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-The Draconic Prophecy 

In the darkest night 4.41abar. they enter its walls. Fire is their number. 
and their arrival completes the circle in the non of Stars ... 

IN THE wake of a long and terrible war, a world 
struggles to find its destiny. Will it descend once 
more into brutal conflict and end in spectacular 
annihilation, or will the world emerge at last into a 
new era of peace and prosperity? 

At this moment. a handful of heroes-the player 
characters of your campaign-might hold the fate of 
the world in their hands. 

This is a world whose destiny is hidden in the mys-
terious prophecies of dragons. tempered by 'towed ill 
magic. and forged in bloody warfare. 

TEN IMPORTANT FACTS 
lAritat makes the world of Eberron unique? !fere are 
ten key pieces of information about the world to bear 
in mind. 

I. If Et exists in the D&D" world, Men it has a Ow tit 
Eberron. Eberron is all about using the core elements 
oft he D&D world in new ways and interesting coin. 
binations. with some unique elements thrown in. 
les still a D&D setting, so anything that appears in 
another D&D book-from the classes and races in the 
Player's handbook to the monsters that will appear in 
Monster Manual 5-should lit right in to your Ear R itox 
campaign. 

2. Tone and attitude. Eberron takes all the cinematic 
action and swashbuckling adventure of traditional 
D&D games arid adds in a strong dose of mastery and 
scheming. In this campaign. stories don't always end 
well, and there isn't always a right answer to every 
problem. The Last War turned old allies Into bitter 
enemies and destroyed an entire nation, leaving ter-
rible scars behind. Crime and corruption lurk in the 
laws' cities. The characters' allies might become 
their enemies in the blink of an eye. and ► ell-known 
agents of evil might provide assistance when it's 
least expected. Hidden dragons shape the course of 
history. Sinister fiends influence the dreams of the 
unwary. An army of horrors lingers just beyond the 
edge of reality, struggling to break through. Nothing 
is exactly what it seems. 

3. el world of rnarlic.'ille setting supposes a world 
that developed not through the advancement ors( 
vice. but by the mastery of magic. Magic allows for 

NTnont.tcrtoN 

conveniences and services undreamed of in traditional 
medieval fantasy. Hound elemental creatures power 
elemental airships. rail transport. and high-speed 
ocean vessels. A working class of minor triages uses 
ritual magic to provide energy and other necessities 
in towns and cities. Advances in magic item creation 
have led to everything from self propelled farming 
implements to sentient, liee-willed constructs. 

4.A world of adwnture. From the steaming jungles 
of Aerena I to the colossal ruins of Xeredrik. from 
the towering keeps of Sham to the blasted hills and 
valleys of the Demon Wastes, Eberron is a world of 
action and adventure. Adventures can and should 
draw heroes from one exotic location to another 
across nations, continents, and the entire world. The 
quest fur the Ni nor oldie Seventh Moon might take 
the heroes from a hidden desert shrine to a ruined 
castle in the Shadow Marches and finally to a dun. 
geon below the Library of Korranberg. Through the 
use of magical transportation. heroes can reach a 
wider range of environments during an adventure, 
and thus deal with a diverse assortment of monsters 
and challenges. 

S. The Last War has ended-sort of. The l.ast 
which plunged the continent of Khorvaire into civil 
war more than a century ago. ended with the signing 
of the Treaty of Thronehold and the establishment of 
twelve recognized nations occupying what was once 
the kingdom of Galifar. At least ovenly, the peace has 
held for just over a year as the campaign begins. The 
conflicts, the anger. and the bitter pain oft he long 
war remain. however, and the new nations seek every 
advantage as they prepare for the next war that they 
believe will inevitably eventually break out on the 
continent. 

6. The Marmite Prophecy. The dragtms, long-lived 
and patient in all things. seek meaning in the pat-
terns found in the world and the heavens. These 
patterns play out in the Prophecy. a record of t hings 
to come that has been emerging since the creation of 
the world. The Draconic Prophecy is as complex and 
tin linhomable as the dragons tlwinselves. It hints at 
events of doom and dread as often as it helps push 
the world toward exalted events. It seems to point 
toward transformation rather than destruction. but 



to most people. the Prophecy remains as alien as the 
dragons themselves_ 

7.The Five Nations. '11w human dominated civiliza-
tions on the continent ()I' Khorvaire trace a lineage to 
the ancient kingdom of Gallia r. which was made up 
of five distinct regions. or maims. These were Ann 
daft. Breland, Cyre. Karrnat h. and Thrane. Four of 
these MOM% survive to the present day as indepen , 

 dent countries: (4re was destroyed before the start of 
the campaign. The devastated territory ii once occw 
pied Is now known as the Mournland. A cornmon 
oath or exclamation among the people of Khorvaire 
is 	the Five Nations: or some version thereof. The 
Five Nations refers to the ancient kingdom of Gallia r 
and evokes a legendary time of peace and prosperity. 

8. A world of intrigue. The war is over, and the 
nations of Khorvaire now try to build a new age of 
peace and prosperity. Ancient threats linger. however. 
and the world desperately needs heroes to take up tile 
cause. Nations compete on many levels• economic 
might. political influence. territory, magical power-
each looking to maintain or improve its current status 
by any means short of all out war. Espionag• and sob, 
otage services create big business in certain circles. 
The dragonmarked houses, temples both purr and 
corrupt. crime lords. monster gangs, psionic spies. 
arcane universities, royal orders of knights and wiz-
ards, secret societies. sinister masterminds. dragons. 
and a multitude of organitathins and lactions jockey 
for position in the afterglow of the Last War. Eherron 
teems with conflict and intrigue. 

LOOT THIS BOOK! 
The information in these pages can enhance and enrich 

your campaign even if you don't use Eberron as the setting 

for your garlic All of the concepts and details in this book 

can work just as well in a setting of your own creation, or 

a setting you assemble from pieces drawn from this and 

other published worlds. Feel free to pick and choose, 

using the parts of Eberron that you find most interesting 

or most compatible with your own campaign. If you want 

a pact of poll mercenaries to stand in contrast to the 

savage, demon-worshiping polls that are more common 

in the world, or a kingdom of ancestor-worshiping elves. 

or seven etadrin cities transposed into the world from the 

Feywild, or a wasteland blasted by some magical catastrn 

phe and inhabited by constructs and living spells-you'll 

find all these and plenty more ideas to enliven your cam 

pairs in these pages, dozens of ways to make your game 

a little less ordinary. 

In other words, as the header says. loot this book! brat 
it as a treasure trove of inspiration and resources whose 

sole purpose is to make your campaign better. Whether 

you adopt the world of Eberron in every detail or just 

choose the elements that most appeal to you, it's your 

game. Have fun with it! 

9.1)ragon rk(kvnasties. The great dragonmarked 
families are the barons of industry and commerce 
throughout Khorvaire and beyond. Their influence 
transcends political boundaries. and they remained! 
mostly neutral during the last War. 'the heads of 
each house. not technically citizens (Cow nation, 
live in splendor within their enclaves and empori-
ums located throughout Khorvaire. These dynastic 
houses of commerce derive their power from the 
dragonniarks-uniquie. hereditary arcane sigiis- that 
manifest on certain individuals within the family. 
granting them !Mined but very useful magical 
abilities associated with the trade guilds the family 
controls, Dragon:narks are said to be the Prophecy 
written on mortal flesh-a supposition that Incenses 
the dragons. 

Dragonshards. Ancient legends and creation 
myths describe Eberron as a world in three parts: 
the ring above. the subterranean realm below. and 
the land between. Each of these world sections is 
tied to a great dragon of legend-Sil wrvs. Khyber, 
and Eberron. respectively. Each section of the world 
produces dragonshards. stones and crystals imbued 
with arcane power. With the aid of dragonshards. 
dragonmarks 	more pinVerlid, delnelnak are 
controlled and harnessed. and magic items of all sorts 
are claim! and ?diaped. These shards, however. are 
rare and dlUiesiit to come by. making them expensive 
and often the goals of great quests and adventures. 

WHAT  ELSE  Do You NEED? 
You'll need a copy of the MD Players liana/look' 
(NI), Dungeon Master's Guide' (/).NIG). and Monster 
Manual' (MAI). Voll and your players should also 
refer to the Datums Plover's Guide. which provides 
new races, the artificer class, an abundance of feats, 
rules for dIragonmarks, and other material useful 
kw creating and running characters in the world of 
Eberrou. Of course. you can also draw from any ot her 
1)&1) core rulebooks and supplements to enrich 
your world. 

Ifyou have ErstanoN books from the previous 
edition of the game (published between 2004 and 
2007). you'll still find much of the material in those 
books useful for your campaign. The rules elements 
in Five Nations (2004) or Dra,gons Eberron (2007) 
are designed fOrird Edition 1)&1), btu the wraith 
of information about the world contained iii these 
and other Eberron hooks can be a valuable addition 
to your gaining library. However. ifyou run across 
places where earlier books contradkt this hook or the 
Ear Kinn Player .5 Guide, these more recent hooks take 
precedence. e. 
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C. II A P -r F. It I 

WHAT MAKES an adventure or a campaign 
set in the world of Eberron different from other 

NGEoNs & DRAi ∎ ONS game experiences? 
1 low different it is depends largely on you. You 

can use Eberron as the backdrop for a traditional 
Di:rtitir-ONS & I )1lAGONS game ifynu like. Everything 
that exists in D&1) lies fine in Eberron, and the 
world can enrich your game with its own distinctive 
monsters, magic. races. nations, and cultures. Any 
adventure sou mate or purchase should work for 
characters in Eberron. 

What the ESEREON Selling offers is an opportunity 
to enhance your game with a different flavor from 
the traditional high fantasy of most D&I) campaigns. 
lt features a blend of swashbuckling. OWT t he top 
action and dark urban mystery. In the aftermath of 
the terrible Lao NVar. cabals and conspiracies fight 
in the shadows to gain power and influence. In this 
environment. even a simple dungeon crawl—the most 
basic and traditional of IAD experiences—becomes 
the center of a web of intrigue and betrayal. 

This chapter explores the various elementsplot. 
background. flavor, and magical technology you can 
use to imbue your Eat:alum campaign with the rich 
atmosphere appropriate to the setting. 

+ The World of Eberron: . 1bese pages briefly 
describe and illustrate the realms that make up 
the world and their place in the cosmos. 

• Campaign Themes and Global Threats: These 
sections outline the major themes of the Eberron 
setting and how you might use them to build and 
shape your campaign. then introduce two global 
organizations that might play a part in your gime. 

• History: An overview tithe world's history and its 
impact on campaigns in the present. 

+ Everyday Magic: A discimion oldie various 
kinds of magical technology that shape adven• 
lure in Eberron. 

• Travel: Getting from place to place—by light-
ning rail. elemental airship. or Oriel) coach. 

• Wondrous Locations: Places of magic. both 
naturally occurring and artificially constructed. 

ClIAPTCH I 4Mvrneure i.  





Spinning through the endless void is a magnificent 
world. a sphere of great beauty and sinister darkness. 
Girdled by a golden band of sparkling dust and orna-

►ented by twelve moons, the brilliant orb is infused 
with great magic. peopled by a vast array of creatures. 
and teeming with life. The world is divided into three 
parts. one for each of the progenitor dragons whose 
bodies form the universe. 

S1BERYS: 
THE DRAGON ABOVE 
The Dragon Above encompasses the Iwavens and 
all they contain. Flashes of color. streaks of light. and 
strange blossoms in the dark of night excite the imagi-
nation of the world's inhabitants. Crossing the dome of 
the world is the Ring of Siberys. a wide swath of golden 
dust stretching from one horizon to the next. During 
the day. the Ring is faint: at night. it is a brilliant belt of 
scintillating specks weaving throtO the heavens. 

Twelve moons hang like jewels in the night sky, 
some huge. others small and distant, and a few mere 
pinpricks of light. scarcely able to he seen with the 
naked eye. Each moon moves through its phases. 
waxing and waning in its own time. Farther out lie 
the stars. silent guardians of the greatest mysteries. 
Dragons and mortals alike gather these distant lights 
into constellations. making of them gods. omens, and 
portents of events to come. Finally. beyond even the 
stars, lie the farthest reaches of the Dragon Above: 
the endless expanse or t he Astral Sca (sec page 261). 

KHYBER: 
THE DRAGON BELOW 
Khyber, the Dragon Below. embodies the Underdark, 
an endless labyrinth spreading below the world. 
Narrow passages worm through earth and stone. 
opening unto echoing chambers and bottomless pits. 
In the silence lie sunken cities, reclaimed by the 
earth and undisturbed for millennia. In the depths. 
seas of molten rock crash against melting walls, spew-
ing poisonous gas and deadly eruptions. But although 
Khyber is dangerous and unforgiving. it too has lik. 
The depths are home to strange beings-undead 
thralls sacrificed to unspeakable entities. hordes 
of monstrous beasts hungry for flesh. Nightmares 
are given form here. remnants from times and wars 
long past. Still. for those who brave its depths. great 
rewards await. 

Certain caverns in Khyber contain pathways into 
the ultimate depths of the Dragon Below. the infinite 
vastness of the Elemental Chaos (see page 263). 

CA-1Arilt I Adventures 

EBERRON: 
THE DRAGON BETWEEN 
Poised between the splendor of the Dragon Above 
and the horrors of the Dragon Below is Eberron. the 
Dragon Between. F.berron is a land of contrasts-
incomparable beauty is matched by hideous evil. 

Churning seas divide the continents. broken only 
by minor archipelagos and isolated rocks that stab up 
from the frothing waves. Five major continents rise 
from the seas of Eberron. 

Khorvaire has assumed the mantle of the world's 
center and the heart of civilization. It is a crucible 
in which all peoples and races mix and mingle. 
Human kingdoms stand shoulder to shoulder with 
those of elves. gnomes. and dwarves. Monstrous 
lands thrive in the shadows of the civilized lands, 
while new communities of changelings, eladrin. and 
dragonborn search fur homelands in t his diverse 
and burgeoning land. 

This book assumes that Khorvaire is the primary 
setting for your campaign. Although player charac- 
ters might venture to other continents and might even 
hail from distant lands, it's assumed that they call 
Khorvaire home. 

The humans of Khorvai re came from Sarkma. 
a continent far to the cast. Now, thousands of years 
after the human migrations from these lands. Sarlona 
has become a mysterious realm of strange magic. 

South of Khorvaire is Xen'drik. As old as Sat-
lona. this untamed land has been mostly reclaimed 
by the wilderness. Rising from the jungles are the 
ruins of the once•mighty empire of the giants, Drow, 
sahuagin. and even more vicious creatures prowl 
these lands, while prospectors and adventurers scour 
the wilds for the precious dragonshards found here. 

At the top of the world stretches the desolate waste 
of the Frost fell-frozen fields of haunted ice and 
jagged. unforgiving mountains. Far to the south is the 
Everice, a frozen region as mysterious as Xen'tfrik. 

Argonnessen is the land of dragons. This continent 
remains a mystery to mortals. Those who venture to 
its shores rarely return: those who do come hack arc 
never the same. gibbering about savage barbarians. 
mighty dragons. a nd  wonders to unhinge the mind. 

Finally, tlw world has echo planes. reflections of 
the Dragon Between: the Feywild. the Shadowfell. 
and the dream plane of Dal fluor (see page 263). 

Much of Eberron is terra incognita-more king-
doms and empires have been forgotten than are 
renwmbered. What treasures lie buried in the wil-
derness? What civilizations thrive in the shadows? 
What wonders linger undisturbed? 
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This book is full of resources you can use to make 
your Estattox campaign come alive, infusing it with 
the gritty, action•packed. and mysterious tone that 
sets the world of Eherron apart from other D&D 
worlds. It includes a tremendous variety of events 
and elements you can add to your game, but you don't 
have to use them all—indeed, you shookInI elven 
try. Instead. focus on one or two major themes and 
develop them in depth. 

Do you want your player characters drawn into 
the conflicts between nations and the rivalries of the 
dragonmarked houses? Will they devote their time to 
exploring the ancient ruins of Xeredrik's mysterious 
civilizations? Or would you rather have them solving 
mysteries on the streets and bridges of Sharn. the 
City of Towers? These decisions arc yours to make as 
you take the information provided in this hook and 
create a campaign that is truly your own. 

This section is your guide to the major stories and 
themes tithe EISERRON setting and how to weave 
them into a compelling •ainpaign. Whether you want 
a campaign focusing on the repercussions of the ter-
rible Last War or one that focuses on unraveling the 
twining mysteries of t he Draconic Prophecy. these 
campaign themes will help you make a campaign 
that Feels different than a typical IAD campaign—
one that feels like an Eberron game. 

The themes discussed hi this section are: 

• The Last War Khorvaire has just emerged from 
a century of warfare that transformed the social 
and political landscape of the continent. NrOU can 
incorporate this war in your campaign in many 
different ways. from historical or time-travel 
adventures to a campaign fiicusing on the 'shadow 
war of intrigue or the repercussions oft he terrible 
Mourning that brought the war to a close. 

+ The Draconic Prophecy: The dragons of Eberron 
study a comprehensive prophecy they see written 
in signs across the world—and on the skin of cer- 
ta n people in Khorvaire. The Prophecy can be a 
key part of any campaign, especially as characters  
grow into their epic destinies. and the dragons and 
demons who seek to influence its fulfillment can 
be important patrons or antagonists in your game. 

+ The Dragon marked: Thirteen dragonmarked 
houses--mercantile families marked with signs 
of the Prophecy that enhance their magical 
capabilities—dominate the economic landscape of 
Khorvaire. The part they play in your campaign is 
up to you and your players. especially Iran). oldie 
characters in your campaign are dragonmarked. 

• Urban intrigue: Eberron boasts a number of 
large cities where criminals, spies, and agents of 

CHAPTER I i Adventures 

greater powers work in the shadows. If you want 
a campaign focusing on mystery, intrigue, and 
politics. Inspired by classic film noir with a fantas y 

 twist. Eberron's cities are the place to do it. 

+  Dungeon Delving: Classic D&D adventures. 
in which characters delve into ancient ruins in 
search of lost treasures. can take on a whole new 
dimension when you frame them in the context of 
the political scheming of Eberron. The player char• 
acters might find themselves In competition with 
other organ izatiotis seeking the same treasures as 
they are. and discover that possession isn't always 
nine-tenths tithe law. 

From thick forests and vast plains across Khorsai re,  
fortresses rise up toward the sky. their parapets 
bristling with weapons. In the middle of wastelands 
blasted by magic and quenched in blood, the ruins 
of castles. camps. and entire cities protrude from the 
earth. In the halls of power. every promise masks a 
deception, every treaty disguises an ulterior motive. 
and every shadow hides a potential assassin. 

It is impossible to overstate the impact of the Last 
leVar on the lives of every inhabitant of Khorvaire. 
War raged acIVAN the continent for a hundred years. 
turning each nation against virtually every other in 
a shilling series of alliances. Four years ago. a ter-
rible cataclysm known as the Mourning left a huge 
swath oh'entral Khorvaire uneriv annihilated, every 
living thing exterminated and the ground scoured to 
ash. in the iiair years since the Day of Mourning. the 
nations have only just begun to rebuild. Royalty and 
commoners alike pray that the century•kmg conflict 
wasn't merely the precursor of a greater horror. 

THE LINGERING SHADOW 
Less than two years have passed since the signing 
of Ihe Treaty ofThrmiehokl. All living resit'' ,  tit% of 
Khorvaire were molded by their experiences during 
the war. Even those who never experienced direct 
combat were shaped by the actions they undertook in 
support, or in defiance, of the raging war. 

Across Khorvaire, trust is as rare as a soldier 
without scars. Citizens ofborder towns see Cyran 
refugees and turn away. afraid that these displaced 
wanderers bring with them the doom of their dead 
nation. When they see adventurers. warforged. 
and goblin or dragmborn mercenaries walking the 
streets. they remember afresh the horrors of war. 



When people hear rumors of incursion at their bor-
ders. they believe the worst. certain that the war has 
finally erupted again. the fragile peace broken at last. 

National leaders hide in their palaces. feeding 
their own kars with secondhand reports and whis. 
pored intelligence. building up their military forces. 
sabotaging and spying on the nations with which they 
are supposedly at peace. Forges continue to churn 
out weaplm and both standing armies and roving 
mercenaries remain ready to use them. Every day. 
another war edges ever nearer, for the people have 
forgotten how to work toward anything else. 

LAST WAR CAMPAIGNS 
Any Eat alum campaign should at least touch on the 
theme oldie Last War and its impact on the lives of 
the player characters in the past, if not the present. 
When you start your campaign, discuss with your 
players what their characters did during the war. and 
when you create major nooplayer characters for your 
game. consider the same question. Did they fight? If 
so, on what side, and what were their duties? Were 
they soldiers or spies, couriers or saboteurs? if they 
avoided direct action, bow did they manage it? What 
were they doing. and where? 'these details make for 
richer character backgrounds, and they also help you 
steer campaign emits to conic. They influence not 
only the mindsets tithe player characters, but also 

the attitudes ()lathers toward them. Best oral!. they 
provide you with an abundance of adventure seeds. 

The Last War made F.herron what it is. Every 
character. every community, and every nation is 
still recovering from the war. still suffering. and still 
rebuilding. Many monsters oft he wiki are legacies of 
the war—either living weapons or otherworldly beasts 
drawn by the constant liktodshed. What were once 
safe routes between communities are now broken 
and dangerous: what were thriving fortresses and 
temples are now monster-hatimed ruins. 

Some military units still lurk at the edge of 	i• 
melon. unaware or refusing to acknowledge that the 
war is over. They raid and ambush real or imagined 
foes. These activities threaten to ignite wider bonier . 

 skirmishes. Communities that once stood on major 
trade routes are now Isolated. while others find 
themselves bereft of income now that the demand 
for weapons is diminished. All of these settlements 
require brave souls to risk the wilderness and return 
with news and supplies. Numerous wonders and pow• 
Mid weapons of war have been lost, and only a rare 
kw individuals have the wherewithal to hunt them 
down. 

If you want to make the Last War a more sig. 
nificant theme in your campaign. you might make 
extensive use of flashbacks. scale the timeline of 
your campaign back a few years, and run a historical 



game set during the Last War—or even incorporate 
elements of time travel into your game. Whichever 
approach you use to put characters in the action of 
the war. you might pit them against Emerald Claw 
saboteurs (page lib). soldiers or agents of any nation 
of Khorvaire. spies or assassins from I louse Marian 

(page 226) or House Thuranni (page 212). or any ofa 

variety anther foes. You might want to make signifi-
cant use of warforged PIA1 2(61) or Ka rritat hi undead 
(page 85) as opponents or perhaps allies or subonli 
nates of the player characters, 

FLASI BACKS 
Using flashbacks. you can run both a wartime cam-
paign and a modern campaign. The simplest option 
is to begin the campaign with a single flashback 
to the war, as the short adventure presented in the 
Appendix does. Let the characters play through the 

flashback, including the gathering oldie party. and 
then—alter a few encounters or an adventure or two—
jump ahead to the current time. 

It can also be fun to insert mulliph• Flashbacks 

throughout the campaign. these flashbacks need 
not evil' involve the same group of characters, Per-
haps the party in the modem era is on a quest that 
invulves regular research into events during the war. 
You might allow the group to play through the events 
in question with a different set of characters. rather 
than simply telling than what they learn. The players 
can play through both plot lilies. each influencing ihe 
direction of the other as the older group makes deci-
sions that the modern one must deal with. 

Of course. alternating between entirely different 
characters might seem too involved for Your taste. 
TI w players cook I instead create the same group of 
characters at two different times and levels. and play 
Ow flashbacks as their characters' own memories of 
events that occurred years in the past. 

H ISTORICAL 
A campaign set during the Last War. rather than after 
it. oilers a wide variety oloptions. You can set the 
characters down in the middle of a major historical 
battle. allowing them to experience the carnage first. 
hand. You could just as easily cast them as spies and 
saboteurs. working in infiltrate the borders of a rival 
nation or the inner levels ofan enemy stronghold. 
Perhaps the characters are trying to dis•ovvr what a 
general's plans are. or they're working to free prison-
ers of war. or they're attempting to destroy a creation 
forge. an eldritch machine, or a lightning rail route. 

'The characters 'tight be state .employed :14 iVel 1 llr - 

ers. seeking to discover anti retrieve ancient lore or 
powerful magic items or rituals before the enemy 
does. They migIn be guards. accompanying an 

ambassador or military leader through hostile terri-
tory, or standing sentinel on a hidden pass through  

their nation's borders. You could even set a campaign 

during the Last War that doesn't directly involve the 
war.l'he characters could he solmgglers. fin- instance, 
making every effort to awail the notice of soldiers on 
all sides. 

TIMF TRAVEL 
A powerful artifact. a lost ritual. or a wondrous loca-
1 ion inight open a doorway in time. You'll need to 
decide in advance to what extent the characters can 
change history. Are such efforts doomed to 'glum or 
can they alter the face of Etyma' today? All manner 

of plot lines open up as the characters attempt either 
to fix the historical damage someone else has caused. 

or to rewrite Eherrort's history for a more favorable (to 

tIt•m. at least) remit. 
You can even use a thee-travel campaign to 

explain certain mysterious elements of Eberron's past. 
If 	characters learn that their actions tipped the 
balance of a battle during the Last War, or prevented 
the quori horn taking advantage filthy war, or even 
somehow caused Ow I )ay of Mourning. the result 
would he a memorable campaign Indeed. 

Ti IF MOURNING 
Just four years ago. a terrible cataclysm ripped across 
central Khorvair•. destroying the nation of Cyre, Mil 
lions of people died as beautiful Cyre was ravaged 
and transfOrmed into the Mournland. i hunk -ids of 
thousands were driven from their homeland. This 
cataclysm was a clear symbol oldie cost of the war—
the utter a nnihtlathin of the nation that had once 
been the heart of Galan. It brought the fighting 
of the Lam War to an abrupt halt as the remaining 
nations tried to determine wham had happened . 
and whether It might happen again. Though it would 
Ix two more years before the Treaty of Thninehold 
brought the war to a formal conclusion. the Mourning 
is marked and remembered as the beginning of the 
Last Wars end. 

The Mourning had a widespread and profound 
impact on the periple of Khortaire. Although the 
Cyrans were must directly affected In' the loss of t heir 

home. all ril 1: hors aire has witnessed the obliteration 
of a nation and been changed In it. Some observers 
believe that the %knurling was calmed by a weapon. 

and they fear the consequences of such a tool being 
recovered and used again. The druid purists of the 
Ashbound (see page 133) say that the Mourning is 
proof of the danger of tampering with unnatural 
forces. while the doomsayers of the Children of 
'inter cult (page I 36) welcome it as the first sign of 

a coming came 1%.sm. 

.1 .1te 'Mourning lain serve as the foundat ion for 
many adventures. Placer characters might venture 
into the Niou rit land to recover treasures lost at the 

end of the war, seek to unravel the cause oldie 



disaster. or work to prevent it from happening again. 
They might form a "trading company" to rival I ka 
Salvage (page 95) or swear to hunt down those loot-
ers and return the goods they have stolen to Cyran 
descendants or a museum dedicated to the glory of 
Cyre. Or they might find themselves in opposition to 
the Lord of Blades (page 99). who plans to conquer 
Khorvaire with an army of fanatical warforged. They 
might discover the questionable activities of House 
Vadalis in Cyre before the Mourning and come into 
conflict with Empre. Donata and the other mage 
bred humans (page 96) who still live within the 
Mourniand. 

Even when an adventure doesn't directly involve 
the Mourning, consider the broader impact of such 
a cataclysmic event. Cynicism and amorality have 
spread in the wake of the Mourning. carried on a 
wave of lingering dread. The fear remains potent that 
tomorrow the dead-gray mist that forms the borders 
of the Mournland could sweep through another land. 
The influx olCyran refugees into the surrounding 
nations has brought poverty and unemployment, 
exacerbated by the bitter feelings many soldiers have 
fOr their former enemies. Cyran nobles driven from 
their homes might be desperate to reclaim their lost 
wealth. whether by sponsoring trips to the Motu/damd 
or turning to crime in the world beyond, The Mourn-
ing is a palpable force In Eberron. and it could have an 
influence on any adventure. 

THE SHADOW WAR 
The Mourning and the subsequent Treaty orfh rune-
bold brought a cessation of d irect hostilities. but no 
nation or people can claim to have won the war. The 
Treaty of Thronehold was based on mutual fear: it 
settled few of the issues that drove the century of 
conflict. For instance. the former Au ndairlart city of 
Tha !lost remains in the hands of Th ra tie. The White 
Arch Bridge. spanning Scions Sound between Rek-
kenmark in Ka rrnath and -null lost in 'i hratte. is still 
broken. Bitter ()Tan refugees live In Wel ish ghettos. 
Across K homily. many citizens still believe in their 
nation's right to the throne ofGalifa r.  

Despite the end of open warfare. few people truly 
believe that peace will last. Each nation is strength-
ening its military machinery—not to the same extent 
as during the war. but clearly with an eye toward 
the possibility of resuming a war footing as soon 
as possible. Each /lotion, at least In part, relies on 
mercenaries to fill hairs in its military's ranks. and 
on explorers to acquire lost weapons and powerful 
magic. In today's Eberron. an  enterprising party can 
make a good living delivering such discoveries to the 
highest-bidding nation. 

The central nations—Aundair, Breland, Ka rrnat h, 
and Thranc—are roughly at parity in the arms race. 
each with its own isarticular strengths- Aural/11r  

currently has the greatest arcane mastery. measured Le, 
in trained wizards and enchanted items. Breland's 
intelligence services (such as the Dark Lanterns. 
pages 78-79) arc second to none. and the nation is 
more self-sufficient than the others In terms of grains < 
and other staple goods. Karrnath's military remains — 
the dominant force in total persramel (including 	— 
undead forces). while Thralls, maintains an advantage — 
in both divine magic and long-distance archery. 

In light of the Mourning. however, each nation 
knows that the next war won't be win) with mundane 
weapons or even the magical power that it brings to 
the field. lithe Mourning was caused by a weapon 
of war, then whoever holds that weapon could poten-
tially control Khorvaire. On the other hand. if it can 
be conclusively proven that the Mourning is no longer 
a threat. conventional war could easily begin anew. 
With that prospect in mind. every nation Is develop-
ing new weapons and war magic. 

Rulers and generals also seek out the power of 
the past in the form of ancient magic. MI of Khor-
vaire's tuitions and no small number of wealthy and 
powerful Individuals regularly hire teams of hold 
adventurers to go to Xendrik and other remote 
locations In search of ancient artifacts. Meanwhile. 
armies continue training, spies and saboteurs keep 
working behind enemy lines, and crafters go on 
churning out arms and armor. 

Perhaps as Important as armaments and magic, 
though. is inibrmation. The rulers oldie nations work 
strenuously to ensure that they know what the other 
nations are doing and what threats they'll face when 
the next war erupts. 1 ntelligence, even questionable 
intelligence. is more valuable than gold. and nations 
regularly pay more than they can realistically afford 
to acquire h. 

Although the majority °la nation's spies are con-
cerned exclusively with acquiring information. some 
undercover agents take a more active role. Sabo-
tage of military installations or arcane laboratories. 
political assassinations, and agitation through the 
spreading of rumors. vandalism, or the destruction of 
goods and supplies—all of these are potent weapons 
in the shadow war. 

A party of adventurers could easily be drawn into 
this silent war. either as knowing agents of their home-
land or as unwitting dupes whose actions can't he 
traced to the crown. Alternatively. independent adven-
turers could stumble into the shadow war—whether 
they are competing with a group of soldiers in a race 
for a powerful artifact (as in Raiders of the Lost Ark). or 
they stumble into a we!) of murder and intrigue that 
can ultimately be traced back to foreign spies. 

Significant players in a campaign focused on the 
shadow war might include the Royal Eyes ofAundair 
(page 70), the King's Citadel of Breland (page 77). the 
Order of the Emerald Claw (page 8(). the Trust of 
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Zilargo (page 170), House Phiarlan (page 226). and 
[louse Thuranni (page 232). 

THE NEWBORN NATIONS 
before 1Ese Last War. Khorvaire was united tinder 
the Kingdom of Califar. which was actually a 
rinse alliance ofthe Five Nations that predated the 
kingdom—nations whose modern descendants are 
Autuhtir, Breland. Cy re. Karrnath. and Thranc. The 
Last War severed that thousand• ► earokl alliance. 
sending the Five Nations into a hundred years of 
conflict. But by the time the 1.ast War was over and 
the ink dried on the Treaty ofThronehokl. the map 
of Khorvaire had completely changed. Cy re is gone. 
Evert before the Mourning. Cyre had lost considerable 
swaths of its territory to the ekes of Valenar and the 
goblins of Darguun. The people ofwestern Aundair 
seceded to form the Ekleen Reaches. The dwarves of 
the Mror Holds broke away from Karrnath. Idealists 
and opportunists from the Five Nations fled the war 
and founded the nation ofgharra far to the east. In 
the west, the Daughters of Sara Kell hewed a nation 
from a land of monsters—for all that Droaam remains 
untrcogirileci by the Treaty of Thrunehold, it is a 
force to be reckoned with. 

Khorvaire  has entered a new age—a lime of tur-
moil and change. Even with the war settled (for now). 
many of the nations of Khorvaire  are only decades 
old. The continent is rife with contested lands. The 
displaced Cyrans want a new homeland to replace 
the Mouridand. and many oft hem think that Dar-
guun and Valenar rightfully belong to them. Aundair 
wants to reclaim Thaliost and the Eldeen Readies. 
and Breland has enemies in both Droaam and Dar-
gum. Thra tie wants the return obits western lands 
from Aundair. 

The surviving four nations of cent ral Khorvaire 
have found an uneasy equilibrium. but the relatively 
new nations of Khorvaire ;ire a totally unpredictable 
factor throwing the balance ofpower into chaos. 
They might be allies of the Five Nations, or pawns in 
the Intricate machinations of the shadow war. But 
the thought that keeps the generals and spy masters 
of the Five Nations from sleeping soundly at night is 
that these new nations might be an independent force 
to he reckoned with. capable of sweeping plans that 
extend far beyond their borders. What lithe Future of 
Klarrvaire lies in Ilse hands not of one of the descen-
dants of Galifar's kings, but of the Mror dwarves. the 
Valenar elves, the druids of the Eldon Reaches. or—
Sovereigns forbid it—the hags that rule Droaam? 

Monstrous raiders from Dmaarn threaten 
Breland's western border. Are they just monsters 
seeking pillage and plunder? Are they part of a plan 
concocted by the Daughters of Sora Kell who rule 
Droaam? Or are they mercenaries employed by 

Aundair ur Thrane to distract Breland from a greater 
threat to the north? 

The newborn nations of Khorvaire  are. for the 
most part. less densely populated than the central 
Five Nations, and many of them are littered with the 
ancient ruins of civilizat ions that preceded the rise 
ofCralih► r. hi addition ta u 	 tituti$itig on &- 
political impact of these new nations, you can use 
these regions far a campaign that focuses on delv• 
ing into those ruins. prospecting for dragonshards. 
hunting monsters and bandits. and the range of other 
activities that are common In every D&1) campaign. 
Each nation has its own local threats that can add 
life and unique flavor to adventures there. from the 
Jhorash'tar ores of the Mror i bolds (page 148) to the 
Chaos Fleet of the Lhazaar Principalities (page 141). 

THE NEXT WAR 
It's coming. Few admit it. except in whispers or 
behind locked doors. but everyone expects it. 

The next great conflagration might he ignited by 
the littlest spark. and it could be anything. Hatreds 
and old grievances sometimes drive soldiers into 
border skirmishes. Spies and saboteurs get caught. 
and each time their guilt is proven and their con-
nection with another nation is established. relations 
between those nations grow more tense. Loud voices 
cry out for justice for wrongs committed during 
the years of war. Each nation sees its rivals growing 
strong. and considers acting before someone else 
throws the first punch. 

Fear ended the Last War—fear of loss. as each 
nation crept ever closer to complete collapse, and fear 
of the unknown, as Cyre vanished beneath the dead-
gray mist of the Mourning. 'With each passing day, 
the militaries of the surviving nations rebuild. gath-
ering their strength. The Mourning was four years 
ago. Its horror has diminished with the passing of 
years, and there's no sign that such a cataclysm might 
happen again. New grudges build on old bitterness. 
and ambitious rulers and generals carefully examine 
every sign of an enemy's weakness. anything that 
might spell opportunity for a new conquest. 

'1'he next war will no doubt start small—not with 
massed armies. but with one skirmish that grows too 
large. one Incursion or assassination too many. One 
nation will retaliate for the actions of another. A third 
will view that retaliation as the start of something 
greater and act preemptively. At first, it might look 
just like yet another surge in v lolence similar to the 
others that punctuate the years of the shadow war. 

Except this one won't diminish. Assassination fol-
lowing sabotage. invasion following skirmish—the 
cycle will continue and expand. Finally, armies will 
march across Khorvaire once more. This time. even 
the deaths of nations might not be enough to rein 
them in. 
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THE PROPHECY 
IN YOUR CAMPAIGN 
In your Eberron campaign. the Prophecy is coin• 
pletely under your control. Use it to give context to 

CHAPTER 1 ; Adventurv. 

The dragons of A rgotmessen scrutinize the world for 
signs and portents. They study the sky above, the pits 
and caverns below, and the land between. watching 
km hidden significance. The dragons. long-lived and 
patient, seek meaning in the patterns they discover. 
These patterns play out in the Draconic Prophecy, 
a record of events past. present. and future that has 
been emerging since the creation of the world. 

Passages of the Prophecy appear throughout the 
world-above. below, and between. Signs are revealed 
in the changing shape of the Ring of Wien's. Dragons 
spend a great deal of time and effort charting the 
movement of the moons and stars, studying the pat. 
terns of the Dragon Above, and interpreting omens. 
Symbols appear on the sides of mountains, on the 
walk of caves, or in the deepest recesses of Khyber. 
although some of these signs can be read only when 
the moons and stars are in certain alignments or 
in the proximity of certain dragonshards. Around 
3,000 years ago (recently, by draconic reckoning). 
a new canvas for the Prophecy appeared: The races 
of Khorvaire began to manifest dragonmarks. The 
appearance of dragonmarks on these "lessee races 
has led to much debate among the dragons. 

The destiny of the world. some would claim. is 
spelled out in the Draconic Prophecy. On some level. 
this assertion is true. but most people who are aware 
of the Prophecy take an overly simplistic view of it. 
The truth of the Prophecy is far more complex. rich 
with possibility. and fraught with danger. 

There are those who make a casual hobby °Ica 
lecting snippets oldie Prophecy. The small pieces 
and fragmentary verses that are readily available 
give a misleading view pithy Prophecy's nature and 
purpose. Such verses are among the most %sell-known 
parts of the Prophecy, and they suggest that history 
unfolds according to a script. preordained and unal-
terable. Particularly in the wake oldie Mourning. 
a popular view of the Prophecy is that it charts the 
pathway to the end of the world. Those who hold 
this view find their lives instilled with a sense of 
urgency. their existence overshadowed by impending 
catastrophe. 

Others among the mortal races of Khorvaire study 
the Prophecy more intently and have a better sense of 
its scope. Upon learning that pieces of the Prophecy 
were fulfilled before humans or elves ever walked the 
earth, and that others can't possibly be fulfilled for 
another thousand years. these scholars tend to lose 
any sense of immediacy. The world will not end this 
year. or the next, or during any human life span. Still. 
the Prophecy adds enormous weight to individual 
events on a smaller scale. The Mourning might not 
herakl the destruction of Merrell. but the event is  

invested with the weight of the Prophecy and is a por-
tentous moment in history. 	 - 

Dragons, demons. the Undying Court. and others = 
able to study the Prophecy for multiple human 
lifetimes gain a deeper understanding of its proper 

	wo, 

context. The destiny contained in the Prophecy is 
not a foreordained sequence of events. but an infin-
ity of possibilities, an intricate network of conditions 
and dependencies. The language tithe Prophecy 
expresses cause and effect, declaring the conse- 
quences of certai n events. not the probability of any 	7:4 
given event. Its verbs are slippery, allowing muhiple - 
interpretations. Although some people use their lim-
ited understanding of the Prophecy to justify their 
actions or their inaction. the more sophisticated come 
to understand the Prophecy as a context for action. 
Its field of possibilities gives a reason to act, to watch 
for opportunities. and to seize those opportunities as 
they come. For those who take the right action at the 
right time. the Prophecy can be used as a road map 
and the consequences it describes can be brought 
to pass. For those who take a different action or the 
same action at a different time, the same verse of the 
Prophecy might be fulfilled In a different way. with 
different consequences. 

The fluklity of the Prophecy. as it is correctly 
understood. is what makes it possible for groups such 
as the Chamber and the Lords of Dust (on behalf of 
their demonic overlords) to contend in order to influ-
ence its interpretation and fulfillment. It is also, not 
coinckkmally. what makes the Prophecy useful in 
a D& D campaign. where the characters remain in 
control of their destinies at least to some extent. The 
Prophecy can lead them into adventures and outline 
the consequences of their actions. but it cannot dic• 
tate their actions-or the results of their die rolls. 

Even among dragons, few make any claim to have 
truly mastered even the smallest aspect of the Proph-
ecy. To these enlightened minds. a greater wisdom 
exists among the layers upon layers of meaning in the 
words ofthe Prophecy. They sec the Prophecy as the 
language of creation. the words that called the world 
into being-the tongue in which all things were first 
named. Those verses continue to speak the world 

through its course. These dragons seek not to fulfill 
what has been predicted. but to continue the course 
of creation that was established at the beginning of 
time. Through their contact with the Prophecy they 
become creators in their own right-alongside all the 
beings in the history of the world. mortal and divine. 
who have heard and understood and spoken that 
mystic language. 



the characters and their adventures as they progress 
through pair campaign. 

Epic Destinies: The Dracul• Prophecy is one 
way to establish special destinies for the player 
characters in your campaign. A character's link to 
the Prophecy might be apparent early in his or her 
adventuring career, perhaps reflected in a dragon-
mark. Tilt' significance becomes more minuet:wed 
by the time the character selects an epic destiny. In 
Flierrott. no epic hero is exempt faun the unfolding 
verses of the Prophecy. 

Even before characters reach epic levels, run can 
use the Prophecy to emphasi we that they are special—
they arc meant to accomplish certain tasks that 
no one else in the world can do. at least not at this 
particular moment in history. Don't shy away from 
crafting verses of the Prophecy that point directly 
to the player characters. even if they do so obliquely. 
Such tri•ntioli helps even tow-level adventurers stand 
out in the world, 

Campaign Arc: Just as 11w Prophecy can estab, 
lish the characters as figures of legend in Eberron. it 
can also pia their deeds in a greater coldest. You can 
use verses ofilw Prophecy to foreshadow the most 
important villains of your campaign and to hint at 
the means by which they might he destroyed. You 
can use the Prophecy toile...scribe a terrible, world-
shaking event that the characters must try to prevent. 
Ifyour campaign is driven more by the actions of the 
characters than by villainous or disastrous threats. 
the Prophecy in your game can focus on the accord , 

 plishments and destinies of the heroes. 
Your campaign arc and the characters epic des ,  

tittles Can intersect when %ou introduce verses of the 
Prophecy that describe the heroes' confrontation with 
a :nighty villain or their actions trier ant in a cat aclys-
mk event. - 11w characters might already have a sense 
u•their own place in the Prophecy. anal gradually 
learn about the enormous threat posed by the villain 
of - our campaign %Viten they find the verses that 
describe how they must fight and overcome the vit. 
lain. the Prophecy gets personal. 

