01—The Ruined City of Thanjivar (1,000 XP when first entered) 
Thanjivar is an ancient city; far older than Hajal.  It was once a mighty port that re-
sisted the loss of the seas as best it could.  The docks, and indeed other parts of the 
city, progress downward for some length as the city was extended over the centuries 
following the lowering waterline.  Thus, the older parts of the city lie on what is now 
the Kahira Plain, while the newest parts reach nearly to the floor of the Valley of 
Mariners. 
 
Thanjivar presents a tempting target for treasure-hunters of all kinds.  The walls of 
the Old City are of a unique, pink marble that fetch high prices; unfortunately little is 
left of them after centuries of architectural pillaging. It is well-known (and possibly 
even true) that the ancient Kings of Thanjivar were ritually preserved after death by 
gilding; covered in a layer of pure gold that was then worked to resemble them per-
fectly.  The Hall of Golden Kings is virtually a by-word for a fabulous treasure.  Al-
though no one has ever found the Hall, many other riches have been removed from 
the ruined city, whose people clearly enjoyed a high-level of material wealth. 
 
As tempting a locale as Thanjivar is for fortune-hunters, it is no less a tempting site 
for Scorpion Men spawning grounds.  During the egg-laying season, bands of Akrab 
from the Lost Sea migrate to the Valley of Mariners and then ascend to the lower lev-
els of the city to brood.  During this time, the males will frequently raid out upon the 
Kahira Plain in search of food.   More than one adventurer with dreams of gold has 
ended up as supper for a nest of young Scorpion broodlings. 
 
Hex 10.06—Fort Chenjir 
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The northernmost outpost of Hajal, Fort Chenjir was built to guard the the agvillage 
of Patan and the rest of the agricultural province from the Wild Men of the Tharian 
Hills.  The fort houses 30 soldiers (medium infantry) and 5 scouts (lightly armoured 
peltasts) mounted on plains-striders.  The most prestigious of the border forts as kill-
ing barbarians is always a glorious accomplishment for Hajali. 
 
The fort commander is  
 
Hex XX—Troglodyte Outpost 
A deserted outpost stands upon the edges of the Red Desert.  There isn’t much there: a 
low wall of yellow sandstone forming a circle no more than quarter mile in diameter.  
This wall surrounds what appears to have been a small, frontier outpost of a former 
age. 
 
The most noticeable feature is a crumbling, two-story tower which juts out from the 
wall, not far from the ruins of what were once gates.  There are seven other structures 
in the settlement, all of one-story and made of the same, yellow sandstone.  They are 
erected around a center common, in which is located a well.  One of the structures 
was a stables, whose use is fairly incomprehensible in these days lacking riding ani-
mals.  Other buildings include an inn, a dry goods store, and a large, common store-
house.   
 
At the furthest point from the Tower, is a low, domed building of strange design; al-
most an igloo in stone.  This was the Temple of the Unblinking Eye, whose divine in-
habitant was one of the Living Machines of the ancients.  These living machines sub-
sist on the psychic matter of humans.  Ardent worship can provide some sustenance, 
but they require occasional doses of the full course  This involves draining the psychic 
life of a human.  The priest of the temple once regularly sacrificed people to the Un-
blinking Eye.  What was left was a shrunken mockery of a man, with grayish, baggy 
flesh hanging over diminished bones and an endless hunger for what it had lost.   
 
10 troglodytes remain still in the outpost, sleeping or decades at a time until some-
thing edible wanders into the outpost.  The Unblinking Eye also remains, starved and 
mad, but still powerful.   
 
Hex XX—Devil Lake (1,000 XP) 
Nestled in a valley in the Tharian Hills, it is possible that this was once a true lake, 
but the so-called "Devil Lake" is now just a sulphurous wetland; a stinking, marshy 
expanse with a foot or two of yellowish, standing water. While many plants eke a 
lean existence from the tainted waters, the area is almost wholly devoid of animal life. 
Indeed, the Tharian Wildmen strictly avoid the valley and regard Devil Lake with a 
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superstitious dread. They say that the marsh is actually the outflow from some Hell 
and that a portal to that nether-world stands in the midst of the lake in the form of a 
vast sinkhole hidden under the water's surface. 
 
Although this tale is widely believed by the credulous, most sceptics regard Devil 
Lake as merely the dying remnant of a once-mighty lake or inland sea which van-
ished as most of the other surface waters of the world have and which has become 
polluted by elements in the soils. 
 
