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Welcome to the Third Dawn Campaign Setting, a world 
of psionic power, swashbuckling action, and political 
intrigue, designed for the world’s most popular role-
playing game.  This product is somewhat unique in that it 
is truly an all psionic campaign setting.  In the Third Dawn 
Campaign Setting, you will not find gods or goddesses; 
you will not find bards, clerics, druids, wizards, sorcerers, 
or paladins.  Indeed, the Third Dawn Campaign Setting 
only has psionic and non-magical classes.  Instead of the 
cleric, you can find the worldthought medic.  In place of 
the wizard, you have the psion.  And instead of the bard, 
you will find the thoughtsinger.

Why would we do this?  Why remove some of the most 
iconic aspects of the game?  After all, many fans love their 
wizards, bards, or other spellcasters.  But that traditional 
campaign world has already been done, and done a lot, and 
in some instances, done exceptionally well.  We wanted to 
differentiate the Third Dawn Campaign Setting from all 
of the other options out there, and as the definitive source 
for psionic content, who better to make an all psionic 
campaign setting than Dreamscarred Press?  And so, the 
world of Ksaren was born, a world without magic, but 
heavy with psionic power.

In Ksaren, you will still find all the major elements of an 
immersive campaign: battles for survival, political intrigue, 
nefarious organizations, cruel tyrants, bastions of hope, and 
dangerous monsters.  But, unlike traditional worlds, you 
will not find deities involving themselves in the daily lives 
of the residents, clerics invoking the power of their gods, 
wizards flinging fireballs and guano, or paladins with their 
self-righteous fury.  Instead, you will find more passive 
godminds, who do not directly meddle in the affairs of 
mortals, but operate on a more subtle level, allowing their 
adherents to tap into a greater consciousness.  In the world 
of Ksaren, you will find psions, society minds, soulknives, 
wilders, and worldthought medics, all wielding the power 
of the mind in unique ways.

The world of KSaren
In a nutshell, the world of Ksaren is divided into three 

main regions: the northern continent of Tion, the central 
region of the Impact Sea, primarily the island chain within 
the Impact Sea, and the southern continent of Femon.  
Each region is geographically distant from the other, as 
the continents of Tion and Femon are not connected, and 
hundreds of miles of water separate the island chains of the 
Impact Sea from either continent.  As a result, the cultures 
of Tion and Femon have evolved independently, with vast 
differences in both technology and society as a result.

In the continent of Tion, technological advancement has 
been primarily limited to agriculture, with very little in the 
way of warfare or industry.  Better, more efficient ways to 
grow crops, bring them to market, and to 

In stark contrast, on the continent of Femon, where fertile 
valleys have given rise to an overabundance of food, most 
technological advancements have been in the development 
of industry and warfare: fortified buildings, siege weapons, 
more efficient armors, large-scale shipment and transport, 
and the like.  With a ready food supply, the civilized areas 
of Femon have become large metropolises, centers of 
government, learning, and trade, with the smaller towns 
and villages using the larger cities as trade hubs.

Meanwhile, the islands of the Impact Sea have been 
inhabited for a significantly shorter period of time, since 
the creation of the maenad race some four hundred years 
prior.  Geographically disconnected from all other races, 
the maenads have had only themselves to rely upon, 
creating a society that views anyone not of the Maquoran 
Fleet, the name of their society, with distrust.  Technology 
has centered around the ocean: better, more efficient ships, 
new ways to harvest from the ocean, and navigational 
implements such as the sextant.

The reSidenTS of KSaren
Ksaren is called home by a multitude of creatures, from 

the intelligent to the simple, who seek but to survive the 
shattered world left by the Sorcerer-Kings of the ancient 
world.  Due to the unique nature of Ksaren, the races of 
Ksaren have altered to fit the world around them.  Some 
races have been adjusted and altered to suit the campaign 
setting, while others no longer exist in any form.  As a 
result, new races, or new spins on old races, exist within 
the Third Dawn Campaign Setting, representing the 
adjustments that have been necessary to survive in a world 
with only psionics and no magic.

a world of pSioniCS
Unique in nature, the world of Ksaren is a world 

of psionics.  After the Impact millennia ago, psionics 
emerged as a source of power, with arcane and divine 
magic disappearing from the face of the world.  Over the 
centuries, techniques were discovered to utilize psionic 
power, with those learning fastest often gaining power 
over others, using it for good or for ill.  With these new 
balances forming, nations rose and fell, even empires 
came to dominate continents, only to later crumble, and 
psionics has often been seen as the deciding factor for the 
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victor or the defeated.
Even for more mundane uses, psionics has filled virtually 

every niche of life in Ksaren, as the populace harbors 
mistrust for the technology said to have been a part of the 
Impact.  