Manipulating the Prophecy: You nlight create a 
campaign in which the mien events revolve around 
the interpretation or the Prophecy's verses. A carn• 
paign might center on the terrible shadow war, far 
more terrible than the cold war among the Five 
Nations that lingers in the wake of t he Last War-  
-f his war has endured for tells of thousands of )rars-
t he conflict between the strongest demons and the 
'nighty dragons of Argoinw•sen. This conflict occurs 
on the battlefield of the Draconie Prophecy. At vane 

moments in history. the dragons of the Chamber 
(page 26) have shaped the course of the Prophecy. At 
the present time. however. the lords of Dust—and in 
partic ular. the fiendish overlord known as the Shadow 
in the Flame t !loge 29)—have pushed the Prophecy  

down a dark path by manipulating critical moments 
over the last halledoyen centuries. 

In this age. dark powers are rising in ascendancy. 
Greed and corruption have tainted even the noblest 
institutions. People turn to violence who might once 
have embraced peace. These tendencies seem per. 
[idly natural to those involved—hut those who iiUdy 
the greater picture• can sec the malevolent influence 
oft he Lords of Oust at work. 

Such a campaign emphasizes that evil is thriving 
in the current age. People find it all too easy to giwe 
into their darker impulse._:, to hate instead of love. Far 
too few heroes challenge all too many scoundrels: 
fortune favors the villain. On the over hand, the 
player characters in the campaign are touched by the 
Proplwcy. They have the potential tit be the greatest 
heroes of this age. ultimately shifting the path of the 
future. 

Aside from the Chamber and the Lords of Dust, 
the undrad elves of the Undying Court (page 257) 
steer fulfillment of the Prnplie•y lor their own pure 
poses. and the Order oldie Emerald Claw (page 86) 
pursues an agenda related to lady Vol (page 149) and 
her interest in the Prophecy, even if 	leaders and 
soldiers oldie. order are completely oblivious to that 
fact. The dragunmarked houses (see Chapter 6) share 
some interest in the Pruitt wcv because it is written on 
the skin of their dragon marked members. Your cam-
paign mild feature the characters being continually 
caught up in struggles with one or more of these orga• 
nizations, or serving as agents (knowing or unwitting) 
of one of them. 

FORMS OF THE PROPHECY 
Typically. adventurers encounter the Prophecy in one 
of three wzirs. 

Signs and Portents: A cotWeigettee of mount: and 
planes. a cavern revealed by an earthquake, three 
dragonmarked heirs slain by fire—these events are 
some ofthe ways in which the Prophecy is made 
manifest. Taken almal. none of these manifestations 
have meaning. It's like glancing at tea leaves or seeing 
morrows un a dead oak tree—without proper train. 
ing. such an (mien cannot be interproM. Worse, the 
Draconic Prophecy is far more complex than wet 
leaves ur black birds. In the example% given above. 
all three events could be linked. Moon. cave. and 
death arc all pieces of the puill•. but knowledge of 
pact events might be just as crucial to interpreting 
them. I )ragons take decades to construe the simplest 
signs atilt. Prophecy. and centuries to comprehend 
extended passages. Even among the long-lived drag-
nets. rest have the patience and intelligence required 
to become true prophets. Thus• adventurers rarely 
find a piece of the Prophecy that they call interpret 
on their own: instead, they need to Dud someone who 
can help them understand its meaning, 
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Prophecy Marks: The Draconic Prophecy is writ-
ten across the world. in symbols scrawled as rims the 
landscape. written by no mortal hand. These signs are 
known as Prophecy Marks. The smallest. mere inches 
across. might be found eroded into a stone at the base 
°fa hill. ibrmed by the patterns of a cave's stalactites. 
or wound through the veins in the leaves of a tree. 
Others grow so large that they are visible only from 
above the clouds, written in the shapes of mountain 
ranges or the patterns of desert sands. Even the con-
figuration olcountry roads and city streets In some 
Eherron locations form Prophecy Marks. without any 
deliberate effort on the part of their builders. 

Interpreting a Prophecy Mark isn't a simple matter 
of deciphering lokharic script or reading written 
words.11 requires tittle spent contemplating the twist-
ing lines plate mark with a clear mind. and these 
marks often reward multiple attempts to plumb their 
meaning with increasingly deep understanding. 
Depending on the size of the mark. five minutes of 
quiet study can convey the gist of a mark's meaning, 
but a large or complex mark might require hours or 
even days of contemplation. For example. the Proph-
ecy Mark that appears in the introductory adventure 
in the Appendix (page 264) is a small manifesta- 
tion on exposed earth. requiring only five minutes 
for a character to understand its meaning. At the 
other extreme, the Sky Caves of Thieren Kor—said to 
appear above the land of desolat km in the dark of the 
great moon—consist of twisting tunnels whose walls 
bear words in their striated walls. while the tunnels 
t hemselves form the shapes oladditional words. 
With a kw hours- study. a character might gain some 
important knowledge of the Prophecy from the Sky 
Caves. but one could walk those twisting tunnels for 
weeks or even years and not fathom all the nuances of 
meaning conveyed by the juxtaposition of words and 
symbols. 

Translations: A sigil on a cavern wall doesn't 
provide much insight into the Prophecy. The per-
sonal notes of a dragon scholar who has spent 
centuries collecting pieces of the Prophecy, though. 
are another matter. The challenge for humans Is 
that dragons typically use Eberron dragonshards 
to record their collected knowledge, and a shard 
cut for a dragon's use is the size of a small boul-
der. Some dragons prefer to carve their thoughts 
in stone: many lairs have a chamber where words 
are inscribed on the walls, and adventurers could 
find insights about the Prophecy written in such a 
place. Although iew mortal nondragons have truly 
mastered any aspect of the Draconic Prophecy. a 
number of sages have studied it and collected the 
writings of dragon prophets. The precise form of 
these writings varies bawd on the author. A transla-
tion of the Prophecy could take the form of poetry a 
formal treatise, or a few cryptic words. 

Prophets: The simplest way to read meaning into 
the Prophecy is to know someone who can interpret 
its signs. In addition to dragon prophets, a deathless 
elf or a disguised rakshasa could offer insight into a 	< 
path of the Prophecy. A scholar might piece together 
a translation•imperfect. but something to work with. 0 

 A lunatic exposed to a huge Prophecy Mark might 
dream nightly of snippets of the Prophecy he can't 
hope to understand. or a dragonmarked player char-
acter could have a sudden and vivid prophetic dream. ,„ 
It's often up to the characters in these cases to figure I 
out what to make of the Prophecy they learn, but that I—
can be part of the adventure's fun. 

Even if you don't want to make the Prophecy a central 
feature of your campaign, the dragonmarked houses 
can play a very important part in a campaign that 
focuses on political intrigue as these houses struggle 
for power and influence in a world where the central 
authority that held them in check for a thousand 
years no longer exists. 

The appearance of dragonma rks among the races 
of Kborvaire was almost certainly the single most 
significant event in the history of t hose races. A drag-
on ma rk is something like an intricate birthmark. 
forming a pattern of raised bluish lines similar to the 
appearance of Prophecy Marks on the earth. There 
are twelve recognized dragonmarks. each one associ-
ated with a specific bloodline that appears in a single 
humanoid race. One of those bloodlines. the elven 
line that carries the Mark ofShadow. split during the 
Last War into two competing dragosimarked houses. 
Dragonenarks that appear outside these bloodlines 
arc called aberrant marks. whether they're recog-
lifted marks appearing on people not connected 
to the mark's normal bloodline, or unusual marks 
beyond the recognized twelve. 

As the names of the marks suggest. each one 
is connected to certain kinds of magical power. A 
haling who has the Mark oil leafing is a superior 
healer: As a player character. she might use cleric or 
bard healing powers more effectively than other char-
acters of her class do. or as an NPC she might have 
access to unique healing powers. Obviously. there 
are other healers in the world. but House Jorasco (the 
house that carries that 111141rk) has a virtual monopoly 
on the business of healing in Khorvairc. 

The twelve recognized dragonmarks and their 
associated houses are summarized on the following 
table and described in more detail in Chapter 6. 



DRAGONMARKS AND HOUSES 
Dragonmark 
	

Race 
	

Houselsi 
Mark of Detection 
	

Half-elf 
	

House Medan! 
Mark of Finding 
	

Human or half. orc House Tlsarashk 
Mark of Handling 
	

Human 
	

House Vadalls 
Mark of Healing 
	

Halfling 
	

House Jorasco 

Mark of Hospitality 
	

Halfling 
	

House Ghallanda 
Mark of Making 
	

Human 
	

House Cannith 

Mark of Passage 
	

Human 
	

House Orien 

Mark of Scribing 
	

Gnome 
	

House Sivis 

Mark of Sentinel 
	

Human 
	

House Deneith 

Mark of Shadow 
	

Elf 
	

House Marian and 

House Thuranni 

Mark of Storm 
	

Half elf 
	

House tyrandar 

Mark of Warding 
	

Dwarf 
	

House Kundarak 

The influence of the dragonmarked houses has 
grown over the last few years. When he forged his 
kingdom. Galifar I recognized the merchant princes 
as potential threats. even though at the time they 
lacked the power to challenge his rule. Ile issued the 
Korth Edicts to limit their power. preventing them 
from owning land. holding noble titles, or massing 
armies to challenge his own forces. Over the centu-
ries. a united Galifar was strong enough to enforce 
these limitations. That authority changed with the 
l.ast War. The war vastly increased the demand for 
the goods and services of the houses. from the war 
machines of House Cannith to the healers of l louse 
Jorasco. Wartime profits swelled the coffers of the 
dragonmarked dynasties. and the struggle fuckd new 
innovation-warforged. elemental airships, and other 
dragonnsarket1 house developments have become 
cogs in daily lilt in the Five Nations. 

In the wake of the war, many nations still want to 
contain t he power of the dragon marked houses. The 
clearest example oft his attitude is the provision of 
the Treaty of Thronchold that called for the des -truc• 
Hon of the creation forges that House Cannith used 
to create the warforged. At the time the treaty was 
signed. House Cannith was divided. reeling from the 
loss of its baron and its Cyran holdings in the Mourn-
ing. Now, realizing that weakness and concession led 
to Ca link h's losses. the houses refuse to be so easily 
cowed. and no united Galifar remains to rein them 
in. The houses arc not hound by national borders. 
With the threat of renewed war looming on the hori-
zon. the possibility of losing the services ofa house is 
one that few nations can afford. Indeed. some lead-
ers arc working to build close ties with the houses. 
Aundair granted Stonnhold to House Lyrandar in a 
clear violation (tithe Korth Edicts, and that house's 
activities in Valenar also overstep the law. House 
Deneith's military forces at its headquarters in Korth 
(a city in Karrtrath) have grown beyond even the 
more generous provisions granted to it in the edicts. 
but )(animal has yet to challenge this state of affairs. 

All this creates a situation rife with intrigue and 
ready for adventure. as player characters-especially 
those who bear dragonmarks themselves-negotiate 
the eserchanging alliances and plots among the 
houses and the nations. l)ragonmarked characters 
are sure to be a part of their house's complex agendas. 
whether they know 11 or not. Either the party's artifi• 
cer who bears the Mark of Making is a willing agent 
of one of the branches of I louse Cannith. or the three 
factions of the house are trying to bring him under 
their control-or perhaps use him to discredit another 
branch. 

Aside from the individual intrigues ()leach 
dragonmarked house. you might also consider the 
growing Influence (tithe houses as a whole. A century 
ago. the balance of power clearly lay in the hands of 

DRAGONMARK ED PCS 
A player character who has a dragonmark falls Into one 
of four different categories, as outlined in the Eauaort 
Player's Guide: 
♦ The character might be a member of the dragon• 

marked house and its bloodline. The character's race 
must match the bloodline of the house exactly-a half 
elf who has the Mark of Shadow (an elf mark) can't be 
part of the bloodline. Such a character has the most 
in common with NPC dragonmarked characters, and 
seems normal to members of the house. it's up to you 
and the player of the character to determine the extent 
of the character's ties to the house. 

+ The character might be an offshoot of the bloodline. 
sharing a race with other members of the house but 
not having any direct family ties to the house. Such 
a character is rare and something of an anomaly. but 
the NPC leaders of the house would be likely to try to 
bring the character into the fold- and under control. 

+ The character might be a member of a race uncon-
nected to the dragonmarked houses, even a race such as 
warforged or kalashtar (races that don't normally mani-
fest dragoninarks). Such a mark has nothing to do with 
bloodline and everything to do with the touch of the 
Prophecy. These (hank ten are extremely rare-it's not 
recommended that you create NPCs who fall into this 
category unless the story of your campaign demands 
it. The houses might not be sure what to do with a 
character like this - th• character is probably the first 
such case they've ever seen. so  there's no precedent to 
fall back on. Sonic people would probably try to recruit 
the character into the house. while others would argue 
for the character's extemiirution to keep the house's 
bloodline - and Its economic monopoly-secure. 

+ The character might have an aberrant dragonniark 
that's different from the twelve recognized marks, 
regardless of the character's race. The houses view 
aberrant marks and those who carry them as disturb. 
mg and somewhat frightening, thanks to the legacy of 
the War of the Mark (see page 2091. 
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the monarchy. Today. the divided leaders of Khor• 
valves many nations squabble and work Intrigues. 
weakening their influence over their economies. 
Meanwhile. the reach of the merchant houses grows 
stronger with each day. There are many who whisper 
that if the nations of Khorvaire are ever to he united 
again. it will not be a descendant of Galita r who sits 
on the throne. but a dragonmarked heir of one of the 
houses. 

The nations of Khorvaire boast a handful of teem-
ing metropolitan areas to rival the greatest cities 
of most D& D worlds. From the soaring, magically 
buttressed towers of Sharn to the gleaming city of 
Flatnekeep. built around the grand cathedral ache 
Silver Flame. each of these cities holds wonders and 
dangers enough to fuel a campaign's worth °fakers-
tures. Although characters might at times delve into 
the sewers or crypts beneath these cities an missions 
that seem much like traditional dungeon adventures. 
Eberron's urban centers offer a wholly difi•rent kind 
of adventure experience. springing from the setting's 
roots in the noir tradition of film and literature (see 
- Fantasy Noir," below). 

A campaign focused on urban intrigue might fea-
ture player characters working as a team of private 
inquisiti ► es. solving mysteries and tracking tlown 
criminals In the streets of Sharn or some other city. 
They might hunt a changeling assassin one week and 
track down the burglars who infiltrated an ostensibly-
impregnable Kundarak vault the next. They're bound 
to make enemies of local crime lords, who will send 
brutish thugs to teach them a lesson for their med. 
tiling. They might also get involved in the schemes of 
more significant criminal elements, from the durum 
(see page 24) to the mysterious agents of the Dream-
ing Dark (page 191)-infiltrators and masterminds 
front distant Riedra. They could track down sinister 
Cubs of the Dragon Below (page 251) or hidden 
shrines to the evil gods of the Dark Six (page 244), or 
discover devils masquerading as deities and gather-
ing worshipers in secret temples. 

Rather than working as private inquisitives. the 
characters might be associated with the local officers 
of t he law. Their interactions with their superiors can 
add some spice and drama to the campaign, espe-
cially when their unorthodox techniques get than 
in trouble-or when local officials in command of 
the characters turn nut to be in league with the vil- 
lains. The characters might also get caught up in plots 
and schemes among different factions within the 
government. as members of the city council use the 
characters to gain prestige and power or to discredit 
their rivals on the council. What happens when the 

characters discover that the council member who has 
served as a kind and generous patron is also a vain-
pin: high priest of the Blood of Vol (see page 248)? 

A theme of urban intrigue also works well in com-
bination with almost any other campaign theme. If z 
the characters are embroiled in the intrigue among 
the dragonmarked houses, they might spend most 
of their adventuring lime in the cities that house the 
greatest enclaves and headquarters of the houses. 
They might at first belk-ve that they're investigating 
common criminals or a gang war, and only slowly 
stumble on the realization that the criminal mas-
terminds they're fighting are actually the barons of 
warring dragon marked houses. or factions within 
those houses. Similarly. international plots and 
espionage are often focused in great cities and might 
masquerade as purely local criminal activity. A cam-
paign built around the Dracottic Prophecy might also 
sweep the characters up in urban nvsteries as they 
deal with agents of the Chamber or the lords of Dust. 
Even if most of your campaign is focused on dungeon 
exploration. you can spice It up with interludes of 
urban intrigue when the characters return. treasure-
laden. from their expedition to Xen'drik and find that 
their kindly university patron is actually working For 
the Order of the Emerald Claw. 

FANTASY NOIR 
The EDER RUN campaign setting is some 
described as "fantasy noir," and an urban intrigue 
campaign highlights those noir elements. But what 
exactly does that mean? 

The answer lies not in the details but in the 
broader view. The tone and attitude of Eberron make 
it unique-a combination of traditional medieval 
fantasy. pulp action. and dark adventure. The workl 
unquestionably contains utter evil: pure good exists. 
but it can be tough to find. Primarily. an  Eat otos: 
campaign is about shades ofgray-everything and 
everyone has more than one motivation and tends to 
obscure true goals with both attitude and action. 

Things Are Seldom What They Seem: You 
can't judge individuals by t heir appearance. 1 !ernes 
and villains come in all shapes and sizes, all classes 
and races. A villain might help the heroes lilt suits 
her purpose. and an ally might betray his friends if 
given the right motivation. Everyone you nice* has a 
personal agenda. and until you understand what that 
is. you can't say with any certainty where that person 
fits in the greater scheme of things. 

Surprises, deceptions, and misdirection arc the 
norm. This atmosphere makes it even more unex-
pected when the heroes discover creatures that have 
pure motives or ancient sites dedicated to a single. 
good purpose. 

Sympathetic Villains: All heroes are measured 
by the opponents they face and eventually defeat. 
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In an ER1: II RON 	 villai ns   campaign. though. those 
often reveal as much about the heroic characters as 
about the ► se ► rs. A good noir villain is %%nip:filmic 

because he or she is ► -ery much like the heroes, and 
slum► .* what they might well lweoiiiv &something 
were to push them to an extreme. 

The classic example of this kind orvillain is the 

crusading paladin who so zealously pursues evil lurk-
ing behind every corner that he grows blind to the 

evil in himself—the evil that drives him to persecute 
innocents. Ihe Church oldie Silver Flame (page 
24 ) seems prone to that sort of extremism. but the 
church is not alone in harboring such lanatirs . A 

better mirror for many player characters would be 
anoilier gnat!) of adventurers—greedy, tourney-hungry 
treasure-seekers who don't are whom they work for. 
as long as they get paid. fhe player characters might 
actually cooperate ►  ith a group like that on one 
adventure. when their employers happen to share a 

common goal. When the characters find themselves 
at odds with their firmer allies. however. they quickly 
discover that these opponents have no qualms allow 
resorting to ilw dirtiest tricks in order to get ahead. 
Will the characters abandon any principles they 
might hold to keep up with their ri ► aisfOr will they 
lose the battle but win the moral war. keeping their 
principles intact' 

Unhappy Endings: In a noir setting, victory is 
rarely complete. This does nut mean that the heroes 
cannot overcome their fors or reach their goals. I low. 
ever, it dues mean that it is perfectly fitting to work 
unexpected twists and details Into the resolution of 
an adventure. 

A villain, once defeated. might he revealed to have 
a truly noble motivation, such as protecting a family 
member or stealing money to pay for a child's treat. 
meat by a I louse 'prase° healer. Or the mis•reant's 
defeat conk! pave the way kw a new, more terrible v16 
lain to come to power. The characters' actions might 
also have unlines•en consequences for their NI'(: 
allies. ranging from a change in social position to 
threats no !Ol• and limb. 

Gaining a desired item or boon might come at 
an unexpected price. Perhaps the heroes must give 
up another prized possession to secure the one they 
desire. Or it might lx• that while the heroes were out 
cut hievitig this goal, a rival was stealing something 
even more precious from them back at home. Ferry 

success has its cost, and every goal readied reveals 
itself as merely a step on a longer path. 

Naturally. if . a good. old-fashioned dungeon adven-
ture is still your Limonite kind of D&D game, Eberron 
has plenty to of your campaign. The world's his-
tory has left it littered with ruins that hold treasures 
he► oux1 Imagining for the brave adventurers willing 
to risk Iik. and limb to find them. lust as important, 
the world is full of individuals and organizations that 
have a strong interest in acquiring hoist• treasures 
kw themselves. In Ebermn. any booty the characters 
actinire might he something that plenty of ot her 
people want, making even treasure-hunting an activ-
ity fraught with intrigue and betrayal. 

WHERE TO DELVE 
Forgotten sites are scattered all over Eherron. They 

range widely In size, shape. age. and content. See 

istory." beginning on page :32. for more inform• 
lion about the historical ems discussed here. 

DYMON CITADELS 
The oldest dungeons on bur vaire are ruins from the 
Age of 	 !alien citadels of 	NI k S hasas and 
the demons. of their fiendish overlords. or perhaps 
of the dragons who fought them at the dawn of time. 
Those streinglailds that still stand are charged with 
fearsome magic that allows them to resist the passage 
of Lime. lliese places could be prisons. where demons 

are held in bondage by potent wards, waiting fin- fool , 
 ish adventurers to break the seals. They might also 

be vaults holding relics of formidable power. guarded 
by deadly traps and undying sentinels. Fiendish 
strongholds are likely to be found at the edges of 
civilization, in places such as the Denton Wastes and 

(Marra. but a subterranean ruin could lie hidden 
anywhere in horvai re. Tiwse citadels are among the 
most dangerous dungeons an adventurer could find. 
an appropriate challenge for heroes in the epic tier. 

ilaka'torYhak in Qbarra (see page I S1 / is one 
example of a fiendish citadel st ill guarded by a 

dragon sentinel. 

GIANT RUINS 
Throughout the /mysterious continent of Xen'tlrik. 
remnants of the great giant civilization endure. 
Some buildings have stood for millennia: others are 
only cornerstones and broken columns. A few are 
complexes of tremendous passageways, extensive 

dungeons stretching for miles beneath the surface. 

Giant dungeons arc likely to hold items and 
secrets similar to those Ibund in other ruins—arti-
facts. books of lore and arcane teachings, and items 

not seen or used in thousands of years. the ancient 

giants favored extensive ornamentation on even the 



most mundane utensils, using a rich language of 
artistic symbology to communicate an item's origin or 
ownership. They prized gems greatly. using them as 
currency and adorning all valuable hems with at least 
one precious stone. The giants' empire was rich in 
magic. so magic items are common in their treasur-
ies. ,Modern explorers have been shocked to discover 
waribrged components among the treasures of the 
giants. suggesting that I louse Cannith created the 
warfarged based on a design from the ancient giants. 

lVliether above ground or beim. getting to and 
removing the treasures of the giants is especially 
tricky given that the sites were built for creatures 
standing between 10 and 2(1 feet tall:11w dungeons 
of Xetidrik are likely to be occupied by draw and 
associated creatures. (See page 196 fOr more inhuma-
tion about the done of Xen'drik.) On the other hand_ 
the bustling city of Stormreach (page 194) is built 
among the ruins of a giant settlement at the northern 
tip ofXenArik. 

WONDERS OF DHAKAAN 
The Age of Monsterssaw the height of gobl n civiliza-
tion on Khorvaire. and remnants of its structures can 
he found across the continent. Palaces. temples. and 
strongholds were built for races that, then and now. 
prefer the cool dark ache earth to the bright light of 
the sun. Those ruins that lie dose to civilized areas 
have already been explored, but many more remain 
hidden deep in the wilds or in savage realms such as 
Droaam. unexplored and not yet plundered. 

l)hakaani culture was focused on war. and the 
empire's smiths produced fine weapons and armor, 
including some powerful magic items. The art found 
in the empire's ruins is either intentionally austere 
or baroque in its detail. with a particular wealth of 
calligraphic ornamentation inscribed on jewelry and 
magic 'tents, 

The ❑hakaani Empire fell alter a long war against 
the aberrant monstrosities called daelkyr (page 
204), invaders from the Far Realm of mad ness. Aber. 
rant monsters ()fall types are commonly found in 
and around ruins from the empire, including the 
descendants of goblins corrupted by the daelkyr's 
flesli-warpitig techniques- dolgrints. dolgaunts. and 
dolgarrs (see pages 203-204). 

The city of Sham in Breland (see Chapter 2) is 
built atop goblin ruins from the Dhakaani Empire. 
and occasional expeditions gill delve into the depths 
beneath the city's Cogs in search °future treasures 
for the museums of Morgrave University or the antiq 
tildes dealers oldie Seventh Tower district. 

DRAGONBORN SETTLEMENTS 
Few details are known about the dragonborn civili-
zat ion that flourished on khorvaire during the Age 
of Monsters. Even modern dragonborn have little 

concept of the lives their ancestors led. Explorers 
regularly search the jungles ofQbarra for the ruined, 
overgrown remains ofdragonborn settlements. 

Because so little is known about the a ncient  
empire °utile dragonhorn, the relics and treasures 
limn a dragon born site are particularly valuable to 
scholars and universities-and to the black marke-
leers who trade in such things. The mere rumor of 
the discovery of a dragonhorn site can draw scholars 
from four different universities and treasure•seekers 
from across Khorvaire like flies to carrion, resulting 
in a sometimes deadly race to be the first to claim 
whatever treasures the site might hold. 

EXCAVATING THE ORCS 
Although the ores' civilization was never as success-
ful as that of the goblins. ore culture also flourished 
during the Age of Monsters. Being nomads. the ores 
did not build many cities. Their aboveground struc-
tures were built of wood and other easily gathered 
materials that have not survived the centuries. Orcs 
did, however, have a tradition ofbuikling under. 
ground chambers to store and protect items that 
were too large or bulky for a tribe to carry wherever 
it went. 

Since ore tribes have inhabited practically all of 
IChorvaire at various ['MC% in the past, any land might 
hide an underground storage complex. These cham- 
bers are not laid out in an artinl or even utilitarian 
manner. but consist of several interconnected moms. 
The buiklers often entombed recently deceased war 
dors in the structures to protect them from robbers. 

ECHOES OF THE FIVE NATIONS 
Before the Gal ifar unification, the original countries 
that became the Five Nations explored. settled. and 
civilized large portions of the continent. in doing 
So, explorers built castles. forts, outposts. and towers 
from the Sea of Rage to the Barren Sea. 

Many of these structures became the Inundations 
of today's towns and cities-but not all. Some sites 
were razed during wars. Others were abandoned 
clue to politics or unfortunate geographic placement. 
Still ollicrN disappeared without a trace-mysteries 
that hau te history books and scholarly discussions. 
Allier so inany years, all that is kft of such places are 
the strongest towers and the sturdiest underground 

Naturally. the Last %Var left a number of settle-
ments across Klaus-al re razed and abandoned. 
particularly but not exclusively in the Mournland. the 
desolate remains of the nation of Cvre. The Mourn-
land holds many secrets-hundreds of thousands 
of people disappeared. along with dozens deities. 
towns. and hamlets. Few structures remain intact 
allow gruund, but scavengers-including the soldiers 
of the lord of Blacks (page 99) and the agents of 
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k ar's Salvage (page 95)-a re working to scour those 
ruins lila ny valuables they can. 'I'he ruined city of 
Shadukar. in Thrane (page 105). is an example of the 
price of war beyond the Mournland. 

DRAGONSHARD DEPOSITS 
I louse Ly rat idar and I louse Origin can't operate the 

vessels that make transportation across Khorvaire so 

efficient-the lightning rail. airships. and elemental 
galleons (see pages 43-44)-wit bout Khyber dragon 
shards. Prospei•hing for dragrinshards is a specialty of 
I louse Tharashk-a dangerous business. %sell suited to 
the tough arid hardy humans. ha I f.ores, and ores that 
make up the house. I lowever. there's always room 

independeut prospectors to make good money 
digging up dragonsharcls and selling them to the 

DRAGONSI-IARDS 
Three kinds of dragonshards. named according to their 
origin, play an important role in the magical economy 
of Khorvalre-and in the Draconic Prophecy. All dragon-
shards appear as translucent rock or crystal with swirling 
veins of color suspended inside. The veins are reminiscent 
of dragonmarks, and their pulsating makes the stones 
look almost alive, 

Siberys dragonshards fall from the Ring of Siberys that 
forms a broken path across the night sky. A s-sadr1 of puls-
ing golden veins glows in a Siberys shard's core, causing 
them to be referred to as sunstones or starmotes. Siberys 
shards are most often found in equatorial regions. includ-
ing Xensdrik and Aerenai 

Eberron dragonshards are buried in the shallow soil 
of the world, and usually appear encased inside stone 
geodes. The swirls inside an Eberron shard are blood 
red, which is why these shards are commonly known as 
bloodstones. Eberron shards appear only in Khorvaire and 
Aerenal, and they're particularly common In the Shadow 
Marches. 

Khyber dragonshards are found growing on cavern 
walls deep In the earth, usually near regions of molten 
rock. Veins of midnight blue to oily black coil In their 
centers, and they're commonly called nightshards or 
denuonstones. Khyber shards are found across Eberron, but 
they're most prevalent in areas that see signficant demon 
or elemental activity, such as the Demon Wastes. 

Dragonshards are essential components for creating 
certain kinds of magic items and devices_ Vessels that rely 
on elensentals. Including the galleons and airships used 
by House Lyrandar as well as House Orien's lightning 
rail, use Khyber shards to hind the elementals. Items that 
focus or enhance the power of dragonmarics incorporate 
Siberys shards. Eberron shards have an affinity for magic 
that makes them useful In crafting many different kinds of 
items. and some wizards even use them as spellbooks. 

The &teams Pfeyer's Guide includes rules for dragon 
shard augments that enhance magic weapons.  

houses. and I louse iharashk itself has been known 
to hire adventurers to assist in a particularly difficult 
excavat ion. 

Khyber dragonshards typically appear 1 In tavern 
walls deep Iwuieath the surface of the earth. particu-
larly in sukanic regions and areas rich in demonic or 
elemental influence. In other words. they're found in 
the kind of deadly places where adventurers thrive. 

Characters looking for shards might find themselves 

competing with agents oil louse Tharashk (if the 

characters aren't wnrking for the house). lighting 

demons, contending with other denizens of*Khyber 

(such as ale-rrant monsters or other dungeon dwell-

ers). or even coming into conflict with Cults of the 

Dragon Mow (se• page 2i I) that use Khyber shards 

as the focus of their worship. 

Prospecting fur Siberys or Eherron shards call 

make for exciting adventures as well. but it's less 

likely to involve dungeon delving. for a change of 

pace, though. characters might seek to retrieve a 

particularly large Siberys shard when it falls outside 

the City of the Dead in Acrenal. as foretold in the 

Prophecy. 

PATRONS AND RIVALS 
It's one thing for a group of characters to delve into 
an ancient goblin ruin and bring up treasure they 
can use and spend freely. It's quite another thing 

when they're racing a team of Emerald Claw agents 

to retrieve a particular treasure, and they emerge 

victorious only to find that the local constable has 

declared all treasure finds in the area to be the 
property of the Rrelish government. lithe characters 

try to conceal their finds. they end up dealing with 

the King's Dark lanterns as well as the Order of the 
Emerald Claw. as they seek to hold on to the treasure 

that's rightfully theirs! 

A significant part of what makes dungeon delv-

ing particularly exciting in Eberron is the number 

ol organizations that can serve as patrons for such 

expeditions-or as rivals to the characters, seeking 

t I w sane treasures. Many of hese organizations 

are related to other campaign themes. For example. 

national intelligence venires seek out ancient arti-

facts in order to holster their kingdom's power in the 

event of the next great war (see "The Shadow War." 

page 13). An agent oldie Chamber  alight send char-
acters delving into a dungeon to find a record of the 

Draconk Prophecy, or an item that's supposed to play 

a significant role In the unfolding Prophecy-an item 

that the Lords oflfust also want to get their hands on. 

Organizations detailed elsewhere in this hook that 
can serve as excellent patrons nr rivals for characters 

in a dungeon delving campaign include the Aunt in 

(page 24). the C hamber (page 26). the Lords of Dust 

(page 28). the Royal Eyes of Aundair (page 70). the 

King's Citadel (page 77). the Order nithte Emerald 
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Claw (page 8b). the Library of Korratiberg (page 
169). and the dragonmarked houses. especially the 
Twelve (see Chapter 6).111 :tddit ion. the following 
organimions are focused on missions olexplorat ion 
and archeology. 

The WayfInder Foundation: hanided by 
EC I IOW MAI X pll IC r Lord iliworrsati Day I IC the 
I.VayfInder Foundation Is a guild for likentinded 
adventurers. Using the fortune that ir'Dayne amassed 
during his long career. t he foundatkm sponsor% 
dangerous expeditions to exotic locales and gives its 
members a place to display their trophies and tell 
their tales. It makes a perfect Matron for player char. 
acters ►► ho have secured a reputation fur themselves, 

Morgrave University: "A beacon of knowledge 
shining from the tallest towers of the city. illuminist , 

 ing the forgotten secrets oft he past." That's how Lord 
Lareth irliorgrave envisioned his university when it 
opened its doors in Sham over 251) years ago. Front 
its earliest days. however, the university has been 
plagued by suspicions and accusations that it's more 
of a front for unscrupulous treasure•Intiners than a 

serious institution of academic study. Although the 
vast majority of the university's faculty and students 
are serious scholars. enough items disappear from the 
university's holdings, only In reappear on the black 
market, to keep the accusations alive. 

HORRORS OF KHYBER 
Nine thousand years ago. the daelkyr-horrIble 
creatures front the Realm of Madness called Xoriat 
(Eberron's Car Realrni- burst through the barrier 
between the worlds and spread across Khorvaire. 

The resulting war brought about the downfall of the 
Ditakaatti Empire before the druids known as the 
Gatekeepers sealed their portals and imprisoned 
them within K hyber's dela Its, 

Gatekeeper seals grow weak at tiines. and the 
energies of Xoriat spill through into the world. Aber-
rant monsters thrive around such breaches, and 
[now grows corrupted-an effect that the druids of 
the Eldeen Reaches call the Depravat lost. k tdness 
spretkl% like a disease as Xoriat's influence grows 
stronger, and Cults of the Dragon Helms. (page 23i) 
take root among the local population. 

A campaign focusing on dungeon exploration 

might incorporate this theme of madness and corrup-
tion as the characters discover areas where Xoriat's 
influence is leaking through ancient Gatekeeper 
seals. The Gatekeepers themselves might act as 
patrons to the adventurers. or a player character who 
uses the primal power source could he a member of 
the Gatekeepers or another druid sect intent on con-
taining the Depravation. 

Significant threats that player characters might face 
in the course of their adventures in Eberron appear 
throughout this book. generally associated with spe. 
Ifir regions. Extensive information about the Order 

(t•the Errherakl Class. ktr example, appears in the 
Karrnath section of Chapter 3, because Karrnath 
is the order's homeland and primary base of opera-
tions. 'Chat doesn't mean that characters will never 

encounter Emerald Claw agents outskle of Karrnath. 
simply that the Order is most strongly connected to 
Karrnath of all the nations of Eberron. 

following pages detail three threats that are 
Inure or less global by nature and thus impossible to 
pin (Nov n to specific geographical regions. Roughly 
corresponding to the three tiers of play. these threats 
are: 

+ The Aururn: A secret society of wealthy eritni• 
nab masterminds seeking to take over Khorvaire. 
(lierolc tier) 

+ The Chamber: A group of young dragons Intent 
on studying and manipulating the l)raconic 
Prophecy. ( Paragon tier) 

+ The Lords of 1-)ust: The ancient demons of Eber-
ron. striving to tree the Imprisoned Overlords of 
the Age of Demons and restore the world to their 
control. (Epic tier) 

Threats in this section and throughout the hook 
include lore. information about the organization of 
the group. statistics for representative members. and. 
often. sample encounter groups. 

LORE 114 THIS BOOK 
Lore information throughout this book sometimes 

includes entries headed "Common Knowledge or 'Secret 

Knowledge." 

Common knowledge is Information that player charac-

ters just know. without any need to make a check using 

the relevant skill_ Everyone knows that Aundair is ruled 
by Queen Aunit.s—at least everyone who's spent any time 
in Khorvaire. You can require characters to make checks 

to team common knowledge if they're outsiders-perhaps 

kalashtar or Seren immigrants newly arrived in Khorvaire. 

Even in these cases, use a DC of S or 1 0. 
Secret knowledge Is the opposite: it's information that 

characters have no chance of just knowing. no matter 

how accomplished they are in a relevant skill, The fact 

that King Kaius of Karnnath Is a vampire is a secret-a 

character isn't going to stumble across that information 

in a history book or know it with a natural 10 on a Reli -

gion check. Secret information is hest learned through 

ariventuring-•which is a good reason to encourage your 
players to keep their noses out of this hook. 
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Great treasures wait fur an enterprising adventurer 

to brave traps. hazards, and monsters to pluck the 

pri es from history. Many institutions fund such ex pe• 

ditions, but few outtin the Aururn: Its members are 

willing to pay nearly any price to regain lest relics. 

In fact. the Aunntis preoccupation with historical 

art ilac ts is a hunt for a large and powerful criminal 

operation whose members are committed to toppling 

Ilse gos•rnin•nts oft he Five Nations and capturing the 

reins of power. Their interest in archeology comes not 

from idealism but from unabashed greed and ambi• 

lion. traits that Aurum Concord iallS have In spades. 

LORE-  OF THE AURUM 
Victor►  DC 15: The Aurum started as a mere 

(Amite coalition interested in the Mror I !olds. The 

Aurum blossomed in the Ironroca Mountains. but 

did not experienve its ascent to pts ► er until Gafilar 
collapsed into bloody civil war. in the instability that 

followed. the Aurum seized the opportunity to recruit 

likeminded individuals to join its ranks and expand 

the network across the rout' nerit. 

Streetwise DC 15: Although Aurum Concord• 

bans purport to be reclaiming the relies of history 

for posterity. they rarely donate these treasures to 

museums. The relics vanish into Attrunt vaults. 

rtever to be seen again. 

Streetwise DC 20: One driesn't have to strain to 

hear whispers of a shadow council, secret agendas, 

and arcane practices within the Aurum. People who 

look too closely have a tendency to vanish_ 

ORGANIZATION 
The Annuls makes no effort to conceal its pres , 

 etwe front the public. lly remaining in the open, the 

Aurum deflects attention from Its true agenda. 

Leaders: LeatlersItiii conies 'nun wealth, contacts. 

and po► er-traits that all members have in some 

quantity. the greatest 'tither!' attain leadership posi-

tions in the Concords. Multiple regional councils give 

the Aurum a decentralized appearance. but behind 

this facade operates a shadow cabinet that has com-

plete oversight of the group, 'Fills ultimate cotimil 

is called the Platinum Concord. and each member 

covets a place in it. 

The premier member within the Platinum Con-

cord is the chancellor. a position currently heid by 

Antis Ir'Soldorak. an aging dwarf who has a repu-

tation for ruthlessness. Under Chancellor Amus's 

leadership. tlie Aururn subtly works to manipulate 

political developments in the Five Nations. plac• 

ing loyal seer rants in powerful positions to serve the 

Aunt ms ends. 

Headquarters: 'ate Aurum maintains public 

olikes in every capital of the Five Nations, and in 

most other large cities as well. These structures arc 

plain and wititioss less. with only Ilse Aur um's sigil-

a golden coin surrounded by a matching chain-tn 

mark the buildings purpose. To the public eye these 

are private clubs where Corscordians enjoy mentber-

shilis 
Rising front the skit of Krona Peak in the Mror 

Holds is the Golden Vault, flu! Annuli's headquarters 

and the site where the organization was first founded. 

['dike the Aunt m's other strongholds. the Golden 
vau l t  is  ostentatious--a sprawling structure spacious 

entiugh to accommodate hundreds of members and 

luxurious enough to satisfy their every need. Gardens

filled with priceless statuary, a museum with trey 

sures front nearly every age. and libraries containing 

the collected %slicks of't he greatest thinkers make it a 

veritable palace of culture and refinement. For these 

reasons, the Vault has countless traps. sentries. and 

magical ► ards-the best Welt rity money can buy. 

Hierarchy: 11embers find placement in one of 

four Concords, according to their personal holdings 

and political power. The least and largest group. 

Aurum Concordian 	Level 7 Elite Controller (Leader) 
Medium natural humanoid, dwarf 	 XP 600 

Initiative • 1 	Senses Perception 4-1r): low light .]soon 

HP 1 4,S. Bloodied 79 

AC 2 3; Fortitude 20, Reflex 21.. WIN 22 
Saving Throw% 42. 7 against poison effects 
Speed fi 

Action Points I 

Warhamrner tsfandard: at•ill} ♦ Weapon 

• 17 l.'s AC • 1d10 • 5 damage. 

$ Dating Harnmerstrike (standard; requires a warhansmer: 

Weacon 

- 12 vs, AC; 1 ill 0 • 5 damage. and the target is dared until the 

end of the Aururn Concordian's f14•Xi turn. 

›/ Silver•Tongued Devil (minor ltround; 	+ Charm 

Ranged 5; 110 vs- Will; the target is dorninated until the end of 

the Auturis Coricordien's nest t 	. Ilse Coat °Mean can base 

only one target doreanated at a Sirsbe. 

41" 

 

Superior Tanks (minor 1/found:at-will) 
Close burst 51 targets one ally; the Concordian slides the target 

I square. 

Prier of Loyalty iimmerliate interrupt. 11 1: fir ri the Concordian is 

targeted with a melee attack: atwill I 

The Aururn Concordian ran change the triggering anacles 

urger to an adjacent ally, nr to an enemy dominated by its silver 

tonsued devil pannier. 

Stand Your Ground 

When an effect pulls. pushes, or slides an Aurum Concordian. 

the Concordian moves 1 square less than the effect specifies. 

Also. a Concordian can make a saving throw to avoid being 

knocked prone. 

Alignment Evil 	Languages Common. Dwarves' 

Skills Bluff 413. Diplomacy • 13. History *11. insight +11 
Str 1 (4 41 	Der 11 (i3) 	Wis 17 (.6} 

Con 15(.51 	Int16(06) 	Cho 70 (1-10 

Equipment chainmail. bejeweled warlsa 	tee. eight silver rings 

(1 gp each) 
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Level 7 Encounter (Xi' 1,550) 
• 1 Au rum Concordia.) (ie ► el 7 elite controller) 
• 4 hobgoblin soldiers (level 3 soldier. AIM 139) 
+ 2 human herserkers (level 4 brute, 41A1 163) 
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though its members are still drawn from society's 
elite. is the Copper Concord. an assembly of minor 
guildmasters, influential bureaucrats. and wraith) . 

 crime lords. The Silver Concord stands above the 
Copper Concord and i eludes middle , lier members 
such as merchant princes. famed personages. and 
low-ranking oitembers of dragon marked !lotuses. 'The 
Gold Concord and the Platinum Concord above 
it are for members such as scions of noble houses. 
leaders in dragon marked houses, and crime lords 
whose reach extends throughout the continent. The 
Concords are porous-a member can climb higher (or 
all lower). though only the r oost aggressive members 
ever achieve places in the Platinum Conconi. 