However, there is a persistent rumour that the Lake's foul nature and fouler reputa-
tion were manufactured for the express purpose of keeping the area isolated. Many 
gamblers, adventurers, and drunkards of the City of Hajal have heard the whispers 
that the waters of the ancient lake were drained into some subterranean vault or cav-
ern lying just below the surface by an antique and foresighted order of scholars and 
wizards, who saw the coming of the Aeon of the Dying Sun. Upon the lightless shores 
of the old lake made new, they founded a utopian society with the might of their for-
gotten arts and sciences. These blessed survivors broke no intrusions upon their sub-
terrene realm and thus created the legend of Devil Lake to maintain their seclusion. 
 
This legend or dream promises uncountable wealth in artifacts and other wonders of 
the Old Men to any who should penetrate into the sunless vault and return alive. But 
the inhabitants will visit a horrible fate upon any outsiders whom they catch. Using 
the soul-drinking machines of the Senex, they render all intruders into mindless trog-
lodytes, loathsome creatures less even than animals who live only to feed, and release 
them upon the shores of Devil Lake to add to their security. 
 
There is one further tale of these unknown wizards, more of an appendix, and it is 
one whose telling is most dangerous in the City of Hajal. A few brave or foolish souls 
whisper that there was once a rebel among the underground sages who sought to 
convince his fellows to rise up to the surface and use their great powers to conquer 
the world. He went so far as to stage a coup, but was overthrown and forced to flee 
for his life. This outcast then made his way to the surface world where he eventually 
took the name of "Attar Khanda" and, using his ancient magics, became the Archwiz-
ard and Tyrant of Hajal. Needless to say, the telling of this particular part of the tale is 
bad for one's health within the City. 
 
Godhri Ridge 
Home to the Oracular Heads. 
 
Tharian Hills 
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A vast hilly country immediately to the north of Hajal and, indeed, forming the 
northernmost extent of Hajal’s power.  The Tharian Hills are inhabited by numerous 
tribes of fiercely independent Wild Men who have, so far, resisted every attempt of 
the City to extract resources.  The mysterious Devil Lake - said to be the site of vast 
treasures and also the gate to Hell - lies within the Tharian Hills. 
 
The Dead City of Zouar (1,000 XP) 
 
The Bonelands (500 XP) 
 
The Red Desert 
 
The City of the Crocodile God (1,000 XP) 
Nestled within the grasslands of the Valley of the Mariners is the City of the Croco-
dile God.  It is a weird city of metal enclosed within the remains of a great dome, 
composed of some unknown glass-like substance of sea-blue.  Presumably built by the 
Senex at some point, it is now inhabited by a tribe of Wildmen who must have stum-
bled upon at some point and decided to settle therein.  The Wildmen, however much 
they may realize the ridiculousness of it, will brook no talk of the city’s “founders”; 
they staunchly maintain that they built the domed city upon the instructions of their 
eponymous tutelary deity.   
 
The inhabitants have no idea what the city was originally called and they have not 
given it a proper name themselves.  “The City of the Crocodile God” is the only term 
they will use for it.  They regard it as a holy place, for it houses their patron god, a 
similarly nameless being called only “the Crocodile God”.  The People of the Croco-
dile God believe that this being is the oldest living thing in the world and, at the end 
of time, he will eat the world itself.  They regard it is as their divine mission to keep 
the god’s hunger appeased as long as possible and, in so doing, prolong the dying of 
the world.  Any talk of a “dying sun” is considered rank heresy and immediately con-
signs one to the only penal sentence which exists in the city: feeding the appetite of 
the Crocodile God. 
 
The Crocodile God resides in a tremendous amphitheatre, approximately 2 miles in 
circumference, which was filled with water at some point and which has become a 
swamp.  It seems likely that this was once a stadium for the builders of the city and 
only later became a divine abode.  Steps of the ubiquitous metal of which the city is 
built descend into the swamp, whose waterline is some 30 feet above the ground-level 
of the city; whether or not the swamp is deeper than that, nobody knows. 
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The Crocodile God himself appears to be a massive Magara, adapted (or re-adapted 
perhaps) to an amphibious life.  He is at least 30 feet long; possibly longer as he is 
never seen in his entirety.  In general only his lambent, yellow eyes, a good half foot 
in diameter, are seen above the water’s surface.  Sacrifices to this deity are tied up and 
tossed into the swamp with much barbaric ritual; the god often watches the proceed-
ings (with how much interest is anybody’s guess), but does not attack the victim who 
swiftly sinks under the water’s slimy surface.  It is assumed that the sacrifice is then 
swallowed by the great beast at his leisure.  Since Magara continue to grow through-
out their lives, it must be assumed that Crocodile God is a tremendously old animal, 
even if he is not quite as ancient as the Wildmen believe. 
 
