DM Teza’s Rules Guide

Acknowledgements: The following rules are partly my creation, partly a summary or modification of the rules contained in the PHB and DMG, and partly taken from the fan made rules listed below. Where I have summarised official rules published in the 5th Edition PHB or DMG, I have referenced the relevant page numbers from those books.

Credits to : Frédéric Leclair,  Voctorvic, 

My customised rules have been tested over several years of DM’ing, if you have concerns, please discuss them with me. 

The Files – Dark Sun in 5th Edition (gamesoup.com.au)

*Note: This document is a work in progress*
The Basics 
Respect each other.
Everyone playing in this game is reasonably experienced, offering advice to others on their actions should be kept to a minimum. 

Everyone will get a turn to have their say.
Where there is a group decision to be made, the DM will conduct round table for everyone to put forth an opinion. Then a decision can be made by vote if necessary.

Character builds that break the game or ruin the fun of others will be nurfed or removed.

All Races, Classes and UA option will be considered upon discussion with DM. 
First - Consider if it fits the Dark Sun Setting, could it be a mutation? have you got a short backstory?

NO OUT RIGHT EVIL character will be permitted.
Stealing from other Players is forbidden, go for gold on NPC's.

General game rules
· Magic items will be limited to 5 attuned items per player.

· HELP - The help action is an action.

· Skill stacking or dog pilling -  To help another player with a skill challenge, you must be proficient in that same skill.
		  
· Flanking - 2 players flanking = +2 bonus to attack
	     3 Players flanking = +3 bonus to attack
	     4 or more flanking = +5 bonus to attack 

· Charging - must move at least 20ft in a straight line for 1.5x damage bonus

· Healing potions/fruits - full action to use but heal max amount for that potion eg. potion of cure wounds restores 10 health (no rolling required)

· Magic items will be limited to 5 attuned items per player. (if you get any at all…lol Dm joke)
Injury & Death
These rules supersede the rules for damage and dropping to/below 0 hit points from the PHB (p196 & 197).

Your hit points measure how hard you are to kill. No matter how many hit points you lose, your character isn’t hindered in any way until your hit points drop to 0 or lower.
What Hit Points Represent
Hit points mean two things in the game world: the ability to take physical punishment and keep going, and the ability to turn a serious blow into a less serious one.
Effects of Hit Point Damage
A creature which takes damage but which is still above half its hit point maximum is considered to be uninjured (they are considered to have lost “vitality”), or only lightly injured, having suffered a few knicks and/or bruising. A creature below half its hit point maximum has suffered one (or more) serious wounds and is considered “bloodied” (seriously injured). This is more for narrative purposes and has no mechanical effect in-game, but it can give an indication how badly injured an opponent is.
Damage doesn’t slow you down until your current hit points reach 0 or lower. At 0 hit points, you automatically gain one level of exhaustion and are unconscious.
If your hit point total is negative, but not equal to or greater than your Constitution score plus your total character level, you are unconscious and dying.
When your negative hit point total is equal to your Constitution score plus your total character level, you’re dead.
Dying (0 or Negative Hit Points)
If your hit point total is negative, but not equal to or greater than your Constitution score plus your total character level, you’re dying.
A dying character immediately falls unconscious and can take no actions.
A dying character loses 1 hit point every round. This continues until the character dies or becomes stable.
Stabilizing
On the character’s next turn, after being reduced to negative hit points (but not dead), and on all subsequent turns, the character must make a Constitution save to become stable, DC 10 + half their negative hit point total (rounded down). If the character fails this check, he loses 1 hit point. A character that is stable does not need to make this check. A natural 20 on this check is an automatic success and the character becomes stable but is still unconscious. A natural 1 means the character loses 2 hit points instead of 1.
If any sort of healing cures the dying character of even 1 point of damage, he becomes stable and stops losing hit points. A character becomes conscious if they receive healing which raises a character above 0 hit points and into positive numbers.
Resting and Healing
These rules supersede the rules for resting and healing from the PHB (p186).

Natural recovery from injury is slower in the Dark Sun setting forcing characters (and players) to consider their options carefully before picking a fight - the possibility of going unhealed is very real.