Members: Ness. members come from the ranks 
of t he privileged and powerful. drawn mostly from 
those who have shown strong business acumen. 
tenacity. and a willingness to do whatever they must 
to increase their personal power:11w Aurum accepts 
only those who advance its hifitience. 

Upon becoming a member, a new Concordian is 
allowed to show allegiance by wearing right rings. 
one on each finger. of a metal corresponding to his 
or her Concord. Each ring is %mills approximately 
ten coins of the metal from which it is forged. The 
rings allow members to identify each other and to 
assess rank. 

AURUM CONCORD IANS 
An Aurum Concord ian embodies greed and corrup-
tion. Each one is a illowerful individual commanding 
a large network of minions and servants. Each has 
far-reaching business interests and a considerable 
fortune with which to command respect and fear 
from his or her lessors. A Concordian sees others as 
resources to be used and discarded when no longer 
useful. A Concordian might be a character's sponsor. 
mentor. and ally one day. and his or her bitter enemy 
the next. Although service to a Concordian is risky. it 
is often worthwhile since the pay is always good. 

AURUM CONCORDIAN LORE 
Streetwise DC 15: A Concordian is a member 

oldie Aurum, a fraternity of wealthy elites. Most are 
aficionados of history and culture, and they employ 
adventurers to track down lost relies and artifacts. 

AURUM CONCORDIAN TACTICS 
Cortcordians see to their own protection first. posi-
tioning their servants between themselves and their 
enemies using superior tactics. These master manipu-
lators delight in the glibness of silver-tongued devil and 
in the willing pawn it provides. 

ENCOUNTER GROUPS 
concordsans are never without extensive secu-
rity. They enjoy the support of several soldiers and 
brutes to keep potential enemies busy while they 
direct actions- both allied and enemy-or make 
their escape. Given their great wealth. Concord tans 
employ a wide range ofservants, from dim but pow-
erful enforcers to subtle spies, assassins. and other 
specialists valued for their distinctive talents. 



The dragons of the Chamber—the ytningest major 
faction ofArgonnessen's dragons—secretly observe 
and I nfluence  the actions of the younger races in parr 
suit of specific outcomes indicated In• the Draconic 
Prophecy. The factions of A rgonnessen allow the 
Chamber to operate without interference. as long as 
its members remain undetected. 

The Chambers members rarely act openly. They 
use humanoid agents or disguise themselves. Some 
members simply observe the workings of govern-
ments or the slow discovery of new magic. Others 
seek the renessa I of hostilities between rival powers. 
the deserttrt inti or rei-os-ety of ancient artifacts. or the 
promotion or assassination of individuals who play 
roles in the Prophecy.. 

The Chamber is not an organized body. Its mem-
bers are united only by their belie thatthe dragons of 
Argonnessen must influence the course of the Pniph-
ecy, lest other beings do so. Each Chamber dragon 
wants to influence the Prophecy, but not all seek the 
saint ends. Although many members hope for specific 
outcomes that benefit clragonkind• Argentness•n. or 
Eberron as a whole, others believe that they have dis-
covered pat Its o•great value to themselves. In recent 
years. Chamber dragons have even worked at c ross-
purposes., seeking to steer Eherron toward different 
laws. As the dragons of the Chamber infiltrate the 
lesser races more thoroughly, shaping their destinies 
ever more completely. it becomes less clear whether 
the dragons' monYes can be trusted. 

LORE OF THE CHAMBER 
The dragons ofA rgon ne8Sell have a vested interest in 
keeping the Chatuher secret, and those who threateti 
to reseal its existence are dealt with swiftly and 
harshly. Ewa so. a character could learn the following. 

History or Streetwise DC 25t Occasional 
rumors and whispers hint at the existence of a con-
spiracy called the Chamber. Spread across multiple 
governments and societies. the Chamber seeks to 
influence the destiny of Eberron. 

History or Streetwise DC 30:Some ranking 
members of the Chamber might be dragon worshipers. 

USING THE CHAMBER 
The Chandler 'mikes an excellent secret patron for 
the player characters. Chamber agents might hire 
them to retrieve a treasure. gather intelligence. or 
escort an important indiv Mold through great danger. 

A dragon of the Chamber can also serve as a foil or 
villain. The characters might struggle to avert a war 
that someone is deliberately instigating. or investigate 

\ t oe murder of a prominent aristocrat, only to find  

that their enemy is far more potent and well Con-

nected than they anticipated. 

VELN, CHAMBER SPY 
An Aundair -horn duppelganger. Vein has long been 
fascinated by magic and the arcane_ As a spy work 
ing for rurnpeting wivards and artificers, he found 
himself appearing again and again before the satin' 
patron. I laving finally proven his worth. Vein began 
to learn more of his true master—a Chamber dragon 
ohser v ill); and influencing the deveioptnent of arcane 
magic among the "lesser races." 

Vein 	 Level 13 Lurker 
Medium natural  humanoid  IsIsrpecisarigerl 	 1•rx son 

Initiative 	Senses Perception • 14: low•light vision 

HP ID); Bloodied 51 

AC 27; Fortitude 14, Reflex 27. WM 25 

Speed ( 

() Short Sword (standard; at•wAli ♦ Weapon 
is s s. AC. 2416 - 6 damage 

eSluiriken (standard: al-will) • Weapon 
Range 5 40, -18 vs. AC: 24.16 1 damage. 

•(;• Diverting Barrage (standard: requires a shuriken: recharge 11) 

4. Weapon 

Close 111.1st 4: targets enemies; -16 vs. Reflex: 2d6 6 damage. 
and the target takes a • 5 penalty to Perception checks until the 

end of Vein's next turn_ Effem Vein is invisible to tIvp target sinlii 

the end of his next turn_ 

Hit and Ruts (standard; requires a short sword or shisrekert 

recharge 	• Weapon 
Vein shifts 1 squares. makes a basic melee or basic ranged 

attack, then shifts 1 squares_ 

Change Shape (minor 1/roun& at-will) • Polymorph 
Vein alters his physical form to take on the appearance of any 

Medium humanoid. iruluding a unique individual i see MM 2801. 

Stealthy at Speed 
When making Stealth checks. Vein takes no penalty when 

moving Isis f101 mill speed, and a -5,  penalty when running. 
Combat Advantage 

Vi4i, deals 2(18 extra damage against any creature granting 

combat advantage to hint, and the target is slowed until the end 

of Veirt's !text turn. 

Alignment Unaligned 	Languages Common. Dracut* 

Skills Bluff 4-15, Diplomat y +IS. Stealth t-17 
Str 	0-7) 	Dex 	i-r121 	Wis 16 (+9) 

Con 1$ (,•10) 	Int 13 (+7) 	Cha 19 (+10) 
Equipment leather arnsor, short sword. 20 slur Ben 

VEIN'S TACTICS 
Velns objective is to function as a spy or agent provo-
cateur: he ;mills comIxtt. I I is goal in battle is to escape 
with whatever intelligence he has gathered, rather 
than light to victory.. 

YLLOSAVAX, 
CHAMBER OBSERVER 
An adult silver drawn ofarcane skill. Yllosavas is inter-
ested in those paths of the Prophecy whose branches 
fork at various arcane discoveries among the lesser 
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races. Initially content 10 observe. she has begun to 
nudge wizards and researchers in specific directions. 
Although site belk-•es that she pursues the hest Inter-
ests of •berron. she is increasingly tempted to push 
events in directions mosi benelicial to her own ambi-
tions. "fu date. she has managed to reconcile these two 
conflicting goals--or at least. she believes that \ he ha.‘ 

Yllotoeire 	 Level 19 Solo Brute 
large natural magical beast trtragorn 	 XP 12.000 

Initiative 4  11 	Senses Perception 4-17; darkvision 

IIP 737; Bloodied 366; see also bloodied breath 

AC 31; Fortitude 32. Reflex 31, Will 78 

Resist 20 cold. 10 radiant 

Saving Throws +S 

Speed 8. fly 8 (lwver). overland flight 17 

Action Points ? 
Bite (standard; tu-w111) 

Reach 2; 12 vc., AC; 41416 + 7 damage. 

0 Claw (standard; at•illl 

ikarlt 2: r22 v c. AC: 1d6 - 7 damage. 

+ Dragon Onslaught (standard; at•will) 

Yilosavax makes a claw attack against each enemy within reach. 

She also attacks one creature with a bite. 

+ Breath Weapon (standard: recharge :5 ii'l+ Cold 
Close blast 5;418 vs. Reflex: 2c18 7 cold damage.and the target 

gains xulnerahle 5 to ail damage i save enthi. Miss: 1-1411 damage. 

+ Bloodied Breath (free, when First bloodied: entounte0 
arc‘iih 	rech,i rges. and Yllosas 	kne) is. 

<44 Mesmerizing Reflections (standard; at-wiitl t Charm 
Close burst 3: targets enemies: -20 vs Will; the target makes a 

bask attack with a , 2 bonus to the attack fog and the damage 

roil against a creature of Viliosavax's choice. 

<- Silver Backlash limmediate reaction, when Yitosavaz is hit by a 

melee attack while bloodied; atwill I t Radiant 

Close blast 3; area of blast must include the triggering creature; 

-18 vs Reflex; 1d6 	radiant damage. 

Door of Fog (move; encounter) 4 Teleportation, Zone 
Close burst 3; the burst creates a ;one of heavily obscured 

squares Ilsat lasts until the and of the encounter. Ejfra: 

Yllosavax teleports 20 squares and does not need line of sight 

to her destination, 

Threatening Reach 

Ylirr^as it 111 make opportunity attacks against ail enemies 

within her reach i 2 squarest 

Change Shape [minor: encisunterl ♦ Potymorph 
Yllosavax alters her physical form to take on the appearance of 

a )sung. white-haired female eladrin I see MM 2801. 

Alignment Unaligned 	Languages Common. Drzconic 
Skills Arcane ■•20, Insight 17. Religion , 20 

Str 2S t-$16) 	Dex 16 1•12 	W11 17 t•lh 

Con 23 (4 151 	Int 211053 	Cha 171-12i 

YLLOSAVAX'S TACTICS 
Yiktsavas prefers In :isoid conflict—her purpose is to 
observe and subtly influence. If combat is inevitable. 
she dives into the fray. She has no reason to conserve 
her action points, so she uses them early in combat 
to minimize her risk. I ler magic is ellectim at caus-
ing her enemies to light each other, and if she must 
escape. she uses door oLjog to get out of sight and 
then flies to safety. 



Many cabals and conspiracies scheme in the shad-
ows of Eberron. but one force stands above them 
all-the remnants of a power that ruled the world 
before humanity existed. Their fortresses and cities 
have been swept away by the passage of time. and 
the greatest of them have been bound in the farthest 
depths of Khyber. Still. some remain. and they have 
devoted their immortal lives to the pursuit of vett-
geance. The Prophecy is their battleground-nations 
and cults arc simply pawns in this greatest of games. 
These villains arc the Lords of Dust. the ancient 
demons of Eltermn. 

*LORE OF THE 
LORDS OF DUST 

History DC 20: The Age of Demons is the first 
era in Eberron's history. Khyber spawned a host of 
fiends that dominated the world for hundreds of 
thousands ofyears. Evernually, the mightiest demons 
were bound in the depths of Khyber. Most of their 
fiendish followers were also bound, but some scat-
tered to the Demon Wastes. the caverns of Khyber. 
and other dark places. 

History DC 30: Chief among the fiends who 
escaped imprisonment were the rakshasas: they had 
claw ties to Eberron and could not easily be pushed 
Into Khyber. These and other demons drawn from 
Khyber serve the interests oftheir fearsome over-
lords. and are known as the Lords of Dust. 

Information about a specific Lord of Dust is usu• 
ally obtained through an Arcana check. 

The lore al the Church of the Silver Flame (we 
page 245) also relates to the Lords of Dust, since the 
faith was born from a battle against one of the fiend-
ish overlords. 

ORGANIZATION 
The Lords of 	have been operating in the shad• 
ows for hundreds of thousands of years, with agents 
in every nation. When asked why the Lords of Dust 
haven't conquered the world. a rakshasa might claim 
that they already have. Even so. the fiends have little 
interest in ruling mortals. whom they consider to 
be little more than insects. For one of the Lords of 
Dust, ruling Breland has the same appeal that lord-
ing over a pigsty has for a human. The Lords of Dust 
rarely have reason to flex their muscle. Even when 
they do. they will not sacrifice all, or even a majority. 
of their deep cover agents for a single scheme. 

Leaders: 11w true powers [whim! the Lords of 
Dust are the thirty overlords of the Age of Demons. 
Every agent of the organization owes kalty to one  

of these fiends. although some mortals don't realize 
the power they truly serve. 

Headquarters: When the Lords of Dust meet. 
they gather at the ancient city of Ashtakala in the 
Demon Wastes. Otherwise. each lord has a host of 
safe houses scattered across Eberron-sanctuaries 
from which h can direct the work of subordinates. 

Hierarchy: Although the overlords are t he true 
powers behind the schemes of the Lords of Dust. 
most are trapped in mystic bonds. Each overlord has 
an exarch that serves as its eves and voice, directing 
its followers. Each exarch can perform the Consult 
Oracle ritual to speak with its overlord and can move 
between its strongholds using magic similar to the 
Linked Portal ritual. 

Each cell is controlled by a fiendish agent (typically 
a rakshasa) known as a Fang of Khyber. Each Fang 
oversees a network oh mortal txtwns. Thanks to their 
shapeshifting powers. rakshasas can temporarily 
assume the role of any Fang or pawn. So the bandit 
leader who is human one day could be a rakshasa the 
next-as long as the change in form serves the needs 
of the exarch and its dark master. 
• The Lords of Dust are not a monolithic organiza-

tion. Rather, they are an alliance of cabals. with each 
member serving its personal overlord:the Bleak 
Congress (see page 119) seeks to prevent acciden- 
tal conflict between the lords, but their goals don't 
always intersect. A few exa rchs have even turned 
against their overlords, seeking to claim the power of 
the demon princes for their own. 

Members: The fiendish members of the Lards of 
Dust trace their allegiance back to the dawn of time. 
For most. their loyalty is ingrained into their con-
sciousness. Even though rakshasas and demons can 
be killed. they eventually reincarnate with most of 
their memories and personality Intact, As such, must 
of the Lords of Dust have personal memories of the 
glorious days of the Age of Demons and wish to see 
their overlords returned to power. 

The mortal pawns of the Lords of Dust serve for 
any number of reasons. Some have no idea of the true 
nature of the beings that they serve: they simply value 
the gold or the ancient lore promised by the demons. 
Others have served the Lords of Dust for genera-
tions. having been raised to worship an overlord as a 
deity. The rakshasas are master deceivers and have 
been planting seeds across the world since the Age 
of Demons: they have loyal pawns in places people 
would never expect. 

USING THE LORDS OF DUST 
The Lords of Dust can serve two roles. First. they are 
an easy way to bring fiends into a game. Any time 
you need a demon cult. the Lords of Dust are an 
option. They can also be associated with barbarians 
or savage gm& from the Demon Wastes. If it suits 
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your purpose. their actions can appear to be quite 
simple. A horde ofgnolls led by a demon lays siege to 
a village. A rakshasa assumes the place of a military 
comma:Hier and starts a border war. A demon shows 
a Cannith artificer how to create an eldritch machine 
that has unkweseen and devastating effects. 

In developing such a story, you don't have to think 
long-term—perhaps you just want to have demons 
cause chaos. Still. every action the Lords of Dust take 
is part ola complex plan, one seeking to manipulate 
the Prophecy to create the circumstances required to 
free an overlord. As such. an curet: might set up an 
attack upon a village knowing that the PCs will show 
up and defeat his minions. Far from being angry at 
the PCs. he is pleased—the pany's victory is the first 
step in a chain ofevents that will ultimately result in 
the release of his master. You don't have to know all  

the details at the start. As time unfolds. see if you can 
find a way to link past encounters with the lords of 
Dust into a more complex story. 

1 you intend to use the Lords of Dust. start by 
choosing your exarch and overlord. Make sure to 
select a few of your N PCs to be pawns of Aslu aka la. 
They are the tools an exarch uses to manipulate the 
PCs. It might take months or years for their true 
allegiance to be revealed. and a rakshasa could trade 
places with any of them at any time. 

THE SHADOW IN THE FLAME 
Most of the overlords of the Age of Demons are truly 
bound. unable to affect the world in any meaningful 
way. A few have frayed their hands. however, ancl have 
found ways to influence Eberron even while bound. 
In the modern age. Tia mat is stirring in the Pit of 
Five Sorrows. rousing dark emotions in the hearts of 
dragonki lid. More important for K horva ire, another 
overlord schemes. Seven centuries ago. he nearly 
escaped from his bonds. The paladin Tira Mint 
defeated him by becoming a vessel for the Silver 
Flame, but the overlord never truly returned to his 
slumber. For centuries he has lingered in the heart of 
the Silver Flame, whispering to the weak•willed and 
manipulating the path (lithe Prophecy to bring about 
an age ofdarkness. Ile draws strength from every feud 
and every act of betrayal. and the discord of the last 
War increased his might significantly. If he breaks 
free. chaos and despair will surely follow. Ile is Bel 
Shalor. the Shadow in the Flame. Some scholars claim 
that he is one and the sante as the deity known as the 
Shadow. and that he taught the dragon Ouralonastrix 
the arts of magic at the dawn of time. 

While he is bound. Bel Shalor has little ability 
to directly influence the world. his power is one of 
insidious inspiration. of whispers in the dark. Ile 
has turned his prison :wins' his captors. reaching 
through the bars oldie Silver Flame to touch the 
minds of the faithful. Some followers of the Flame 
have been corrupted to actively worship Bel Shalor. 
1.11s strength is his ability to trick good people into 
performing evil deeds. something he has aceom-
plished all too often over the millennia. 

These statistics reflect Bel Shalor's physical power 
if he is released. These combat abilities arc just a 
fraction of his power. however. lithe Shadow in the 
Flame is freed. his influence will begin to extend out 
over the land around him. first covering a few miles. 
and ultimately spreading out across an entire nation. 
People who fall under his sway become selfish awl 
cruel. turning on one another instead of standing 
against him. PCs are immune to this passive effect. 
but it might of 	their ability to find allies. Within 
this sphere ofinfluence. people grow pale and their 
shadows become clearer and more vivid even in poor 
lighting, often seeming to move of their own accord. 
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it is said that the shadows conspire against their 
owners. telling Bel SItitIor of their secret jilatts: you 
must decide if this claim is true. 

Bel Shalor. 	 Level 34 Solo Controller 
the Shadow in the Flame 

Hu pr elemental humanoid idemons 
	

XP t9.,000 

Initiative see sharliya. 	 Senses Perception • 31; clarkvision, 

movement 	 all-around vision. truesight 10 

Smothering Shadows (Necrotic) aura 20: bright light within 

the aura is reduced to dins light: attacks that have the radiant 

keyword made by or against creatures within the aura take a -2 
penalty to attack rolls; each enemy that enters the aura or starts 

its turn there takes 10 necrotic damage. or 10 net moth damage 

while Bel Shalor is bloodied. 

HP 868: Bloodied 434: see goilwrino shadow 

AC 48. Fortitude 46. Reflex 46, Will 48 

Immune necrotic; Resist 20,cariablet3'erxotinter: see MM 28) 1,  
insubstantial; Vulnerable 15 radiant 

Saving Throws *5; Bel Shalor makes a saving throw against one 

effect at the start of his turn. and a save ends that effect even if 

the effect is not normally one that a save can end. 

Speed S. fly 8 ;hover). teleport 4: phasing 

Action Points 2 

;±) Reaper's Touch (standard: at•will) Cold. Necrotic 
Reach 4: .38 vs. Reflex: 3(112 - 7 cold and necrotic damage, 

and the target is slowed (save cosec 

4 Consume soul (standard: recharge 	+ Necrotic 
Reach 4: 438 vs. Fortitude; the target loses two healing surges_ 

If it has only one surge to lose. it also loses Its healing surge 

value in hit point s. if It has no surges to lose. it loses its bloodied 

value in hit point s. 

Action Lash (immediate interrupt. vdfien an enemy In range 
spends an action point; 	+ Charm 

Ranged 20; • 38 vs. Will; the target loses a healing surge. and 

Bel 5baksr regains a spent action point. 

Seducth* Whispers (minor lirounet auwill) Charm 
kant,cd 10: -38 vs. Will: Bei Shaker slides the target 4 squares. 

Shadow Lashestsiandankat-wri) Necrotic 
Ranged 20; targets up tolise creatures.; '36 vs. Reflex: 2d6 

necrotic damage. and Bel Shalor slides the target 2 squares, 
-II. Clinging Darkness (standard; recharge [11) • Necrotic 

Area burst 3 within 20;1-38 vs. Relies: 3411 - 3 necrotic 

damage. and the target is immobilized and takes ongoing 15 

necrotic damage (s.we ends boils. 

-Ifr  Void Zone (standar* recharge [(10 + Necrotic. Zone 
Area burstI within 10: • 1G vs. Reflex; 14112 - 3 necrotic 

damage. Effect. The burst creates a zone that lasts until there are 

no enemies inside it. Any enemy that ends its turn within the 

zone takes 20 nerrotic damage. 

Gathering Shadow when reduced to 0 hit points; encountert • 

Healing 

Bel Shalor regains 200 hit points. 

Shadow Movement 
Bei Shalor does not roll initiative. He has three turns each round 

oninitiative counts 4S, 35. and 25. 
Shadows Rise 

At the start of Bel Shalor 's turn, any dead creature within his 

aura rises as dread wraith under his con-inland. 

Alignment Chaotic evil 	Languages Abyssal. Common. 
Deaconic 

Shills Arcana • 32. Bluff • 34. Diplomacy • 34. History .32. 

Intimidate *34. irtsigIst •31. Religion • 32 

Ste 251 ,24) 	Dex 241.24) 	Wis 28 (426) 
Can 30 (427) 	Int 300271 	Cho 35 0291 

BEL SIIALO •S TACTICS 
Bel Shalnr begins batik by hanging above like a dark 
shroud. relying on his aura to weaken his foes. i le 
lows clinginstlarknes5 to freeze his enemies in their 
tracks and follows that with void Wile. Ile also enjoys 

eliminating enemies personally-after using seductive 
whispers to isolate an enemy, 1w dives down to engage. 

TE WVRMBREAKER 
the mirth of Bel Shako- is a mighty rakshasa named 
1)ttrastorati. known ill legend as the ‘Vyrinbreaker. 
This fiend despises the dragons ofArgonnessen and 
has shattered many schemes lithe Chamber. Ile 
claims to have provoked the first war between Aer-
enal and Argonnessen• Over the last kw centurWs, 
he has served !WI Shalor in Khorvaire. using his vast 
knowledge of i he Prophecy to draw the world into 
this dark age. 

Durastoran is a mister prophet and skilled mgr. 
In addition to the powers described below. he is 
a ritual caster who has had a hundred thousand 
years to gather rituals. Beyond this, his knowledge 
oldie Prophecy often lets him predict PCs actions. 
Ultimately. he seeks Rol !Maim•s release. but in the 
meantime. he likes to Way deadly games with the 
Chamber and Its agents. 

WYRMBREAKER TACTICS 
lhirastoran is a master - of- deception who prefers to let 
others light his battles. I•he deigns to fight directly. 
its because it serves some greater scheme. tie might 
fight while disguised with der4•ic• vdl. choosing in 
lose in order to foster enmity between the characters 
and the being they believe they have ibught. In this 

way. he could engage even paragon tier characters. 
because he doesn't want to actually kill them. 

OTHER OVERLORDS 
Approximately thirty li•ndi•b overlords are bound in 

Khyber. includin g lld Shalor.:\ kw oft he most in fa 
mous arc brief k &scribed below. 

The Daughter of K hyker: Tia mat embodies the 
evil that lurks in tlw heart ul•very dragon, and she 
has the power to corrupt dragons_ Chromatic dragons 
are especially vulnerable to her wiles. but any dragott 
can fall prey to her manipulation. Bound below 
A rgon timers. 'fiamat has no exarch an the Council of 
Ashtakala; her cult-k limit as the 'talons of Tiainat-
works independently dills. lords of I ]test. 

Katashka the Gatekeeper: Lord of death and 
undeath. Katashka is the master of tlw most ancient 
undead creatures. In addition to rakshasas. he is 
served by vampires. imtnoliths. and a number of 
dracoliches-corrupted champions of the first great 
war. His chief agent is the runrscribed dracolich 
Mazyralyx. said to be the Best dragon to fall to this 
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Durastoran 	 Level 29 Elite Controller 
the Wyrmbreaker 

Medium natural i 	;amid, rakshasa 
	

NV ii)oxi 

Initiative -21 	Senses Perception 426: darkvis.lon, 

truesight 10 

lIP 465: Bloodied 23 3  

Regeneration IS 

AC 44: Fortitude 41. Reflex 43. Will 44: see also deadly phantom 

Immune disease. Resist 30 necrotic: 20.'variable Orencounter: see 
Hhf 2821 

Saving Throws •2 

Speed 8, teleport 6 

Action Points 1 

0 Claw istandard: at 
• 33 vs, AC; 2d6 • 7 damage, and the target is stunned until the 

end of Durastoran's next turn . 

Deceiving lure (standard: at•rilli + Charm 

Ranged 10; -33 vs. WM_ Durastarari slirJes llw target 5 squares 
and the target makes a basic attack as a free action against a 
target of Durastoran's choice at the end of tile move tit passable) 

›r Frightful Phantom [standard; recharge [ml i + Fear 
Ranged 5: •-33 vs. Will: WI 0 - 7 psychic damage, Durastoran 

pushes the target 5 squares. and the target is stunned (save 

endst Miss: Half damage, and the target is dazed (save eiscis.:c 

Terrifying Visions (standard: a•will) + Psychic 

Ranged 20:433 vs. Will. 4d6 - 9 psychic damage. and the 

target is dated Isase ends). First Foiled Swim Throw. The target 

is stunned (save ends(. 

Deadly Phantom minor: recharge g' i() 4. 
Until the end of Dotastocaris next turn, an enerrry that attars s his 

AC or Reflex must make two attack rolls and use the lower resteh. 

If the attack misses, the attacker hots itself wrth the attack. 

Deceptive Veil (minor; at -wild • illusion 
Durastoran disguises himself to appear as any Medium 

humanoid, A successful Insight check .opposed by Durastaran's 

BhiN check) pierces the disguise. 

Prophetic Foreknowledge (immediate interrupt. when an enemy 

hits Durastoran: encounter) 

The triggering enemy's successful attack against Our asturan 

instead fails. 

Alignment Evil 	Languages Common, Abyssal, Draconic, 
Elven, Giant 

Skills Arcana 477, Bluff 4-28, Diplomacy 4-28. History -,27, Insight 
•26. intimidate -28, Religion -27. Stealth 26, Streetwise +28 

Ur 214,191 	Dex 2S 1-21) 	Wis 25 (+71) 

Con 23 (4 20) 	Int 27 (+22) 	Cha 29 (,/ 3) 

fate and possibly the inspiration for some myths of 
the god known as the Keeper. taw of the Dark Six 
[see page 244). 

The Rage of War Rak inikhesh embodies the 
hatred and blood lust that drkes mortals to war. If be 
is ever released. riots and battles svrsuki i m med lately 
spread across the land around his prison. ills exarch 
is Mordakhesh the Shadowsword, a power till rak-
shasa dread knight who has agents hidden among the 
armies 'dryer",  nation in Khorvairr, in addition to an 
army of barbarians in the I It loon Wastes. If you use 
Rak Tulkhesh. deckle it the t 0111/11:1fider% of any of the 
Five Nat kms are his pawns. 

The Keeper of Secrets: Aundair is a land of 
wisdom and magic. hut terrible things are hidden 

beneath Its soil. An overlord Is buried deep below 
the earth near the floating towers of Arcanix. 
bidden under tons of rock and held in bondage by 
the Silver Flame. tier name is Sul Mutest), but she 
is more commonly known as the Keeper of Secrets,  0 
for she knows more about dark and arcane matters 
than any mortal could comprehend. For now, she 
slumbers—bin she can prove a threat even white site 
is sleeping. Occasionally. she touches mortal minds 
in her dreams, and some of the greatest nos-sheaf 
innovations of the Arcane Congress might have 
been inspired by her whispering ssnrtL Few of those 
inspired by this ancient muse understand what they 
are dealing with. and her gilts might bring madness 
or unforeseen disaster. I ler exarch is lick ula. called 
the Shadow Scribe, the librarian of Ashtakala. 

Others: Like llamas. demon princes nr evil gods 
from other settings can be used as fiendish overlords 
in the IF in.R kW: setting. N'eenoglin. also known as 
the Beast of Butchery. could bare created the gnolls 
as soldiers in the ancient war. mid the most savage 
gnolls still revere this demon lord. 1_4)1111 lingers in the 
depths of K hyber, spinning webs to ensnare the st uds 
of the elves and the eladrin. When using evil gods 
in this way. remember that they are nut gods its the 
same sense as the Sovereign Host. their existence is 
unquestiotwd: if' rr e rd to walk the world. they would 
spread terror and despair. 

THE BONDS OF 
THE OVERLORDS 
Art overlord 'tithe Age of Demons can't be destroyed. 
If defeated. it returns in approximately 24 hours. Nor 
can it be bound by any simple ritual ur power. It takes 
a force on par with the power of a deity to return a 
released overlord to its prison. Vanquishing an over-
lord could form the basis of an extended adventure 
arc. as characters sea rch for artifacts. rituals from the 
dawn of time. or divine allies. It might even be floe 
culmination ofan epic destiny. like when Tira NlIron 
merged with 	Silver Flame to hind Bel Shafer. 

Releasing art overlord is no trivial matter. The pris-
ons of [he overlords are as indestructible as the fiends 
themselves. The only way for an overlord to he released 
is for a certain path t the Pruphe•y income to pass. 
For this reason, the actions of the lords of Dust are 
enigmatic. They cannot simply release their masters--
thee must bring history to a particular crossroads. a 
poi nt at which the planes and moons are aligned and 
the darkness can rise again. It is tip to you to decide 
Just what is required for a particular overlord to be 
released. It could he something as grim as the down• 
fall of a nation. or %unwilling as positive as the birth of 
a child. 

in 
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History is a catalog of facts and myths that tells the 
story of a place. a time. or a people. The history of 
Eberron is filled with great truths, lingering myster-
ies. misconceptions. and outright lies. Still. anyone 
who strives to influence Eberron's future would do 
well to understand the world's past. 

THE DAWN OF TIME 
Many different myths have been told about the cre. 
ation oldie world and that early years of Eberron. 
One tale, however, is widely accepted as truth by the 
majority of the beings of Eberron. 

Common Knowledge: At the beginning of time. 
called the Age of Dragons. three progenitor dragons 
fought. Proud Siberys was slain by dark Khyber. who 
In turn was bound by vibrant Eberron. The scattered 
remains of Siberys. the Dragon Above, became the 
ring that encircles the world. The body of Eberron. 
the Dragon Between. formed the seas and continents. 
Under the surface. the bones and blood of Khyber. 
the Dragon Below, created labyrinthine passages. 

History or Religion DC 10: Life sprang from the 
dragons' blood spilled in the great battk. The blood 
of Siberys became the dragons of the earth. Khy 
bees blood. oozing up from the depths of the world. 
became fiends and demons. These races quickly 
resumed the fight that their progenitors began. Ebel-- 
ron's children. though more numerous and varied, 
could not match the, might (tithe other progenitors' 
offspring. 

Just as Khyber triumphed over Siberys. the fiends 
drove the dragons away. trapping them on the land of 
Argonnessen. Although battles continued. a balance 
of power was struck. with the dragons unable to push 
beyond their one continent and the demons unable to 
crush them utterly. This stalemate lasted for a million 
years and is referred to as the Age of Demons. 

History or Religion DC 15: The world changed 
when the dragons discovered what has come to be 
called the Draconie Prophecy and found allies-the 
couatls. According to legend. these celestial creatures 
were formed from the pure blood of Siberys before 
it struck Eberron. Like the dragons. they had hidden 
from and feared the fiends. Together. the dragons and 
the couatls launched a new war against the fiends. 

After thousands ofrars. the war ended when the 
couatls discovered a way to imprison the most 'sower-
ful of the demons: The couatls would sacrifice their 
spirits to form the prison. The dragons launched a 
final assault, incurring significant casualties to keep 
the fiends preoccupied while the couatls prepared 
the imprisoning ritual. 

In the end. the greatest of the fiends were impris-
oned deep in the earth. the couails were all but 
wiped out. and the remaining dragons retreated to 
recuperate and to study the greater area n i ngs of the 
Prophecy. 

THE AGE OE GIANTS 
The Age of Giants is the first era of Eberron's his-
tory fin which strong archeological evidence can he 
found. Most of those ruins, however, are in the heart 
oiXendrik and difficult to explore. 

Common Knowledge: The first mortal beings to 
form civilizations were the giants. They built great 
cities in Xeridrik. using their own strength. a legion 
of slaves. and powerful magic. Eventually. they ruled 
the world. After tens of thousands of years, the giants' 
civilization collapsed or was destroyed. 

History DC 15: The giants civilization rose from 
the wreckage of the war between the dragons and the 
fiends. In truth, the giants "ruled" the world because 
more powerful entities did not oppose them. The 
giants moved beyond the shores of Xen'drik to set up 
a kw outposts on Sariona and Khorvaire. Sin most 
of the world never felt the tread of giant footsteps. 
even lithe giants claimed dominion over all lands. 

%%liar the giants did roam, however. 'hey 
enslaved any lesser race they encountered. Ther even 
razed one of the feyspires oldie eladrin (see page 48) 
and enslaved its Inhabitants. These slaves were the 
progenitors of modern elves and drove. 

The giants had intermittent contact with the drag-
ons. The clearest evidence alibis interaction is the 
giants' mastery of draconic magical arts. Over the 
years. the giants used the magic they learned from 
the dragons to build the greatest of their temples and 
monuments. They also used this magic to cement 
their dominance over the lesser races. 

History DC 20:The giants' civilization was 
destroyed by a cataclysmic conflict with extraplanar 
beings from Dal Quor, the Region of Dreams. Although 
the giants used powerful magic to end the conflict. the 
aftereffects ware disastrous. Vast expanses of land were 
blasted bare or sunk beneath the waves (tithe sea, and 
the giant empire was left in ruins. 

History DC 25: The giants' civilization survived 
the battle with the creatures from 1/al Quor. The real 
downfall of the empire was a massive slave upris- 
ing. In the aftermath oldie conflict, elves, draw. and 
other slaves began to demand their release. When the 
revolutionaries proved resilient, the giants prepared 
to use cataclysmic magic again, against the rebels. 

liefine the world was exposed again to such dev-
astation. the dragons intervened. When they were 
done, nothing remained of the giants' once-great 
civilization. 
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DATES AND CALENDARS 
Years in this book appear in one of two forms_ Years in 
the current age typically appear as "years of the kingdom" 
(Y10, reckoning from the founding of the Kingdom of Gall• 
far 998 years before the campaign starts. This calendar is 
used across Khorvaire and in other places (such as the city 
of Stormreach) where the Influence of Gatifar is strong. 
Earlier years are presented simply as how many years 
before the present time they occurred. The first year of 
the kingdom ( I YK) is also -998, almost a thousand years 
before the present day of the setting. 

Eberron's year is 336 days long. divided into twelve 
months of 28 days each. The months of the year are each 
associated with a particular dragonmark. as shown on the 
table below. 

MONTHS OF THE YEAR 
Month 
	

Season 	Dragonrnark 

Zarantyr 
Olarune 
Therendur 
Eyre 
Dravago 
Nymm 
Lharvion 
Barrakas 
Rhaan 
Syph•ros 
Aryth 
Volt 

Mid • winter 
	

Storm 
Late winter 	 Sentinel 

Early spring 
	

Healing 
Mid spring 
Late spring 	 Handling 

Early summer 	Hospitality 
Midsummer 
	

Detection 
Late summei 	 Finding 
Early autumn 
	

Scribing 
Mid•autumn 
	

Shadow 
Late autumn 
	

Passage 
tarty winter 	Warding 

A month  is  further divided into four 2-day weeks. the 
names of  the days of the week are given below. 

DAYS OF THE WEEK 
Sul 	Mot 	Zol 	Wir 	Zor 	Far 	Stir 

ti At'1'EK t Adventure, 

THE AGE OF MONSTERS 
Sonic academics proclaim this era a dark time for 
Eberron, considering it an era not worth studying. 
A more detached view of the period reveals such 
judgments to be unwise. alit' probably based on deep. 
seated xenophobia. A few scholars even call it an age 
of enlightened development that fate crushed befiire 
it had a chance to truly blossom. 

Common Knowledge: After the devastation of 
the giants* fall, lesser races—including ekes. eladrin. 
goblins. and ores•began to develop and thrive. 
On Khor sake. a great civilization of goblins arose. 
known as the Dhakaani Empire. the nomadic ores 
also prospered. forgoing conventional civilization in 
favor of pritnal magic and stronger ties to the land. 

History DC 1 5: Over the muse of several thou-
sand years. goblins formed nations itt the eastern 
half of Khorvaire. The age of the 1)Itakaani 'lurked 
the beginniitg of Khorvaire's rise as the dominant 
continent in the world. Other races did not d la l 
lenge Dkakaani supremacy on K hors afire. The 
&ow remained in hiding on Xen'drik. and the elves 
escaped the blasted continent to plant the seeds of 
their current culture on Aerenal. 

History DC 20: The Dhakaani consolidated 
numerous goblin nations into the Dhakaani Empire. 
They made peace with the ores and drew them into 
their 	as well. At its height. the empire con• 
trolled a contiguous area stretching from the Shadow 
Marches in the west to the Endworkl and lronwoox3 
mountains in the east. Tlw goblin dominance of 
Khorvaire  las-ted for tens of thousands of years. 

During this time. the only serious, threat to goblin  
supremacy came when elves from Aerenal arrived on 
Khorvaire  to build a new society. Eveintialls., a local. 
fixed war broke out. centered in the southeast portions 
of the continent. Although the elves %s•re superior in 
tactics and strategy, the weight of numbers was on 
the goblins' side. After a pr(itracted battle, the elves 
left Khorvaire. returning in kirce only during the Last 
%Var. 

History DC 2S: The cause of the goblins' down. 
fail was an est raplanar invasion. Fleslishapers from 
Xoriat. the Realm of Madness. opened portals in 
the western extent ol the Dhakaani Empire. Tlw 
otherworldly horrors called the daelkvr dec imated 
the populace and sowed chaos among goblins and 
arcs alike. Although the Gatekeeper druids of the 
ores managed to permanently seal the portals, 
vast damage was done. Civil war left the I Thakaani 
Empire in shambles. 

History DC 30:the fall of the Dhakaani Empire 
allowed Itaiflings to begin building societies of thei r 
own. until this point. halflings were firmly under 
cite ihtindis of'tlie goblins all(' ores. Around the same 
time. gnomes emerged from l'ylas l'yrial and began 
settling Zilargu. 

THE CURRENT AGE 
With the passing of the Dhakaani Empire. the history 
of Eberron diverges. One branch traces the history 
of theworld overall—the continuing stories of lands 
and people% that must incident folk consider "dead 
and hut ied."1 -he other path follows the history of 
Khorvaire. where people, nations. societies, and 
organizations continue to rise. lall. and interact with 
tinpretredenwil speed a nd Iiirce. Although the most 
spectacular events of the modern age have occurred 
on Khorvaire. they might not be considered the most 
important developments when the current age is 
viess•d later through the lens of - history. 

Common Knowledge: Even though they don't 
influenue daily life in Khorvaire. the elves ofAerenal. 
11w humans of Sarlona. and the various humanoid 
acid mousinms races of Xen'drik continue to pursue 
their own endeavors. Merehaitts, scholars, and war 
riors from these fa roficominents visit the Five 
Nations from time to time. 

( 



History DC 15: The elves of /kerma! maintained 
a colony in southeastern Khorvaire during the 
Dhakaarti Empire. in what is now Valerian A strong 
possibility exists that other such outposts might still 
survive in the wilder places oft he world. 

Little direct communication occurs between the 
inhabitants of Sarkma and Khorvaire. inn the two 
coin hIlItiS are hardly. estranged. The inspired main-
tain diplomatic missions and ambassadors in many 
nations. and small enclaves of Sarlonan and kalashtar 
immigrants exist in most of the major cities of K !tor-
vain.. These people bring rumors from the continent 
beyond the horizon and carry back with them news 
able in Khorvaire. 

The most common tvav for Khorvairians to meet 
and interact with travelers from Sariona is when they 
visit XenArik. - t he Sadona its have established their 
own outpost from ► hich they ship home goods found 
on the continent of mysteries. Although outsiders are 
not welcome in Dar Qat. the Sarlonans often use the 
city of Stormreach as their port of entry to Xetfdrik. 

History DC 20: Even though most people •on-
sider Xen'tlrik to he devoid of civilization (other than 
the outposts built there by Khorvairian scholars and 
acheitutrers).onlv .t small portion of the continent 
has been thoroughly explored. In that small swath. 
explorers have round minotaur maze-cities. yuan•ti 
settlements. and tribes of xenophobic drtnr. Beyond 
that, evidence has been found that a kingdom belong. 
ing to 41"wrm In km!" existed in the recent past, and 

EllAPtElt I I Adlirenrure 

rumors persist olgithyanki city states hidden some-
► here in the nearly impenetrable jungles. 

THE RISE OF KHORVAIRE 
The orderer era of history on Khorvalrc does not 
begin with the arrival of !Inman refugees from Sar • 
lona after the Ian of the Dhakaani Empire. but that 
influx can rightly be said to be the trigger for the 
dominant events oldie age. 

Common Knowledge: For nearly a thousand 
years. the kingdom of ;Air= maintained a steady 
hand on events in Khorvaire. Aside from a small 
war with the sea princes of Lbazaar. aggressions and 
energies were turned. for the most part. toward set• 
thing the wilderness in ever-widenirtg circles around 
Sckins Sound. 

'Mess years lithe kingdom offialilar are often 
referred co as a "golden age.' Culture. the arts, and 
magic flourished. eitk-s were built. and all it tiprec • 
edented prosperity was shared by all. Continual 
imprmernems in infrastructure-including the desrl-
opment ancl construction of the first lightning rail 
routes-revolutionized communications and boosted 
trade across the continent. The situation at home was 
so stable that energy was even turned unvard devel-
loping interests merscas. Most notably. Stormreach 
was founded on the northern coast of Xcifdrik. 

8941 Y K. the death of King bum. the last ruler of 
Gallfar. sparked the beginning of the Last War. The 
squabbling of royal siblings turned into a hundred 
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years of bloodshed. 'Fite event that brought about 
the end of the war was tlw mysterkats destruction of 
Lyre. a land now called the Mournland. 

Ilistary 17C 15: Over 2.000 years ago. the cen-
tral mass ol Kliorvaire came to he divided among 
five separate, mostly human civilizations. These 
"Five Nations-  were surrounded by lands settled by 
gnomes. dwarves. 'millings. the remainder of the 
goblin nations. anti elves. Strife was constant as. with 
no further land available far expansion. neighbors 
looked to take the resumers they needed from one 
another. For the most part, only minor altercations 
arose, but the threat of war 'mimed constantly. 