The folk of the City of the Crocodile God, numbering about 100 in all, have an undy-
ing hatred for Hajal, which diverted the Shavathi from the Valley of the Mariners 
centuries ago and thus deprived them of their natural water-source.  How the brutes 
recall this is unclear.  Their chief, who styles himself “Amdrut, Emperor of all Mari-
ners, Beloved of the Crocodile God, and Sword of the Faith” constantly schemes to 
march upon Hajal and burn it to the ground.  This seems rather unlikely. 
 
It would be easy enough to ignore this strange city, save for the store of Senex arti-
facts which surely still lie within.  Parts of the city have artificial lighting, which 
seems to turn on and off at irregular intervals.  Several cylindrical tubes which bear 
cursory resemblance to those flying platforms known as “vimana” have been found, a 
although no one has yet deciphered their use.  On the other hand, the antique slug-
throwers found therein have been readily put to their intended use by treasure-
hunters, usually upon the Crocodile People. 
 
The Sea of Dust 
 
The Burning Sea 
A basin that contains a natural “spring” of tar.  At some point, a fire began on the sur-
face of the tar, which continues to this day. 
 
The Lake of Lost Souls (500 XP) 
This appears to be a lake of pure, crystal clear, blue water.  However, the entirety of 
the lake is one, massive sorcerous item, containing the psychic shadows of the un-
counted beings who have perished herein.  Anyone venturing upon the Lake of Lost 
Souls will begin hearing strange, faraway cries of desperation that soon give way to 
command and inducements to jump into the water and join them.   
 
At some point thereafter, the beseeching will increase to the point that an ego strug-
gle commences between the Lake and the character.  If the character loses, he will 
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jump into the Lake and allow himself to drown; if he wins the struggle, he manages to 
resist the call of the Lost Souls, but gains no power over them.  This struggle will hap-
pen every time a character ventures upon the lake. 
 
Anyone who drinks the water of the Lake of Lost Souls, will hear the voices very qui-
etly for 1D hours.  This imposes a -2 penalty to the ego struggle if the imbiber then 
ventures onto the Lake while still hearing the voices. 
 
The Stone Forest 
Once a mighty woodland, all of the trees were petrified by unknown causes some 
time in the past. 
 
Thornwood 
Twisted, blackthorn forest. 
 
The Floating Garden of Unearthly Delights (200 XP on view; 800 XP on entering) 
The Floating Garden is a popular traveler’s tale of paradise and horror.  It has been 
encountered in many various places over the centuries.  That is because the Garden 
manifests as a hyper-spatial anomaly on this world and can appear literally anywhere. 
 
When it manifests, it appears as an oasis of stunningly large and succulent plants.  
This would be recognized as a jungle on our world, but such a thing is unknown un-
der the Dying Sun.  This anomaly appears as a circular manifestation of 1mi in diame-
ter.  Once it appears, it will remain for 1D hours before vanishing. 
 
If the Floating Garden is entered, travelers will immediately note the humid air, filed 
with the sounds of birds and humming of insects.  The sky is a royal blue with a 
golden orb hanging there, giving pleasing warmth.  Rivulets of clean water are almost 
everywhere and even a large party can quickly fill up water-bags.  The place is home 
to a vast profusion of animals and plants and the Referee is encouraged to include 
anything he likes, such as dinosaurs.   
 
As long as the hyper-spatial anomaly persists, travelers may emerge from the Garden 
as easily as they entered.  However, once this trans-dimensional extrusion vanishes, 
the traveler will be unable to return.  Wherever the traveler goes, he will find more 
jungle.  The Garden of Unearthly Delights is, in this form, a closed-loop universe like 
a globe covering some 100 square miles.  There is no edge or end to the Garden here; 
anyone travelling in any one direction for more than 50 miles will simply find himself 
back where he started, having circled the globe. 
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At any time, there is a chance (11+) of finding other stranded travelers within the 
Garden.  These may be human or not, may come from the character’s world or from 
ultra-terrene worlds.  As with the animal inhabitants, the Referee is free to let his 
imagination run wild here.  A Lord of the Flies scenario is certainly plausible, with 
the stranded folk having become wild barbarians, as is the classic Lost World set-up, 
with a colony of antique Myceneans, for example, having survived in this pocket-
cosmos.  The inhabitants may have formed a new society; is it one that welcomes new 
additions to widen the gene pool or is it homicidally xenophobic?   
 