The Third dawn Campaign
As the campaign of Third Dawn opens, the world 

has enjoyed relative peace for the past few decades.  
Technological, sociological, and economical advances 
across nearly all countries have been made to bring the 
world closer to a stable state than since the rule of the 
Alyrian Empire over a century ago.  The power of psionics 
has allowed even the common citizen to make mundane 
tasks trivial, be it through the use of minor telekinesis 
for sowing and reaping crops, to the use of telepathy and 
long-distance communication to stay abreast of current 
news, to the use of psychometabolic powers to heal their 
own ailments when others might die.  Not every resident 
within the Third Dawn Campaign Setting has psionic 
power, however, but the proliferation of the talent has 
spread to advances in medicine and devices that mimic 
technological advances.  And while these advances may 
not be everyday commonplace, they have helped to 
supplant similar devices known to have existed in the 
ancient world of Ksaren, when magic still existed, such 
as helmets that allow telepathic communication, items to 
make an individual stronger, or portals to transport people 
or objects hundreds of miles instantaneously.

However, beneath the seemingly peaceful surface of 
Ksaren lies a complex mixture of political infighting, 
subterfuge, military build-up, and newly-forged alliances 
ready to throw the entire world of Ksaren on its head.  
Despite the century of freedom from Alyrian rule, many 
nations and states of the continent of Femon are still partially 
controlled by Alyria, particularly by the established trade 
routes which are controlled by Alyria.  Others have gained 
a measure of respect and even idolization of the leaders 
of the nation due to the learning institutions of Alyria, 
recognized as the best in the world, where no small amount 
of subtle propaganda is distributed.  Through these means, 
the once-great nation of Alyria seeks to regain its dominant 
position, ruling all other nations, cities, and states of the 
continent of Femon.  Even more, there are many citizens 
within Ksaren who hear the stories from their elders of the 
grand times of the Alyrian Empire, when food was more 
plentiful, the roads between towns safer, and life easier.  
These citizens speak of the return of Alyrian rule almost 
wistfully, despite the heavy propaganda by their rulers of 
the problems of such subjugation.  

Among the northern nations and states of Femon, 
constant tension exists as the Barony of Soleil has its eye 
ever turned westward at the city-state of Luxor, whom 
Soleil views as a rebellious vassal who must be forcibly 

returned to the control of the Baron, while the tribes 
of the Plains of Ventrad are constantly harried by the 
Barony’s insatiable appetite for land and the proclaimed 
Solar Destiny to expand the Barony’s control across all of 
Femon.  The guild leaders of Luxor have managed to grasp 
a measure of control over the trade between Luxor, Soleil, 
and Ventrad tribes, using their economical influence to hold 
off the Barony for as long as possible, while also keeping 
a virtual stranglehold on all trade within the northern 
regions of Femon.  The Barony, frustrated by the Luxans’ 
trade superiority, has sought to stymie this by attempting 
to establish a trade relationship with the Maquoran Fleet, 
the failures of which have so far only further perturbed the 
Barony.

Hidden among the nations of Ksaren, there is also a race 
of beings made purely of psionic energy, elans, who are 
putting in motion plans that have taken years to develop, 
which will take decades more to come to fruition, for 
the goal of ruling what they perceive to be lesser races.  
Recently, a more aggressive leader has come to the fore 
of the elan leadership, and with it, assassinations of key 
individuals in other nations have become more common.  
Perhaps the smallest population 

And far to the north, on the continent of Tion, the 
psionocracy of the Ophid Protectorate ever seeks to expand 
its rule over larger swaths of the continent, seeking to 
bring their advanced forms of schooling, agriculture, and 
sociology to the wilder regions of the land.  The ophiduans 
at the core of the Ophid Protectorate view the psionic 
power of an individual as the only true gauge of a person’s 
worthiness and have managed to win over control of entire 
cities by allowing the rule to remain with the established 
leaders, should they have the psionic ability to deserve 
such control.  Plans of the Ophid Protectorate to expand 
into the oceans and beyond the shores of the continent of 
Tion have earned the ire of the Maquoran Fleet, dominated 
by the maenad race, who views conquerors and subjugators 
as evil and to be destroyed.

Among the political leaders of Ksaren, peaceful 
negotiations are proclaimed publicly, while intrigue and 
subterfuge used behind the scenes, seeking to gain political, 
economical, or even military supremacy.  

whaT you need To play
In the world of Ksaren, several base classes are 

unavailable for play.  In particular, the bard, cleric, 
druid, paladin, ranger, sorcerer, and wizard do not exist 
as normally defined.  However, some classes have been 
developed to fill their same roles.  In place of the bard 
there is the thoughtsinger.  In a world of psionics, the psion 
and wilder fill the roles traditionally held by the wizard and 
sorcerer, while the society mind and worldthought medic 
handle that which would typically belong to the cleric.  A 
divine champion like the paladin has no place in a world 
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without divine magic or traditional gods, so the paladin 
class neither exists nor has a true replacement class.  In 
place of the druid, the psychic warrior with a focus on 
nature can fill the same role thematically, although the 
mechanics are quite different.  The ranger, of all the 
above classes, has the least modification, exchanging his 
spellcasting abilities for some additional class features.