Almost 1,000 years ago. Galifar of*Karrnath 
brought the lands (11 .  the Five Nations together to 
create a single kingdom. I k issued the Korth edicts 
to limit the power ol the dragoninarked houses while 
also enlisting their help in building an economic 
framework for his expanding nation. The result was a 
stable kingdom that had the strength to defend itself 
from attack and the will to impose internal accord. 

With such stability at the heart of the continent. 
the rest of the regions of Khorvaire (with the excep• 
lion of the goblin-controlled areas) began to develop 
peaceful ties with the kingdom of Galikir and with 
one another. 

History DC 20: A rintud 3.000 years ago. two 
millennia alter the fall of the Dhakaant Empire. 
humans from Sarlona arrived on the eastern coast 
of Khor vaire. They set up colonies and out posts. 
establishing a Inuthold on the continent. and began 
to spread westward. Along with the gnomes, 'mil-
lings. and dwarves who were expanding their awn 
territories. the new arrivals began to establish cen-
ters of civilization among the ruins of the shattered 
goblin society. 

Like the other races, the humans developed dragon-
marks. The longer they stayed in khiirvaire and the 
more extensively they explored their new land. the 
more prominent the dragonmarked families became. 

THE IASI WAR 
1he defining event (tithe current age. as far as the 
people ofKltorvaire are concerned, was the last War. 
which engulfed the entire continent for a century. 

Common Knowledge: The Last War erupted 
after the death of King larot. when his children. the 
rulers atilt* Else Nations. couldn't agree on who 
should succeed him. Alliances rose and fell over 
the course of a hundred years. but at various points. 
each of the Five Nations turned against the others. 
The war linalh came to an end after Cy re was con. 
slimed by a deadly mist and became the Mournland. 
11w Mourning set in motion a peace process that 
culminated with the sighting of the Treaty of 'flirtme-
hold in 996 I' K. 

history DC 10: /I character who succeeds on this 
chet k knows the names ttlhis or her nation's rulers 
throughout the war. as well as the details of the nation's 
military history during the final years tithe war. 

History DC 15: A character who succeeds on this 
•check ICII4 ► N the activities. histories. and battles 
the major nations and factions throughout the latter 
half oldie war. or can name the rulers of the five 
central and the newly independent nations over the 
course of tlw war. 

The character also knows the dragonmarked 
houses' act ivities during the war. 

History DC 20: J arm. last King of Galifar. was 
anxious and suspicious to the point oldelusion. lie 
saw enemies everywhere and kept Galifar on a war-
time Footing, building tip regional armies for years 
before his death. - This constant preparation for war 
and sowing of distrust is as much responsible for 
the Last War as any actions on the part of his aid-
dren. That situation bodes ill For the future. far lite 
nations of today are surely repeal ing King ],trot's 
tnistakes as they look toward their neighbors with 
mistrustful eyes. 

A character who succeeds on this check also has 
a kill understanding of the military activities of a 
particular nation all the way back to the start tithe 
►

.a 
r   
History DC 25: Galifar before the war wasn't 

as stable as modern li ► k suppose. Tlw nationalistic 
ideals and the Identities of its constituent regions 
predated. and survived throughout. the centuries of 
Galifar rule. Perhaps some level of conflk t—at least a 
civil war for regional independence. if tint a true war 
of ascension—was inevitable. 

A character who succeeds on this check also 
knows details of 'tattles and activities of every nation. 
from the Battle oldie Galifar 1 heirs that launched 
the war. all the way up to the signing of the Treaty of 

MASTERS OF WAR 
The ftve rulers who reigned at the start of the war, and 
who are arguably responsible for it. were the following. 
• Kaius I  of Karmatit 
• Mishann of Cyre. 

Tha lin of Thrane 
• Wroartn of Breland 

Wrogar of Aundair 

Each is widely considered a hero by his or her own people, 
and a treat hernus villain by everyone else. 



ARBREVIATFD TIMELINF 
The past shapes the present. setting the stage for I he 
Future t hat is to come. (hi Eberron. a rich and tangled 

i story has helped craft the current era. What follows 
are highlights of ages past. 

AGE OF DRAGONS 
Date Event 

!? In the mythic past the world was one and the 
progenitor wyrms. the first and greatest of 
d ragonki mi. ruled all. Ilse three most pincer 
141— Silservs, Eherron, and Khyber -discovered 
(or created) t he Prophecy. A world-shattering 
struggle follows d. splitting the ► ork' into 
three parts and scattering the i'mpbecy across 
the width and breadth of existence. In the 
end. Silserys became the glowing ring that cur 
rounds the world. Khyber st as bound in the 
darkest depths. and Oserron healed the world 
between by becoming one with it. Siberys 
called forth the nest generation ridragons. 
Eberron created all manner or other living 
things. and Khyber spat out the fiends_ 

AGE OF DENtONS 
Date Event 

- 10.000,000 Khyber's fiendish offspring overrun the sur-
face world, creating a hellish etwimnment 
where rakshasas and night hags rule supreme. 

-1.500000 Dragons rediscover the Prophec -y and rise 
front their primit he state to oppose their 
demonic °verb:ink. allying with other draconic 
species. including the (canals, TIse common 
races. still in primitive states, hide from the 
godlike combatants and find a was' In surthr. 

-ino.non Ccualls mit:dike most of their number to send 
the most powerful of the demon lords and the 
majority of the fiends back to Khyber. where
they are trapped for eternity. The dragons 
retreat In Argonnessen to contemplate the 
Prophecy. Ignoring the lesser races " 

AGE OF GIANTS 
Date Event 

-80.000 The giants rise from the ruins night- dragon-
fiend wars to establish vast and powerful 
civi liiat ions on the continent of Xen'drik. 
airy enslave the eladrin of Shae lirias 
arid through magical experimentation pro-
duce ekes and dross frosts this stock. 

-75.01)0 Dragons and dragonborn come to ghorra to 
guard liaLs'icavhak. 

-60.000 Dragons make contact with the giant king• 
dams and begin to teach the giants hots ,  to 
use arcane magk. The rives watch and learn 
from their place at the giants heels_ The giants 
quickly master the arcane ,errs. creating won-
ders unequaled even in the modern day, 

- 40.000 An eximplanar host conies to Xen'drik Front 
Dal Qum. the Region of Dreams. After years 
of hank. the giants tailspin the magic of 
the dragons to defeat quuri and shatter 
the plusical VCR utectinns between Ebermn 
and Dal Quor. this planar upheaval shakes 
Xendrik to its snre and plunges large chunks 
of the continent beneath the sea. 

-19,000 Die remaining giant kingdoms never quite 
recover from the events of the struggle with 

the mind. I lorribic curses and plagues sweep 
through the land. and the rites use the oppor-
tunity to rebel. In desperation, the giants 
again turn toil's- satis magic they used to 
slop the quark Before they can unleash such 
destruction a wound time. the dragons attack. 
Giant civiliration crumbles. the draw go into 
hiding in the Xers*drik wilderness. and the 
dyes flee to the islanti.continent of Aerenal. 

AGE OF MONSTERS 
Date Event 

-38000 the giants resell to primitive monsters 1 hi rig 
in the ruins of their shattered ch -ilization as 
the dragons return to their secluded continent 
and the elves settle Aerenal. On Khorvaire. 
the first of the goblin kingdoms rises in the 
area that will become Breland and 1/ingrain, 

-30.000 Ore nations arise in western Khorva ire to 
compete with the goblin kingdoms. 

- 2 5.000 The Undying Court appears in Aerenal. FITS' 
skirmish between the elves and the dragons, 
which sets a pattern oh' long periods oiprace 
punctuated by short. devastating battles every 
few hundred wars, 

- 16.000 The Dhakaant unite the goblin nations to 
create the greatest empire the goblins hale 
ever known. The t;atekeepers appear among 
tile ores of western K hirer vet ire. 

-15,000 Founding of bests:sand. the first settlement at 
the site of modern Shane 

-14.000 Flourishing and fall of the deagonborn empire 
of Qbasea. 

- 2.000 LI starves migrate from the frostfell to the 
transom Mountains. 

- 10,000 TaIrnadal elves from northern Aerenal 
establish a co4nriy in what is now peewits day 
Vaiersat Peaceful coexistence doesn't last. and 
the ales come into conflict with the Dbak:tani. 
1 - he elves abandon the colony when anot het 
clash with the dragons threats-in Aerenal. 

-9.000 'flu: Mel kyr War decimates the western 
reaches of Khor•aire. idshaarat becomes 1he 
desolate ruins of Dutir'shaarat. 

-3.000 Weakened by the Daelkyr %Var. the Disakaani 
Empire is shattered by infighting and civil 
st rife. etc-1u natty leading to the collapse of the 
goblin clvlllrttt lon.  

THE CURRENT AGE 
Date Event 

-3,200 Its Mark ni I lospitality appears among 
hafilings of the Talema Plai tn. -the Mark of 
Shadow and the Mark of Death appear among 
the elect of Aerenal, 1. be dragons watch in 
riv e and horror as the Prophecy begins to 
unItold among the "lesser" races. 

- 1000 1.1saeaar leads humans from Sa Fiona to the 
eastern shores of K horva ire, The Mark of 
Healing appears among hafilings of the 'fat. 
earn Plains. Mal leon the Beaver •ssablislies 
the fortress•city of Shaarat. 

-2,800 The Mark of Scribing appears ainong the 
gnomes of Zilargo. 

- 2,600 The Mark of Sentinel appears among hutnans 
al pre ialifar Karns:ult. I louse Vol. which 
carries the Mark of Death, is wiped out in Aer. 

► .01 die lich is created. I louse Phiadan 
leaves Aerenal to relocate among the humans 
of Khors 



-2.500 the distinct settlements that ss ill becsxne the 
Five- Nations appear in central Khorsaire 
'llw Mark of Making appears atnong humans 
of prelialifar Cy-re. be Mark of Warding 
appears among the dwarves of tIx Mrisr Ifolds. 

-2.200 Fireggor the Bear conquers Shaarat and 
rebuilds it a s Sha res.  

-2.000 Karin the Conqueror establishes the nation of 
Karrnath, defeats the retnaining goblin settle-
ments. and tinsuccessfUlly attempts to costqster 
the other lour human nations. The Mark -  of 
Storm appears among Italf.eltrs of pre .tialtfar 
Dwane. 

-1.900 Ilw Mark of 1'49:sage appear% among humans 
of pre-Galifar Aundair. 

-1.800 'Ilse Mark 0111 and, ing appears among 
humans in tlw Meet' Rem lies. Kalashitar 
mach Satinet'. fleeing Dal (bier and t he per-
sec titiott of the quori. 

-1.500 The quori begin their subtle contptest of 
Sarlotta, igniting wars acme: the continent. 
A second %rave of bantams re ticht•s Khor 
vaire's western shores. The Mark of Detection 
appears among half-elves of pre t ;alifar 
Breland. 11w dragonmarked houses launch 
the War of the Mark to end the threat of Awe 
rani and mixed marks. Sharit is razed in the 
war. The Theist- is established. 

- 1.043 Galifar Lis iot a in Karrnath. 
-1.022 Galifar assumes the throne of Kart - oath-
-1.012 Gahlar begins his campaign to unite the Five 

Nations. 
-1.005 Galffar snakes a deal with the dragonmarked 

houses. offering them neutral stains in 
r w hit/1g far so:111;w in his campaign, 

- 1.000 'Flw Mark of Finding appears among humans 
and ha lfores of the Shadow ,11arches. Skarn 
rebuilt. 

1 YK (-998) Galifar I and his five sc ions—Cyre. Karin. 
ltrane. Aundair. and lirry—take control of 

the Five Nations and establish the Kingdom 
of Galifar. 

IS YK Galifar L establishes the Arcane Congress.. 
28 YK Galifar-LIEtaar War. a decade .long conflict. 

begins. 
321'K The five Nations of (Sal am adopt the names of 

King Galifar's s-hildern as their Mil. 
401'K tialifar, now eiglity.five years old, steps down 

and passes: the crown ol the kingdom to his 
oldest remaining scion. Cyre. 

Si YK 	ifar I dies. 
1061'K 1 fexise Kundarak is mogul/et! In the estab-

lished dragonmarked houses_ 
299 YE 11w Church of 11w Silser Flame is born_ 
347 YE lionise 14 rondos takes possession of an island 

off the coast of Auntlair to create Storinboanc. 
498 YE 'loose %•s discosers the Mark of Finding 

while exploring the Shadow Marches. 1louse 
Iliarashk is created shortlyy. thereafter. 

51 2 YK King 1)am-on orders the coma ruci Inn (Ache 
Starpeaks Observatory. 

778 YE Medusas from Khyber take possession of 
CazitaakDraal. 

789 YK !loose Sivis message stations begin operations. 
802 YE The Kingdom of Galifar. in cooperation with 

11w dragonmarked houses, funds the upgrade 
of the trade city. of Siormrear ft on the north-
ern peninsula of Xen'dril: 

Ell YE First lightning rail connects Hamel:cep and 
fairhasen. 

832 YK The inquisition to ss apt- out lyeant !tropes Is 
launched by tide Chun h of the Silver flame; it 

lasts filly years and drivestlw species almost 
to extinction. 

8451'K King !arm begins a public works project to 
connect all of central Klux% aim by lightning 
rails. Within twenty years. lines connect the 
Fist Nations. Zilargo. the Mror llolds. and the 
Talenta 

878 K House Deneith lx-gins to provide clients with 
goblin mercenaries from Da rguun region. 

894 K Xing J a rot. the last ruler of Gal 'far. dies. 
-Huhn. Kan's. and Wroann reject the sac 
cession of Mishan rt. Wrogar kicks his sister's 
claim, and the last War begins. 

8% YE Order of the Emerald law established. 
897 Y K Kaicec I turned into a vampire by Vol the licit. 
910 Y K Kaius II ascends to tine thmite of Karrnath 

after Kaius 1 fakes his death and goes in 
starch of is was to hoe his kingdom front the 
Blood of Vol, 

914 N .  K The Mros Holds des hates its independence_ 
Thal in ofThrane dies and the Church of the 
Silver Hamm seizes comic-a of the nation 

')181' K Unk non it 5 ■11wArt$ rs (km my the Glass Tower 
of Sham_ 

928 YE Ven irKesslan beads settler.: from the rise 
Nations to forge the nation of Qharra. 

956 Y K flex elf mercenaries of the Follies Tairn annex 
southwestern Cs-re and declar• the some 
cignis of the elf nation ol ‘'aienar. 

958 YE The Ekken Reac•Ites declares itself an inde • 
pendent nation under the protection oldie 
Wardens of the Wood and hie guiclaiwe oft he 
G re-al Druid Dalian. 

%1 YE Boranel becomes king of Umtata'. 
962 YE Zilargo formally aligns w tilt Breland. 
965 YE House Ca rinith perfects the modern-era war- 

forged. living constructs designed to fight tits' 
Last War. 

969 YE 'tannic leach: the hobgoblin rebellion. and the 
natkat of Dargisun is horn. 

972 Y K ;loose 1luirarurti splits nil fr 	 I louse Mita rlan. 
976 YE Regent Moranna oi Ka rrnat h outhovs the 

Order of the IF_ inetald 
980 YK Queen Aurala's reign of Aundair begins. 
986 Y K A trio of hags known as the Daughters of Soca 

Keil arrive in DMaalll WW1 an army of trol ls, 
ogres. and gnolls. 

9871•K King Roranel pulls settlers hack and seals off 
the land west of the tira5ss•al I Mon ma ins. The 
Daughters of Sara Keildecla re the sommigniy 
lithe nation esl Ilrceuleirn_ 

990 YK Tlw first elemental airships go into service for 
! louse Ls -randar. 

991 Y K Kaim Ill's rule of Karrnath begins. 
993 YE jack Darin assumes the puree, of the Keeper 

of the Silver Hume. 
994 YK Cyre is destroyed: the Mournland is created. 
9961'1: The Treaty of Thronehold officially ends the 

Fast War. Tlw treaty. officially recognizes 
the nations or ,  ro,,Ir, Breland , •hranc•  
Karrnat h. the Talenta 	Zilargo. (Marra. 
the Lhazaar Principalities, the Muir 11oLds. 
the ilken Rea•l•s. )lupines. and Valetta r. 
Hiause Can nit h is ordered to destroy all cre-
ation forges: the remaining svortorged are 
granted the rights of sentient beings. 

998 YE - Fhe campaign begins, 

( 



EVERYDAY MAGIC 

Throughout Kborvaire. magic has become a primary 
underpinning of daily life. For millennia. magic has 
been used in craft, construction. agriculture. war. and 
even fashion and entertainment. Among particularly 
wealthy populations. the possession ofmagic 
gets• has becony a status symbol. 

This is not to say that magic goods can be found 
everywhere in k horval re. or that magic is so com-
monplace as to be considered mundane. Money and 
status bring access to greater luxuries, and magic• is 
no exception. Even the poorest citizen can benefit 
from a city's magic streetlights (e ► erbri#ht lanterns). 
but he can't afford to magically preserve his food or 
to travel regularly aboard the lightning rail, A young 
crafter might occasionally enjoy such a journey or 
purchase a ritual to chant over his goods. "Ilie truly 
rich. however, might own a skycarriage to carry 
them about Shartis towers and ritual protections to 
keep thieves out of their palatial estates. 

Similarly. widespread magic doesn't equate to high 
magic. Magewriglus (see "Magewrights and Master 
Crafters.-  belo•). mystically augmented crafters, and 
lesser priests who have learned a ritual lir two by rote 
are common across Khorvaire. True wizards. clerks. 
and 04 her powerful wielders of magic remain rare. 
however.'Fbe player characters remain exceptional. 
set above the mass or society by their potential as well 
as their ability. 

THE DRAGONMARKED 
HOUSES 
When most in Khorvaire think of magic. they think 
(tithe dragonntarked houses. For example, everyone 
knows that House Brien runs the lightning rail and 
conducts courier services, that House Canniih pro-
duces most magic goods, and that House lorascos 
healers are second to none. 

These reputations are partly due to the dragon , 
 marks themselves. but each house has economic as 

well as magical dominance in its area of influence. 
1.1ouse Cannith's Mark of Making makes its dragon-
marked heirs the best artificers and artisans in 
Khorvaire.  But House Cannith also operates crafting 
guilds whose unmarked magewrights and crafters 
benefit From the best training possible. 

Ofrourse, ntany artisans and magewrights do nut 
answer to the houses or belong to the guilds and mer-
cantile organizations that the dragonmarked houses 
oversee. For many generations. this state of affairs 
was accepted-so great were the houses that no indi• 
victual or small independent guild was any economic 
threat. 

This attitude has begun to shift in recent years. 
Since the end of the Last War. most of the houses 
have seen their fortunes falter. The Five Nations 
still require weapons and military goods as they 
rebuild their armies. but not in wartime quantities. 
The countries still hire mercenaries. but for largely 
defensive-and thus lower-paying-positions. Travel 
Is perhaps safer, but Fewer people find the nerd to 
go places. as they focus on rebuilding their homes. 
There's still plenty °I - business. more than enough 
to keep each of the houses profitable-hut when 
one has become accustomed to a mighty torrent of 
wealth for a hundred years. anything less seems 
insufficient. 

In adition, the houses are no less certain than the 
nations of khor wire that another great war looms 
near. I ft hat happens. the dragon marked houses 
intend to be positioned so that the warring nations 
must depend on their goods and services. They have 
no intention of allowing outside competitors to under-
cut them. 

Between the-se two concerns, the dragomnark•d 
houses have begun taking steps against magewrights. 
ritual performers. and others who make their living 
through the creation of goods and the provision of 
services normally associated with the houses them-
selves. Messenger services are targeted by House 
Siv is. for instance. while Cannith cracks down cm 
magewrights providing magic goods. 

So far. these efforts are entirely economic. 'the 
houses might attentpt to buy out individuals who 
threaten their monopoly in a given community. They 
might undercut prices, or even refuse to do business 
with anyone who employs those crafters. In most 
instances these efforts are successful, but in a few 
cases they have driven a number of independent 
magewrights and casters to form guilds of 	own. 
These organizations arc neither large nor influential 
enough to oppose the houses directly, but they can 
stand up to economic bullying. How the houses deal 
with organized competitors remains to be seen. 

The recent trend toward economic consolidation 
does not mean that the dragonmarked hawses have 
identified, much less approached, every magic-using 
laborer in every town or city across Khorvaire. Far 
from it. in fact. The vast majority of such indi ► idu• 
als remains utterly ignorant that the houses have 
turned their attention to individual competitors. or 
have heard only whispered rumors to that effect-This 
behavior on the part oft he houses represents a recent 
change in attitude, and has to date affected only 
competitors in khorvaire's largest communities, It 
will be some time. if ever, before the houses reach the 
point of cajoling or threatening the average village 
magew right. 



MAGEVVRIGHTS AND 
MASTER CRAFTERS 
Most magical services and goods available to the 
average citizen come from magewrightti. In the 
broadest sense, a magewright is any individual who 
makes a living providing magic goods and services 
or creating magic items and elfects using rituals. By 
this broad definition, anyone-a local elder with a 
smattering of knowledge. even a full-fledged artificer 
(see the EHURRON Mayes Guide)-could he considered 
a rnagew right. More specifically. however. the term 
"magewright -  refers to an individual who has spent 
years mastering a single ritual-or at most two or 
three rituals. l le or she has mastered the ritual so 
thoroughly that it exists entirely within his or her 
head. however. a mage•right cannot expand his or 
her abilities without spending additional years learn-
ing new rituals. 

Crafters such as blacksmiths. potters. architects. 
and weavers often learn a single ritual in addition to 
their particular craft. This is usually a low-level ritual 
to increase the quality of their goods. This ritual is 
often combined with a prayer to whatever deity or 
deities the crafter worships: n fact, such a prayer 
might even be a necessary component of the ritual. 

On rare occasion. a crafter is so good at what he or 
she does-or else has spent long enough working in 
an area of ambient magic-that he or she develops the 
ability to work magic into his or her creations with-
out conscious knowledge or effort. These s•called 
-master crafiers-  are capable of creating magic items 
as though they had performed the Enchant Magic 
hem ritual. but without any actual knowledge of the 
ritual or expenditure ofits component cost. Such an 
individual is limited to creating items that fall into his 
or her area of expertise, and cannot predict when a 
magic item might emerge from his or her workshop. 
It's considered a sign ()1st:nits and prestige to own an 
item crafted hr one of t hese individuals. even if that 
item isn't magical. 

USES OF EVERYDAY MAGIC 
so what is "everyday magic"? What sorts of goods, 
services, and options are available to the folk of the 

ive Nations? The descriptions that folhnv are an 
overview of what is available. not a comprehensive 
list. Let your creativity and your understanding of 
K Itorvaire's cultures guide your campaign. 

The Enalmox Plivvr's Guide include% suggested 
prices for the services described here that player 
characters are most likely to use. 
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FARMING AND LIVESTOCK 
Food supplies-crops and cattle. grains and grazing 
lands-are far and away the most vital aspects of any 
society. Even though farmers, laborers, and ranchers 
are often among a nation's poorer citizens. a great 
many magewrights make their services available to so 
important an industry. 

Although [louse Vadalis is most commonly asso-
ciated with animal breeding. and indeed the house 
Uses tea Illy/CS both magical and mutt& ne to 
ensure ever-healthier generations of food animals. it 
also sells rituals to prevent insects, gophers, and other 
pests from infesting farmland. Groups of fanners 
sometimes pitch in to hire House I.randar to adjust 
the weather over adjoining fiekls in order to prevent 
drought or flooding. House forasco sells its services to 
prevent plague among the cattle or blight among the 
crops, and I louse Cannith sells (or leases) magic tools 
to make harvesting faster and more efficient. 

Although the halflings of House Ghallanda rarely 
provide magical services directly to farmers and 
ranchers. they often provide financial aid to those 
who require help. or negotiate deals between land-
owners and dragonmarked houses. After all, the 
I-louse of Hospitality would be among the first to feel 
the financial pain if the farmlands and stockyards of 
Khorvaire fell upon hard times. 

COMMUNICATION AND DELIVERY 
In Khorvaire's political and geographical climate-
where great cities stand at the intersection of broken 
highways and deadly wilderness. where travel is 
either expensive or hazardous. but kings and citizens 
alike desperately need to know what has occurred 
beyond their borders-long-distance communication 
is an enormous boon, no matter the price. 

And pricey it is. 
House Sivis makes use of rituals and magic items 

(such as sending stows) to send messages across hun. 
dreds of miles. These communications are highly 
secure. almost infallible, and quite expensive. Only 
the richest of Khorvaire's merchants, aristocrats. 
nobles. and military leaders make use of this service. 
and even then only when need dictates. 

Far more common. and somewhat less expensive. 
are House Sivis's document services. Again through 
the performance of rituals, house scribes can write 
documents in unbreakable codes. translate to or 
from any language. and notarize papers and letters 
ofcredit using marks of identification that are all but 
impossible to forge. (This last service makes House 
Sivis utterly indispensable to Khorvaire's system of 
banks and trade-a fai that greatly irritates House 
Kundarak. which otherwise manages the various 
banking guilds and lending houses and would prefer 
not to have its customers relying on another house.) 

lionise Sivis maintains a number of message 
stations in scattered communities, places where 
messages can be sent and received. This cormnunica-
tion method is cheaper than having a message sent 
directly to an individual. 

House Orien specializes in courier and delivery 
services. particularly over long distances. making use 
either of its lightning rail or the Linked Portal ritual. 
These deliveries are not quite as immediate as spoken 
communication through sending stones. but they're the 
best solution for transporting documents or packages 
across long distances and the cost is appropriately 
high. 

CRAFT AND CONSTRUCTION 
Although some magic-using crafters are indepen-
dent magewrights, the majority are associated with 
a dragonmarked house or with a guild that is in turn 
overseen by a house. House Cannith provides tools 
and construction materials to those who can aflOrd 
them. enabling buildings to withstand weather. age. 
and simple neglect. Its members construct forges that 
improve the skills ache smiths who use them. and 
spinning wheels that bestow a bit of magic into the 
yarn they create. Cannith and Lyrandar have both 
been commissioned to create buildings that could not 
exist without magic. some in peculiar shapes (Can-
nith) and others that hover In the air like the towers 
of Sharn (Lyrandar). 

1 louse Kundarak makes sonic of its income pro-
viding security systems for the rich and powerful. 
including portals that cannot be opened without the 
proper password and illusory bells that chime when 
an intruder nears. House Orien has been known on 
occasion to move entire buildings. when hired to 
do so. 

COMFORT AND HOSPITALITY 
Ghallanda is known as the I louse of I lospitality, and 
it is most well known when it comes to the magic of 
comfort. Its inns and hostels provide food and water 
guaranteed pure (or even enchanted to ensure the 
health and vitality of the customer), pest-free rooms. 
and even rooms enchanted to prevent disturbance by 
outside noises. Ghallanda also offers services for the 
balls and celebrations oft he rich and famous. such as 
bottomless punch bowls, self-cleaning platters. and 
animated decorations and instruments. 

But not all magic of comfort and convenience 
is limited to taverns or soirees. nor to I louse 
Ghallanda. Magewrights of all houses (and many 
independents as well) know how to create simple 
items of convenience. such as magic streetlights 
that never burn out. storage boxes that keep food 
From spoiling. beds that ensure a good sleep with-
out bad dreams, even garbage receptacles that 
instantly turn waste into rich soil. The performance 
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of rituals such as Make Whole is a common (if 
expensive) magic service provided by House Can-
nith. A cobblestone city street made utterly dean of 
mud, scuffs. random refuse. or horse droppings: a 
shop that is cool and comfortable even on a blister-
ing summer day: a party where the glasses refill 
each time they touch the table—these signs indicate 
that magic ofcom fort and convenience is being 
employed. 

SCRYING, SPYING, 
AND INVESTIGATION 
When they've been stymied by a monster they can't 
klentify or a spell thq've never seen. city guards and 
even Deneith Sentinel Marshals sometimes turn 
to other houses. The most commonly approached 
houses are Phiarlan and Thuranni, which have scry• 
ing magic second to none. With the exception of 
certain public or powerful figures. these houses arc 
willing to scry anyone or anyplace—for a price. A very. 
very high price. 

Some of the less scrupulous scions of House Phiar-
Ian and I louse TIM ra mit hire out their services to 
others as well—politicians, criminals, private investi-
gators. even adventurers. As for any criminal activity 
that might come of that scrying—well. the house 
made It clear that its SCIV "Ces were ROI to be used for 
nefarious purposes. It's hardly the house's fault if that 
happens. The fact that these houses also sell rituals 
and services to counter scrying is. of course. a simple 
coincidence °filminess. 

House Medani and I louse Tharashk arc both 
heavily involved in the work of' private investigation. 
I louse Tharashk, true to its dragoittnark. is best at 
finding people and things. while the inquisitive% of 
House Nledani excel at unraveling mysteries of all 
sorts, aided by the magic of rituals. 

TRANSPORTATION 
Some of the most common everyday magic in Eber-
rn involves the many methods of transportation. The 
most famous are the House Orion lightning rail and 
the House lyrandar elemental galleons and eletnen-
tal airships. These transports are frequented by the 
rich. but even members of the middle class can of 
the occasional lightning rail journey. 

The lightning rail and the elemental galleons are 
far from the only mystical means of transport. Flying 
coaches take people across the length and height 
of Sham. magebred animals serve as mourns and 
living weapons of war, and many merchant caravans 
use enchanted harnesses to increase the speed and 
endurance of draft animals. Many governments and 
major institutions have their own permanent 'depor-
tation circles. ensuring that instant transport Gum 
one such location to another is. if not easy, at least no 
harder than it must be. 

In the modern era, the world of Eberron has never 
been smaller. Travelers no longer face tumults•long 
Journeys when crossing the continent, not when 
the lightning rail offers an economical means to 
reach destinations in a fraction of that time. Even 
the distant continents of Xen'drik and Sadona can 
be reached in short time by elemental galleon or 
elemental airship. When instantaneous travel is 
required. I louse Orden is happy to oblige. offering 
a vast portal network linking nearly every city and 
every land ... for the right price. 

MOUNTS 
Biding horses. ponies. and other mundane steeds are 
as common in Eberron as they are in other workls. 
Griffons. giant eagles. and other flying steeds are 
also available for those who can afford the price and 
upkeep. Khorvaire even features several creatures 
unique to its lands. W hether  magically enha nced 
through guarded rituals. specially bred, or domes-
ticated from the wild, these mounts offer useful 
abilities to those trained to ride them. 

Carver. Clawfoot. and Fastieth: Giant reptiles 
roam the Talerna Plains. long ago. the !miffing% who 
live and hunt these lands domesticated these beasts 
fiw use as steeds. Of these creatures. carvers and 
clawfoots are the most common. Both are bipedal 
drakes equipped with razor-sharp talons and ter-
rible teeth. They are ideal mounts for war and travel. 
The halflings also make use of a slightly smaller 
beast known as the fastieth. Bred for speed. it can 
keep pace with a common riding horse in spite of its 
slight size. 

Dragonhawk: The national symbol of Aundair. 
dragonhawks are used by the Knights Arcane and 
other military organization . Although generally not 
for sale. they can be found on the black market. 

Glidewing: Native to the Talema Plains. the glide. 
wing is a flying reptile with a thin head crest and 
tufts of brightly colored feathers. Halflings use glide-
wings for scouting and for monitoring the migratory 
patterns of animal herds throughout the region. 

Magebred Destrier: House Vadalis magically 
enhances natural creatures to breed superior ver-
sions. A magebred destricr is a superior steed valued 
for its endurance. Intelligence, and speed. 

Nralenar Riding Horse: Famed as the fastest 
horses in all of Khorvaire. these animals arc bred 
by the elves of Valenar to carry warriors across the 
battlefield. A mounted Valenar elf is able to speed 
into the thick of combat. strike. and dart away. 
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Carver 
	 Level 6 Brute 

l .ir a rututal h4 nsr 1311$111.111  ,  trepans  I 
	

XP ?SO 

initiative *5 	Senses Perception • 3 

HP 85; Blood-red 42 

AC 18: Fortitude 10, Reflex 18. Will 16 

Speed 8 

Bite fstandard; 

.9 vs. Af_11i18 • 5 damage, and ongoing 3 damage Isager ends). 

Takns (standard; at•illl 

-9 vs. AC. 414 r 1 damage. 

Vicious Steed (nth* mounted by a friendly rider of 6th lesx4nr 

higher, atwill) ♦ Mount 

When a carver's rider misses with an opportunity attack_ the 

carver makes a talons attack against art enemy within reach as a 

free action. 

Alignment Unaligned 	Languages 

Str 201-8) 	Dex 1S 	 Wls 100.3) 

Con IC f-S) 	Int 2(.1) 	 Cha 6(+1) 

Clawfoot 	 Level 3 Skirmisher 
Medium natural beast (moon'.  re  Ole) 

	
XP 150 

Initiative -6 	Senses Perception *1 

HP 46; Bloodied 2 3 

AC 17; Fortitude 16, Reflex 16. W111 13 

Speed 6 

Talons (standard; at•w(10 

-9 vs. AC: 1118 • 1 damage 

Clawfoot Charge (while mounted by a friendly rider of 3rd level or 

higher; at will) Mount 

When a clawfoot's rider charges, both the ciawfoor and the 

rider make melee bask attacks. 

Medium Steed 
A 	C I emurr, ‘ an rifle a rlawfewat• 

Alignment Unaligned 	Languages - 
Sir 1G :•1 1 	Dex 16(4-41 	Wis 11 1 4 1) 
Con 1• 4+ 3) 	Int 2 I-31 	 Cha 6(1) 

MOUNTS 
Mount Prke (gp) Speed Per Hour Per Day Normal Load  (It.)  Heavy Load  (lb.)  Rash/Drag (lb.1 

Carver 1,800 8 4 miles 40 miles 750 SO0 1,250 

C law' out 680 6 3 miles 30 miles 170 340  850 

Dragon hawk 3,400 (fly} 71,+3 miles 75 miles 170 340 850 

astirth S20 10 5 miles 50 miles 160 320 SOO 

G1Mewing 7,600 15 (fly) 7 112 miles 75 miles 170 340 850 

Magebred &strict' 1,000 10 5 miles SO miles 1/5 550 1,3 /S 

Valenar riding horse 360 12 6 miles 60 miles 175 350 875 

Fastieth 	 Level 2 Skirmisher 
Medium natural beast ?mount, re rtillei 	 XP 

Initiative 5 	Senses Perception .1 

HP 36; Bloodied 18 

AC 16; Fortitude 13. Reflex 14. Will 11 

Speed 10 

Bite (standar* at will) 

-"Sys AL; 1d8 I damage 

Fastieth Burst (move: while mounted by a friendly rider of 2n41 
level or higher; encounter) Mount 

shifts c.quares 

Medium Steed 

A Small creature can ride a (aistioli. 

Alignment Unaligned 	Languages 

Str 161-4) 	Dcx 14 t•-31 	Wk 11 I-1) 

Con 12 (4-21 	int 7 1•11 	 Cha 6(•I) 

GlIdevring 
	

Level 7 Skirmisher 
tar e natural beast (mount, reptiie i 

	
XP 300 

initiative • 9 	Senses Perception •9 

HP / Bloodied IS 

AC 12:Fortitude 19• Reflex 20. Will 1/ 

Speed 5. fly 10, overland flight 15 

Bite (standard; at will} 
•1/ vs Mil 1(16 • 4 damage. 

Diving Smash (standard; usable only while flying: at-will 

The gliciewing (barges and gains a -1 bonus to its attack, roll 

instead of the normal -1 bonus. It shifts 1 squares after the 

charge. 

Aerial Agility awhile mounted by a friendly rider of 7th level or 

higher) + Mount 

While Rying. a giidewing grants us rider ail bonus to all 

defenses. 

Catch the Wind (free; encounter) 

The glidewing gains hour until the end ol its next turn. 

Alignment Unaligned 	Languages - 

Dragonhawk Level  8  Brute Str 171-61 Dex 191-1) Wis 17 t+4) 

tar 	natural beast (mount  p XP 350 Con 131•41 Int 2 1-1i Cba 6 (41) 

Initiative T 	Senses Perception -11; low light vision 

HP 108; Bloodied 54 

AC 10. Fort Ittxle 11, Reflex 19, Will 20 
Spred 3. fly 11• overland Right 15 

+;.. Claws (Standard atwill) 
- 11 vs. AC; MR + 6 damage. and the dragonhawl slides the 

target 1 square. 

Uncanny Instincts (while mourned by a friendly rider of 8th level 

or *ha:at•will:I Mount 

A dtagonhawk's rider rolls initiator twice and uses the highs!' 

result. In addition. the rider gains a •2 bonus to Perception 

checks. 

Alignment Unaligned 	Languages - 

Sir 13 10) 	Dex 11144 	 Wis 14 (-(5) 

C0(1181.-81 	ant 2 i , (11 	 Cha 6 (*2) 



Magebred Destrier 
	

Level 5 Brute 
large natural rnagrcal beast Onsount) 

	
XP 701] 

Initiative -4 	Senses Perception 43: low-light vision 

HP 76; Bloodied 38 
AC 17. Fortitude 19, Reflex 16, Will 15 

Speed 8 

C'D Kkk (standard: at , will) 

8 ss. AC. la  9 damage. 

Trample (standard; at will) 
1 he I-nage-bred descrier can mow up to its speed and enter 

enemies' spaces. This movement prryn,kes opportunity attacks, 

and the destrier must end its move in an unoccupied spare. 

When it enters an enemy's spate. the descrier makes a trample 

attack2 • 6 vs Relies= 1d8 - 6 damage, and the target is knocked 

prone. 

Charger (while mounted by a friendly rider of 5th level or higher) 

+ Mount 
When J destrier's rider < barges, the rider gains a -6 bonus to 

damage rolls 
Bonded Mount (when a friendly rider of 5th level or higher spends 

a healing surge; encounter) 4. Mount 

The magebord descrier gains temporary hit points equal to the 
rider's healing surge value. 

Alignment Unaligned 	Languages - 

Skills Endurance +10 

Stir 221+81 	Dear 14 (4-4) 
	

Wis 12 (+3) 

Con 16(+5) 	Int 31-2) 
	

Chu 10(+2) 

Valenar Riding Horse 	 Level 2 Skirmisher 
Large fey beast (mount) 	 XP 

Initiative ; 	Senses Perception +3; low light vision 

liP 37: Bloodied 18 

AC 18: Fortitude 14. Reflex 16. Will 14 
Speed 10 

0 Kkk (standard: at•m11) 
7 vs AC; 1d6 - 6 damage. 

Nimble Beast (move; encounter) 
The Velenat riding horse shifts 7 squares. 

Swift Steed (minor; while mounted by a friendly rider of 2nd level 

or higher; encounter) ♦ Mount 

The Valenar riding horse gains a *4 bonus to speed until the 

end of its nest turn_ 

Alignment Unaligned 	Languages - 
Skills Endurance -7 
Str 14 0-3) 	Dcx 1130.St 	Wk 14 (431 
Con 13 (-21 	int 2 (-31 	 Cha 9(00) 

TRAVEL, DOCUMENTS 
Travelers in Khorvaire are generally free to go where they 

choose, but certain restrictions do exist. Suspicions and 

old grudges have created barriers to travel between the 

Five Nations that weren't factors when Galifar existed. 

Visitors to neighboring lands are often required to show 

some form of identification so that foreign governments 

can trick their passage and identify possible threats. 

Travel documents come in many Forms, but all give 

a traveler's description, distinguishing  characteristics. 

primary residence,  and other pertinent information. 

Government  and  dragonmarked houses provide Sivis 

notarized travel papers for  a  reasonable price 

COACHES AND CARAVANS 
Transportation by House Orien coach or caravan is 
a great way to cross vast distances without attract-
ing attention. Most caravans consist of long trains 
of horse- and ox-drawn carts and wagons, burdened 
pack animals, and their handlers. One doesn't hire 
a caravan as much as one pays to accompany a 
caravan to its destination. Caravan masters usually 
waive the lee for adventurers who offer their ser-
vices as guards. 

Orien coaches follow scheduled mutes within a 
city or to one of its outlying settlements. Travelers can 
charter a House Orion coach to other destinations. 
but a much more economical choke Is to book pas-
sage on the mail coaches as they make their circuit 
among the major intik stops in the region. 

A typical House Odor coach is an enclosed wagon 
divided into two compartments, one for the crew 
and the other for passengers or cargo, drawn by four 
sturdy horses. Cushioned benches accommodate up 
to twelve passengers. The coach has a crew of two—a 
driver and a porter who doubles as a bodyguard. 

LIGHTNING RAIL 
The kingdom of Galifar oommissiorwd "louse Can 
With and House Orien to construct a means of rapid 
transportation across the nation. The objective was to 
expedite the movement of soldiers. goods. and people 
while avoiding the troubles that plague slow-moving 
caravans. Each house contributed to the creation 
of the lightning rail. but it newt- could have existed 
without [louse Can n ith's conductor stones. 

These large. glowing orbs are inert in isolation. 
I !mem; when placed in a row, they define a path-
way of magical energy. Conductor skrnes are installed 
on the underside of specially constructed wagons. 
coaches. and other vehicles. When vehicles so 
equipped are placed over a preconstructed pathway. 
rite conductor stones on the ground gently and pre-
cisely repel the stones on the coach, causing it to float. 
This phenomenon creates an effectively frictionless 
mode of travel, allowing the vehicle to move far faster 
than by mundane means. 

Conductor stows do not, however, provide propu l-
sion. House Orien a nd the /Margo gnomes solved that 
problem by binding an elemental spirit to a land cart. 
Combining elemental-bound coaches with long lines 
of passenger carts. cargo boxes, and other container 
vehicles gave birth to the lightning rail, so named 
because a train's movement across the pathway of 
conductor stones generates bright displays of sparks. 

The lightning rail survives still, and rentains as 
fast as in the past, but the network does have limits. 
The century-long conflict prevented "louse Orien 
from expanding the hues beyond the Five Nations. 
and transport between the former enemy tua inns 

was heavily restricted. Thus. current lightning rail 
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destinations are largely limited to locations within 

the Five Nations. with a few stops in Zilargo. the Muir 

Holds, and the Talenta Plains. Now that the war is 

over. House Orien has begun the process olexpand-

ing the lines. It is actively recruiting labor from local 

nations in order to carve routes to n•s% lands. 

ACCOMMODAT IONS 
i.ighining rail passengers choose from three levels of 

accommodation. Most riders travel in standard class, 

getting a seat. modest meals, and a bunk in a steeper 
cart. The poor (or thrifty) are relegated to steerage 

class, where an uncomfortable bench is the extent of 

the amenities offered. Those who have style and coin 
can opt for first class. enjoying cushioned couches. 

full sized beds, fine meals, and attendants to see to 

every nerd. 11w wealthiest travel in their own carts. 
which they link to the rail for a steep lee. 

About a third of every lightning rail train consists 
of cargo carts used Set ship livestock, dry goods. and 

other materials. Passage in a cargo cart is strictly 

Iorbidden. but it happens from time to time. A sub• 

class of people who have no place to go find homes 

nestled between the sacks and crates of these earls, 

ELEMENTAL VESSELS 
Elemental vessels have existed fiir centuries. but it 

Avasnt until the Last War that Zilargo was able to 

produce these vehicles in great numbers. Elemental 

vessels are fast growing in popularity and can be 

limnd throughout the continent and beyond. 