A new trans-dimensional extrusion is formed every 2D days, although whether or not 
the trapped travelers are there to see it is up to chance.  This extrusion might appear 
anywhere and not necessarily under the Dying Sun.  
 
What’s in a Name? 
 
Most of the names I have used for the Kahira Region are Hindi, Arabic, or made-up to 
sound kind of like one of those two.  This kind of orientalism was one of the nifty bits 
used by founding father E. R. Burroughs in his Martian Tales.  Feel free to play it as 
you like, or replace it with something you like better. 
 

CAMPAIGN STYLES 

Themes 
Under the Dying Sun is intended to help play games about the brutal struggle for sur-
vival on a hostile world.  The Referee and players can play any sort of game that they 
wish, but Epic Heroic Fantasy is not the intended style of play. 
 
Survival of the Fittest 
 

Settings 
Wandering 
This is the classic setting of both many Westerns and many role-playing games.  The 
characters wander the world, getting into danger, meeting weird monsters, exploring 
strange ruins, and the wandering back into the wilderness.  Leigh Brackett’s Eric John 
Stark stories are a good model here: Stark pops up all over Brackett’s version of Mars, 
oftentimes selling his services as a mercenary and then killing some people before dis-
appearing into some other area.  Depending upon the players, one may want to have a 
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good answer to the questions “Why are we wandering?” and “Why are we wandering 
together?”.   
 
This sort of game will probably focus a lot of the struggle to survive. 
 
Village 
A Village game has the players are residents of some isolated community, forced to 
deal with all manner of unpleasant threats to their home.  The players might all have 
been born there (which gives them all a relationship) or they might be strangers.  In 
general, the players should be among the big movers of the village, if not the top dogs 
themselves.  In that regard, bear in mind that even 1st level characters are more pow-
erful than Regular Folk.  The typical Western  iteration of this story has the protago-
nists come to town to clean up as “the Law” whether sanctioned by the political au-
thority or not.  The players might be for-hire “enforcers” paid to protect the village 
from bandit raids and internal dissention.  On the other hand, the players might wan-
der into town and take it over as their own personal fief or even the seed of their own 
empire. 
 
 
City-State 
A game set in a City-State would have the characters inhabitants of one of the decay-
ing remnants of civilization.  They are one of the faceless mass, struggling to survive 
the urban nightmare of life under the harsh rule of powerful, uncaring tyrants 
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Appendix - Inspiration 
Dark Sun (by Timothy Brown et.al.) 
This was a setting produced for the second edition of Dungeons & Dragons (and being 
resurrected for the fourth edition).  This was a wonderful, if heavily-flawed setting, 
underserved by some really terrible support products. 
 
A Fistful of Dollars; For a Few Dollars More; The Good, the Bad, and the Ugly; 
Once Upon a Time in the West (Directed by Sergio Leone) 
Probably the four most famous “Spaghetti Westerns” ever made.  In terms of scenery, 
these Italian films shot in Spain masquerading as the American Southwest present an 
empty land of unremitting, brutal, sunlight.  Everyone is sweaty and dirty and it 
never seems to cool down at night.  Good models for a Wandering-based game. 
 
Gunsmoke (Radio Version) 
Created as a “Noir Western”, the original radio version of Gunsmoke provides a good 
example of a Village-based Campaign.  The setting is populated by numerous groups 
with shifting sets of alliances—Ranchers, Homesteaders, Townsfolk, Wanderers, Sol-
diers, and Native Americans.  And the main character is stuck in the middle trying to 
survive as best he can. 
 
A Princess of Mars, The Gods of Mars, The Warlord of Mars, et. al. (by Edgar 
Rice Burroughs) 
Burroughs essentially created the Sword & Planet genre with a serialized story pub-
lished in 1912 as “Under the Moons of Mars”.  Burroughs’ Mars is a dying world with 
the heirs of an ancient, advanced civilization at war with each other and the brutal, 
inhuman Green Martians. 
 
Queen of the Martian Catacombs, Black Amazon of Mars, et.al (by Leigh Brack-
ett) 
Brackett took the trappings of Burroughs’ Mars and wrote stories filtered through her 
Noir lens (she co-wrote the screenplay to The Big Sleep).  Her characters are gener-
ally alienated in some way or another and whether or not they “win”, it always feels 
as if everybody is the loser.  Put Philip Marlowe on Barsoom and you get some idea of 
Brackett’s style.  Queen of the Martian Catacombs was one of the strongest influences 
on this game. 
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