	Type of Rest
	Duration
	Benefit

	
Short Rest

	
1 day
	Spend hit dice as normal to recover Hit Points

	
Long Rest


	
1 week
	Recover 100% of Hit Points,
Reduce exhaustion level by 1 (provided the character consumes water & food)
In addition, regain spent hit dice up to half of your total number


Hero Points
These work similar to the rules on page 264 DMG with the following changes. 
· Player Characters have a number of Hero Points equal to 2 plus half their character’s level (rounded down) to a maximum of 5 Hero Points. 
· These re-fresh each time a Player Character levels-up. You do not keep unspent Hero Points - all unused points are lost and you get a new allocation of points upon levelling. So at the start of 5th level a character gains 4 Hero Points. Unlike the rules in the DMG, you may use any number of Hero Points during a round.

On your turn, you may spend 1 Hero Point to do any one of the following:
· Add +1d6 to any attack roll, ability check or saving throw (including death save) roll before the final result are revealed
· Sacrifice a hero point to auto stabilise (no roll required)
· Negate a Weapon Breakage chance
· Negate an Armour Breakage chance

Bonus Hero Points may be awarded by the DM for creative or entertaining roleplay, or for thrilling heroics.

Magic - Arcane Defiling and Preserving
In this system all wizards may choose to defile or preserve each time they cast a spell. This leaves the moral choice in the hands of the individual wizard. This system modifies the wizard class in the Dark Sun Player’s Handbook. My aim is to make defiling more flexible, closer to the defiling I remember being depicted in the Prism Pentad novels and to make defiling even nastier!

Arcane Defiling: All wizards must draw upon the energy of the land to power their spells. A wizard who does so without care defiles the land, withering plants and ruining the soil. From 1st level all wizards may choose to cast their spells by defiling to strengthen their spells. This method of spell casting is not subtle - when a wizard defiles, all plant life within a sphere (centered on the caster) with a radius of 5-feet times the level of the spell slot expended (5-feet for cantrips) is destroyed. Plants turn to black-grey ash and the earth becomes infertile. A wizard cannot use defiling in an area which has already been defiled. Areas with a lack or abundance of vegetation may increase or decrease the defiled area (DM’s discretion).

When you cast a spell using arcane defiling, you may add your spellcasting ability modifier to the damage and +1 to the DC of the spell being cast.

Life-drain defiling against creatures: In addition to defiling the land around them, a wizard may also choose to power their spells by drawing the life energy from one or more living creatures (including themselves, if they choose) within a 5-foot radius sphere + 5 times the wizard’s level. Creatures targeted by this life-draining attack take 1d6 necrotic damage, Constitution save DC 8 + the wizard’s Proficiency bonus + Intelligence bonus for half damage (minimum 1 point of damage). The spell being cast is treated as if cast with a spell slot one level higher than the wizard actually spends (this is in addition to the benefits from ‘regular’ arcane defiling, listed above). A wizard cannot use life-draining defiling in an area which has already been defiled (G.M’s discretion, see above).

The necrotic damage inflicted from life-drain defiling increases as the wizard becomes more skilled in channelling life energy. The damage inflicted increases to 2d6 necrotic damage at 10th level, 3d6 necrotic damage at 15th level and 5d6 necrotic damage at 20th level.

Arcane Tradition: Path of the Defiler (Revision)
These abilities replace those listed for the wizard in the Dark Sun Player’s Handbook v2.0.

Persistent Defiling: Starting at 2nd level, when defiling using the life-draining option, you may choose to reroll one damage die, you must take the second result.

Improved Defiling: At 6th level, when you defile and the total damage inflicted on the targets in the area equals or exceeds twice level of the spell-slot being used (original spell-slot level, without the +1 for defiling) you gain advantage on the attack roll of the spell, if it requires one, or else targets of the spell being cast have disadvantage on their saving throw.

Steal the Life: Starting at 10th level, you may use life-draining defiling against a creature and, instead of casting a spell, may expend a spell-slot to heal a number of hit points equal to 1d6 + 1d6 points for each creature in the area of the life-drain attack that fails their saving throw.