ELEMENTAL AIRSHIP 
Regarded as the most advanced vessel designs Imm 

lilar ■o, elemental airships are a new addition to 

/lous• I y randar's transpornItion services. 	th•nt. 

l.yrandar has stalled to break I louse Orien's near 

monopoly on shipping. 

Elemental airships are similar in appearance to 

seafaring vessels, but instead of sails have stabilizer,. 

rudders. and fins. Each elemental airship has four 
strums, two on lop and two more beneath the vessel, 

that contain the elemental spirit that propels the ship. 

When the vessel is airborne, the struts form a path • 

way along which the elemental rages. The creature 

encircling the ship might appear as a miling disk of 

lightning. fire. or air. depending on its nature. 

Although an elemental airship flies by means of 

its elemental. the creature's fantastic power is not 

sufficient to raise the vessel from the ground. Thus. 

all elemental airships are constructed olsoarmaid—a 

rare and expensive timber harvested from the forests 

of Aerenal. Cite extraordinary price alike materials 

that make up elemental airships has limited their 

numbers. restricting their use to only the very rich 

and very powerful. 

ELEMENTAL LAND CART 
ills uncommon vehicle is finind alutost exclusively 

in the hands of members of I louses Mien. tam -dill. 

and Kundarak. The elemental land cart resembles 

an oversized wagon. An elemental creature, usually 
a spirit of cart h, resides in a I: hyper dragunshard 

housed in the front of the land cart. land carts can 

bold up to eight passengers or a considerable amou nt 
of cargo. 

ELEMENTAL GALLEON 
Elemental galleons are the most common elemental 

vessels in use throughout kliorvaire. As a staple in 

I louse Lyrandar's shipping fleet. elemental galleons 

can be found skidding over the waves oil Khorvaire's 

seas and beyond. Similar in appearance to mundane 

sailing vessels, elemental galleons are superior ill 

terms of cargo capacity and speed. An elemental gal-

leon has about half the number dulls of a mundane 

ship and is distinguished In a strange ring of moving 

air—the hound elemental that propels the vessel. 
Yariet ► • within elemental galleons is largely 

sup•r114 ial, little more than time crafier's personality 

reflected in the construction. but a few variations 

TRAVEL TIMES AND PRICES 

I/thick/Method rare Chartered Speed Per Day Per Hour 
Caravan 

Coach 

1 sp/mi. 

1 sp,'mi. 70 gp,'day 

4 

10 

20 miles 

so miles 

2 miles 

5 mile% 

Elemental airship 1 gpitni. 11.000 gp,rday 20 420 miles 20 miles 

Elemental galleon 3 spirni. 750 gp ,'day 10 170 mile% 5 miles 

Lightning rail 60 720 miles 30 miles 

First class sprmi. 1.000 gp.'day 

Standard class 2 sp/mi. 

Steerage (lac% 3 Wm!. 

Sailing ship. Lhaiaar 5 cp/mi. 200 gpfday 8 96 miles 4 miles 

s chip, standard 4 cp/mt. 160 gp. ,'day 7 84 miles 3 1)'2 miles 

Linked Portal 50 gp 

Teleportation circle access SO gp 
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stand out inan the rest. When the Last War erupted. 

iilargo anisans began production of starmsh fps. 

mighty bat lesliips with inipres,sive artnante nts  
named for the dark and angry clouds created by the 

hound elemental spirits. Another design proved caps 

hie of moving beneath the waves. although only three 

were constructed before production was halted after 

the hard-won peace. Other variations might exist-

rumors persist or strange prototypes developed at 

the height of the war-hut they remain hidden away 

in secret Margo workshops and I louse 4randar 

enclaves. 

MUNDANE VESSELS 
Although fantastic voyages using magical craft are 

available for the right price. most people rely on 

far more economical options. For every elemental 

galleon in port. a dozen mundane sailing ships-

longships. greatslilps. and pinnaces (all of which 

are described in Adventurer's Vault)-can be found. 

The dock might also hold swift ships of the Lhazaar 

Principalities. sleek vessels valued ibr their speed 

and maneuverability. Rut even mundane vessels 

can have magical enhancements. 4randar sailing 

craft. for example. are equipped with magic helms 

to let dragonmarked pilots coax more speed than the 

winds and seas allow. 

PORTALS 
House Orien maintains an extensive network of 
permanent teleportation circles in cities throughout 

the Five Nations. Outside the Five Nations, circles 
are somewhat less 	 !linked to the larger 

cities anti national capitals. Urien invests heavily in 
expanding this service. hawever, and expeditions to 

remote regions are under way to allow customers to 

reach even the most far-flung places. 

I louse Orien ensures Its control of the portals by 

localitig them inside sprawling stations that feature 

fine accommodatiuns-rooms. restaurants. shops. and 

spas-to pamper customers and protect the circles 

from unauthorized use. For paying customers. Oriel' 

heirs perform the linked Portal ritual, allowing rapid 

transportation between any two of the house's estab-

lished teleponation circles. The house also allows 

experienced ritual casters to use its tebportat ion 

circles as the origin point for their own rituals. which 

reduces the component cost of the Linked Portal or 

True Portal rituals as described in the ritual entries 
in the Player's Handbook. Realizing that anyone who 

has access to the Linked Portal ritual could use them. 
however. the house closely guards the sigil sequence 

associated with each one. 
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Eberron is a world of magic. Magic flows in the ocean 
tides. rises up from the roots oftrees. seeps like fog 
down the slopes of mountains. On occasion, that 
magic gathers. accumulates. and soaks into the land 
until it can contain no more. Sometimes, the living 
creatures of the world find ways to harness the ambi-
ent magic ort he world. Whether naturally occurring 
or artificially constructed. the result is a wondrous 
location—an area, geographical feature, or construct 
that has its own ambient enchantment. 

WONDROUS LOCATION 
LORE 
Use the Difficulty Class and Damage by Level table 
(MC 42) to set the DC% required for characters 
to know anything about a given wondrous loca-
tion. using the characters level. Most such checks 
involve Arcana. but sites infused with divine power 
or reltgious significance should rely on Religion. and 
particularly old and infamous sites might require 
History. For the most part. moderately difficult 
checks allow a character to know some basic details 
about the site or device. Mow sped fir information 
(including bow to operate the ambient magic) should 
require hard checks. At your discretion. particularly 
obscure or powerful locations might involve checks 
against DCs 5 higher than the hard DC on the 
table. or they might be secret information, requiring 
research or powerful divination rituals. 

TYPES OF LOCATIONS 
Some wondrous locations are the result of deliberate 
manipulation. They are created through performance 
of the Etichant Magic Item ritual. although addit ional 
rare or unique components are sometimes required. 
Other wondrous locations occur spontaneously. the 
ambient magic of Eberron or other planes coalescing 
to farm a region of "nal u ral" enchantment. 

The most common types of wondrous locations 
include areas where ambient magical energy or emo-
tional trauma leave the earth transformed. 

Manifest Zones: The most common wondrous 
locations occur where other planes or planar regions 
manifest on Eberrou (see "Planar Influence." page 
259). The sort of magic that infuses a manifest zone 
is related to the plane or planar region its tied to. For 
instance. a manifest zone tied to Dolurrh is suited to 
necromant is magic, and a ma nifestat ion of Fern la 
likely accumulates fire-related magic. The magic that 
keeps the towers ofSharti aloft relies on the cites 
location within a manifest zone linked to Svrania. 

Lingering Arcana: Areas exposed to potent 
magic, or frequent magic over a long period, ran 
become wondrous locations. Such places might 
include a site ofgreat mystical destruction from the 
Last War. or the "dumping ground -  of failed experi-
ments from an old Cannith laboratory. 

Sacred Sites: Holy shrines. ancient temples. dru-
idic groves, and similar sites yumetirnes acquire an 
innate spark of divine or primal power. 

The Weight of Death: Areas where an enormous 
number of people have died such as massacred towns 
or old prisons) or where a single potent creature has 
been slain (such as the resting place of an ancient 
dragon) sometimes retain enough of the essence of the 
deceased to become wondrous locations. 

Eldritch Machines: Constructed by F,berron's 
most ambitious- crafters and destructive villains. 
eklritch machines are devices of terrible power and 
singular purpose. An eldritch machine can he the 
stuirof grand adventures, as characters race against 
time to prevent its construction or to find some 
means of destroying it before it can be completed or 
used. 

Creating an eldritch machine is much more dif 
ficult than making a more mundane magic item. It 
might require ancient secrets known only to demons 
or dragons, quori or daelkyr. The components might 
be unique in the modern age. requiring ambient 
magic or the proper a I ign win of moons or planes. 
The process requires a long and complex ritual that 
might take weeks or even years to complete. 

Eldritch machines are difficult to use and prone 
to malfunctitm. Most checks required to operate all 
eldritch machine are of hard difficulty. If a check 
fails by 10 or more, or if the operator fails .e %kill dial, 
lenge to operate it, the machine falls apart or destroys 
itself—perhaps violently. 

USING WONDROUS 
LOCATIONS 
Finding. identifying. and studying a wondrous Iowa• 
lion isn't enough: a character must also know how 
to activate it. Below are discussed Ihe most common 
means of doing so. 

Ambient/Constant: Some wondrous locations 
have effects that simply happen. regardless of what 
anyone does or dues not do. 

Ceremony: Activation can involve something as 
innocuous as performing a particular chant. as pain , 

 lid as sacrificing a magic item, or as gruesome as 
spilling the lifeblood (Ilan innocent. 

Environmental: The magic of some wondrous 
locations might awaken only at midnight on the 
summer solstice. when the stars are right. in the 
middle of a thunderstorm. or on the anniversary of 
King iarot's death. 
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Proximity: A wondrous location might activate 
when a ilart felt lar creature or object comes within 
range. A location based around a Prophecy Mark 
(see page i 7) might function when anyone who has 
a dragoninark enters. a Da rguun runic circle might 
trigger when a goblin approaches. and an ancient 
shrine ol the Dark Six might work for anyone wearing 
the Dark Star (see page 244). 

Ritual: Smite wondrous locations are tied to a 
unique ritual. Characters must locate the ritual. return 
to the site, and then perform it to activate the location. 

Skill Use: A character might access the magic 
through an appropriate skill check or skill challenge. 
Arcana is the most common skill required. but the 
check or challenge could use any other skill (Religion 
to utter the right prayer. At hlet ks to move heavy 
stones into the right configuration. and so forth). 

Spells, Prayers, or Other Powers: A necroman-
tic site might require a charac ter to u se a power that 
deals necrotic damage before it begins to Function. 
One that heals might require a healing power, while 
a location that allows control over the weather might 
require a manilal user to call down a lightning holt. 

SAMPLE LOCATIONS 
Creation Forges: Arguably the most well•known 

wondrous locations throughout khorvaire are the 
creation forges of House Cannith. These enormous 
contraptions—columns of steel containing glowing 
panels. Ores as hot as the pits or Frrnia, clattering 
cables and ornate moving parts—arc designed to 
churn out inechataxed soldiers. They are must well 
known kir creating warkirged, but arc equally capa-
ble of formulating of her constructs such as guardians 
(MM 149) and homunculi (AIM 156). The creation 
forges have all been shut down under the Treaty of 
Thronehold (officially, at least), but House Cannith 
has Simi lar devices liar the creation of magic items 
oilier than constructs. 

House Cannith typically built its creation forges in 
areas of lingering magic. at the intersection of arcane 
energy lines, or in manifest zones connected to Fern ia 
or Shavarath. Ca:milli-built forges can be operated 
only by a character whu has the Mark of Making. 

The Chasm of Forgotten Echoes: In a deep 
crevice between two sheer peaks of the Shadow-
crags in the I)etnon Wastes, an ancient Khyber cult 
placed great dragonshards in positions of power and 
mortared them into place with the blood of inno-
cent victims and the ichor of the damned undcad. 
The result is a cave that echoes with the voices of 
the dead, carried from the depths of Dolurrh. One 
can stand on the edge overlooking the cavern's 
unfathomable depths and speak both the name of 
a deceased individual and a quest km. lfa character 
then succeeds on a DC 30 Arcana. History. or Reli-
gion check, an echo conies back in the voice of the 

deceased. carrying an answer to the question. This 
communication works only lithe question is one for 
which the named spirit would know the answer, and 
only short replies are possible. If 	check fails by 
10 or more. either the reply is false or the speaker 
is attacked by an enraged spirit (perhaps a ghost 
or wraith). An individual can ask a question of the 
chasm only once per month. 

Dimensional Seals: These relics of the ancient 
war between the Gatekeeper druids and the fixers 
of the daelkyr appear scattered across the Eldeen 
Readies and Ow Shadow Marches_ Massive stone 
slabs covered with labyrinthine patterns of runes 
and sigils, these seals stave uffthe planar influ-
ence that would otherwise manifest in a location. 
A dimensional seal negates the died of a manifest 
zone (often one linked to Xoriat), and legend suggests 
that the combined influence ofall the dimensional 
seals hi Khorvalrc keeps the plane of Xoriat at bay. 

Teleportat ion does not Function within 100 yards 
of a dime nsional seal—creatures within that area 
can't leave by teleportat ion. and no creature can 
telepurt into the area. Sum naming powers also don't 
function in proximity to a seal. 

Ever v known dimensional seal is at least nine 
thousand years old, and the magic that powers many 
of them seems to be weakening with time—or per• 
haps because of the efforts of alien beings on the 
far side, and %timelines Cults of'the Dragon Below 
on the Eberron side. A weakened dimensional seal 
allows the influence ofXoriat to extend back into the 
area it was meant to protect, typically producing an 
effect called the Depravation. In these areas. all life 
is slowly warped and corrupted, producing alien-
looking plants and aberrant monsters. 

Genesis Forge: Ore of the greatest creations of 
House Cannith. the genesis forge was the sive of a 
small fortress—a mountain to a creation lorges mole-
hill. As long as enormous amounts of raw materials 
are fed into it regularly, a genesis large can create 
mundane equipment (weapons. armor. and the like) 
in one-quarter the time and for one•hall t he cost 
that a mortal crafter needs. When fed with residuum. 
it can create magic items in a way similar to the 
Enchant Magic Item ritual—again in one-quarter the 
time and at tuella If the cast. House Cannith used its 
genesis forge kw mass production of both mundane 
and magic items_ 11's said that a genesis forge can 
even produce creation forges. 

A genesis forge can be built only in a region that 
has strong lingering arcane energy amid at least a faint 
manifestatiun of a ny realm attic Elemental Chaos. 
Its operation requires enormous amounts of rare 
metals and dragonshards. The only genesis forge ever 
known to exist us- as located hi Cy re, and thus was 
lost on the Day of Mourning. To this day, House Can-
nith struggles to gather the components and locate a 
viable place to construct a new one. 
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Siberys Observatories: The dragons of Argonnes-
sett and the Gatekeeper druids have both built great 
observatories to study the Ring of Siberys. From these 
locations, they believe that they can read the future or 
interpret elements of the Manville Prophecy. Argon-
!lessen observatories are enormous structures of 
metal and stone. filled with powerful lenses and intri-
cate orreries. Druidic observatories tend to be stone 
monoliths interwoven with cultivated. twisted trees. 
Both types of Siherys observatories allow divination 
rituals to be performed at half the component cost 
and with a +S enhancement bonus to all relevant skill 
checks. They grant the same bonus to scrying rituals. 
but only when targeting a creature or location bear-
ing a diagonmark or Prophecy Mark. Finally. when 
trying to determine direction. predict the weather, 
and so forth. anyone using a Siberys observatory can 
make an Arcana check in place uf a Nature check. 

Siberys observatories are found in regions 
that have a strong balance between Khyber and 
Siberys. They typically incorporate large. uncut 
Siberys. KIwher. and Eberron dragonshards in their 
construction. 

Soulwaters: These crystal-clear pools refresh 
the hotly and scud oft law who bathe within them. 
Any living being that does so—a procedure requiring 
a short rest—is healed of all physical maladies. This 
recuperation includes hit point damage. conditions. 
and diseases (as with the Betrayer Affliction and Cure 
Disease rituals, but without the need for any roll). A 
character can benefit from this effect no more than 
once per day. 

Soulwaters are also addictive, and the potency of 
that addiction is relative to the strength of the user. 
Each time a character uses the pool, the soulwaters 
make an attack roll, with a bonus equal to the char-
acter's level +3. against the character's Will defense. 
lithe attack bits, the character becomes addicted. 
As long as the character bathes in the same pool of 
soulwaters daily, he or she suffers no ill effects. If the 
character goes a day without the soulwaters, however. 
he ur she contracts a disease mechanically identical 
to hellfever (1/1.1( SO). except that the Endurance 
DCs for the disease are based on the character's 
level: improve DC l8 + one-half level, maintain DC 
13 + one-half level, worsen DC 12 one-half level or 
lower. The character can recover from this disease by 
returning to the soulwaters, but it starts all over again 
should he or she miss another day. The character can 
also shake off the disease through natural recovery or 
the Cure Disease ritual, het a character who shakes 
offt he addiction can never again benefit from that 
particular soul water pool, 

Soulwaters appear in areas where a congregation 
of the faithfid died praying. or in manifest zones con-
nected to Irian or Thelanis. 

Weaver of Flesh: A construction (tithe Emerald 
Claw. this device is a conglomerate of rusted iron  

cables. bone gears. and pumping muscles oitandead 
flesh. The device's creator is initially considered its 
master. but a character can transfer mastery to a new 
individual by making a successful IX: 27 Arcana 
check. performed within the heart of the device. 

Once per day. the device can create a zombie hulk 
from the corpses of one Large. two Medium. or tour 
Small humanoids. The victims must be led into the 
machine alive. which slays them and uses their esca• 
ing essences to animate 	zombie. The zombie is 
under the command of the device's master. 

device can also be used to reshape the face of 
a willing creature to match that of a nother creature 
(usually not so willing). The creatures must both be 
humanoid. and of t lw same size. Both must be fed 
through the machine. The recipient lakes on the 
form of the victim (see the description ofthe Change 
Shape ability. MAI 280). The donor is slain and 
stripped of its face. which is attached to the recipi-
ent. This change lasts until the recipient goes back 
through the machine to resume its old form. 

All humanoids that die within two miles ora 
wearer of flesh rise as zombie totters under the con-
trol of the device's master. Those that die within 100 
feet [tithe device rise instead as corruption corpse 
zombies. Older and more primitive versions of this 
device, called emerald reanimators. lack the ability to 
create corruption corpses. 

A weaver of flesh either must be constructed 
within a manifest zone linked to Mahar, or else it 
must in 	into its mechanisms the unheating 
heart and quasi-animate musculature Dia sent iem 
undead being of level 16 or higher. 

THE FEYSPIRES 
Every child in Galifar has heard tales of wandering 
cities—fey citadels that come arid go whenever the 
story requires their presence. A shepherd. following 
his hock through the ling. stumbles upon a glnrious 
metropolis and falls in love with a beautiful eladrin 
lady. When he leaves the city, he cannot rind his way 
back and spends his life searching for his fey princess. 

Any bard knows several variations ofthis tale. 
Recently. the source of these stories has been forced 
into the light. Wandering cities are real. They are the 
leyspiresofThetanis. the seven jewels of the Faerie 
Court. For tens oft Imusands of years they have passed 
between Ebernm and Thelanis. shifting across the 
planar divide whenever the influence ofTheIattis was 
at its height. Following a disastrous conflict in the 
Age of Giants. the icy lords employed powerful magic 
to cloak their cities from mortal ryes. The feyspires 
became places of legend. found only by chance and 
rarely seen twice before they shifted back to Thelanis. 

'Men came the Niourning. 
Thelanis was close to Eberron when the disaster 

struck. The greatest of the kyspires. Shaelas Tiralet h. 
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was in the southeastern part of tyre. Connected 
through their planar origin. all seven eiadrin cities 
►sere rocked with tremors the moment the dead-gray 
mist rolled over Shae has Tiraleth. The ancient spells 
that shielded the cities from the outside world ►sere 
shattered, and they stood revealed fur all to see. 

A few of the feyspires are in remote locations. For 
example. the appearance of Titer Irian Doresh in the 
dark woods of the Lhazaar Principalities drew little 
attent ion. Others are closer to existing cities, however. 
and the inhabitants of those fey - strongholds were 
met with suspicion and hostility. For their part. the 
people tithe feyspires reacted with fear. Many ques-
tions remain unanswered. Can the magical defenses 
be restored? If not. how can the cities be defended? 
What has hi-conic of Shack's Tirairth? When will the 
feyspires return tit Thela nis? The cities should have 
returned to the Facrie Court by now. but so far all 
have remained on Ehermn. Some eladrin Fear that 
their cities are stranded permanently. Ot hers—those 
who have taken an interest in their item, home—are 
a fraid that the cities might snap back to thelanis 
without warning. 

the inhabitants of the feyspires are primarily 
Oadrin. but the cities also include gnomes and ache; 
ley creatures. Over the last few years. quite a few 
eladrin have Feli the spires and spread across hor• 
►aire. Some are pursuing the interests of their home 
cities, while taller% ward; (or rom:ince or adventure. 

The seven spires and their locations In the world 
are as follows. 

Pylas Pyrial (page 170): The Gate of key, in 
Zilargo. 

Shae Joridal (page 114: The City of Emerald 
Lights. in Dargium. 

Shae Loralyndar (page 134): The City of Rose 
and Thorn, in the 'fwilight Demesne of the Eldeen 
Reaches_ 

Shae Tirias Total (page 143): The City of Silver 
and Hone. In Xelfdrik. This spire has been a haunted 
ruin since it was pillaged during the Age of Giants. 

Shaelas Tiraleth (page 92): The Court of the 
silver 'lice. in Cy re. I - his spire has not been seen 
since the l)av of Mourning. 

Taer Lian Doresh (page 143): The Fortress 
of Fading Dreams. in the wilds of the 1.hazaar 

ipa lilies. 
Taer Sy raen (page 83): The Winter Citadel. in 

Karrnat h. 
More Odom:aim: about the eladrin and their role in 

the setting can be found in the EnAstaos Player's Guide. 
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THE CM OF tOWERS 

The 'Whining rail slimly rounds d bend. and between high 
crags the city comes into view. Its towers stretch up to the sky. 
disappearing into a slate-gray dome of clouds. I. his gleam 
in a thousand windows and smoke trails up from rhim• 
;ley% and hdlowsfrom toiseenfiinutres. Griot bridges arch 
between the towers; anagkai lifts glide up and down along 
glowing strands of light; flying vessels drill frinn balcony to 
mooring tower. Thefiery rings of enormous elemental air-
ships blaze against the stornu• sky, and the depths 4 the city 
glow with the ruddy light of Its foundries and forges. 

Welcome to Shorn." someone mutters. but her voice 
holds no warmth. 

SHARK IS known by many names: City of Knives. 
City of Lost Souls. City ofa Thousand Eyes. Gateway 
to Xetidrik. and Gateway to Perdition. Rut It is best 
known as the City ofTo ► ers. since its position at the 
mouth oldie Dagger 'liver I las allowed it to expand in 
only one direction—nix 

Hundreds of adventures can untold among the 
towers of Sharn. "[cram might explore the ancient 
ruins tar beneath the Cogs, or unm ► l a murder mys . 
wry in the floating mansions of Skyway. A scholar 
at Morgra ► e University might hire adventurers for 
an expedition to distant Xeridrik. and the baron of a 
dragon marked house could send them on  a  mission 
across Khorvaire. Evil cults of Khyber practice the sac-
rifice of innocents. criminal gangs and doppelgangers 
Tide behind legitimate businesses. ancient monsters 
slumber in buried ruins. and the impossibly wealthy 
slop at nothing tti acquire what they desire. The possi-
bilhies for adventure are limitless. 

Sham is an excellent place to begin your explora-
tion of the world of Eberron. You might use it as a 
starling point for a campaign that takes characters 
across the world, or you might set your campaign 
entirely among its mile-high towers. 

The first part of t his chapter describes the city 
in detail. The concluding pages offer ready-to•play 
encounters to help you begin a campaign. The 
adventuring begins with a flashback to the Day of 
Mourning. The events of that day—four years before 
the main campaign—plant the seeds of events 
to come and unite the characters with a shared 
experience. 
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At the site where the I lilt meets the Dagger River. a 

major settlement has existed since belbre recorded 

history. The current metropolis. Sham. came into 

hieing around the time of the formation of the origi-

nal Five Nations. about 700 years after humans rose 

to pmmitwnce on the continent. For more than tiso 

milk nnia , the towers of Sham have grown. rising 

thousands of feet into the sky. This vertical expansion 

has given the Mel ropolis the title City of Towers. 

The largest t ity on the continent of Khorvaire and 

one of the most important locations in the nation of 

Breland, Sham booms atop an inhospitable outcrop 

of rock near the mouth alike Dagger River. The city 

is bleated on a plateau bounded on the west by the 

Dagger River and cm the south by its eastern tributary. 

the I lilt. To t w north and east steep cliffs define the 

city's houndaries. Deep chasms formed by volcanic 

action cut the plateau into live distinct regions: DUra 

to the west. Tayick's Landing to the east. Northedge 

to the north, and the Central Plateau and Menthis 

Plateau in the center. Along the Dagger River at the 

western edge of the city, the n•ighlxwhmxi of Cliffside 

is built upon and into the steep riverside cliffs. Ahose 

the highest towers, the neighborhood of Skyway floats 

over the city in an ever-present display oldie magic 

inherent in Sham. - ihe city also extends underground. 

into sewers and long 	ruins, and deeper in 

the furnaces and loundries of the Cogs. 

The eity's impressive skyline is a tacit of architee- 

t ura I styles and designs. From its deepest foundations 

to its highest spires. Sham displays the history of 

the continent. I leayy. oppressive goblin architecture 

pruritic% the base ( ►r much of the city. its stonework: 

slating to a time when humans did nut exist on this 

continent, Atop this ancient foundation, the periods 

of human civilization slack one on top of another as 

the city reaches for the clouds. 

Sharn's poorer citizens live in the lower portisins 

of the towers: the wealth and status atile city's resi• 

dents increase the higher up the towers they live. The 

uppermost levels of the city's towers feature open 

arches, balconies. bridges. and platforms that together 

create a lacework ofst ruct tires high In the air. Above 

these airy levels rises up the neighborhood known as 

Skyway. lien% the city's most affluent residents live 

and play. 

Skyway exists because Sltarn is situated within a 

manifest sot w linked to the astral dominion or Syr:oil:I, 

the Azure Sky. This manifest zone enhances magic 

related to flying and lev itat kw, which makes many of 

Shams magical minders possible. (See "Planar influ-

ence." page 259. for more about manifest zones.) The 

vast majority of the magic items used within the city 

work less well or not at all beyond its boundaries, 
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The City of Towem can delight the eye with its 

architectural excesses. or tail gess the spirit wit 11 the 

immensity of its scale_ With its tremendous arras• of 

cultural, culinary, and commercial delights and its 
position as the gateway to Xen . drik. Sham attracts 

visitors and ibtiVellilli•ri from :wicks% K Itorra ire and 

beyond. It is a hotbed of activity. known in equal 

measures for its wonders. its crime raie, its amazing 

amount ofcorruptkin.and its exhilarating atmosphere. 

Skycoaches. boats of the air. move slnivly from 

tower to tower. transporting people and cargo 

throughout the city. Pedestrians can move from tosser 

to tower by means of multiple bridges. platforms. and 

walkways connecting the towers at different levels. 

Magical lifts travel both vertically and horizontally 

along glowing strands. and magehrcd animals are 

used as transportation within the city's limits. 

There's a popular saying in Sham: "I fit can be 

bought. lt a all he bought here." Shops and trading stalls 

abound. gathered in trade districts, open-air markets 

(called "exchanges"). or merchant halls (called lower 

markets"). Some shops Jul from the sides of wa its and 

hrklges, ramshackle strut nires ul ussod hastily throssn 

together. Others occupy prime space set aside For such 

purposes and leased hauls lower la ndlurds. fhe tower 

markets arc the tnost elaborate: shops wiling different 

wares sit side by side atm! sin• :Atop lite other inside the 

open cavity °fa tower or multistory blockhouse. 

Sham also hoasis a thriving black market where 

exotic fruits and animals. illegal substances, and stolen 

gtxxls can he traded. Sharn's authorities do their best 

to curtail this activity. if for no other reason than so 

proper taxes can be collected. hut supply and demand 

make it next to impossible to really control the black 

nra rket.'fhis leads to another popular sayilik"Ifsotiw. 

one wants it. smneone sells it in Shari]." 

Morgrasx. University.. with its glass walls anti 

rough-amid -Itimble approach co scholarly pursuits. was 

founded in Shorn and mai ntains its main campus 

lucre. - Ow instants. ol — lear rang. relic hunting. and 

grave rubbing." as it is called by the administrators 

of the more respected I. ini ► ersity of ‘Vvisarn. pro-

vides many opportunities for adventurers new to the 

calling. II isn't hard to get a triter of marque from 

Morgrave to explore ancient sites. A particularly capa. 

Me group might even receive university sponsorship. 

The Sham Watch enforces the Gall far Code ofJus 

Ike (see the sidebar tin page 54) tit rinighout the city. 

but residents are mare likely to encounter a law officer 

among the higher spires than in the homer levels of 

the city. ( :ot %stables rood's( t regular patrols along the 

higher bridges. platforms, and walkways, but venture 

lower only when nts -essary. Watch tossers can he found 

in every district, but ilwre are not enough ("Instabl•., its 
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adequately protect all of Sharn's populace. The Watch 
reluctantly calls on agents of Breland's military arm. 
the King's Citadel (which maintains a presence in the 
city) for incidents it can't handle alone. More often. 
however. the Watch hires adventurers when it needs 
additional deputies For a short amount of thne. 

The criminal element thrives in Sham. Because 
of the city% location, Sharn serves as a crossroads 
for both legitimate and illicit trade. indeed. some 
crime lords run extensive and respected legitimate 
businesses as cover for their illegal activities. A few 
of these master criminals enjoy high standing in the 
community and even donate a portion of their wealth 
to various charitable organizations. If the Sham 
Watch knows about their double lives (and many 
believe that it mu st ). it is content to pretend that the 
good these criminals do outweighs the evil. 

The Iasi War never reached Sham-at least not in 
the sense of marching armies and occupation forces. 
Tlw City of Towers did. however, have to contend 
with spies. saboteurs, terrorists, and waves of refugees 
as the years of bloody conflict dragged on. Perhaps 
the worst event of those years occurred in 918 
when unknown saboteurs caused the Glass Tower to 
fall. killing thousands. 

Sham's weather varies from hot and humid to 
hot and rainy, with brief periods of warm and dry 
conditions. It doesn't rain constantly in the City of 
Towers, but it rains more often than not, and few days 
pass with no precipitation at ail. Rain aside. Skyway 
and the Upper City enjoy pleasant weather, and a 
cool breeze blows across these levels most of the 
time. Those on the lower levels feel the full extent of 
Shartfs stifling climate. 

SHARN OVERVIEW 
Most of Sharn's neighbnrhoods are vertically strati• 
fled. For example. although Menthis Plateau is known 
as a center of entertainment. the type and quality of 
entertainment available varies among the different 
levels of the towers. The upper levels (referred to as 
"Upper Menthis") offer high art in the forms of opera. 
theater. and symphony, and are home to Morgrave 
University and a thriving community of writers and 
other artists. By virtue nulls location. Upper Menthis 

benefits from what sunlight and cooling breezes 
Sham has to offer. Skybridgcs. platforms. and balc• 
n ies extend from the uppermost towers. and some of 
the city's wealthiest residents make their homes here. 

The middle levels ("Middle Nlenthis -) boast a 
hustling theater district with more affordable shows. 
a large number of professional minstrels, acrobats. 
and similar entertainers. and a year-round circus 
complete with animals. The towers here are more 
enclosed than those above. but still have open•air bal-
conies and platforms here and there. A wide range of 
middle-class citizens live and work in this area. 

The lower levels (-Lower Nlenthis-) contain a very 
different sort ultheater district. marked by burlesque 
shows, a red light district, and a great number of tav-
erns for cheap and bawdy entertainment. The pour toil 
and struggle in these lower districts. where few win-
dows and only the occasional balcony lir sky -bridge can 
be found. The towers foundations are close together 
and give the impression of merging with each other in 
ways unimagined in the higher sections of the city. 

CENTRAL PLATEAU 
The Central Plateau is the heart of Sharn. The top 
levels of this section of the city include the seat of 
the city's government and its bustling finance dis-
tricts. The middle levels host the enclaves of the 
dragonmarkrd houses (which some consider dw real 
government tithe city) and the estibassies of the other 
nations of Khorvaire. Tlx location of the Central 
Plateau makes its resklential neighb ►dmods highly 
desirable and its marketplace the busiest in the city. 

A wall studded with towers rings the Central Ma. 
teats at its lowest level. Inside the wall. structures rise 
higher and higher toward the tallest towers in the 
center of the plateau. creating a great artificial moun-
tain at the heart of tlw city. 

UPPER CENTRAL PLATEAU 
Highest Towers (civic district) 
Korranath (finance district) 
Kortan•Thiven (finance district) 
Mithral Tower (wealthy residential district) 
Platinum Heights (fine shops) 
Skysedge Park (park district) 

THE GAL1FAR CODE OF JUSTICE 
The Galifar Code of Justice was the intricate system of 
Laws, rights, and regulations that defined the legal struc-
ture of the unified kingdom of Galifar before the Last War. 
The Galifar code survives intact in Breland and Aundair. 
Karrnath's legal code is more rigid and less forgiving than 
the Galifar code on which it was based, and Thrane's 
theocratic government has replaced the code with a 
more stringent set of religious laws. The other nations of 
Khorvaire  use  their own systems of laws and justice that 
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trace their ancestry in varying degrees back to the Code 
of Galifar. 

The laws  presume innocence.  provide for judgment by 
peers, and  establish a complex  legal system. If someone 

winds  up in trouble with the law. it is highly recommended 
that  the subject obtain the services of a solicitor or councilor 
skilled  in the Code of Justice. Even with laws and  enforcers. 
the Code leaves enough loopholes and  gaps  in  the system 

for experienced criminals to take  advantage of 



MIDDLE CENTRAL PLATEAU 

Ambassador lowers (embassy district) 

Lava Gate (professional district) 

Dragon Towers (guildhall district) 

Sovereign Towers (temple district) 

Sword Point (garrison) 

lradefair (marketplace) 

LOWER CENTRAL PLATEAU 

Boldrefs I leaf th (inn &so t) 

Granite Halls (shops) 
Myslian Gardens (average residential district) 

North Towers (shops) 

011adris Kitchen (tavern district) 

Vallia Towers (average residential district) 

DURA 
ine of the oldest and largest quarters of Sham, Duna 

, avers the great expanse (lithe western plateau. from 

the cliffs overlooking the Dagger River to the crevasse 

that opens into the western part of the Cogs. Dora 

rises from the ruins of the ancient cities that occupied 

this position on tin. Dagger River. As the city has 

grown through the centuries. though. Sham has left 

Dora behind. - Toilay. many consider Dora a blight 

on the city. riddled as it is with poverty and crime. 
Pura is home to the majority of the lower classes of 

sham. and Lower Dura is little better than the Cogs. 

onetheless, Dora is the heart of the cily's port trade. 
a rgo passes from the docks of ClifTside up through 

Dora. and most Lithe vast warehouse districts are 

found in its lower ward. 

Dora contains a ads of businesses and housing 

and includes a number of apartments. tenements. 

and slums. The lower levels of Dura are home to a 

large population of immigrants from Darguun and 

Droaam that form a neighborhood olgobli ns and 

other !Must roils reside 

UPPER DORA 
Ciifftop isciverlturier's district) 

flaggerwatch (garrison) 

Highhold (dwarf neighborhood) 

Highwater Overage residential district) 

Hope's Peak (temple district) 
Overlook (apartment townhon -les) 

Redstone (shops) 

MIDDLE DURA 
he Bazaar (marketplace and shops) 

Broken Arch (average residential district) 

Hareth's Folly (tavern district) 

Rattlestone (apartment townhomes) 

Stormliolt1 (average residential district) 

Tumbledown (tenement district) 

Undertook (inn district) 

LOWER DURA 

iestart omi distil( 0 

Fallen (slum) 

SHAR'N 11\1 BRIEF 
Sham Is the largest city in Khorvaire, and its mile-high 

:owers are a wonder of the world-while the ruins of ancient 

,rnpires stretch far beneath those towers' roots. 

Population: Approximately 200,000. Humans are in 

t  he majority at about one-third of the population, but 

members of every race are represented among the rest 

dents of this most cosmopolitan of cities. 

Government: Seventeen representatives of Sharn's 

.surds form a City Council that appoints a Lord Mayor and 
administers the city's vast bureaucracy. 

Defense The Sham Watch enforces the laws  of  the  by 

and patrols the streets, but it is riddled with corruption. 

.% branch  of the Watch called the. Guardians of the Gate 
-o  orators the activities of foreigners In the city. alert to the 
:lossibility of espionage and subterfuge. The Reckloak Bat . 

a lion, an elite military unit, is activated in situations that 

.t-quire extreme force. 

Inns: Five inn districts provide lodging in all areas of 
ire  city, concentrated in the lower levels. The districts of 

Allegan In Lower Dura, High Walls and Dancing Shad. 
Is%  in Lower Tavick's Landing, Boldrei's Hearth in Lower 

eirtral, and  Underlook in  Middle Dura together offer 

•0.ir six hundred  inns and  hostels. In addition, almost 

try  business  district In Sham  has some  type of inn.  

and upscale districts such as Platinum Heights and High. 

est Towers (in Upper Central), Seventh Tower (In Upper 

Menthis), and Skyway feature the best lodging In the city. 

Sec "Places to Live," page 63, for more information. 
Taverns: With the exception of purely residential db. 

tricts. nearly every district in Sham includes some number 

of dining establishments. Almost a thousand restaurants, 

not counting street vendors and inns that also serve food, 

offer an endless variety of dining options_ See "Dining," 

page 59, for more information. 

Supplies: A wide variety of basic supplies is available in 

any of Sham's marketplace districts: Tradefair in Middle Cm 

mai North Market  in  Lower Northedge. the Bazaar in Middle 

Dora,  or  Tavick's Market in Middle Tavick's Landing. 

Temples: Temples appear in every quarter of Sham, 

although not in every district, and every deity is repro. 

sented. Most of these temples are small shrines dedicated 

to a single deity, but the four temple districts of the city-

Pinnacle  in  Upper Tavick's Landing, Hope's Peak In Upper 

Dura, Sovereign Towers in Middle Central, and High Hope 

in Middle Northedge-all contain great  houses of worship 

dedicated  to  the Sovereign Host as  a  pantheon)  and the 

Silver Flame. Shae Lias  (in  Upper Northedge) contains  a 

number of shrines to the Undying Court, 
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MIDDLE MENTHIS PLATEAU 
Cassan Bridge (shops) 
Everhright (magic district) 
Little Plains (haffling encampment) 
Smoky Towers (theater distric 
Warden Towers (garrison) 
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Gate of Gold (tenement district) 
Mallcon's Gate (goblin slum) 
Oldkeep (apartment townhomes) 
Precarious (warehouse districts) 
The Stores (warehouse districts) 

CLIFFS] Du 
The Cliffside ward makes up the lower edge of Dura. 
perched between the waterfront businesses I hat 
border the Dagger River and the cliffs that separate 
ibis area from Du ra. It includes towers built up from 
the cliff face and a shantytown of caves dug into the 
sides of the southwestern cliffs overlooking the 1[111. 

Full of businesses that are either directly related to 
shipping or that cater to boat crews. adventurers. and 
other transients. Cliffside can he a rough-anda Limbic 
glare. The Sham ‘Vatch finds it hard to keep order 
here (or perhaps the Watch captains find it hard 
to care). and as a result Cliffside is one of the most 
crirmerldden wards in all of Sharn. Some say that the 
problem is exacerbated by the presence of sahuagin 
that come to the ward to sell their services as guides 

through the Straits ofShargon. 

CUFFSIDE 
Grayflood (waterfront district) 

fosvers (waterfront district) 
Mud Caves (shantytown) 
Sham's Welcome (red light district) 

MENTI-115 PLATEAU 
The ?► ent his Plateau serves as the entertainment hub 
of the city. It is home to Morgravc University' and a 
variegated quilt of different races. The most trendy of 
Shams quarters. Menthis is a popular tourist destina-
tion. No walls surround Menthis. but its tallest towers 
are located along its outer rim. The enormous Boone 
of Morgrave University. ringed by five tall slender 
towers. stands near the center of the plateau. The cen-
tral location of the Menthes Plateau attracts visitors to 
it from all over the city. who come to sample its enter-
tainment offerings. 

UPPER MENTHES PLATEAU 

Den'iyas tgname ncigriburimod) 
Ivy Towers (average residential district) 
Motgrave University (university district) 
Platinate (wealthy residential district) 
Seventh Tower (fine shops) 

LOWER MENTHIS PLATEAU 
Center Bridge (average residential district) 
Downstairs (tavern district) 
Firelight (red light district) 
Forgelight Towers (average residential district) 
Torchfire (theater district) 

NORT It TIPGE 
Non hedge. t he most residential of Sham's quarters. 
contains everything from towert op penthouses in the 
heights to tightly packed apartments on the lower 
levels. Aside from a marketplace district near the 
bottom of the towers. Northedge is a quiet neighbor• 
hood with link. CINIMICTIT and little crime. Most of 
its inhabitants arc artisans and commoners. people 
who make an host-NE living. 

UPPER NORTHEDGE 

Shae Lias (elf neighborhood) 

Crystal Rtidr (wealthy residential district) 
Oak lowers (wealthy residential district) 

MIDDLE NORTHEOGE 
Holdfast (dwarf neighborhood) 
High Hope (temple district) 

Oakbridgc (average residential district) 

LOWER NORTHEDGE 
North Market (marketplace) 
Stoneyard (apartment townhomes) 
Longstairs (apartment townhomes) 

SKYWAY 
Skyway demonstrates the most dramatic manifesta-
tion of the magic made possible by Sharn's proximity 
to Syranla. the Azure Sky. Its towers are built on 
clouds given substance. hovering above the tops of 
the buildings helow.'llw residents ofSkyway are the 
incredibly wealthy and privileged, the aristocrats who 
might hope never to dirty their ket by setting them 
on a street in the city helms'. Skyway includes some 
of Shares finest inns and restaurants. exotic and 
upscale trades. and a number of mansions belonging 
to the very richest cal/AMIS. 

SKYWAY 
Azure (wealthy residential district and shops) 
Brilliant (wealthy residential district and shops) 

TAVICK'S LANDING 
Tav Ick's Landing, at the eastern edge of the city, is 
in some ways defined by being the terminus or t he 
()rim lightning rail line and trade road. The lower 
levels cater to travelers and traders entering Sham by 
rail. and they include an entire district that has been 
converted to provide housing fur reiligees from the 
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Ashblack (indtntry district) 

Blackbones (industry district) 
Khyber's Gate (poor residential district and shops) 
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Last War. the middle and upper levels are bruader 
in their purposes and inchole a variety oftrades. set 

and residential districts. 
For most traveIers..lavick's Landing is the gateway 

into Sharn. The Oriel' lightning rail station at Termi-
nus brings in hundreds of people each day. and many 
more arrive by way oldie Old Road at Wrriann's 

Gate. In many ways. 'fav ick's Latoling is the most 
eclectic quarter of Sha rn. blending residential areas 
with commercial and entertainment districts that 
cater to the traders. travelers. and tourists who pass 
through the city. 