whaT you need To Know
Every game master and player should be aware of a few 

facts about Ksaren before exploring the world.
The Impact.  Perhaps the single most influential 

moment in Ksaren’s history, the Impact shattered the face 
of the world and magic ceased to exist.  Untold numbers 
died in the apocalyptic fallout over the Impact and gave 
much of the world a hatred or distrust of all things magical 
and technological - after all, it was the technologists and 
sorcerers of the ancient world that caused the Impact.  
Even the name of the event is used among the cultures of 
Ksaren as an expletive, with “By the Impact” perhaps the 
most common.  Even parents among the societies warn 
their children that if they do not behave, the Impact will 
return.  Among the peoples of Ksaren, the Impact is the 
single defining moment in the history of the world, and, as 
a result, it is virtually omnipresent within the cultures.

Tone.  The campaign takes traditional medieval 
fantasy, replaces magical elements with psionic, stirs 
in swashbuckling action, dark adventure, and political 
intrigue, and mixes it all together.  Alignments in Ksaren 
are not black and white delimiters, and the expectations 
of them should be let go.  A self-serving society might be 
governed by an evil leader, while a sinister organization 
taking part in illicit actions may be led by a good man.  
Alignments are relative to an individual’s viewpoint and 
should not be taken as absolutes.  Indeed, in a world where 
psionics is the only supernatural source of energy and mind 
control is viewed as a quick path to power, the actions of 
someone seemingly evil may not be what they appear.

A world of psionics.  In the aftermath of the Impact, one 
saving grace appeared to fill the void of technology and 
magic: psionics.  The world discovered a new source of 
power to help them rebuild their shattered lives, a source 
of power to protect themselves from the sinister creatures 
awoken from the dark corners of the world, a source of 
power to not only survive, but flourish in a new world.  
The prejudice of the populace of Ksaren against magic and 
technology, combined with the timing of the appearance of 
psionics has made it almost universally accepted among 
the societies of the Third Dawn Campaign Setting.  Indeed, 
some entire cultures base their hierarchy upon who stands 
strongest in the Invisible Art.  The world of Ksaren has 
been reborn with psionics at its core, with a large portion of 
the populace having at least a meager amount of inherent 
psionic ability.

A world of adventure.  Make no mistake, around every 
corner of Ksaren, there is the possibility for adventure, 
excitement, and surprise.  Mere miles away from the 
protective walls of the cities, monsters with psionic power 
prey upon those who cannot protect themselves, while 
hidden ruins from the Lost Nations of Femon lie hidden 
beneath the rubble, waiting for adventurers to explore 
their depths.  Beneath the waves of the Impact Sea, ruins 
from the ancient world are said to remain intact, while 
among the Ophid Protectorate, simply climbing in rank is 
a dangerous exercise.

Nations at peace - for now.  The past few decades have 
been relatively quiet between the nations of Ksaren.  While 
border skirmishes and occasional hot-headed raids occur, 
the nations of Ksaren mostly seek peace or to rebuild - 
be it to build up an army for conquest or simply for the 
betterment of the populace.  But the peace is tenuous at 
best, as the Barony of Soleil looks ever outward for new 
land, the Ophid Protectorate continues to press its need to 
unite all of Tion under its control, and the elans of Lumien 
work to achieve their goal of dominance.  Tensions between 
Feria and Alyria, who have never been on friendly terms, 
have seemed to die down within the recent years, which 
has only served to spur rumors of a more subtle takeover 
by the once-great empire of Alyria.  Around all of Ksaren, 
the fear or anticipation of war tempers any hope for a 
lasting peace.

A world of intrigue.  Although the nations of Ksaren 
are at peace, this is not to say that there are not designs 
for conquest, expansion, revenge, or deceit.  Among the 
shadows, plots are set in motion to eliminate rivals, new 
alliances are formed, and sabotage and espionage are 
commonplace.  The criminal lords, psionic spies, secret 
societies, sinister politicians, a plethora of organizations, 
and even good-natured factions jockey to protect their 
interests in the fractured world of the Third Dawn 
Campaign Setting.  Within Ksaren, an intelligent agent can 
make their fortune and name aiding one faction or another, 
perhaps helping the Alyrian rulers subvert officials in 
other nations, or perhaps by assisting in the acquisition of 
a document to give political leverage to one of the guild 
leaders of the city of Luxor.  There are infinite possibilities 
for intrigue within the Third Dawn Campaign Setting.

New races.  The changes wrought millennia ago by the 
Impact introduced entire new races to the world of Ksaren.  
The jetturs, dromites, xephs, and maenads, among others, 
did not appear to exist before the Impact, but now are large 
segments of the population among the different societies.  
Within the Third Dawn Campaign Setting, you will find 
brand new races, such as the ophiduan, or races that are not 
as you would expect, such as the adonai, who resemble the 
elves of traditional fantasy.
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