Life-Leech: As ‘Destructive Raze’ in the Dark Sun Player’s Handbook v2.0, you may reroll any of the damage dice when life-drain defiling, you must take the second result.

Despoiler of Athas: At 20th level a defiler has become a master of draining life energy. Any necrotic damage inflicted by the defiling wizard also reduces the target’s hit point maximum by the same amount. This hit point maximum returns after a short or long rest.

Drawbacks of Defiling - Defiling can only be done at a relatively close range (at least at lower-levels). It’s obvious when a wizard is defiling and those around the wizard may well react negatively to the sight. Those targeted by life-draining defiling will likely become hostile. Remember - spellcasting is considered a crime punishable by death in most city-states of Athas. Common folk hold reckless wizards responsible for the Athas becoming a lifeless wasteland - they fear and loathe these spellcasters, therefore lynching at the hands of onlookers is a distinct possibility!

Arcane Tradition: Path of the Preserver (Revision)

Preserving: When preserving, the magical energy channelled to cast a spell is drawn carefully so as not to destroy the surrounding plant life. Preserving is its own reward for moral wizards, or wizards simply keeping their nature a secret from others, as it is much less blatant when compared to defiling. Rules-wise, preserving functions the same as regular arcane spell casting.

Backlash: The warded area protected by this ability is a 5-foot radius sphere + 5 times the wizard’s level.

Apart from these two changes, the Preserver is unchanged from the Dark Sun Player’s Handbook v2.0.

Revivify spell Revised: I'm nerfing the 3rd level revivify spell and with it the restore life (psionic restoration discipline) - the spell will be 4th level and will require a 10-minute ritual to cast, the discipline will now cost 7 psi points and require 10 minutes of meditation. These powers still need to be used (ritual/meditation started) within 1 minute of the victim dying. This means these are non-combat powers. It means quick rezzes aren't getting thrown around right, left and center. I feel this is more in-theme with the dark and gritty world of Dark Sun.

Good Berry spell – This spell does not exist!
Psionics: The Will & The Way
Psionics are commonplace in Dark Sun. We will be using my modified version of Psionicist by Voctorvic v1.1 (there are more changes to come – adding more talents is next)

Wild Talents
Virtually every sentient race on Athas possesses the Will, an innate psionic ability. All Player Characters start with the Wild Talent Feat (revised - see below) for free at character creation. By definition a Wild Talent is something your character is born with, not necessarily trained in. Psionic talents, disciplines and psi points are randomly determined at character creation (everyone will roll on Shard during our character generation session).

Feat: Wild Talent (Revised)				
You learn two random psionic talents. In addition, you gain one random lesser discipline and 2, 3 or 4 psi points (also randomly determined), which may only be used on your discipline. If you do not have the Psionics class feature, you can’t gain the psychic focus benefit of the discipline. Your psionic ability for these powers is Intelligence.

Note: I am considering granting additional psi points to P.Cs as they level-up, but we’ll see how the game progresses balance-wise first.
Facing the Fury of the Dark Sun
The creatures and races of Athas have adapted to the world’s arid environment. Still, all living things need sustenance or risk dehydration, starvation and eventual death. These rules summarise (and in some cases modify) those found in the PHB (Food & Water D&D 5th Edition PHB page 185) and DMG (Food & Water Needs D&D 5th Edition DMG page 111).

Food Consumption & Starvation: A character needs half pound of food per day and can make food last longer by subsisting on half rations. Eating one quarter of a pound of food a day counts as half a day without food. A character can go without food for a number of days equal to 5 plus his or her Constitution modifier (minimum 1). At the end of each day beyond that limit, a character automatically suffers one level of exhaustion. A normal day of eating resets the count of days without food to zero (D&D 5th Edition PHB page 185).

Water Consumption & Dehydration: The quantity of water a creature needs is determined by four factors - their level of activity, the clothing or armour they’re wearing, the heat level and their race. The following table summarises the quantity of water a medium sized creature requires to survive.