UPPER TAVICK'S LANDING 
Loppur An ); inutess.-..:›Iral district) 
Dalan's Refuge (wealthy residential district) 
Ocean View (wealthy residential district) 
Pinnacle (temple district) 
Silvergate (fine shops) 
Sunrise (average residential district) 
Twelve Pillars (professional district) 

MIDDLE TAVICK'S LANDING 
Cornerstone (tavern district) 

Dancing Shadows ).inn district) 
Deatlisgate (adventurers quarter) 

Graywall (average residential district) 
Kenton (apartment townhomes) 
Little Barrington (average residential district) 
Tavick's Market (marketplace) 

LOWER TAVICK'S LANDING 
Black Arch (garrison) 
Cogsgatc (warehouse district) 
Dragoneyes (red light district) 
Foundation (apartment townhoines) 
High Walls (refugee slum) 
Terminus (caravan district) 
Wroanifs Gate (caravan district) 

THE a PT HS 
1 he Myths is the generic nanw for everything that 
lies beneath the citys main plateau, except for Cliff 
side and the Cogs far below. 

Sewer networks fin the upper portion of t he 
I )cpths before giving way to the ancient ruins and 
;ingot ten levels of earlier ages. 'I .  he upper wards of 
Sharn use an Ingeniously devised network ofc limes 
to limnel waste down into the sewers. Garbage and 
tilth is channeled into cavernous midden chambers. 
Is here it is left to rot or be devoured by the vermin 
and oozes that inhabit the sewers. 

Alibiing!' the sewers were never intended to sup-
port a population, over the centuries a subculture 

arisen here. There is treasure to he found in the 
flidden heaps—or if not treasure. then at least objects 
;bat will bring a kw copper pieces. A fess ,  tribes— 

including the goblins and dark (Hies called the Quiet 
Folk. the violent shifters and half ores called the Red 
Jackals, a band of dwarves called the Grave Diggers. 
and a small clan of wild halflings and gnumes called 
the Rats—live in the sewers. rtimmagiiig through the 
waste and selling their goods in impromptu "rat's 
markets" in the lower City. These sewer clans batik 
constantly over territory. since control oldie niidden 
chambers is critical or their survis-al. The sewer clams 

can pose a threat to adventurers who travel to the 
Depths. but they can Asir ire salisable allies; there are 
no better guides to the sewers and the Depths than 
the "cellar dwellers." 

When Sham was rebuilt from earlier ruins nearly 
a thousand years ago. the entrances to those ruins fell 
into obscurity. Thday. this area of the city offers a vast 
series of dungeons ripe for exploration and adventure. 
its passages and shafts are neglected. and many have 
collapsed over the centuries. but wonders and horrors 
still roam these vaul ts, keeping  endless watt in over 

the treasures of earlier ages. 

THE COGS 
Tlw towers of Stearn reach up to the sky. but its tun-
rids also stretch doss Tr into the earth. Beneath the 
decrepit and forgotten ruins (lithe Depths. these 
undercity warrens are known as the Cogs. 

The Cogs sit at the very base of Sham and serve 
as the center (lilts Industry. mill-maintained luti• 
nels and shafts grant access to this deepest part 
of the city. allowing workers to make their way 
hetweet the Cogs and the surface on a daily basis_ 
The Cogs are the churning heart of the city. full of 
forges and foundries powered by steaming geysers. 
molten rock, and bound lire elementals. Extend-
ing far below the foundations of Sitar ifs towers. the 
Cogs incorporate elements of ancient ruins and nat-
ural caverns. Farther below lies an enormous lake 
of magma. the heat front which rises into the bowels 
of the city. Most people. residents and visitors alike, 
never venture past the furnaces of the Cogs to seek 
the fiery lake itself: 

Few individuals live in the Cogs as a matter of 
choice. Those who work in the foutoiries have homes 
in Lower  I7ura or Lower Tavick's Landing, and Khy-
ber's Gate is the only place in the Cogs where actual 
homes can be found. In spite of this, the Cogs do sup-
port a population of a few hints:11rd. Criminals and 
fugitives hide from the law here. and forhidden cults 
and other sinister organi.ations set up temporary 
residence in the Cogs to practice their dark rituals. 



CITY OF THE DEAD 
The dead ofSharn are cremated thew days. but in 
the city's youth (and still today. among the wealthy) 
they were entombed in IllatiMACIMIS in the City of 
the Dead. high on the cliffs north and cast of the city. 
These districts are nearly deserted, in contrast to the 
hustling streets and towers of Sham. Buildings are 
hundreds of yards apart. and the only residents are 
caretakers-priests responsible for offering prayers to 
the ancestors of important lamilies-and more necro-
mancers than anyone would care to admit. 

The City of the Dead lies outside the manifest zone 
linked to Syrania. Magic that relies on that ma nikst 
zone doesn't function in this area. 

CITY OF THE DEAD 
Dragon Crypts (necropolis) 
Halden's Tomb (necropolis) 

SERVICES IN SHARN 
The sheer size of the city, the maze of bridges 
between the towers, and the bewildering array of 
goods and services available can overwhelm even 
long-time residetus of Sham, let alone first.time visi-
tors. As adventurers make their way through the city. 
though. they usually have a specific purpose in mind. 
Whether it's to sell a magic item or spend an enjoy-
able evening (and a good portion of the loot from 
their last adventure) out on the town. adventurers in 

a hurry need to know where to get what they need. or 
they could spend a lot °film wandering in the maze 
that is the City of Towers. 

ANT IQU I T I ES 
Whether characters are interested in viewing schol-
arly exhibits of the latest finds from Xetedrik or 
selling the Items they found there. Upper Menthis 
is the neighborhood to visit. Morgrave University's 
Dezina Museum of Antiquities houses the finest 
collection of Xelidrik artifacts in the world. The 
uppermost level ofThurias Tower in the Seventh 
Tower district is sometimes called little Xeledrik." 
thanks to the six competing antiquities dealers that 
share tower space. 

BANKING 
Characters bringing large amounts of valuable trea-
sure to Sham from their latest adventure can find 
the banking services they need in the Upper Central 
ward. House Kundarak operates the largest bank in 
the city. the Kundarak Bank of Sham, located at the 
top of Kundarak Tower in the Korranath district. 
The districts of Korranath and Korran Thiven fea-
ture nine other banks, as well as a number of money 
changers, moneylenders. and providers anther 
financ ial services. 

COMMUNICATION 
Sham is a center for international trade. and content*. 
nication is the lifeblood of corn merce-not to mention 
being an important commodity in its own right. The 
Speakers Guild of House Sivis specializes in swift 
communication, and Its message stations through-
out the city aIImv individuals to send instantaneous 
messages to other stations in major cities and towns 
across Khorvaire. Citizens also use message stations 
to send message within Sham 

Message stations can he found in the following 
districts: 

Central Plateau: Ambassador Towers. Boldrei's 
Hearth. Dragon Towers. I lighest Towers. Korranath. 
Korran Thiven, Sword Point 

Duro: The Bazaar. ( 	Dagger Watch. High. 
hold. Precarious. Redstone 

Menthis Plateau: D)n'iyas. University District. 
Warden Towers 

Nort hedge: Holdfast. North Market. Oak Towers 
Skyway: Azure. Brilliant 
Taviek's Landing: Copper Arch. Deadtsgate. Ter-

minus. Twelve Pillars. lArroann's Gate 
The largest message station is located in Dragon 

Towers (in the Central Plateau). attached to the I louse 

Sivis enclave. I ere, the gnomes of House Sivis will 
also perform the Sending ritual-for a ire. of course. 

I louse °Hen also provides courier services out of 
stations in Azure (in Skyway). Dragon Towers, and 
Korranath (both in the Central Plateau). and a mall 
service that runs through all major cities and towns 
connected by the lightning rail. 

CRIMINAL PURPOSES 
The reach of the law begins to rim out as one travels 
down the levels of many ()I' Sham's towers, and in 
some areas of the lower levels it is almost nonexistent. 
It is a well-known fact that the Sham Watch is thor-
oughly corrupt, and the problem is nowhere more 
visible than in the Cogs and in lower Dura. Charac• 
t•rs who come to the city to fence stolen goods. hire 
a burglar or an assassin, or engage in other criminal 
pursuits can find what they need in these wards. 
although criminal activity occurs everywhere. 

Most illegal activities in Sham take place under 
the supervision of one of four criminal gangs. which 
also have fingers in legal but shady activities such as 
gambling and prostitution. 

The flouse Tarkanan criminal - family." a group 
of thieves and assassins. has structured itself in a 
mockery of the dragonmarked houses and in fact 
serves as a haven for people who have aberrant 
dragonmarks. its headquarters is in Dragon Towers 
in Middle Central. 

The Tyrants is an organization of doppeigangers 
concentrated in the Wagoners district of Lower 
Tavick's Landing. 
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The Boromar Clan, a predominantly hal fl ng 
iirganization. is strongest in little Plains In Middle 
Nienthis, but it is influential in Lower Menth is and 
I ower Dura as well, especially in the Callestan dis- 
trict. Although its leadership is almost entirely made 
tip of }millings who have connections to House Ghat-
farxla. members of all races work for the Roromars. 
knowingly or unwittingly. 

Finally: a gang called L)aask. which includes a 
great number of in/misters, has gained a strong kit* 
hold in the criminal underworld oft he Cogs. Goblins. 
ogres, minotaurs, harpies. and a large number of 
humans work for this organization. which is rumored 
ro have lies to Droaarn. 

In addition to Illegal acth•ties, characters might 
rind themselves turning to these groups for such pur-
poses as borrowing large sums of money to pay off a 
,tebt (particularly a gambling debt incurred in a Milli) 
that has ties to the gangs). obtaining certain kinds of 
n formation not readily accessible elsewhere (such as 

Iccrets of promi nem personages). purchasing rituals 
I hat might arouse suspicion (such a ritual to remove a 
...urse that was acquired In the commission of a crime), 
or finding help in lying low (see "Hiding," page 62). 

DINING 
I n Shari'. as the saying goes, even the poor eat like 
kings. and good food is readily available. Among 
the multitude of restaurants that appear throughout 
all the towers of the city. Sham offers a few unique 
dining experiences. 

A striking view enhances a meal, and for that 
reason 110 restaurant can compete with the dozen 
a-  so establishments in Skyway: Of those. the hest 
known is the Celestial Vista Restaurant, a tourist 
attraction. In-the-know locals celebrate special occa-
--ions at the Cloud Dragon or the Azure Gateway. 
both of which have views as stunning as the Celestial 
Vista's, lbod no less impressive, and smaller crowds. 

A different. but no less striking. view can he had 
.it the lava Pit, an upand-coming restaurant in—of 
all places—the Cogs, in the heart of one of the city's 

Oust ria I districts. True to its name. the Lava Ph 
verlooks a gigantic forge powered by molten rock. 
be glow from which suffuses the place with lurid 

red light. The restaurant began as little more than a 
hole in the wall with an interesting location. serving a 
driety of grilled meats prepared in the spicy Shadow 

\ larches style. Its popularity has grown tremen. 
,ionsly. allowing the restaurant to Improve its lacility 
and expand its menu (although the Shadow Marches 
:LOAM remains its specialty), making it by far the 
most upscale establishment of any kind in the Cogs. 

For variety of cuisine. no other region of the city 
, 	match the "'klub is Plateau. with its diverse popu- 
lation. Most people agree that the University district 
in Upper "detains is the best place to sample the wide 

variety of (fishes Sham has to after. Halning special- z 
ties. gnome delights. elven cuisine. Karrnathi fare. 
and even exotic Riedran fixxl are all available in the z 

 University district. University students and faculty 
are fond old i iiing at the Corn mons, a large open-air 
plaza near the top of one of Morgravc University's 
towers, where IOW vendors bring carts and wagons 
daily to serve up a wide array of ethnic offerings. 

Of course. sometimes the aced for quality over-
shadows the appeal of spectacular views or culinary 
variety. A few of the generally acknowledged best 
restaurants hi Sham include Sam -tick in the Platinum 
I heights district of Upper Central. known fir its exten-
sive wine collection; Gald ifs Garden in the Seventh 
Tower district of Upper Menthis. surrounded by a 
toweruip garden featuring roses and orchids; the Oaks 
in the Sim Lias district of Upper Northedge. serving 
elven and Watch cuisine iu an elaborate open-air 
pavilion surrounded by oak trem and 011adra's Arms 
in the Hope's Peak district of Upper Dura, notable for 
its banquet•style seating and generous portions. 

Dining dubs are a popular forth of SEW ial 
particularly in upper-class neighborhoods. A large 
number of such clubs flourish in Upper and Middle 
Central. Upper Menthis. Upper Tavkk's Landing. 
Upper Dura, and Skyway. These clubs are open to 
members only. offering a fine dining experience 
among an intimate circle of one's social peers. 

EMPLOYMENT 
Characters seeking adventurous kinds ofemplor 
mem might find leads at one of the adventurers 
guilds in Ci into!) in Upper Dura or Deathsgate in 
Middle Tavick's Landing, at Morgra ► e University 
in Upper Menthis, or the Mirayfinder Foundation in 
tipper Central. Another strong possibility is to work 
for the Shorn hiquisitive. the city's local chronicle. 
Haftak Ir'Clarn. the Inquisithes publisher. frequently 
hires adventurers to bring him exciting stories,! his 
residence and offices are in the lIniversity District of 
Upper nigh is. 

As mentioned earlier, the Sham Watch occasion-
ally brings on adventurers as short-term help when 
its ranks are thin or in advance ola special event that 

HISTORY OF SHARN 
15,000 years ago: Foundation of idshaarat rEhight 

Blade"). Jewel of the hobgoblin Dhakaani Empire. 
9,000 years ago: Sham ruined in the Dael kyr War, and 

renamed Duueshaarat, the "Blade of Sorrows' 
3,000 years ago: Malleon the Heaver establishes the 

fortress-city of Shaarat. 
2.200 years ago: Shaarat destroyed and rebuilt as Sham. 

part of the nation that will become Breland. 
1.500 years ago: Sharp ravaged in the War of the Mark 

and left in ruins (thought to be cursed) for 500 years. 
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requires unusually high security. The Watch has no 
central headquarters, but most of the hiring is done by 
officials at the Sword Point garrison in Middle Central 

ENTERTAINMENT 
%Vim her a character seeks nothing more than a 
fun evening on the town or wants to witness a great 
perlOrmance by a renowned artist. Share offers aim n 
dant entertainment on a nightly basis. The hub of 
the entertainment industry in Sham is the 	h is 
Plateau—from the towertops down to the Cogs. this 

quarter is a bustle of activity from sundown to sunup. 
The Torchfire district in lower Meat h is occupies 

the bottom of t he entertainment ladder in Menthis. 
but is nonetheless a fine place to enjoy inexpensive 
entertainment. lite Ten Torches Theater gives this 
district its name, and that establishment has become 
something of an institution in Lower Menthis. Its 
offerings films on the bawdy. with a strong dose of 
music and comedy. all presented in a crowded. smoky 
atmosphere. The low price of admisskm and the ran 
coos entertainment attic shows combine to pack its 
seats every night. 

Gallares. a restaurant in Torchfire, enjoys a reputa-
tion kr bringing the best up•and-coming talent to its 
stage—musicians. actors, and other performers who 
often go on to play more prominent venues in the 
higher levels of Menthis. The (nod Is good. but the 
entertainment—offered in the round—is the reason 
why most customers return. The proprietor has 
claimed for years that he is looking for new rooks and 
planning to build up an impressive wine cellar, but 
such improvements remain to be undertaken in the 
indeterminate !Mitre. 

Across the plateau. in the tavern district of Down• 
stairs, a new theater offers the Ten Torches its first 
local competition in ages. Called the Diamond The-
ater. it features a law stage and spacious seating—at 
least compared to the Ten Torches. Perhaps more 
important, it claims as its artist- inresklence a serious 
young playwright who lends an air of sophistication 
to the theater with her dramatic. sometimes tragic 
works. The plays of Luca Syara attract attention even 
in Upper Central. and a popular Menthis pastime is 
speculating on what upper-level theater will snatch 
her up when her contract with the Diamond expires. 

As with most things, offerings in Middle Menthis 

are a step above those in the lower levels. figuratively 
as well as literally. Perfiwmers who get their first big 
break at Gailans move on to any of several similar 
venues in NIiddie Menthis's theater district. called 
Smoky Towers—dinner theaters such as Third lien 
the Slat-fire Dragon. or Mizatm Rtipa's; recital halls 
such as Thovanic Hall or the Atrium: and the ornate 
Classic Theater. 

The theater scene in Smoky Towers is the subject 
of some debate. The Classic Theater. the only major  

theater in the district, is devoutly corn mined to 
performing only the classics oldramatic repertoire. 
perhaps motivated by fear of being too closely associ. 
ated with the likes of t he Ten Torches. Its extremely 
traditional productions include no plays written since 
the start of the Last War. Many people appreciate ibis 
stance, looking to the ancient heritage ofGalifar for 
strength and comfort in the wake of the war. Others 
seek more contemporary fare. including Luca Spra's 
plays (several of which wrestle seriously with issues 
derived from the war), in other districts. 

The entertainment offerings in Upper Menthis are 
concentrated in the University District. and are in a 
class by themselves. The finest musical performances 
in the city take place in the Kavarrah Concert Hall 
and in the Sham Opera Muse. 

Four major theaters operate in Upper Menthis: 
the Art Temple (known for cutting•edge. avant-garde 
plays), the Grand Stage (presenting a mixture arias-
sic repertoire and modern works in classical style), 
the Stargazer Theater (an open-air tower-top stage 
with an extensive summer season of classics). and the 
Khavkil Theater (aimed at a mainstream audience. 
incorporating more music. more risqii6 elements, and 
more comedy). With the exception of the Khavish. 
located in the gnome neighborhood of Den'iyas. these 
establishments arc all within a stone's throw of Mar-
grave University. 

EXOTIC SERVICES 
Exotic services include any service that is not com-
monplace in a typical Brelish city. For example. it 
is traditional for baffling warriors from the Talenta 
Mains to recline in couches while servants rub 
scented oil into their hair, but a Talentan warrior 
cannot easily find a place that caters to that partici'• 
la r (Alston% in most limits!' communities. In Sham. 
la ►s•ser. he 'Jr she need only visit the Little Plains 
district and find the Riders Rest to feel right at home. 

Sham's racial and ethnic neighborhoods are the 
best locations to find exotic services. These neigh-
borhoods include Little Plains in Middle Menthis 
(a ha In trig neighborhood). Den'iyas in tipper Men 
this (a gnome neighborhood). tioldlast in Niiddir 
Northedge and 14 igh hold in Upper Dura (two dwarf 
neighborhoods). Shut: l.ias in Upper Northedge (an elf 
neighborhood). and Overlook in Upper Dura. which 

includes an enclave of kalashtar as well as humans 
from Adar. (For details about the kalashtar race. see 

the Eatiotos Pkver's Guide and the Sarlona section of 
Chapter i of this book.) 

Significant populations of Ihazaar. Karrnathi. and 
Cvran immigrants make Middle Menthis a particu-
larly diverse ward: a large contingent of Karrns 
in Graywall in Middle Tavick's Landing: and a small 

Eldeen minority inhabits Skyscdge Park in Upper 
Central. 
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FIND SOMEONE 
A city as large as Sham offers plenty of places to hide. 
consequently. it also supports a sizable number of 
inquisitives (private detectives) who specialize in 
finding people who might prefer not to be found. 
or just people who don't know someone might be 
looking for them. There is no single district where 
intpliSitiVeS set up shop: any given district can only 
support so many. Middle-class districts of a certain 
flavor arc the most likely areas to find an inquisitive—
places such as Underkktk in Micklle Dura. Deathsgate 
in Middle Tavick's Landing. and Warden Towers in 
Micklk Metuhis. 

The best inquisitives—particularly when it comes 
to finding lost items•are those associated with the 
Finders Guild of House Tharashk. Four Tharashk 
I tujuisitives who have the Mark of Finding are the 
!wads °farm les in different parts of the city: Kurt 
KareAasItta's Investigations in Deathsgate. Inf ►rma-
tion Acquisition in Undertook. Shara m: ‘relderan's 
Investigative Services in Warden Towers. and Globe 
information Agency in Dragon Towers. 'Hie heads 
4 these agencies work only on the most important 

.1.  difficult cases. but their staffs are among the best 
tiajuisitives in the business. 

GATEWAY TO XEN'DR1K 
Sham is the launching point for expeditions to the 
Ancient ruins and trackless jungles of Xeredrik. Mom-
oave University and the Wayfinder Foundation both 
send teams to Xen'drik on a regular basis, and Sham 
hosts a thriving antiquities market that provides 
demand for items recovered from Xen'drik by both 

■ fficlal and amateur expeditions. 
The (Iasi& ward is a good place to find ship 

Captains experienced in the passage to Xen'drik. who 
have contacts with the sahuagin of Shargon's Teeth 
And can secure safe passage through those straits. 
the Ourney from Share to Storntremh is abottt 1,500 
miles long and takes a little over a month by sailing 

ship. The usual cost of passage is about 30 gp per 
traveler. It Is sometimes possible to hire an elemental 
galleon kw the journey. which takes only three or four 
days but costs 300 gp per travekr. A I louse Lyrandar 
sailing ship (without elemental power) can make the 
trip in 11 days and costs about 150 gp per traveler. 
Elemental airships do not normally make the trip 
from Sham to Xen'drik. 

Stortnreach, a frontier community where giants 
often trade In the marketplace. is an esvential stop-
over for most expeditions before they proceed farther 
into the wilds of Xelidrik. 

GUIDES 
As the gateway to Xen -drik. Sham has a number of 
residents who sell their services to adventurers and 
prospectors planning expeditions to that mysteri-
ous comIttent. The members of !louse 1 ha rashk 
dominate this field. making use of their dragon-
mark abilities as well as their extensive. if more 
mundane. skills and experiences. The house's grand 
hail in Dragon Towers is its most prominent public 
face, but better deals and sometimes better guides 
can be found in the Tharashk enclave in Clifftop in 
Upper Dura. 

Sometimes visitors to Sham need guides for travel-
ing within the city itself City guides arc easy to find: 
They cluster around arriving Mien lightning rail 
coaches, elemental airships, and river vessels, hoping 
to solicit business from newly arrived visitors. These 
guides are inexpensive and highlight the great tour-
ist attractions of the city. which is sufficient for many 
visitors' purposes. 

HEALING 
1-louse Jorasco operates houses of healing through-
out the city, although such sites are concentrated in 
middle-class neighborhoods. The house's headquar-
ters in Share is in Dragon Towers in Middle Central. 
Basic healing cervices are available at any of these 

EXPEDITION ARRANGEMENTS 
If a group of adventurers manages to secure employment 

on an expedition to Xen'drik. they can expect the follow 
ing terms: 

• The organizer of the expedition secures letters of marque 

for the characters. 
♦ The organizer usually arranges for transportation to 

Xen'drik or provides travel expenses to the characters. 
• The organizer provides rations and mundane equipment. 

usually consisting of anything in the -Adventuring Gear" 

section on pages 221-222 in the Player's Handbook. 
• The organizer has the right to claim any treasures that the 

adventurers recover on their expedition. presumably for 

research purposes or for display in the Dezlna Museum 

at Morgrave University. Adventurers can keep or sell any 

items the organizer does not claim, and the organizer usu-

ally offers a guarantee of a minimum amount of gold. This 

amount is typically equal to the total monetary treasure 

for the party's level. as shown in the treasure parcels on 

pages 116- 1 29 in the Dungeon Master's Guide, divided 
by the number of characters in the party. For example. a 

group of five Sth-level characters would receive a guar 

antee of 400 gp each. since the total monetary treasure 

value for a 5th-level parry is 2.000 gp. 

• Sometimes an expedition organizer accompanies the char-

acters on the expeditions: other organizers prefer to remain 

in the relative safety of Sham. When an organizer accom-

panies an expedition, it is assumed that the adventurers 

give highest priority to protecting the organizer's life. 
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locations. but characters in need of a Remove Afflic-
tion ritual or similar magic need to iind their was to 
the main enclave. 

HIDING 
One of the benefits of a large city is the anonymity it 
affords to those who live in it. It is much easier to lose 
oneself .  in Sham than in a farming village in rural 
:lundair. and to lie low, avoid attention, or otherwise 
escape pi t rstii tola ny kind. Naturally, the hest place 
to hide in the city Is where searchers are least likely 
to look. Sometimes this means unobtrusively taking 
up resklence in I.ower Kura or the Cogs: sometimes 
it means pretending to be a noble and living the high 
life in Upper Central. 

A booming business can': be carved out of biding 
other people; it's mostly just something people do. 
or try to do. l lowever. certain criminal elements in 
the city du us casionally act e pi I 411' Me Ili in exchange 
tor helping people create new identities. Naturally. 
the dt)ppelgangers of the lyranis, the criminal gang 
concentrated in the 1)ragoneyes district of !Amer 
Ta•ick's Landing. excel at dues practice. For a large 
cum of money. they employ magically enhanced 
surgical techniques to permanently alter a Client '', 

appearance. provide forged identification papers and 
other disco:writs that might be needed to establish 
a new identity (a university diploma or professional 
certification. for example). and use their own agents 
to create at least a temporary cast of supporting 
characters, as needed, '11w cost for this service varies 
depending on Ilk' IleW identily to be created. but 
ranges from SO gp (for a relatively simple new Wien • 
lily) to SOO gp or more (for an elaborate new life). 

HIRED HELP 
Adventurers seeking to hire help in Sham. on either 
a shore ierni or a long-term basis. should begin in 
the adventurers' quarters of Clilftop in Upper Dura 
and 1)eatlisgate in Middle "lavick's Landing. For 
about I sp per day (more for highly trained proles• 
sionals. less for common laborers). adventurers can 
hire an individual to perfOrm one of an enormous 
variety of services. from tending horses to represent. 
ing the characters in court. Professional services 
art' c lustered  in Sham in two districts In Upper Tay-
ick's Landing as well as in the Dava Gate district of 
Middle Central. 

Legal Aid: Barristers (also called advocates or comn. 
filar%) are among t he hirelings commonly employed by 
adventurers. and those who specialize in adventurers* 
concerns keep shop in Clifftop and Deathsgate. These 
barristers are experienced with the variety of problem 
encountered by adventurers in the city. from prop- 
erty disputes and charges of plundering (for bringing 
artifacts from Xelidrik without a letter of marque. liar 
example) to robbery charges and wrongful death suits 

Rates increase significantly for part k- tilarl.  dit tic tilt or 
high.profile cases. 

The most expensive and high-powered barristers 
in Sharn-•many of them connected to I louse Sires--
have offices in Nava Gate in Middle Central. 'flies' 
work closely with the dragonmarked families. the 
embassy personnel in Ambassador Timers, a nd the 
financiers of tipper Central. 

MAGIC ITEMS 
Skirts boasts around a doien magic item dealers of 
various specialties.k.cated in various arras through-
out the city. '1'1u adventurers quarters ofClifitop 
in tipper Dura and Draihsgate in Middle Tavick's 
Landing arc rim places leer lower•level adventurers to 
acquire and sell magic items, but dealers there rarely 
carry items above Itith level. The options are more 
limited for higher-level characters: a few dealers in the 
Sesenth Tower district in tipper Menthis occasionally 
have niktparagoii tier items available. One exclu• 
she shop in the Platinum I {rights district of Upper 
Central. and several dealers in the magic district of 
Everbright in Middle Menu his, trade in all but the 
most expensive items. Dealers in Everhright are far 
more willing to buy used or salvaged items than those 
in Platinum I- feights and Seventh Tower. which cater 
to w altlw but not necessarily adventurous collectors 

NEWS 
The Shunt inquiiitive. the city's local chronicle. is the 
best source of local news. A new edition (lithe Inquist• 

appears every Sul(t he first day of the week) and 
is distributed through the city mail. its publisher. 
I laltak irtlarn. is a distant cousin of laud Ruken 
ir'Clarn. a member of lireland's parliament ho liken 
expresses viewpoints and opinimss in opporsit ion to 
King  itoranel. I a fiak's position on his cousin's radi-
cal politics is the sublets of much debate: You can 
find critics who claim that the Inquisitive goes out of 
its way in support the Brelisli crown, and others who 
maintain that the Inquisithr is a staunch opponent of 
the crown. 

Readers turn to the hiquisitire for local news (which 
some say reads inure like gossip) and for time opinion 
pages, which feature heated debates on important city 
i ssues. For news from beyond Sharn, educated c it izens 
rely on the Korrauberg Chronicle (see page 169), 

PAYING TAXES 
Characters who come to Sham limn the surrounding 
region to pay their annual taxes owed to the king can 
make thus'. payments in any of four lueat ions. Tarifl 
offices can be found in Cogsgate In Lower Tayick's 
Landing. Grayflood iii Cliffskl•. Precarious in Lower 
Mira, and Warden Thwers in Middle Nlenthis. These 
offices collect tariffs and duties out trade :is well as 
other annual taxes. 
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PILGRIMAGE DESTINATIONS 
Sharn doesn't draw pilgrims the way that Flamekeep 
(see page [03) draws followers of the Silver Flame. but 
the city contains a few attractions for those of pious 
inclination. Three sites sacred to the Sovereign host 
exist in the city: the Pool of Onatar's Tears in Khyber's 
Gate in the Upper Cogs, the Great I fall of Aurcon in 
the University District in Upper Menthis, and the Kor-
ranath In the district of that name in Upper Central. 

The Shrine of Fathen the Martyr in North Market 
in Lower Northedge attracts those devoted to the 
Silver Flame. During the church's crusade against 
lycanthropes in 832 YK. Fathen was torn to pieces by 
wererats in the middle of North Market: the shrine 
rests on that site. 

Kalashtar and human followers oldie Path of Light 
from across Khorvaire visit Sharn to see Enlightened 
Ilavakhad, an ascetic kalashtar who lives in a small 
shrine in Overlook in Upper Dm. The Enlightened 
One is believed to have tremendous wisdom and 
oracular powers. granting him deep Insight that helps 
those seeking guidam e_ 

PLACES TO LIVE 
As would be expected of a city of more than 200.000 
inhabitants. Sharn has plenty of housing. From apart-
ments in its business districts to townhomes and 
estates in quieter residential neighborhoods. Sham 
has places to live to match most tastes and every 
budget. Northedge has a reputation as the most resi-
dential of Shams quarters. and its topmost levels 
(including the districts of Oak Towers. Crystal Bridge, 
and the elf neighborhood of Shae Lias) include 
some of the finest townhomcs in the city. Middle 
Northedge has quiet townhomes that are less expen-
sive than those in the upper districts, and Oakbridge 
contains some of the nicest middl•class housing 
in Sharn. Even the apartment districts in Lower 
Northedge are more pleasant than their lower-class 
status would indicate. 

For those who prefer to live closer to the heart of 
the city. Mit h ral Tower in Upper Central features 
spectacular town homes. and the residences in Plat I-
nate in Upper Menthis rate as only slightly less grand. 
Housing In the II ighwater district in Upper I)ura is 
affordable. and Ocean View In l7pper Tavick's Land-
ing provides the most desirable and exclusive housing 
on the east sick. 

RESEARC H 
Shams Morgrave University. although not the 
most respectable institution of higher learning in 
Khorvaire. has an extensive library with definitive 
collections in certain fields. particularly the histories 
of Xvidrik and the Dhakaani Empire. esoteric magi. 
cal subjects (including manifest zones and eldritch 
machines), the subterranean environment of Khyber 

and its denizens. and maps and geography. Charac-
ters seeking knowledge in any field should be able to 
find resources in the library to assist their search. The 
university 6 an excellent resource for hiring sages on a 
short-term or long-term basis. Even sages who have no 
connection to the university cluster around it. estab-
lishing their homes and businesses in the University. 
Denlyas, or Ivy Towers districts of Upper Mcnthis. 

Another important resource for certain kinds of 
research is the City Archive in the Highest Towers 
district of Upper Central. The Archive contains 
exhaustive historical records of Shane birth. death. 
and marriage records; and copies of legal documents 
such as identification papers and letters of marque 
issued in the city. 

STORAGE 
House Kundarak's role in the financial world takes 
a back scat to its role in providing security for ware- 
houses. businesses. and other private locations whose 
owners can afford its services. Foremost among the 
secure storage facilities the house provides in the city 
are the Vaults that occupy the lower levels of the Kun-
darak Bank of Sham in Upper Centrals Korranath 
district. The Vaults, designed primarily to store small 
items of great value, feature unparalleled security. 
House Kundarak also guarantees the security of a 
number of warehouses in Lower l)ura and in Lower 
Tavick's Landing. 

TRANSPORTATION 
New visitors find that getting around In Sharn pro , 

 rides almost as much entertainment as the many 
sights and wonders the city has to offer. Skycoaches-
resembling small boats that range from rowboat-sized 
ckycars to kingship-scale tour coaches-glide through 
the air. transporting people and small cargoes from 
place to place. Skycoaches can be found at the Orien 
lightning rail station in Cogsgatc in Lower Tavick's 
Landing. at the waterfront in Offside. and at the 
elemental airship docks in I lighest Towers in Upper 
Central. Skycoaches can also be summoned from 
larger balconies on towers throughout the city. 

Flying mounts. such as hippogriffS and glide-wings 
(brought to the city by Talema halflings living in Little 
Plains in Middle Menthis), are another way of navigat-
ing the city. Exotic flying mounts can be hard to stable 
in most areas of the city. Skyway is the only ward that 
has ample accommodations for large flying mounts. 

Of course. not all travel in Sham involves flying 
through the air. Lifts powered by magic move people 
both vertically, from the Cogs to the Upper City.and 
horizontally. from tower to tower. Mule-drawn wagons 
carry loads along the suspended roads and skybridges 
that crisscross the city. I horses also move among the 
towers. carrying riders or pulling carriages, and many 
people walk from place to place whenever possible. 
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1.11E FIVE NATIONS 

FORA thousand years. civilization was svn-
onymtnis with Galidar. A great nation forged on the 
principles of justice and progress. it stretched across 
Khorvaire, shining the light of innovation into dark 
corners of wilderness until all lands and all peoples 
were sublect to the crown. Powerful and far-
reaching as it was, though, Galifar was not eternal-
the overriding ambition that saw its birth also rang 
Its death knell. 

I /ivisiveness and greed shattered the kingdom's 
to 	bonds. The scions ofGalilar's last king each 
vied to emerge as heir. stopping at nothing to claim 
the throne. Avarice. delusion, righteousness. and 

naked ambition plunged the kingdom into a bloods 
civil war that raged fur over a century. indeed, it 
might have lasted longer were it not for a singular 
event-•the catasirophk-  destruction of an entire 

people In one terrifying magical eruption. 
Without warning. the cultural center of the Five 

Nations, tyre. was consumed. The heavens caught 
fire. eerie mist boiled up from the ground. and death 
spread far and wide. Nothing was spared. Gyre's 
annihilation struck terror into the hearts of people 
of all nit ions. This fear led to an accord between the 
surviving nations and brought a temporary end to the 
bitter struggle. 

'I' he last War looms still in the hearts and minds 
(tithe people atilt! Five Nations. Veterans and vic-

tims search for meaning in the uncertain peace 
of this new age. Old battlefields littered with the 
bleached bones of the dead line the borders of rival 
nations. Clandestine organizations Fight a new war-a 
cold war--in which battle• arc waged using proxies in 

the shadows, all against tlw threat ()fa reignited war. 
This chapter explores the heart of Eberron, bring-

ing to life sonny of thw most evocative and dynamic 

lands found in this world, 
Each of the Five Nations. including the ruined 

Mournland. receives extensive description, includ-

ing lore Aunt the lands and its history. major 

settlements and features. and plot hooks and 

adventure seeds for building mlyent tires of your 
own design. 
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CHAPTER 3 I The Eire N,Jtiortrn 

Tlw kingdom of Aundair combines pastoral straight-
forwardness with intellectual scholarship. Vibrant 
cities overfimv with commerce. thinkers, and magic. 
while a patchwork countryside of fauns and fiekis 
surrounds the castles of the land's nobility. Farmers 
make up the bulk of the population. but Aundair 
has no shortage of scholars and thinkers. mages and 
mystics. The clash of customs and cultures breeds 
a unique people. proud and self-sufficient. working 
together to put the last violent century behind them 
as they march into a new future. 

LORE OF AUNDAIR 

ARCANA 
Common Knowledge: Aundair attracts hopeful 

apprentices from all over the continent. The nation 
embraces and celebrates its magical citizens. funding 
numerous schools and guilds to produce the finest 
;pages in the Five Nations. Most would-be students 
travel to Arcanix first to present themselves before 
the masters oldie Arcane Congress. This ancient 
Institution. founded by King Galifar I a thousand 
years ago, stands at the forefront of magical I muwa- 
t ion and study. 

Arcana ix: 15: Soon after King Galifar secured 
his nation. the dragon Ma rked houses established 
the Twelve, an institution to advance and profit from 

magical research. Fearing the power this develop-
ment gave the merchant houses, the king authorized 
and endowed the Arcane Congress to study magic 
for the betterment of all citizens. Early successes 
and impartiality during the List War allowed the 
Congress to eclipse its rivals. making it the greatest 
magical institution in the land. 

Aundair courts the dragotamarked houses, giving 
ahem favorable trade agreements to encourage new 
industries in the notkm. Queen Aurala has dose ties 
to the baron of !louse Lvrandar in Stormhome. Also. 
she has taken Sasik. a young heir of House Vadalis. as 
her husband. though she goes out of her way to avoid 
the appearance of special advantage for her hus-
band's family. 

Arcana DC 20: The Arcane Congress might be 
the best known oldie magical societies in Aundair, 
but other institutions exist as well. Several smaller 
and less prestigious Aundairian schools draw stu-
dents to the cities. while master mages often take on 
apprentices to pass along their learning. Magic also 
finds a place within the military institutions. The 
Ministry of Magic recruits from Aundair's students: 
many find a place within the laminas Knights Arcane. 
or as batik wizards. Aundair's mages also produce 
war machines. destructive rituals. and powerful 
combat spells. 

HISTORY 
Common Knowledge: l.ike all the Five 

Nations, Aundair takes its name from one ofGalitar 
irlArynartA children. the first king's eldest daughter. 
Rule passed from one scion to another until the death 
of King Jarot, at which point Galifar ceased to be and 
civil war began. Aundair's current royal line descends 
from King Jarot's son iArrogar. Tlw dynasty has ruled 
continuously—aside from a single period of regency—
through the trials of the last century. Queen Aurala 

ir'Wynarn. the current monarch. is known for her 
beauty, cunning, and diplomatic expertise. 

History DC 15: A large aristocratic class supports 
the crown. A number of noble families are ancient. 
founded during tlw ages of the Kingdom of Gall far. 
Many more nobles gained titles through their deeds 
and achkvemcnts in the 1.ast War. Tensions exist 
between the established families and the new. but 
duty and loyalty to the crown outweighs most private 
intrigues. 

All nobles in Aundair are landowners. They lease 
plots to the peasants for growing crops and raising 
families in exchange for a measure of their earnings. 
and the right to call upon their sons and daughters to 
serve in times of war. From the income of their land-
holdings. the lords give a substantial amount to the 
crown. These funds are used to maintain the nation's 
infrastructure and its defenses, 
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History DC 20: Aundalesgovernnwnt derives 
from the system used by Galifar. changing little over 
the centuries. Aundair's commitment to what many 
people see as an outmoded governmental model was 
a critical factor in the nation's territorial losses during 
the last %Var. The crown relies on its vassal lords 
to supply hands and troops. and because most lords 
live in the east. they withdrew their soldiers from 
strongholds in the west to protect their own hold-
ings against attack. In doing so, they abandoned the 
sparsely populated %test, allowing bandit princes and 
Rrelish forces to sweep into those lands almost lump-
posed. When the Wardens of the Wood emerged 
from the Towering Wood at the head of an army 
of plants. animals, and rangers. the locals rallied 
to their banners. As a consequence of these events. 
the Eldeen Reaches declared its Independence from 
Aundair. 

A combitiat ion of ambition on the part or the 
regent and insufficient counterintelligence lead 
to Aundair's second greatest loss. one closer to the 
center oft he nation. The ancient city ofThalinst was 
overrun by Thrane: Aumlair's subsequent disarray 
prevented a swift counterattack. and the Thranes 
were able to entrench in depth. 

Before Aundair could recmer its lost territories. 
the war ended. The Treaty ofThronehold recognized 
the Ekleen Reaches as a new nation and left the issue 

Thaliost to another day. Since then, intrigue and 
•hallow war have been wholly insufficient to wrest 
I ha liost front Th ra ne or recover Aundair's western 
[erritory Irnm the Great Druid and his supporters. 
♦onetheless. the nation has not abandoned its claims 
to these areas—far from it. 

History DC 25: Aundair suffered greatly during 
the last War and might have collapsed in the latter 
years had it not been for Queen Aurala's talent and 
diplomatic skill. She refOrged tics between the mon-
archy and the nobles that had been frayed to the 
point of unraveling by the toll of war. deftly trading a 
!i ► t- royal prerogatives fur renewed oaths of fealty. At 

linmehold. she avoided most criminal ace mat Ions 
tirected at her generals and secured profitable trade 
Agreements with Karrnath and Breland. Although 
the was unable to resecu re Thaliost, the queen did 
negotiate a peace that allowed Aundair to keep the 
I hrane lands it held along its eastern border. Had the 
. Town passed to a less competent heir. Aundair might 
flaw lost even more. and might not have survived. 

Despite her skills at negotiation. Aurala showed 
n. flexibility with regard to the Cy ran problem. 
liter the Mourning. she closed her nation's borders 

the refugees. fearing they would carry the curse 
!0 her nation, or simply overwhelm the country's 
.trained social fabric. Considering how much Atm. 

supported Cyre during the long years of war. 
P Ins act was considered a grave betrayal. Partially  

acknowledging her misstep. Aurala now supports 
a new Cyran homeland—as long as it does not lie 
within her lands. 

History DC 30: The relative weakness of Aun. 
[lair's monarchy with respect to both the country's 
nobles and its neighbors has served only to embolden 
its leaders plotting. The Queens own brother Ada'. 
the minister of magic. craves power and plots to 
usurp his sister's c rown  and place it on his own head. 
Aundair's military leaders are working on plans to 
invade the Eileen Reaches and take back the valu-
able land by force. while Aurala dreams about being 
queen of a unified Gallfar. Despite Aundair's public 
commitment to peace. elibrts continue to rebuild its 
military. forming new Legions and war machines. 
pushing the boundaries of war magic. and raising 
and repairing the oat itin's defenses. These efforts 
have led many observers. bath internal and external. 
to believe another war is inev itahk.  

NATURE 
Common Knowledge: Aundair is a relatively 

small nation at present. with lands stretching from 
Scions Sound past the Starpeaks and narrowing to 
the south around territory controlled by 	It 
extends west to the Eldeen Reaches and south nearly 
to the Blackcaps. Aundair's landscape features rolling 
countryside carved up into fields and sprinkled with 
hamlets connected by winding paths and caravan 
routes. Cultivated lands surrender to the ancient 
forests such as the Whisper bloods to the north. the 
Chanthwood and the Duskwood to the west, and the 
Eldritch Groves to the south near A rcan ix. 

With regular rain and a mild climate, noted for 
its short winters and warm summers. Aundair's 
agriculture thrives. Aunclair is among the greatest 
fbo•producing nations on Khorva ire_ The nation 
exports grains. line wine. and vegetables. 

Nature DC 15: The large majority of Aundair's 
vassal lords and about half its common people are 
human. II:di-elves reside In the nation In substantial 
numbers. Elves and gnomes living in this nation often 
do so apart. dwelling in Aundair's forests. They are 
subjects in name only. lieflings.dragonborn. (lop. 
pelgangers. and other peoples make their home in 
Aundair. Few shifters exist within its borders; over 
ISO years ago. the Church nfthe Silver Flame wiped 
out hundreds of shifters and drove the rest into the 
Eldeen Reaches. 

RELIGION 
Religion DC 15: Aundairians arc a practical 

people. trusting what they can see and feel over nebu-
lous concepts ofgods and faith. War with Thrane 
soured most Aundairians on the Church of the Silver 
Flame—too many lost kin and friends to Thome sol-
diers. When people turn to the gods. they embrace 
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the Sovereign Ilost—Arawal and (]lladra in rural 
communities. and Aureon in the cities. 

Despite the upheaval of the last century. the 
Church of the Silver Flame has followers still, 
descendants of converts ()I the puritans who came to 
Aundair. A century of est ra ngement from Flamekeep 
has spawned unusual. clandestine. and sometimes 
violent beliefs.: Aun(lair's followers of the Silver Flame 
arc among tlw most fanatical. 

Religion DC 20: 'Ole capital of Fairhaven has 
a reputation for breeding new religions. Most cults 
and sects form around a charismatic philosopher, 
theologian. or scholar. but few survive lOr more than 
a kw months. After all, a new. enticing religion crops 
up esrry few weeks. The aesthetes' willingness to 
embrace difk-ring views allows darker culls to gain 
footholds where they otherwise might not. Even the 
Culis of the Dragon Below and the I )ark Six have 
small congregations throughout the land. 

STREETWISE 
Streetwise DC 15: Queen Aurala pledged to 

maintain the peace. Ina beyond her dealings with 
Breland. she has had little luck in finding common 
ground with her rivals. Despite recognition of the 
Eldeen Reaches by the treaty of I hronehold. Aundair 
has yet to form any alliances with that nation. Indeed. 
most Aundairians see the !teachers as traitors and 
rebels. Further. as long as Thaliost remains under 
"'brasses oppressive heel. there exists little chance 
of repairing the damage between these two ileoptes. 
Finally, Queen Aurala keeps Karrstath at arms 
length. She suspects treacitery in that nation's aggres-
sive and mysterious king. and has put oft signing any 
long• term alliances, 

Streetwise DC 25: As fllstory DC 23. 
Streetwise DC 30: As I listory DC 30. 

SETTLEMENTS 
AND FEATURES 
Aundair st ill  bears the scars of the Last War. Border 
strongholds hold full garrisons. while sentinels 
watch the roads anti waterways for enenw armies. 
Once past these defenses. though. a wren aril 
peaceful countryside unfolds. Aundair is an agrar-
ian nation pu mutated with great cities and large 
towns. Caravan routes cut through the lands. while 
tracks and paths connect tiny villages where peasa los 
congregate for protection. A lightning rail emerges 
from Thrane at Marketplace. traveling norlinvard to 

Passage and Fairhaven. until it exits once more into 
Thrane through the Daskara Pass, Travel here is safe 
and easy for the nmst part. and few lands compare to 
Aundair ph Ellresque beauty. 



ARCAN1X 
Magical Village; Population 900 

Above Lake GaMar's shores float the three towers 
of Arcanix. They hover, unmoving and untroubled 
by wind or rain. Their labyrinthine corridors house 
mentors and students who explore the mysteries of 
magic as they have since the great institution was 
founded nearly 1.000 years ago. 

The floating castle% contain classrooms and labora-
tories, cells for students. and apartments for mentors. 
Great libraries bold the collected lore of generations. 
with rituals and spells bound in dusty tomes. Hidden 
vaults contain great treasures and dangerous items, 
some unearthed by adventuring wizards. others cre-
ated by the mighty mages who have lived here. 

'rite village also known as A rcanix  spreads out 
below the towers, supplying the magcs with foodstuff. 
clothing. and other materials they need to continue 
their work. Most people reach the towers by magical 
Imam for others. the village rents hippogriffs to bear 
visitors to the fortresses kw a modest fee. 

Gate of Xabra: The Arcanix tossers house strange 
artifacts and relics, but few compare in size and scope 
to the Gate of Xabra. A circle of menhirs sits amp one 
of the residential towers. The standing stones. and 
indeed the very earth they rest upon. came to Arcanix 
fmm an ancient Q'ba ram ruin ages ago alter the mars 
discovered that the stones could bridge the planes. On 
each stone Is a magic rune. When the stotws are acti-
vated in a specific sequence. everything inside the ring 
is whisked to another plane. Concentrated research 
has uncovered a few sequences so far, sometimes with 
disastrous results, but the studies continue. 

FAIRHAVEN 
Capital City: Population 90.000 

Founded soon after humanity spread across Khor-
vaire. Fairhaven is a city with a rich history. The 
capital features straight roads and tidy buildings. 
with tree-lined neighborhoods. manicured parks, and 
statues depicting great leaders and heroes. Grand 
universities fill city blocks. teeming with students and 
scholars. Great temples dedicated to the Sovereign 
I lost. mage towers, museums. and more give the city 
a refined atmosphere. 

Fairhaven is also Aunclair's commercial cross. 
road. All the dragon marked houses have enclaves 
here. and caravans front all across the Five Nations 
arrive regularly. Overhead. elemental airships drift 
through the clouds. descending to dock at the sky 
tower, while elemental galleons prmvl the Aundair 
River. laden with goods being conveyed to and from 
distant ports. Merchants and traders wheel and deal 
with skeptical peasants from the surrounding farm-
lands in Fairhaven's numerous market places. '11w 
Distant Exchange, a bustling market specializing in 
foreign goods. provides silks, exotic consumables.  

and brilliant artwork from faraway lands. catering to 
the city's elite. 

Above all. Fairhaven is a city of learning. Schools 
ranging from single classrooms to sprawling universi-
ties are home to students from all cultures and races. 
This crucible produces regular advances in pitilos• 
phy, magic, sciences, and commerce. Fairhaven's 
reputation for scholarship makes education its great• 
est industry. 

Fairhold: Visitors to Fairhaven cannot help but 
notice Fairhold. the ancestral seat of Aundair's rulers. 
Rising above the tallest buildings in the city. Fairhold 
is a wonder of architectural achievement, a grace- 
ful fusion of style and defense. Behind steep walls 
pierced by looming gates rest half a doyen towers a non  
twice as many minarets. Here one finds the royal 
family's residence, the courts, the garrison of the 
Knights Arcane. and the stables ibr their dragon hawk 
steeds. Clustered around the citadel are embassies 
and governmental offices. overshadowed by the 
ancient fortress's majesty. 

University of Wynarn: Morgrave University 
might be better known, but the University of Wynarn--
the original institution ofhigher learning in the Five 
Nations—is better respected. The campus outgrew 
its initial building long ago and now encompasses 
six sprawling structures equipped with dormitories, 
apartments, libraries, restaurants. coffee houses, the-
aters, classrooms. laboratories, and museums. 

The university remained open throughout the Last 
War, but fewer and fewer enrollees arrived. By the 
war's end. the professors outnumbered the students. 
To increase enrollment. the university relaxed its 
restrictions on attendees and invited new students 
from all nations. The new policy created a cosmopoli-
tan mix of scholars including ores, goblins. shifters, 
and even a kw warkirged. This diversity has resulted 
in increased tensions among the student body. and 
strident calls for more representation of minority races 
among the teaching staff. Still, the university is com-
mitted to educate as it has over the centuries and has 
taken steps to accommodate its diverse population. 

PASSAGE 
Trade City; Population 16,000 

Aundair's population has always been more heav-
ily concentrated in the east, but Passage Is a notable 
exception. Situated on Lake Galitar's shores, it is the 
last major city before Aundair gives way to the Ekken 
Reaches. Passage owes its booming growth and pros-
perity to House Orien. which has a great enclave in 
the city. Indeed, the dragonmarked members control 
the city's government. People arrive in the city from 
all over the continent thanks to the lightning rail 
repair depot. which ma intains must rail carts in SC r 
vice throughout the Five Nations. Pasuge is also the 
door to the Eldeen Reaches—through the city flow 
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produce and grain from the rich farmland in the 
west. while finished materials arc shipped out from 
Fairborn and elsewhere to the east 

STORMHOME 
island Paradise: Population 14.000 

Until I Meese Lyrandar secured rights to this island 
at the mouth of Scions Sound. Stormhome was a 
rugged and desolate place. a windswept rock home 
only to a garrison ofdemoralized soldiers. Six hundred 
years ago. lyraruktr chose this spot to build its enclave 
and used weather-controlling magic to divert the 
worst storms away from the island. The results were 
astonishing Stormhome became an island paradise. a 
testament to I louse Lyra ndar's wealth and power. 

Stormhome remains part of Aundair but is left to 
its own devices. making it an ideal retreat for foreign 
dignitaries and nobles. Even queen Aura la seems 
enchanted with the place, spending a portion of each 
year in the company of leratular's baron. swappilig 
secrets and rumors to the dismay of both their advi-
sors. As the premier destination for the wealthy and 
powerful. Stormhome has emerged as a hotbed of 
intrigue, and agents ewne to broker alliances and 
gather intelligence about their rivals. 

Ttir TOWERS OF ALINDAIR 
Border Fortresses; Population 900 each 

Four great fortresses essentially define the border 
between A unda i r and Thome to the west and 
Breland to the south. \Vrogar Keep, Tower Valiant. 
and Tower Vigilant stand a long the Thome border. 
while Vanguard Keep guards the plains between the 
Blackcaps and the Eldritch Cowes. near the border 
with Breland. Each fortress has a high watch tower 
surrounded by magically fortified walls and less obvi-
nus magical defenses. 

A brigade of about 700 soldiers garrisons each 
keep, with the equivalent of a tiny village helping to 
supply the soldiers with food, arms, and repairs. The 
soldiers include standard infantry. archers and wand• 
wielding specialists. and at least one unit of cavalry or 
dragoons (mounted infantry), 

PLOTS AND 
ADVENTURE SITES 

Lord Darro's Ambition: Political pressure trout 
rival nations forced Aundair to recognize the Eldeen 
Reaches. but few Aundairians are so willing to (Or-
give the Reachers for what they sec as a betrayal. 
Foremost among those clamoring for a western war is 
Lord Darro ifLien. the queen's second warlord and 
commander of the Knights Arcane. Ile Kati a detailed 
plan to invade and conquer the Eldeen Readies. 
wresting the rich lands from the treacherous War-
dens of the Wood. Many officials think the idea is  

hills', since Aundair is in no shape to mount a hostile 
campaign. but Lord Darro is relentless. He agitates 
liar war. gathering support From nobles by making 
promises he likely can't keep. Lord Darm courts the 
minister of magic at A ma nix. believing that with the 
aid of the minister—who is also the queen's brother—
he can force the queen to support his plan to invade 
and conquer t he Reaches. 

Starpeaks Observatory: Although the Arcane 
Congress is based in Arran ix. it has holdings through. 
out Aundair. It maintains offices in Fairhaven. towers 
in the countryside, and laboratories hidden from view 
by powerful enchantments. The Arcane Congress 
recently claimed the Starpeaks Observatory, a grand 
structure raised 500 years ago at the highest point of 
the surrounding mountain range. The complex had 
been abandoned for centuries. and observers wonder 
about the Arcane Congress's sudden interest in the 

ancient structure and its view ofthe heavens. 
Whisper Rock: The NVItisper Maxis have a 

reputation for sinister creatures and grave dangers. 
but nothing compares to the sheer strangeness of the 
Whisper Rock. This ancient monolith, raised long 
before humanity came to K horva ire. exudes a cor-
rupting influence. warping trees and animals and 
causing shadows co bend and twist. Winds swirl and 
issue a chilling susurrus, which gives the rock and 
the West their name. Some believe the whispers 
contain prophetic fragments—prompting sonic fools. 
seers, and apocalyptic doomsayers to make the haz-
ardous journey through the woods and congregate 
around the stone, straining to make sense of the 
weird voices in the wind. 

ROYAL EYES O AUNDAIR 
The Five Nations fight a cold war using spies and sab-
oteurs, dueling with information rather than swords 
and spells. Few of the individuals who traffick in 
secrets and subterfuge arc as proficient as the mem-
bers of Aundair's Royal Eyes. 

ROYAL EYES LORE 
History DC 25: The Royal Eyes is as old as Aun. 

dull- itself. first formed when Lady Aundair came to 
power. Not trusting her sworn lords, she charged her 
allies and followers with safeguarding her regency. 
These operatives watched the vassal lords. protected 
their mistress, and thwarted conspiracies that rose 
against her. 

Over the centuries, the Royal Eyes has expanded 
its operations and looked beyond Aundair's borders. 
examining developments in the other realms. When 
old rivalries blossomed into suspicion and eventually 
violence. the Tower of the Eyes began dispatching 
agents to infiltrate enemy organizations, royal courts. 
and other institutions, legal and ot herwise. These 
agents report their findings to Aundair. where the 
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Spy Master gathers utlient aspects and files reports 
with the crown. Tnday. the Royal Eyes considers Itself 
the hest-informed agency in Khorvairc. 

Streetwise DC 20: A saying is often heard at 
Queen Aurala's court: "The Royal Eyes are watching. - 

 Few appreciate the meaning behind the warning, 
thinking it only a way to chastise the incautious. In 
truth, it remarks oat Aurala's spies. who are every-
where and can be anyone. 

ORGANIZATION 
"Ilie Royal Eyes of Aundair is a widespread, clandes-
tine organization whose existence protects Atindaies 
crown and ensures its continued security. So secret 
Is the Royal Eyes that Few appreciate the quantity 
and quality of its intelligence, or realize how far the 
agency penetrates into foreign offices.The members 
of the Royal Eyes are consummate spies. able to infil-
trate the most heavily guarded strongholds without 
arousing any suspicion. 

Leader: Queen Aurala commands the Royal Eyes, 
as have her predecessors. To manage the day-to-day 
affairs and sort through the Incoming information, 
the queen relies on her Spy Master. Currently, Thud 
Racannoch holds that post. A mar who has a pen-
chant for divination magic, he was appointed after 
Aurala signed the Treaty of Thronehold. The Spy 
Master sills through voluminous reports anti deliv-
ers summaries to the queen. In addition. Racannoch 
manages the field agents. organizing and assigning 
missions. and vetting all new recruits. 

Headquarters: . 1* he Royal Eyes operates out of 
the Tower of the Eyes in Fairhaven. All agents send 
their findings to the tower, where they are collected, 
sorted, and filed. Maintaining secrecy on missions is 
a paramount concern, so agents in the field operate 
alone or in small groups. Tliey communicate by using 
secret channels and coded messages disguised as 
normal correspondence to avert suspicion and maim 
tamn the integrity of their cover. 

Hierarchy: The more an agent knows. the 
greater his or her standing within the organization. 
Field operatives who prove their worth over the 
sears receive a recommendation for elite service. 
► Pit h the Queen's approval, elite agents gain titles. 
lands, and hold i ngs, becoming vassal lords. The Spy 
Master entrusts these operatives to organize specific 
missions and form teams. giving them incredible 
treedom within the organization. 

Few agents attain elite service status. though. The 
majority of regular operatives embed themselves in 
ti reIgn courts, the dragonmarked houses, or in crimi-
nal enterprises. staying in the field for years at a time 
and dispatching regular reports to the Tower of Eyes. 
I hew operations each occupy no more than one or 
:w 0 agents. 

The majority of Aundai r's informants do nut realize 
they work for the Royal Eyes. Recruited in the field. 
they undertake specific missions on hehalfolthe 
Aundairian crown. but if captured. they cannot com-
promise the organizations integrity. Such individuals 
might he adventurers. Aundair sympathizers. or crim-
inals. The best operatives might receive an invitation 
to join the Royal Eyes in an official capacity. 

Members: Basic operatives come from all proles 
skins. races. and nationalities—the only requirement 
is that the agent have a talent useful to the organiza-
tion. Full members are drawn only from Aundairian 
citizens. and of them. the Royal Eyes recruits only the 
most patriotic citizens. Individuals who place crown 
and country above their own concerns. 

An agent who joins the Royal Eyes might work fur 
years before becoming a full member. The organiza-
tion examines all candidates thoroughly. send I tug 
them on difficult missions to test their loy, ally and 
cranmitment to Aundair. Once proven, recruits spend 
a year or more studying at the Tower of Eyes. Recruits 
receive extensive combat training. instruction in the 
rudiments of magic use. and the secrets ofespionage 
techniqum perfected over the centuries. 

THE TOWER OF THE EYES 
The Tower dike Eyes stands inside the compound of 
Fairhold, a slender white tower adorned with a carving 
of a pair of heavy-lidded eyes—the sole suggemkm of 
its purpose. The tower contains the organization's col-
levied lore. which includes i rdiarmat ion on the various 
powers and personages in the Five Nations. Dossiers 
on spies, nobles, heirs. politicians, and of her important 
personnel occupy rooms deep down in the structure. 
each protected by magic wards. Training facilities. 
off ces. and armories containing ritual scrolls. magic 
items, and coin fill out the remainder of the tosser. 

AGENTS OF THE ROYAL EYES 
At any given time. the Royal Eyes has agents in just 
about every land or Khorvai re. Each agent ciandes-
Indy gathers intelligence and sends reports hack 

to Fairhuld. On occasion. an agent might act in the 
open, manipulating eitliers to achieve some hidden 
purpose. killing individuals who pose a threat to 

THE ROYAL EYES 
AND ADVENTURERS 

With its connections and resources. the Royal Eyes can 
serve as an excellent sponsor for adventuring groups. 
The queen's spies recruit outsiders to undertake danger-
ous missions such as exploring unknown lands, stealing 
potent treasures, conducting espionage, and performing 
assassinations. Only Aundairian citizens can become full 
members of the Royal Eyes. but the organization is not 
above using foreigners to do its dirty work. 
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Royal Eyes Agent 	 Level 7 Skirmisher 
Medium  irla I Ulf  al bonsai 	{1 ,./ fl 	 XP  300 

Initiative • 9 	Senses Perception -10 

HP 75. Bloodied 37 

AC 21: Fortitude 16, Reflex 70. Will / I 

Speed 6 

CI Rapier (standard; at.will) Weapon 

• 13 vs. AC: 1d8 4 • damage, and if the Royal Eyes agent is 

marked by the target. that condition ends_ 

* Hand Crossbow (standard; 	+ Weapon 
Ranged 10.'10; *12 vs_ AC; 2d6 - 4 damage. 

Flamboyant Strike !standar& requires a rapier; encounter) + 

Weapon 

13 	2dS 4 damage, the agent slides. the target 1 square 

and the target is dared until the end of the agent's next turn . 

Informetion Is Power (minor: encounter, 
Close burst 5; one creature in burst *10 vs_ Will: the target 

grants combat advantage to the Royal Eyes agent (save endsi. 

Combat Advantage 

A Royal )r8..tterit deals 2d6 extra damage on melee and ranged 

at 	against any creature granting combat advantage to it 

Cunning Escape (ninor, when the Royal Eyes agent hits with a 

melee attack; atiaill) 
lithe Royal Eyes agent is marked, that conclition ends. In 

addition, the agent shifts 1 square. 

Alignment Unaligned 	Languages Common 

Skills Bluff -1 3.1-listot y +9. Insight +10. Streetwise +13. 

Thievery -12 

Ste 10 (+3) 	Des 18 (47) 	Wis 14 (-51 
Con 11 (+3) 	Int 13 (-,4) 	Cha 11 I-81 
Equipment leather ammo,. rapier. hand crossbow with 20 bolts., 

thieves' took 

Atindair sectirit y. or stealing powerful objects to pre• 
vent them from falling ink, the wrong hands. 

AGENT OF THE ROYAL EYES LORE 
Streetwise DC 25: Royal Eyes are agents of the 

Aunda irian crown. infiltrators and spies who mask 
their identities and true purpose_ •hev are Aundair• 
Ian patriots. and all are unwavering in their loyahy. 
Royal Eyes  uflen employ outsiders, recruiting unaf 
filiated operatives to help hide Aundair's hand in 
sabotage, assassination. or other intrigues. 

ROYAL. EYES AGENT TACTICS 
Royal Eyes agents spend the time and resources nee 
essary to learn album their foes before engaging them 
in bank. They prefer to keep lackeys around to aid in 
flanking, Otherwise. they use Otfortnat ion is power to 
gain combat advantage and follow up withpuntboyant 
strike. hoping to daze the foe and add another round 
of combat advailtage damage. 

ROYAL EYES ELITE' AGENT TACTICS 
Elite agents use the same tactics as standard agents. 

but they have a Flair Ins- the dramatic. goading and 
taunting their foes to weaken their resolve and create 
openings for at I:wk. They too use intirrnutlicm is ;touter 

andflanitiopnt strike to establish combat advantage 
and lake down enemies quicklv. 

Royal Eyes Eike Agent 	Level 10 Elite Skirmisher 
Medium  natufal humanoid, hisnian 	 XP 1,000 

Initiative *12 	Senses Perception +13 

HP 204: Bloodied 102 

AC 27: Forthude 21, Reflex 24. Will TS 

Saving Throws • 7 

Speed 6 

Action Points 1 

(S1) Rapier (standard; 	+ Weapon 

*16 ► -s. 	Id8 • 7 damage 

lb Hand Crossbow (standard; at will I + Weapon 

Ranged 10. 20. - IS vs. AC: 2d6 + S damage. 

1- flamboyant Strike (standard; requires a rapier; encounter) + 

Weapon 
*16 vs, AC: 2d8 • 7 damage, the agent slides the target 1 square, 

and the target is dazed until the end of the agent's next turn. 

Information Is Power (minor: at•will) 
Ranged 5: • 13 vs, Will, the target grants combat advantage to 

the elite agent until the end of its nest turn . 

Auraddir Lin Elrtn(imtnediate reac tion. when the elite agent Is hit 
by a melee or ranged attack; at-will) 

If the Royal Eyes elite agent is marked. that condition ends. In 

additions, the agent shifts 1 squares and makes a basic attack 

as a free action against the triggering target at any point during 
this movement. 

Combat Advantage 
A Royal lot elite agent deals 3d6 extra damage on melee and 
raisged attacks against aiVy creature granting combat advantage 
to it. 

Disguise Trick (standard; 	+ Illusion 

The Royal Eyes Aka" agent takes on the appearance of any 

Medium humanoid race. Its clothing and equipment alter 

appearance to reflect this change. The Illusion does not adjust 

sound or texture. so a creature burning toot touching an elite 
agent might detect the illusion- 

Alignment Unaligned 	Languages Common 

Acrobatics 4-15, Bluff -16 r -11 to pass off a disguise), /Intory 

• 12. insight -13. Streetwise +16, Thievery -15 

Ste 12 061 	Der 20( 4 10) 	Wls 17 (03) 
Con 140) 	Int 15 (4-7) 	Cha 211411} 
Equipment leather armor. rapier. hand crossbow with 20 bolts. 

thieves' tools. 

ENCOUNTER GROUPS 
Since Aunklair's Royal Eyes infiltrate other groups. one 
can find its agents in just about any other intelligence 
organization. and they might not reveal themselves 
timid their -allies" are defeated. Nlember, of the Royal 
Eyes might operate Inside religious groups such as the 
Church of the Silver Flame. alongsid• terroirist outfits 
such as the Order ;lithe Emerald (law, or in positions 
as guards, business partners, or confidants for just 
about any mover and shaker in the Five Nations. 

I.evel 6 Encounter (XP I.350) 
+ 1 Royal Eves agent (herd 7 skirmisher) 
+ 3 dwarf hanunerers (level 5 soldier. AIM 97) 
+ 6 human lackeys (level 7 minion, ALM 162) 

Level 10 Encounter (XI' 2,800) 
+ 1 Royal Eves elite agent (level ID elite skirmisher) 
+ 1 ore chieftain (level 8 bruit'. AIM 204) 
+  10 ore warriors I  level 9 minion. 	203) 
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I he scions of Galifar I were not the first humans to 
claim the region now knowilas Breland. In ages past, 
humans seized cities and lands once held by goblins. 
and others before them. SIM, none were as success• 
fill as the king driven to forge an empire out of the 
untamed wilderness. Seeing the region as a buffer to 
protect his holdings against the monstrous threats in 
the far west. Galilar gave these lands to his daughter 
lirey and named the realm Breland. 

LORE OF BRELAND 

ARCANA 
Arians DC 15: Breland benefits from dose 

ties to the dragonmarked houses. having bolstered 
its armies with I louse Cannith war machines and 
legions of warforged. In addition, the nation's close 
lies to Zilargo provided it with elemental galleons and 
other devices that proved instrumental in protecting 
its lands. mostly from Cyrans and 'Ultra rtes. 

A rca na DC 20: Nian i fest zones—weird plkieiS 
where planar influences bleed through to the world—
.I re common throughout Breland. Nowhere is this 
more true than in the city of Sharn—its towers liter-
ally float in the air, and its people take full advantage 
o Galifar's aemmant it: achievements. 

HISTORY 
Common Knowledge: Breland's position on 

old Galifar's frontier led the nation to develop in 
distinctive ways. Rather than embracing the old 
governmental Institutions upheld in its neighbor-
ing realms, Breland afforded its citizens greater 
treedoms, instilling a tierce independence and a 
loyalty to Breland's regents. Taking advantage of vast 
resources and the freedom to become rich, Brela ►d's 
population swelled. forming sprawling cities and cul-
tivating lands across the nation. 

Size is a large factor in Breland's increasing power. 
.1Ithough the nation lost territory (luring the Last 
%Var. most Brelish folk escaped the worst fighting—
the nation's front lines staved in the north and 
northeast, far from Sham and lArro.at. RI-dares infra-
structure also escaped the war's ravages. allowing it 
to recover more quickly than its rivals. 

History DC 1 5: Breland leads the way in social 
and political innovation, and its people have greater 
fights and liberties than those oldie other Five 

Nations. King Boranel commands the kingdom's 
armies and enforces its laws, but he shares a great 
deal of power with a parliament elected by the 

it; zen s.  

the parliament consists of two branches: the 
Nobles Chamher and the Commons Chamber. 

Twenty seven nobles make up the Nobles Chamber 
each holds the position for life and passes it on to his 
or her heir. 11w people elect the Commons legisla , 

 tors for terms of two years. Power and influence shift 
from one chamber to the other. depending on the 
charisma and stature of t he chambers leaders. The 
parliament's primary responsibility is to create laws. 
As a result. the people have the pat-1141MM to thank 
for their increased freedoms. 

History DC 20: Democracy flourishes in 
Breland. but loyalty and love for the king keep the 
people from dismantling the monarchy altogether. 
An adventurer before his ascension. Hormel traveled 
twice to Xen'drik in his youth, During the Last NVar. 
the king won hearts and minds by leading sorties 
against enemy forces. lie personally defeated an ogre 
chieftain while his people in the west retreated across 
the Graywall Mountains to escape the brimming vio-
lence of savage Dr033111. 

The royal family consists of King Boranel plus his 
six sons. five daughters. three younger brothers, and 
four sisters. Bora nes family holds important posi 
tions in his court. Ear, a brother, is a royal advisor 
and the commander of the King's Citadel. Breland's 
elite military arm. His son Ronan holds the post 
ofmyal steward and controls the crown's finances. 
Bora nel's youngest son I ialix and his daughter 
Borina dwell in King Kaius's court in Ka rrnath as 
part of a peace guarantee. In exchange. Ka ius's sister 
Haydith lives in Wroat. where site has won great 
favor in the Brelish court. 

History DC 2S: Boranel is not the first ruler in 
Breland to have progressive ideals. The nation has 
always been home to those who have little use for the 
heavy hand of kings and queens. Wroann. the first 
queen oil tidependent Breland, championed t hese 
ideas to a greater degree than ever before. Still, given 
her taste for line living, ceding power to the lower 
classes seemed contradictory to her nature. Some his-
torians point out that she was one oft lw instigators of 
the last War. and opine that her need for the people's 
support to wage war led to the parliament's great- 
est gains in power. Regardless of Queen Wroann's 
motives, the parliament supported her break from 
Galifar and helped raise armies to defend Brash 
lands during the long years of war. 

Today. Breland Is a major player in the inter-
national political arena. Most other nations fear 
its power and tread with caution when dealing 
with the king and his diplomats. Courtesy has 
not formed strong bonds of trust. however. King 
Bonnie! remains skeptical of Karrnathi intentions. 
The king also distrusts Queen Aurala's well-chosen 
words and sees Thrane as an unstable slate on the 
verge of erupting into violence at any moment. 
Raiders from Droaam and Darguun don't help calm 
matters. In response to all these lac tuns, Breland 
maintains considerable armies along its borders. 
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EIDEEN 
REACHES 

The one nation with which Breland is clearly at 
peace is Zilargo: the Iwo have been strong allies 
since the start of the Last War. 

NATURE 
Common Knowledge: Breland is a large nation. 

bounded on the west by the steep Graywall Moun. 
tains. beyond which lir Druaa M.% savage lands. 'fir 
the north lie Silver Lake and the Blackcaps. across 
which an the ElcIern Reaches and Aundair respec-
tively. Farther east. the trey River forms the border 
with Throne. and the I lowling Peaks stand between 
Breland and Zilargo. 

Breland bursts at the seams with peoples of 
all races and cultures. Humans have always been 
numerous. but other races threaten to eclipse their 
numbers. Gnomes are drawn by new opportunity 
and prosperity. and 1131ft:ices forge lives far from 
the haunts of 	ancestors. Ekes. dwarves. and 
halflings have respectable populations. Changelings. 
goblins. tires, warforged. and other peoples nil the 
nation's cities. 

Nature DC 5: Like the other ►enthers ofthe 
Five Nations. Breland lust territory during the Last 
%Var. When it became clear that King Roranel could 
no longer protect his western holdings from mon-
st rous incursions. he withdrew his citizens across the 
Graywall Mountalirs. From those lost lands arose the 
Shadow Marches arid Droaam. Although those lands 
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represented significant losses of territory. few Brelish 
settlers lived in those lands. and ceding them cost 
Breland little in population or resources. 

Breland did manage to retain great swaths of fer-
tile land perfect for firming. Tbe mountains are also 
rich in metals such as iron. copper. and gold—mines 
dot the steep slopes. burrowing deep into the earth. 
The country's numerous industries process these 
metals into ingots or use them in the product iOn 
of commodit ies. The countryside is rich In natural 
resources. giving Breland an edge over its rivals. 

RELIGION 
Common Knowledge: Self-reliance and faith 

in the king trumps the gods for most &dish folk. 
f)espite general religious skepticism. the Church of 
the Silver Flame and the Sovereign Dog have modest 
firllil ►vings, with shrines spread across the country-
side and larger temples in Breland's cities. 

Religion DC 15: Considering how accepting 
people are in Breland. it should come as no surprise 
that it few sinister cults thrive there. According to 
rumors. temples to the Dark Six rester beneath Sham. 
and groups devoted to the Dragon Below exist at all 
levels of society. 

STREETWISE' 
Streetwise DC 15: Breland's official stance 

toward the lost MA iilti of (yrc is to welcome Its 



citizens. giving them food. shelter. and a chance to 
start new lives. For all the nation's good intentions. 
however, not everyone shares this goodwill. Too 
many deaths and too many battles with Cyre burn 
hot in Brclish memory fi ►r charity to be widespread. 
Some even say the Mourning was just desserts for 
Cyre's crimes in the Last War. For the most part, 
Cyran communities live peacefully in Breland. but 
countryside flare-ups occur from time to time as 
agitators and firebrands seek "to finish the job the 
Mourning started." 

Streetwise DC 20: Breland loves its king. and 
the people would follow him just about anywhere. 
the same. however. cannot be said of his children. 
Boranel's heirs have not shown the king's impressive 
leadership abilities. and many Brelish worry about 
what the future holds. The idealistic believe that who-
ever takes the throne next will grow to fill the crown's 
demands. but not all arc so sure. There's even talk of 
dissolving the monarchy and giving full power to the 
parliament once Bonnet dies. 

Streetwise DC 25: Lord Ruken lr'Clarn spear-
heads the talk of massive governmental reform. 
Driven by personal ambition. be hopes to remove 
the monarchy from Breland. Under his plan. a 
prime minister elected from the parliament's two 
chambers would fulfill the duties of the king. Sev-
eral conspirators support Lord Ruken's plans and. 
as Homers heirs continue to disappoint. more and 
more ()ribose in power consider joining this rebel-
lious faction. 

Another problem in Breland is the Swords of Lib-
erty. Founded on principles of freedom and a sharp 
disdain for what they see as oppressive monarchies 
across the continent. the Swords of Liberty emerged 
at the start of the Last War and began causing trouble 
both internally and externally. In the new peace. 
their numbers swell. as dors their violence. They now 
foment war, staging attacks and raids. murdering 
and burning villages to draw Breland into war once 
again. The Swords believe that Breland was strong 
enough to win the Last War outright and that the 
other nations are too weakened and too afraid to put 
tip much of a fight now. This view might be truer than 
the other nations would like to believe. 

SETTLEMENTS 
AND FEATURES 
Breland's northeastern borders bear the signs of war, 
ravaged and scarred from the fighting. At the heart of 
the nation, however. one finds a country bustling with 
industry. Narrow roads crisscross the farmland, and 
caravans snake down established routes to Wroat. 
sharn. and other settlements. The lightning rail spans 
the nation. offering speedy transport to most major 
°immunities. with links to Zilargo and Thranc. 

ARGONTH 
Floating Fortress; Population 1,500 

Argonth is one of two remaining floating citadels 
constructed during the Last War by I louse Camila] 
engineers. Built as a mobile fortress. Argonth was 
used to launch assaults. proving Breland's military 
superiority to its enemies, Now, Argunth patrols 
Breland's borders, warning enemies of the nation's 
great power. 

The airborne fortress is a wide. floating wall 
topped by battlements, towers, buildings. and siege 
weapons. When moving. Argonth  hovers a few hum 
dred feet in the air. its shadow spreading beneath 
it. The citadel houses only military personnel; no 
one else is permitted aboard. Argonth sets down 
every week, and when it does, a tiny town springs up 
around it overnight. People are wary of its size and 
power. but merchants come knowing that the soldiers 
flowed to serve on the vehicle are hungry for supplies. 
entertainment, and an escape from the drudgery of 
military life. 

CRAG WAR 
Border Town; Population 3.500 

Cragwar sits In the foothills of the Blackcaps along 
the border between Aundair and Breland. During the 
Last War, the tnwn fell many times, switching hands 
from Aundair to Throne. and back to Breland again. 
Monsters crawling from the Black Pit, tumbling dowii 
from the mountains. and raiding from the Green-
haunt keep Cragwar's soldiers on constant alert. 

Since the region is so unstable, Cragwar is more 
a military outpost than a town. Traders, adventur 
ers, and crafters do settle here. or at least travel to 
the town for commerce. Cragwar presents a united 
face to hostile forces. but it's said that Aurum agents 
infect the place like a cancer, undermining the 
military% authority and risking the town's defense 
for commerce. The wealth of the region has also 
attracted at least two members of the Annuli's Gold 
C:oncord. Daeluse d'Kundarak ensures the safety 
of the Attrum's interests in the Blackcaps, while a 
changeling named "teed has an ambitious plan to 
secure a place on the Platinum Concord: starting a 
war between Breland and Dwane with the ultimate 
goal of creating a tiny nation-state in southern Throne 
belonging to the Aurum. Zeed's incautious activities 
have attracted the attention of the King's Citadel. 

THE }DING'S FOREST 
The King's Forest once covered all of Breland's 
southern lands, but cultivation and logging have 
reduced it to its current size. Even so, it spreads from 
the Dagger River's banks east into Zilargo. King Ga l 
ifar claimed the forest as a hunting preserve. and it 
has come to serve the same capacity under the Brel-
ish royalty. Express permission or invitation from 
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the king is necessary to hunt here. and the Knight 
Rangers dutifully enforce the king's laws. 

The site and density of the King's Forest make it 
an ideal retreat for cantina! groups. Poachers, out-
laws, and brigands kirk in the depths and emerge 
to raid outlying settlements and (antis. One group. 
called the jungle Boys. is powerful enough that the 
Knight Rangers have had little luck in ousting h. Skir-
mishes between rival criminal factions are frequent. 

NEW LYRE 
Refugee Town; Population 4,000 

After the Mourning. King Boranel welcomed 
refugees from Cy re. permitting them to set up encamp , 

 merits within Breland's borders. Most settlements were 
squalid and confused. Sickness ran rampant, worsen' 
ing the people's suffering. As the number of refugees 
grew. it was clear that the camps would not suffice. 
&wand granted the Cyran ambassador. Prince Oargev 
ir'Wynarn. permission to found a town for his people. 
By king's edict, the residents would be subject to Cyran 
authority and live as they saw fit. The Cyrans appreci• 
ated the gesture and named the town New Cyre, but 

most remain aware that they were granted territory 
no one else wanted. Many of thrill resent the fact that 
they're trapped inside their former enemy's lands. with 
nowhere eke to go. 

ORCBONE 
Dour Fort; Population 450 

Orcbone valiantly attempts to secure the gap 
between the Graywall Mountains and Silver Lake. 
Raised to prevent Droaam raiders from breaching the 
borders. Orcbonc is a grim fortress with steep walls. 
surrounded by churned earth littered with bones. 
Since its founding. Orcbone has known little peace. 
Ores. goblins. trolls. ogres. and others spill through the 
gap from Droaam and fling themselves at Orchone's 

walls. repulsed each time by its doughty defenders. 
Orclxme holds Fast, but sxAdiers dread assignments 

here since there is little respite from the lighting. 

STERNGATE 
Bustling Fortress; Population 800 

Sterngate stands at the heart of a stretch niter-
ritory fortified against goblin attack_ This bastion is 
surrounded by ditches, walls. and traps designed to 

harass and destroy attackers. Sterngate patrols scour 
the nearby lands for Da rpm' raklers and smug-

glers. showing no mercy to those encountered. Many 
observers believe that il ► ar with Darguun erupts 

again. Sterrtgate might well be at its center. 

VATH1ROND 
Ravaged Town: Population 3,000 

Vat i rend claims the lands just south (tithe lirey 
River near the Thrane and ?doom la lid borders. Its  

position on the front line's meant it was the site of 
major engagements between Breland, Thrane. and 
Cyre, as well as raids from Karrnath. Casualties. 
hardship, and disease diminished the towns popula-
tion to its current numbers, and the formerly bustling 
place has had little hick in attracting new folk to 

replenish its lost citizens. 

WROAT 
Capital City; Population 80,000 

Wroat might not have Sharn's population or its 
floating towers, but it is still an impressive city in its 
own right. Wroat and Its environs occupy the banks 
on either side of the I lowling River, a tributary of 
the Dagger River. A steep wall encircles the city. 
wrapping around and crossing over the slow-moving 
waters as they wend westward to join the Dagger 
River. At the river's center stands an artificial island 
from where the king rules the city and the kingdom. 
ensconced in the magnificent fortress known as 
Brokenblade Castle. 

humans and gnomes live here in the greatest 
numbers. along with significant populations of 
eladrin. elves, and half elves. Representatives of 
all the other races are present as well. As lireland's 
capital. Wroat welcomes visitors from all over the 
continent. All dragon marked houses have empori-
ums in the thy. and House ► ledani runs its entire 
industry front here. The house's leader has a long 

and well , known friendship with the king and lends 
his house's service to protect the crown front spies 
and assassins. 

Brokenblade Castle:The royal residence rises 
from an island in the middk of the Howling River. 
Two bridges connect the isle to the south bank. 
Streets climb a steep hill and end at the tall gate set 
in the castle's high stone walls, According to legend. 
the castle takes its name from Cali far's conquest. At 
one point while in these lands, he broke his blade in 
bank but somehow managed to win the day. He had 
the fortress built to commemorate the victory, and it's 
said the blade remains inside its walls still. 

Brokenblade Castle contains royal apartments, 
garrisons, armories. kitchens. and other rooms and 
features necessary to keep the place in full opera-
tic-at. King Borstal spends two-thirds of every year 
traveling. so  his brother Kur ir•Wynarn oversees the 
castle when not attending to his responsibilities at the 

King's Citadel, 
The King's Citadel: lircland's elite military ser-

vice (also known as the King's Citadel, or simply the 
Citadel) operates from this obsidian tower. It con-
tains offices, headquarters. residences, and training 
grounds for the force of warriors. maps. and spies 
who serve at the king's pleasure_ 

Parliament Hall: Parliament I ball dominates 
Wroat's southern hanks. The building serves the 
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legislature. providing accommodations. offices. and 
meeting halls for members of both chambers. The 
wall dividing the two chambers can be removed 
when both chambers ilium sow on state issues of 
highest import. 

PLOTS AND 
ADVENTURE SITES 

Black Pit: Far from Brelish scrutiny in the Black-
( aps lies the tiny village of Black Pit, named for the 
'.awning chasm it overlooks. The community attracts 
the worst sorts. serving as a retreat for murderers and 
thieves. castoffs and criminals. Not surprisingly, it is 
An ideal place for a thriving black market. 

The nearby pit is believed to be bottomless, a shalt 
burrowing into the heart of Khyber. Poisonous clouds 
Accompanied by shrieks and moans rise from the 
lepths, giving the place its unsavory reputation. Fes' 

have tried to enter the Underdark from here—and 
r.ach expedition that has tried this route has not been 
heard from again. 

The Dragon's Crown: A ring of leaning. jagged 
rocks crowns a large plateau in eastern Breland. 
locals believe that dark magic taints the place, since 
nothing grows inside the stone circle. On nights when 
• me or more moons are full, the rocks glow with a 

light. and odd sounds fill the still air. From 

time to time. visitors find animal carcasses inside the 
circle. leading some locals to believe that cultists use 
the place to conduct evil ceremonies dedicated to the 
Dragon Below. 

THE KING'S CITADEL 
The Kings Citadel serves as Breland's elite military 
branch. Founded to protect king and country. the 
Citadel knows its duty and allows nothing to stand in 
its way. 

KING'S CITADEL LORE 
History DC IS: During the Last War. Breland 

created the King's Citadel to serve as spies and 
scouts. in the years that followed. the organisation's 
role expanded beyond its original purpose until 
it became the crown's principal military arm. At 
present. its agents are the primary dispensers of the 
kings justice. 

History DC 20: The King's Citadel has several 
branches. The best known are the King's Swords, the 
King's Shields. and the King's Wands. 

Streetwise DC 20: The rumors about secret 
departments within the Citadel are true. The King's 
Dark Lanterns is one such group. The l.anterns are 
spies and killers, skulking through the shadows to 
steal secrets and lives in the kings name. 
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ORGANIZATION 
The Kings Citadel is a well-known institution flawed 
to protect the royal family. Few know the organiza 
tion's full purpose. because the secretive agencies at 
work within it mice:11 their presence from prying 
eves. The Citadel is a powerful espionage and mili-
tary agency, and its members are equal to any task set 
before them. 