Table: Water Consumption (amount required per day)
	Activity Level
	In Shade or at Night
	Regular Consumption - a ‘Normal Day’

	Inactive 
(Examples: Sitting, resting, in camp, on watch)
	¼ gallon
	½ gallon

	Active 
(Examples: Walking, marching, riding, labour, combat, hard exertion)
	½ gallon
	1 gallon


A character who drinks only half the required water must succeed on a DC 15 Constitution saving throw or suffer one level of exhaustion at the end of the day. A character with access to even less water automatically suffers one level of exhaustion at the end of the day. If the character already has one or more levels of exhaustion, the character takes two levels of exhaustion in either case (Food & Water D&D 5th Edition PHB page 185).

Unusual Races: 
Thri-Kreen: Thri-kreen require only half the amount of water a human does, in addition, when going without water (or half their water ration) they only need to make Constitution saves for dehydration every two days.

Half-Giants: Due to their great size a half-giant requires twice the amount of water (and food) per day.

Animals: An animal’s food and water consumption varies depending on their size.
	Size
	Food & Water Required per day

	Tiny
	x1/4

	Small
	x1/2

	Medium
	x1 
(same as indicated on the table above)

	Large
	x2

	Huge
	x8

	Gargantuan
	x32


Note: The rules below supersede those in the DMG p110 to account for the extreme nature of Athas’ weather.
Extreme Heat: & Cold: A creature exposed to extreme heat (100 degrees Fahrenheit or above) and without the required amount of drinkable water must make a Constitution saving throw at the end of each hour or gain one level of exhaustion (see the table below for DCs). Even with the required supply of water, on Athas, the heat is so intense that creatures exerting themselves still put themselves at risk
Walking across the desert wastes (including all terrains), running, fighting, standing watch in an exposed area, building, crafting, repairing, hunting, foraging or exploring. The DM may call for rolls once per hour, or as they see fit.
	Heat Level
	CON Save DC
Roll once per hour
	Penalty for failed Save

	Very Hot
(38 to 50℃, 100 to 122℉)

	DC 5 + 1 per additional hour
	+ One level of exhaustion

	Extremely Hot
(51 to 60℃, 134 to 140℉)

	DC 10 + 1 per additional hour
	+ One level of exhaustion

	Abysmal Heat
(61℃+, 142℉+)
.
	DC 15 + 1 per additional hour
	+ One level of exhaustion



Armour & Heavy Clothing: Creatures wearing medium metal armour or any type of heavy armour have disadvantage on savings throws to resist exhaustion from dehydration or extreme heat. Proper cold weather clothing grants advantage on these saves against extreme cold.

Fire Resistance or Fire Immune Creatures: Creatures with resistance or immunity to fire damage automatically succeed on saves versus extreme heat, as do creatures with special natural adaptation to hot climates. The same is true for cold resistant/immune creatures and extreme cold.

Inferior Materials: Weapon & Armour Breakage
Iron is scarce on Athas, therefore the races have resorted to using alternative materials to craft weapons, armour and tools. Unfortunately these materials are generally inferior to steel. To replicate this in-game, there is a chance items made from inferior materials can become broken or destroyed during the rigors of combat.

Weapon & Armour Breakage: On a natural roll of a 1 to hit there is a chance a weapon becomes broken (see Weapon & Armour Materials Table below). On a natural roll of a 20, the target suffers a critical hit and in addition, roll a breakage chance check to see if the target’s armour is broken.

Weapon & Armour Materials Table:
	Material
	Weapon Damage
	Breakage Chance* 
(roll 1d100)
	Weight
	Cost*

	Wood. 
Cloth armour
	Damage die reduced by one step (Example: 1d8 becomes 1d6). All wooden weapons which normally inflict slashing damage instead deal bludgeoning damage
	1 to 50%
= Broken
	50%
	10%

	Bone, carapace, chitin. 
Leather, hide or scale armour
	-2
 to weapon damage
(minimum of 1)
	1 to 30% 
=  Broken
	50%
	50%

	Stone, obsidian
	-1
 to weapon damage
 (minimum of 1)
	1 to 20% 
= Broken
	75%
	100%


*Add +10% breakage chance for an inferior weapon striking steel armour and for steel weapons striking inferior armour

Broken Weapon: Attacks with a broken weapon have Disadvantage on attack rolls and deal half damage. 
Broken Amour has its Armour Class reduced by 3 (minimum of 10). A broken weapon or suit of armour may be repaired by someone proficient with and utilising the relevant tools (see below). 
A broken weapon or suit of armour which fails a second breakage chance check is destroyed.

Destroyed: The weapon or armour is completely useless, granting no bonus or benefit and is irreparable.

Critical Hits – 
on a Crit, roll weapon damage + bonus stat + max weapon damage 
example - Long sword does 1d8+str+8 damage for a crit.

Spell Crits - Roll normal damage add any bonuses then add max damage 
Example - fire bolt does 1d10+ modifier +10 damage
Repairing Items
Repairing a broken item generally costs 10% of the weapon or armour’s original value. Guidelines for the time it takes to repair of times are shown on the table below.

	Item Type
	Repair Time*

	Simple Weapon
	2 hours

	Martial Weapon
	6 hours

	Light Armour
	6 hours

	Medium Armour
	1 day

	Heavy Armour
	3 days

	Shield
	6 hours


 *D.M’s discretion
Economy
Athas Exchange Rates:
	Coin
	cb
	cp
	sp
	gp

	Ceramic Bits (cb)
	1
	1/10
	1/100
	1/1,000

	Ceramic Pieces (cp)
	10
	1
	1/10
	1/100

	Silver Pieces (sp)
	100
	10
	1
	1/10

	Gold Pieces (gp)
	1,000
	100
	10
	1


*No electrum or platinum coins are regularly minted on Athas. These metals are very rare and are only occasionally found in small amounts, but not enough to warrant inclusion on the table above.

The ceramic bit and ceramic pieces are the coins most commonly used on Athas. Ceramic pieces are made so they can be broken into ten smaller pie-shaped bits. Silver is used for larger transactions. Gold is reserved for only the richest of people - most often used by templars, nobles and wealthy merchants.

Coin Weights: 50 ceramic, silver or gold coins weigh approximately 1 pound. 500 bits also weigh 1 pound.

Gems are also used for trading in large sums of money, particularly by money lenders. Barter is also commonplace in markets across Athas.

Starting Money: Use the table on page 143 of the PHB but convert all values into ceramic pieces (cp) instead of gold.

To convert the prices of equipment listed in the PHB to Athas prices, firstly convert the price from gp to cp (ceramic pieces) then multiply this amount by the percentages given in the Weapon & Armour Materials Table above (it is assumed that most items on Athas are made from non-metal substitutes or using minimal metal components). Metal items are worth many time more than the prices listed in the PHB (in their gp values, not converted to cp).

For example: A bone longsword is worth 7.5 cp (15 gp (PHB) divided by two is 7.5). An obsidian longsword is worth 15 cp. A suit of bone plate armour is worth 750 cp or 75 sp. Items made of metal cost more than the full PHB prices, so a steel longsword is worth 1,500 cp or 150 sp on Athas and possibly more depending on trade values in the area of purchase.
Equipment
Weapons & Inferior Materials:
Weapons are generally made of wood, bone, stone, obsidian or a combination of these materials. When rolling for weapon breakage for hafted or other composite weapons, use the material which is most prominent. If in doubt, use the better of the two materials used in the weapon (DM’s discretion). Example; for an axe with a wooden handle and a stone head, roll for breakage against the stone material.




Armour & Inferior Materials:
	Armour
	Non-Metal Material

	Shield
	Wood or leather, bone and chitin

	Padded armour
	Cloth, giant’s hair

	Leather armour
	Leather

	Studded leather
	Leather & bone

	Hide armour
	Hide

	Chain shirt
(equivalent armour)
	Chitin

	Scale mail
	Wood or scale, chitin & bone

	Breastplate
	Chitin, bone

	Half plate
	Bone, chitin

	Ring mail
	Chitin & bone

	Splint
	Wood or stone, obsidian

	Plate
	Bone, chitin or steel



Literacy
Being literate is generally limited to the templars of the sorcerer-kings, the nobility and some powerful merchant-houses (who are wise enough to keep this a secret). It is illegal for those not of these social classes to display the ability to read or write, a crime which is punishable by death in the city-states of Athas. 
You will need to discuss with the DM whether you can read or write or both.

Ranged Attacks – updates coming soon