Leader The King's Citadel serves the king and 
follows his every command. Da•to-day management 
of the orgartizat kin faIIs to Bora rtel's chiefadvi- 
sor and brother. Lord Kor ir'Wynarn. Kor collates 
reports from agents in the field. manages royal family 
security allocates resources to reiniOr•e local law 
enforcement agencies. and sends out spies and assas-
sins to attend to major threats. 

Headquarters: The King's Citadel occupies a 
black tower In Wroat. The Citadel building is a large 
kit-tilled structure containing training facilities. 
offices. barracks, and armories. 

Hierarchy: The King's Citadel has at least five 
divisions. A hand-picked captain commands each 
branch, chosen for his or her work in the field and 
successes in the orgalliY.atiotl. The known agencies 
include the King's Swords. the King's Shields, the 
King's Wands. the King's Dark Lanterns. and the 
King's Shadows. 

The King's Swords are elite warriors who under- 
take specialized and dangerous mksions. The Shields 
protect the king and the royal family. 'I .  he Wands are 
accomplished Junes who supplement military per- 
sonnel in the field or assist in other Citadel missions. 

The King's Dark Lanterns and the King's Shadows 
arc both covert agencies. their missions and agendas 
concealed from public view. In fact, few outside the 
Citadel know that they exist. The members of the 
Dark Lanterns deal in informati on, assassination, 
:t int SabUt UM'. They fight on Ilw front lines in the [old 
war. working against the Royal Eyes of Aundair. the 
Order of the Emerald Claw. and other subversive 
agencies. 

The Kings Shadows division Is even more mysteri. 
ous. Only the captain, tom Ma tder. and king know 
its operatives' identities. Selected from the hest of the 
best. Shadows agents resolve internal matters. cliin i 
'wing traitors and double-agents. or work in the field. 
taking tat the most dangerous missions. 

Members: Most Citadel agents come from the 
military, having attained great honors in combat or 
sonic other ser ► ke. A few operatives come front the 
MAIM.' sector, selected for special talents or I nfor -
mation  they hold. Each recruit receives the same 
training. learning fundamentals about combat. 
spying. and other necessary skills. During this time, 
members find placement in a division and move on to 
specialized training. 

The Citadel often turns to adventurers to fill its 
ranks. The Dark Lanterns division is notorious for 
using unaffiliated operatives. often concealing its true 
identity to keep the new agents honest. Those free. 
lancers who distinguish themselves might be granted 
an invitation to join the Citadel that they can't refuse. 

KING'S CITADEL AGENTS 
Loyal, profession, and dangerous. the King's Citadel 
accepts only the best into its service. 

Kits.‘G'S CITADEL AGENTS LORI 
History DC IS: Some agents of the Kings Cita-

del are soldiers. working with others in the Brelish 
military. Others arc guards. charged with protect-
ing the king: others still are magic•wielders. Rumors 
swirl that more secretive agencies also lurk ss ithin 
the King's Citadel. All are stone-cold killers when the 
state demands it. 

History DC 20: More than one coven Citadel 
branch exists. The two most active ones are called the 
King's Dark Lanterns and the King's Shadows.•he 
spies and assassins hum these divisions keep a close 
watch on the king's enemies. 

King's Shield 	 Level 5 Soldier 
Medium natural humanoid. human 	 XI' Inn 

Initiative -4 	Senses Perception -10 

lip 64: Bloodied 32: tee also for /ketone 

AC 22:Fortitude 18. Reflex 16. Will 17 

Speed 5 

TILongsward (sun/lard; atw1111. Weapon 
-$12 vs. AC: 1d8 $ S. damage. and the target is marked until the 

end of the Shield's next turn- 

4 for Breland! (standard; requires a longsword: encounter) • 

Weapon 

+12 vs. AC: 2d8 * S damage. and the Shield gains S tern Ix, ra r 

hit points. 

I Shield the King (immediate reaction. when en adjacent enemy 
moves cc shifts: requires a shield; a•vnill 
-'10 vs. Fortitude: targets the triggering enemy: 1d6 e S 
damage. the Shield pushes the target I square, and the target 

ends its move action. 

Lodi Shied% ttequires a shiegcli 
A King's Shield gains a +7 bonus to AC and Reflex defense while 

adjacent to another King's Shield, 

Alignment Lawful good Languages Common 

Skills Insight +10. Intimidate +7 

Str 18 (-4-61 	Dex 10 (+21 	Ms 161-5i 

Con 16 i4 SI 	Int 14 t-41 	Cho 11 1-21  
Equipment plate armor, surcoat. hear). shield. icrngsword 

KINGS SHILLDS TACTICS 
King's Shields fight in teams. forming ranks to 
block enemy attacks. They lock down targets with 
longs-word attacks and dtield the lotto. King's Shields 
usually save for Breland! to use when they heroine 
bloodied, then fight to the death. giving their lives to 
protect their charges. 
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King's Sward 
Medium natural huseianoid, human 

Level 6 Skirmis - 
x 

Initiative  +7 	Senses Perception +6 
11 P 69: Bloodied 34 
AC 20; Fortitude 19, Reflex 17, Will 17 
Speed S 
41Greatsword rstanclard: at•vill) Weapon 

11 vs. AC 1d10 6 darn. e. 

t Deft Blade istandard; requires a greatsword; 	+ Weapon 
11 Y7. AC; 100 • 6 damage, and the Sword shifts 1 square. 

4•:- King's Blade istandard: requires a grestsword: encounter)* 
Weapon 
(Jose burst 1: *11 vs, AC. 2.110 S damage, rhe King's Sword 
shifts 2 squart-s af to making this attack. 

Alignment Good Languages Common 
Sir 194*7) 	Dex14 (•S) 	Wis 16(+61 
Con 13 (44) 	int i0(*3) 	Cita 11 (+3) 
Equipment chainmaii, surroat. greatsword 

King's Dark Lantern 
	

Level 8 Elite Welter 
Wiliam' natural humanoid, human 	 XP /00 

Initiative 4-13 	Senses Perception 412 
lip 136; Bloodied 65 
AC 24; Fortitude 22. Reflex 23. Will 21 
Saving Throws • 2 
Speed 6 
Action Points 1 
OD Bastard Sword (standard: 	+ Weapon 

413 •.. 	1d10 • S damage. 
® Longbow (standard; at-will) + Weapon 

Ranged 20,40;4-13 vs. AC; 1E110 S damage. 
4 Blinding Strike (Standard: requires a bastard sword: at-will1 

Weapon 
-13 vs. AC: 1d10-4- S damage. and the Dark Lantern shafts 2 
squares and has concealment against the target until the end of 
the i)ark larstern's next turn. 

Blend in (minor; encounter) illusion 
The Dark lantern turns invisible until it attacks or until the end 
unit next turn. 

Hunter's Quarry rninor l'rouncl; 
brgets nearest enemy; the Dark Lantern deals +1d11 damage 
once per turn against its quarry. Only one creature can be the 
Dark lanterns quarry at a tartar . 

Alignment Unaligned 	Languages Common 
Skills Athletics +-13, Bluff 4-10. Diplomacy -410.1ntimidate +10, 

Stealth 414. Streetwise -10,1hievery -14 
Str 18 (-4-8) 	Dcx 20(+9) 	Wis 161-7) 
Con 14 (46) 	Int is (4-6) 	Cha 13 (*S) 
Equipment leather armor, cloak, bastard sword, longbow with IS 

;UMW& 
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KING'S SWORDS TACTICS 
King's Swords rush to engage the foe. They maneuver. 
:Icing  dcff Node regularly mid king's blade when bkxkl• 
icd. to take advantage of weakness and set up allies 
for finishing blows. 

King's Wand 	 Level 6 Artillery 
Snead fey humanoid. gnome 	 XP 250 
initiative .5 	Senses Perception 4-9: tow light vision 
HP 52: Sloodied 20 
AC 18: fortitude 15. Reflex 20. Will 19 
Speed S 

Short Sword (standard: at-will t + Weapon 

.13 vs. AC: 1d6 • 4 damage. 
Mind Razor Istandarthat•willi + Implement, Psychic 
Ranged 10: *11 vs. Witt; 2d8 • 4 psychic damage. 

•)1 Bedeviling Boats (standard a•will) + Illusion. Implement 
Ranged 10; +11 vs. Will: ldl 0 • S damage, and the Wand slides 
the target 1 square. 
Scintillating Pattern (standard: rechargell1i) illusion 

Arta burst 2 within 10; targets enemies: *9 vs. Will; 3d8 • 4 
ilansage, and the target is dared have endsi. 

Fade Away kimmediase reaction, when the King's Wand takes 
damage: encounter) + Illusion 
I hr k ing's Wand turns invisible until after it hits or misses wills 
an attack or until the end of its next turn. 

Reactive Stealth 

Ka King's Wand has cover or concealment when it makes an 
Initiation check. it can make a Stealth check to become hidden. 

Alignment Good Languages Common. Elven 
Skills Arrana -13. Bluff -412. insight -9. Stealth -410 
Str 9 (+21 	Dcx 141-51 	Wis 13 (44) 
Con 10(43i 	lin 201-8) 	Cha 18 (+7) 
Equipment suecoat. short sword. wand 

KING'S WANDS TACT ICS 
i nd - rending spells a td clever illusions make 

K ing's Wands indispensable additions to any Citadel 
team. They prefer to use bedctiiina bolts to maneuver 
tunnies into places where the enemies can be easily 

I )as ked. They use cciriliBalirlA pattern if enemies get 
too close together.  

KING'S DARK LANTERNS TAT 
Dark Lanterns exploit the vulnerabilities of - their foes 
to dispatch them with ease. They prefer In use blind• 
lug strike against the target of their hunter's quart): 
getting in a massive hit before slipping away into the 
shadows. 

ENCOUNTER GROUIIS 
Agents of the King's (:itatle I work within their 
branches or sometimes in mixed units formed from 
several different agencies. Citadel agents support 
soldiers or act as escorts for important persons_ The 
most dangerous are the Dark Lanterns. who lead 
teams or infiltrate other groups.. 

1.evel 5 Encounter (XP 1,150) 
• 2 King's Shields (level 5 soldier) 
• 2 King's Swords (level 6 skirmisher) 
• I King's Wand (level 6 artillery) 

Level 9 Encounter (XP 2.000) 
+ 1 King's Dark Lantern (level 8 elite Itirker) 
• 4 iron cobras (level b skirmisher. MM 157) 
+ 1 tielling darkhlade (level 7 lurker. MM 250) 
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Tradition. discipline, and excellence in all things 
define Karrnath. A nation with a proud military 
history. it has stood for centuries as the strongest of 
the Five Nations, producing the finest generals and 
armies the kingdom of Galifar has ever seen. These 
qualities proved the nation's greatest asset. but also its 
greatest vulnerability, during the Last War. Although 
the nation never surrendered, an overreliance on mil. 
itary concerns left it unprepared for different kinds of 
enemies-plague. famine. and intrigue. 

LORI: OF KARRNATI I 

ARCANA 
Arcana DC 15: Karrnath is home to the order of 

the Twelve, an ancient magical society founded by the 
dragon marked houses ages ago as a show of unity and 
cooperation. The Twelve is one of the premier insti-
tutions for the advancement of magical study. it has 
trained countless maws over the generations. form-
ing a pool of taknt from which the dragonmarked 
houses pull recruits to maintain and improve their 
operations. 

Arcana DC 20: The Last %Vat- was difficult for 
the Twelve. King Kalus I saw the group's value and 
coerced it to test and train the nation's youth to fight 
against Aundair. Gyre, and the other nations. Many 
members who were dedicated to staying out of the  

war resigned after the king compromised the orga-
ulna ion',s neutrality. These losses and the casualties 
resulting from the organization's wartime involve-
ment diminished the Twelve significantly. 

HISTORY 
Common Knowledge: In 894 YK. King Kaius 1. 

ruler of Karrnath. joined with his siblings in rejecting 
Mishann of Core's claim to the crown. Food shortages 
and plagues quickly undermined Karrnath's military 
prowess. however. forcing the nation to use necro-
mancy to raise undead soldiers from those fallen in 
battle. These dark reinforcements came at a terrible 
price. and Karrnath's reputation suffered greatly as 
a result. 

History DC 15: Even with undead soldiers. 
Karrnath continued to stiffer during the war. The 
perils ofdisease and hunger constantly loomed 
over the nation, and warfare's wreckage littered 
its borders and ruined its cities. In an attempt to 
reassert the power of the monarchy late in the war. 
Regent Moranna and King Kaius Ill ended the state's 
sponsorship of the Blood of Vol religion. exiled the 
extremist Order of the Emerald Claw. and reined in 
wayward Karrnathi warlords. After the Mourning, 
King Kaius I ll became one of the greatest proponents 
for peace. He withdrew his undead armies. called 
for ceasefires. and was instrumental in brokering the 
historic Treaty of Thronehold. 

Once the Five Nations reached an accord. the 
king spent the following months securing the 

peace. lie agreed to 
the exchange of royal 
family members with 
foreign courts as a show 
of commitment. lie 
pressed for trade agree 
tents with Aundair 
and the Eldeen Reaches 
to bring much-needed 
food to his people. and 
negotiated with Breland 
and Thum to form 
bonds of friendship and 
trade. 

The Karrnathi people 
take pride in their 
heritage. and m4.1.1 social 
aspects of their culture 
reflect their military 
traditions. Each citizen 
serves for Iwo years in 
either the nation's army 
or its navy. Most soldiers 
muster out. but some 
go on to distinguished 



ATUR, THE CITY OF NIGHT 
Gloomy City; Population 13,000 

The City of Night stands in the shadow of he 
Ashen Spires. cloaked in mist from the Karrn 
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careers as lifelong members of Karrnath's armed 
services. 

Ilistory DC 20: Karrnath is one of t he ohlesi 
human nations on the continent. Long belbre Gali-
far succeeded in founding his kingdom. Karrn the 
Conqueror launched his own attempt at building 
an empire on these lands. Karrn did not succeed. 
undone by his greed. but he did father the the of the 
one who would. 

What freedoms the Karrnathi enjoyed before 
the Last War ended with its outbreak. By neces. 
sity. King Kaius l took absolute control over the 
state. consolidating power in his hands. Martial 
law reigned. and the people bent their knees to the 
king's will on fear of death. The Karrnathi royal 
family retains its strength with the support of the 
warlords. the household heads of the nation's nobil-
ity. The warlords raise armies and give a portion of 
their revenues to the crown: these restless nobles 
have been kept in line by the ruthless reputation of 
their monarchs. 

History DC 25: King Kaius Ill came to power 
on his twentieth birthday. taking the throne from his 
aunt. Lady Moranna. who ruled as regent until he 
came of age. Not one to discard useful allies. Kaius 
appointed Moranna chief advisor to the crown and 
minister of foreign affairs. Kaius then courted and 
married an elf noble named litrigani. The queen sup. 
ports the crown by acting as an emissary to foreign 
lands. since Kaius rarely travels and almost never 
goes beyond his kingdom's borders. 

History DC 30: Although Kaius has never 
‘avered in his commitment to peace. few foreigners 

trust him. He grants audiences rarely. and dignitaries 
who have net with him claim that he's too earnest 
and aggressive. and he has a strange air about him. 
suggesting something is not quite right. 

Kaius does everything precisely. his every step 
;ireful and measured. His actions have an air of 

calculation about them. as if his intentions were con-
.tantly colored by some plot only he knows of. 

Other aspects of Kaius's behavior reinforce this 
impression of strangeness. Kaius keeps a large 
harem at his fortress. even after his marriage. but 
he has produced no heirs. Also. the king bears an 
unmistakable resemblance to Kaius land those 
Iti ho knew the old king find the similarities in man-
nerisms and speech between him and his grandson 
kiow twrIght uncanny. 

NATURE 
Common Knowledge: Karrnath controls lands 

4-14,rth of the Mournland and the Talenta 
,tretching down from the shores of Karrn Bay 
net ween Scions Sound to the west and the Ironroot 
%Ilaintains to the east. Dense forest covers most of its 
A estern holdings. including the massive Karrnwood 

and the dark Nighiwood. The Ashen Spires rise in the 
nation's heart. while the eastern (temp Mountains 
lead to the Ironroots beyond. In the southeast. the 
forested countryside gives way to vast rolling hills and 
grasslands until it joins the Talenta 

Nature DC 15: The lands are rich and verdant. 
but an insufficient number of farmers and adverse 
weather keep the nation from feeding all its people. 
Food shortages arc a constant problem. forcing the 
nation to import grain from Aundair. the Eidern 
Reaches, and Breland. Karrnathi livestock, while 
not overabundant. is plentiful and ofthe highest 
quality. Pork, beef. dairy. exotic cheeses. and butter 
are staples of the Karrnathi diet, and the nation pro- 
duces enough of these commodities to export a large 
amount id them to other nations. where they are 
viewed as luxuries. Karrnath also harvests its forests 
for lumber and paper. 

RELIGION 
Religion DC 15: The Sovereign Host has always 

been strong in Karrnath. and temples to Boldrei. Dol 
Arran. Ilol Dorn. and 011adra stand in the country-
side as well as in the cities. The Blood of Vol rose in 
influence during the Last War and reigned for a time 
as the state religion, but Its official support ended 
with the ascension of King Kaius III. The Blood 
retains a sizable following among nobles and com-
moners alike. 

STREETWISE 
Streetwise DC 20: Same as History DC 20. 
Streetwise DC 25: Same as History DC 25. 
Streetwise DC 30: Same as History DC 30. 

SETTLEMENTS 
AND FEATURES 
The oldest human settlements survive in Karrnath, 
with buildings more or less as they appeared when 
humanity first came to these lands. Newer structures 
evoke the land's somber themes. favoring war. reli. 
gion. and austerity in their style. Statues ofheroes. 
obelisks conmw ►orating famous battles, and tombs 
housing fallen soldiers are all common. 

Travel in Karrnath is easy and safe. Roads and 
House Orlen trade routes cover the nation. facilitat-
ing commerce and transit. The lightning rail extends 
from Rekkenmark in the west to the Muir I kids in 
the east. Elemental vessels crowd the ports along the 
risers. while elemental airships sail through the skies. 
making their way to Korth and beyond. 



For all but a few hours each day. Amur lies shrouded 
in gloom. a nearly perpetual twilight that gives the 
city its moniker. Oddly. during the day's brightest 
times, the city is quiet. seemingly deserted. Only at 
night does At u r come fully to le. 

This atmosphere suits the people. At night. they 
frolic In felt halls and taverns, sampling the forbidden 
delights of Atur's infamous bordellos. Even Kakis III 
is not immune to the city's allure, and he finds refuge 
in Nighthoid. a royal complex where he sometimes 
holds court. 

Beneath the hustle and bustle of this curious com-
munity lie the Vaults of the Dead. where Karrnath's 
unread legions await the day when war rages anew. 
Overlooking the city is the huge Crimson Monastery. 
one of the greatest bastions of the Blood of Vol in the 
nation. 

Crimson Monastery: The Blood of Vol might not 
have the influence it once did. but the crown's dis , 

 taming from the faith did not sway the bulk of Ames 
citizens. The Crimson Monastery perches above the 
city, a sprawling complex spanning several acres and 
serving as the heart of 	blood-centered religion. 
Inside is a maze of worship halls. ritual chambers. 
shrines and vaults. cells, and residences. Buried deep. 
beyond the prying eyes ofihe cOltlitiMI worshipers. 
is an ossuary where vol's mummy high priest. Mal 
evanor. performs the most profane rituals. twisting 
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corpses with dark magic to create .tt: °cities and 
unread horrors. 

KARR LA KTON 
Fortified City: Population 60,000 

The sprawling city of Kardakton stands in full 
view of Gyre's clouded devastation. The second larg-
est city in Karrnath. this once•bustling river port 
suffers from proximity to the Mournland. Cyre's 
shimmering misty curtain fills the horizon, casting a 
gloomy pall over Karrlakton's citizens. The city draws 
unwanted attention from prophets. cloomsayers. and 
apocalyptic priests. These raining oracles proclaim 
the impending doom that awaits the world, pointing 
across the frothing waters of the Cyre River to sup-
port their dire predict Ions. Since the Last War's end. 
a significant number of Karrlakton's citizens have 
drifted from the city to find new lives. but the city 
struggles on. surviving through the manufacture of 
arms and armor and from meager trade by way of 
the occasional elemental airship or other vessel that 
braves the river's turbulent waters. 

Sentinel Tower: Ka rdakton is home to the Sen. 
tine' Tower. a mighty fortress at the city's center. 
The Tower is the headquarters enclave of House 
Deneil h. and just as important. it is home cache Sett-
tine] Marshals. King (;alifar commissioned I louse 
Deneith to form this continent-spanning agency 



to capture fugitives from justice. with jurisdiction 
throughout the Five Nations. As bounty hunters, the 
Sentinels are without peer. During the last War. the 
authority that the Sentinels derived from the King 
of Gali far evaporated. Unwilling to take sides, the 
organization recast itself as a neutral force policing 
war crimes. the treatment of prisoners, war profi-
teering. and the impartiality of the dragonmarked 
houses. These activities caused conflict with nearly 
every power base on the continent at one point or 
another during the war. The Sentinels' persever-
ance during the war years kft the group as the only 
viable entity to police the Thronehold peace once 
hostilities ceased. As a result, the Sentinels hold 
international authority to carry out their duties as 
!hey have for centuries. 

KORTH 
Capital City; Population 85,000 

Korth is the ancient capital or Karrnat h. More 
than any other settlement in the nation. Korth pre-
serves its history in its buiklings, tombs. and vaults. 
Mc city has well kept streets and somber structures. 
each in a fashion suggestive ()fits militant origins. 

Five major wards—Iliglwourt. Temple, Com-
merce. Community. and Low District—make up the 
ity. Each ward contains residences and shops. but 

exemplifies its particular function. For example. 
Ilighcourt Ward houses the king's palace. govern-
mental buildings. and the homes ofdignitaries, 
while Commerce Ward holds the dragonmarked 
emporiums and enclaves. warehouses. shops. and 
marketplaces. 

The war's ravages are evident in the damage to 
the city's steep walls and a majority of its buildings. 
Cyran and Aundairian forces besieged the city sev-
eral times. but each time the defenders threw back 
the attackers. Rebuilding is slow—some scars are not 
easily erased. 

Crownhome: King Kalus Ill rules Karrnath from 
Crownhomc. More a military base than a palace. the 
structure katures a thick wall between two rocky 
pillars. With over a thousand soldiers stationed here 
and backed by siege engines and other defenses. 
Crownhome embodies the nation's preoccupation 
with batik. 

The INNelve: The Ziggu rat of the Twelve is a 
mighty floating citadel, casting its shadow over 
‘Vollvern Park below The fortress has thirteen tiers. 
MC for each of the dragonmarks. The highest tier is 

empty. set aside to honor the lost Mark of Death. 
Losses during the last War and the political 

ramifications resulting From its aid to Karrnath 
diminished the Twelve's standing in the Five Nations. 
allowing the Arcane Congress to eclipse it. The 
twelve struggles to rebuild, but it's unclear whether 
the organization can recover fully. 

REKKENMARK 
Border City; Population 15,000 

The wrsiernmost city in Karrnath is Rekkenmark. 
a community known for its military academy. Once 
called the door to Karrnath. thanks to the great 
White Arch Bridge spanning Scions Sound. Rekken-
mark's importance fell in the last century. when the 
bridge tumbled into the sound. Given that the bridge 
served as a major artery to the heart of Karrnath. 
many soldiers marveled that it stayed intact as long 
as it did. Cut off from the west by the river and 
surrounded or behind enemy lines for significant 
portions of the war, this border city suffered greatly 
during the conflict. 

Rekkenmark's survival and continued viability is 
a testament to Karrnathi stubbornness. Its citizens 
still work to bring the city back to its prewar mag-
nificence. The people emphasize the city's prewar 
charm, with buildings. temples, and structures sur-
viving from when Karrnath was part of Galifar. Their 
efforts have not seen much success because the loss of 
the bridge also destroyed the lightning rail spanning 
it awl greatly curtailed commerce and access to visi-
tors. The city's waterfront cannot replace the bridge's 
access because Rekkenmark sits atop steep cliffs 
overlooking the sound. In addition, few elemental 
airships forgo the relatively near and more important 
berths in Korth to stop at the border city. Despite all 
these hindrances. the people refuse to give up: plans 
to rebuild the great bridge fill them with hope that 
better days lie ahead. 

Rekkenmark Academy: Until the Last War, the 
Rekkenmark Academy was the premier military 
st hoot for well-born sons and daughters all over 
(;alifar. It offered a full education but focused on 
leadership principles. strategy. and warfare. Graduat-
ing from this school was a mark of pride for a student 
and his or her family. 

The Last War and Rekkenmark's isolation all but 
destroyed the institute. No parents outside Karrnath 
wanted to send their sons and daughters to an active 
war zone. and kw of Karrnath's noble families were 
willing to enroll their chiklren in an academy that 
was behind enemy lines for years at a time. The acad-
cm) was shut down during the war. and enrollment 
remains low to this day. 

TAu SVRAEN, 
THE WINTER CITADEL 
Militant Fcyspire; Population 3,500 

Near the western edge of the Karnmood. the 
Winter Citadel rises through gray pines. the blue• 
white stone of its slender towers and delicate 
minarets sparkling in the light. Fragile bridges span 
the gaps between. giving the place the appearance 
of a crystalline web limited from ice. A steep ice 
surrounds the eladrin spire. Helmeted guards. their 

K
 A

 R
II

N
A

I 

CHAPTER '3 I The Five Noilons 



faces bidden behind grim visors. stand guard. watch-
ing for enenties and intruders alike. 

Each night, eladrin knights ride Wilt from the eft-
add on white horses. bringing winter's breath to the 
surrounding woods. Their passing freezes the needles 
on the pines and leaves icy impressions of their 
horses' !moves in the ground. The riders are slender. 
with pale skin and blue-white hair. Dressed in milky 
white a maw and armed with matching blades. they 
brook no trespass on their lands. cutting down any 
interlopers they lind. 

Karrnath has sent emissaries to treat with these 
newcomers. but each expedition has beet; turned 
away. One group arrived within sight of the walls 
before the eladrin drove them from the wintry 
woods. The feyspire's refusal to negotiate irritates 
King Ka itiS i11, who is gradually coming to see them 
as a threat. His warlords urge a campaign to crush 
the arrogant eladrin and take their secrets for the 
nation, but for now the king remains cautious and 
hopes For a peaceful solution. 

THRONE HOLD 
Imperial Stronghold; Population 10,000 

1bronehold Castle-purposely situated on an 
island in the center of St ions Sound. beyond the juris-
diction of any oldie Five Nations-housed Galifar's 
kings for centuries. It was abanduned ;ti the start of 
the Last i•Var, and with it went Gallia Cs preeminent 
symbol of excelknce. progress. and justice. The cita-
del became a vestige of the past. a curiosity. and a 
reminder °flailed promises. No government holds 
the fortress. and no lord rules the island on which it 
stands. The sole occupants are the Throne Wanlens. 
House Deitch h soldier c harged  with protecting the 
castle from intruders. 

Below the castle walls stands Throneport. a small 
town that arose during the old kingdom's height. 
Since no one ruled Thronehold during the Last War. 
the town was not subject to any nation's laws -crim i 

nals, exiles. mercenaries. and other scum arrived and 
prospered. The town became a haven for the desper• 
ate and villainous, The end of the Last War checked 
its decline as the dragomnarked houses and citizens 
and officials from each tithe Five Nations returned 
to the island. The criminal element remains, but 
Throneport is becoming a functioning community 
owe more, one that all nations recognize as neutral 
ground. 

PLOTS AND 
ADVENTURE SITES 

Corpse Collectors: King Kaius withdrew undcad 
soldiers from his active legions as a gesture of good 
will in securing the Timm-hold peace, but u Mead 
and the business of making than remain central  

to Karrnat Ifs military strength. Kalus commanded 
the Minister of the Dead. Count %Whit ir'Omik. to 
maintain operations and readiness should hostilities 
resume. but to keep a low profile. The count follows 
these orders to the letter. creating and equipping 
large numbers of undead soldiers in highly seem 
tive operations in Fort Zombie and Fort Bones. The 
people of Vedykar and Vulyar bare learned not to ask 
too many questions aixnu where the bodies of their 
dead are taken. 

Madstone: Deep in the Icewood stands a strange 
and terrible growth. a pulsing mound of white crys. 
tal. Those familiar with the wood know to keep away 
from the Niadstone-it's said that those who touch 
it hose their souls. Eiders tell any who are willing to 
listen that more than a few people have been lost in 
that area ui the woods over the years. Some of the 
old folk claim that, during their time and the time of 
their a IWCStOrS, tier dead-white crystal has steadily 
grown larger. They urge everyone to ignore the allur-
ing whispers that draw the young and ambitious to 
the Icewood. 

The Nightwotxh South of Atur and the Ashen 
Spires is the Nightwood.The forest's fringes serve 
as a hunting preserve, but not bi- inside, the woods 
become trackless. filled with dark and terrible crea-
tures. Some foresters claim that burgeoning evil 
swells from an oozing wound at the wood's center, a 
deep chasm leading into the bowels of Khyber. Few 
can substantiate these assertions. hot the hideous 
things emerging from the shadows suggest some 
truth to the rumors. 

KING KAJUS 
Tall and thin, with striking eyes and a sharp mind. 
King Kaius III cuts an impressive figure, the spitting 
image of his grandfather Kaius I. Through his forceful 
perstmality he helped end thy List War, convincing 
h is rivals to meet and forge a new peace at Throne-
hold. In the months that folkswed, 1w continued to 
champion the Thronehold Accords and extended 
the hand of friendship and alliance to his neighbors. 
What few know about Kakis. Ill is that he bears a 
terrible secret:The reason he looks so much like his 
ancestor is becalm. he is the same person. 

KING KAIUSS TACTICS 
Kaius is a plotter and a cunning strategist, best used 
as a behind•the scenes manipulator of events to serve 
some greater agenda. Even so. he does not shirk 
when it comes to battle and uses his powers with 
relish. The king uses dominating daze against enemy 
defenders to keep them from pinning him down, and 
to protect himself. Drawing his magic longsword 
Sou/thief, Kakis lays about with whisper strike. He pre-
fers to avoid revealing his true nature. but uses blood 
drain if necessary. Ile saves throat rip far his most 
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King Kakis lr'Wynarn III 	Level 15 Elite Skirmisher 
Medium natural humanoid iundeadl. vampire 	XP 2.400 

Initiative - 11 	Senses Perception -10: dark vision 
HP 296; ElloodkA 148 

Regeneration 10 (regeneration does not function while Kaius is 
exposed to direct sunlight) 

AC 31; Fortitude 30, Reflex 77. Will 29 

Immune disease. piolson: Resist 10 necrotic: Vulnerable 10 radiant 

Saving Throws -2 
Speed 7, climb 31spider clintb1 

Action Points 1 

4.)Soulthkf (standard: a•will) t necrotic, Weapon 
4-20 ss. AC: 1d8 - 6 damage plus I d8 necrotic damage. and 
Kaius gains S temporary hit points. 

1 Woad Drain (standard: regales combat advantage against the 
target; recharges when an adjacent creature becomes bloodied) 
• Healing 
08 vs. Fortitude: 2c112 ►  6 damage, the target is. weakened 

isave ends!, and Kaius regains 74 hit points. 

1 Throat Rip (standard: requires combat advantage against the 
target; encounter) 
.18 vs. Fortitude; 3d6 • 7 damage. and ongoing 10 damage 

isave cnd5i. 

1 Whisper 54rike (standar& requires souk/lief, 	♦ Healing. 

Necrotic. Weapon 
tArguts. one. two, or three creatures; Kailas makes three melee 
hacic attac ks. Kakis shifts 1 square before each attack. 
Dominating Gaze (minor: recharge [I + Charm 
Ranked S; • 18 vs. Witt the target is dominated isave ends, with 

a 2 penalty to the saving throw). Aftereffect: The target is dared 

(save ends). Kaius can dominate only one creature at a time 

Human Guise (minor; *will) ♦ Hiusion 
Kaius can mask his undead features to appear as he did in life. A 

successful Insight check opposed by Kaius's Bluff check pierces 
the guise. 

Mist Form (standard: encounter) + Polymorph 

Kakis becomes insubst.inual and Kai ns a fly speed of 12, but 

cannot make attacks. He can remain in mist Form For up to 1 
hour or end the effect as a minor action. 

Alignment Evil 	Languages Common, Draconic, Dwarsen 

Skills Acrobatics *14. Athletics 4 18.1310 1-17. Diplomacy • 17, 
History -17. Insight • 15. Nature 415. Steakh 414 

Sir 23 1+13) 	Eleit 15 1+9) 	Wis 17 •10) 
(on 20 (+12) 	Int 20 012) 	Cha 20 0-12) 
Equipment plate armor. fine clothing, light shield. Socalthiel 

ilongswordi 

vexing enemy. Kaius never lights unless he has an 
escape route planned. and he's quick to use it lithe 
k ombat turns against him. 

KING KAKIS ill LORE 
History IlC 25: In 991 YK Kailas III came of 

age. taking his place as the rightful ruler of Karrnath 
and succeeding the regent, his aunt Lady Moranna. 
kit hough he is famous for his part in the Treaty of 
ihronehold. for ending the Blood of Vors hold as the 
rlficial religion or Karrnath. and for efforts at rebuild -

ing his land. few know much about him personally. 
Ile grants few private audiences and rarely makes 

appearances: he wens content to let his wife. 
I . ,,Itteeti Ft rigani. and his chief advisor. Lady Moranna, 

tend to the daily tasks ofgoverning the land. 

Secret Knowledge: Few know the reason for 
kaius's privacy. and its a secret he must maintain. If 
the truth came out. he could lose everything. Kaius is 
a vampire and has been one for nearly eighty years. 
Only his wife, his chief advisor. and the Minister of 
the Dead know the truth about his nature. The king 
intends to keep it that way. 

The moment of Kaius's transformation came when 
the Blood of Vol demanded he pay the price for its 
assistance in the Last War. The priests approached 
the king In the darkest days of the war, when Aundair 
pressed into Karenathi lands, when food shortages 
threatened to starve out his people. and when dis-
ease ran ramitsi to across the countryside. Helpless 
to refuse. he agreed to their terms. The Blood of Vul 
unearthed and disseminated stores of food and rein-
forced his nagging armies with undead troops and 
cultists of the Order of the Emerald Claw. The price. 
though. was far steeper than Kaius would have imag• 
lord. The ancient licit who reigned over the Blood 
of Vol intended to make Kakis her puppet. When he 
came before her, she performed a ritual to rob him 
of Iris humanity and transfOrm him into a vampire. 
When he refused to become her unthinking slave, 
she triggered Ids bloodlust. sending him on a killing 
spree in his own house that claimed his beloved wife. 

Driven mad with garland rage. Kaius went into 
hiding. both to control his sinister urges and to light 
against the Blood of Vol zealots who had usurped his 
throne. For eighty years he !ought from the shadows 
until he was strong enough to reclaim his place as 
king of the realm. removing his grandma'. the true 
Kaius I I I. and assuming his identity. With power 
once again in hand. he has done his best to undo 
his mistakes. ousting the Blood of Vol and restor-
ing peace to the Five Nations. Despite the passage 
of years, he still seeks his original goal of a reunited 
Califar, with imusellas king. 

The real Kaius III still lives. held in the deepest 
reaches ofthe prison of Dread hold (page 141). The 
identity of the rightful king of Karrnath is a secret 
few are privy to, even among the prison guards. The 
true king's sister. the young Ilaytlith, lives in exile in 
Breland. banished because her close friendship with 
her brother might have enabled her to pierce the 
vampire king's disguise. 

KARRNATHI UNDEAD 
Tr, shore up the nation's demoralized and weakened 
armies. the Blood of Vol provided Karrnath with 
rituals that produce loyal undead warriors. Ordinary 
s.kelctons and zombies are common. but the true 
testament of the Blood (4Vol's power comes from far 
superior troops such as the ones described here. 
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Equipment plate armor, heavy shield, bastard sword 

KARRNATHI ZOMBIE TACTICS 
I he Karrnathi zombie wades into the 'hire of bank. 
driving its enemies into the waiting swords and 
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Karrnathi Skeleton 	 Level 11 Skirmisher 
Medium natural animate tundeadi 	 XP CI 

initiative 4 13 	Senses Perception t 1 2: darkvision 

HP 110: Bloodied 55 

AC 25: Fortitude 23. Reflex 25. Will 21 

Immune disease. poison; Resist 10 necrotic; Vulnerable 5 radiant 

Speed 6 

071, Scimitar (standard: at•w11) + Weapon 

-16 vs. AC: 1d8 -rR damage icrit 	16:c and the target is 

marked until the end of the Karrnathi skeleton's next turn 

4 Bone Dance iimmediate reaction_ when an adjacent, marked 

enemy moves or makes an attack that does not Include the 

Karrnathi skeleton. requires a scimitar; at•ill) 
The Karrnathi skeleton shifts 1 square and makes 4 melee basic 

attack_ 

4 Eviscerating Slash tstandard: requires a scimitar; encounter) 

Weapon 

.16 vs. AC: 3d8 +- 6 damage lent 1d8 4  30). and ongoing 10 

darntige fs.t ► e endO. 

4 Razor Storm Strike (standard: requires two scimitars; at•wil1) 

the Karrnathi skeleton makes two melee basic attacks, The 

Karrnathi skeleton shifts 1 square before, between. or after the 

attacks, 

Alignment Evil 
	

Languages Common 

Stir 180-91 
	

Des 221.-10 	Wi-s 14 (*7) 

Con 14 lr-7) 
	

Int 11 (*Si 	Cha 8041 

Equip-twst scale armor. tattered uniform. 2 scimitars 

KARRNATHI SKELETON TACTICS 
The Karrnathi  skeleton dant!es acmes the ban HIM. 
slicing through its foes in a spectacular display of 
sword prowess. The skeleton attempts to use Its razor 
storm strike each round when possible. especially if 
it can make its attacks, shill away. and then move. 
luring enemies away from its comrades. 

Karrnathi Zombie 	 Level 11 Brute 
Mediunt natural animate oiindead) 	 k P G lib 

initiative -6 	Senses Perception +9: darkvssion 

HP 138; Bloodied 69 

AC 23; Fortitude 25, Reflex 21 Will )3 

Immune disease. poison: Resist 10 necrotic: Vulnerable C radiant 

Speed 

IX Bastard Sword (standard; az•illi • Weapon 

.14 vs. AC: 1d10 r S damage. 

4 Driving Assault (standard; requires a bastard sword; at•wil0 • 

Weapon 

-14 vs. AC: 2d10 5 damage, the 7ornbm,  pushes the target 2 

squares. and the target is knocked prone. frilw The Karrnathi 

zombie makes a melee bask attack against an enemy adjacent 
to it other than the original target- 

Battle Wrath limmediate reaction, when hit by a melee attack; 

usable only while bloodied; aewill) 

The Karrnathi zombie makes a melee bas-A. attack ,Jgdinsl.ris 

adjacent enemy. 

Alignment Evil 	Languages Common 

Str 231411) 	Dex 1306) 	Wks 18 (+9) 

Con 18 (4-9) 	10111145) 	Cho 8 (e4)  

spears of its allies. Once bloodied. it uses its battle 
wroth against the most damaged opponents, trying to 
drive them to death before dealing with their allies. 

KARRNATH I UNDEAD LORE 
Religion DC 25: Blond of Vol devotees first 

spawned Karrnathi skeletons and zombies from the 
corpses of elite warriors. These undead retain their 
cunning and training. making them far superior to 
the regular soldiers in K arr 	It's legions. 

ENCOUNTER GROUPS 
Kaius has dismantled. mothballed. or reallocated most 
of his undead armies to light the Valetta r elves. but he 
is well aware oldie value ofthese superior troops.1iis 
personal guard consists of a trio oiveteran tunlead sol-
diers and a pack of horde ghouls—former nobles who 
had the singular misfortune oldisappointing their king. 

Level 14 Encounter (XP 5,000) 
• king Kaius 111 (level 15 elite skirmisher) 
• 4 horde ghouls (level 13 minion. MM 118) 
4  1 Karrnathi skeleton (level 11 soldier) 
+ 2 Karrnathi zombies (level 11 brute) 

THE ORDER OF THE 
EMERALD CLAW 
First appearing in Karrnathi a few years into the l.ast 
War. the Order of the Emerald Claw came to the aid of 
heleaguered Karrnathi troops. holstering the nation's 
defenses against the invading armies. In the decades 
since its form ation. the order has vigorously set itself 
to numerous tasks. no matter how base. in the pursuit 
of its goals. Its members have been praised for bravery. 
innovation, and toughness as often as they have been 
accused of flaunting trailiticm amid fomenting treason. 
Late in the war. Regent Moranna dissolved the order 
and cast it out. Though drivers underground. soldiers of 
the Emerald Claw remain a powerhd force for evil in 
the world, and they continue to work five hidden mas• 
tees. furthering the plots of terrible forces. 

ORM R. 01- THE 

LMLRALD CLAW LORE 
History DC 20: Famine and pestilence weak-

ened Karrnath to the point of collapse in the early 
clays of the Last %Var. Seemingly spontaneously, an 
order of warriors arose that emphasized flexibility. 
self sufficiency, and accompl ish mein regardless of 
sacrifice. These Karrnathi fanatics called themselves 
the Order of the Emerald Claw. and their heroics sta• 
bilized previously crumbling battle lines and drew 
scores of Karrnath's best to their ranks. These flam-
boyant knights rattled Karrnath's established officers 
with their nontraditional methods. often acting out-
side the chain rolconunand. but none could dispute 
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their discipline. training. and readiness to give their 
lives in defense of the kingdom of Karrnath. 

I•1istory DC 25: The emergence of the order 
was so sudden and its methods so radical that 1114111y 
officers and government officials were suspici ous 
and reSellihil. Despite the order's successes. Karns% 
who raised concerns about the group never ran out 
of rationales or rumors. The whispers hardened into 
accusations when Regent Moranna staged a coup 
against the order. She removed Emerald Claw mem-
bers from positions of power. laying terrible crimes at 
their feet. dismantling  the organization. and forcing 
those who escaped to go underground. Although the 
order still has its defenders. both inside and outside 
Karrnath. most consider it. at best, a group of lanai ics 
that overstepped its bounds. 

Religion DC 25: The Order (lithe Emerald Claw 
is an extremist militant wet of the Blood of Vol. The 
order is led by a mysterious figure known as the 
Queen of Death, one of the mightiest necromancers 
associated with the Blood of Vol.The Emerald Claw's 
loyahy to Karrnath ►►  was only as strong as the mon-
arch's subservience to the culls demands. and as long 
as the two institutions were on the same side. the order 
served Karrnath well. When Rrst Regent Moranna 
and then King Kaius Ill rejected the Blood of Vol. the 
crown and the Blood of Vol broke their long alliance. 
and the Order (tithe linierald Claw fell from power. 
Despite the order's (inimical &vim kin to the Blood of 
Vol. moderate members tithe faith denounce and 
lipase the malicious actions of the Emeraki Claw. 

ORGANIZATION 
.11though conceived as a military force. the Emerald 
Claw is far more than just a pack of warriors. The 
organization is widespread. with agents concealed 
throughout Khorvaire, each working behind the 

scenes. fomenting uprisings. and performing terrorist 
acts to weaken existing governments and create foot-
holds for the Blood of Vol to grow its power. 

Leader: Erand is Vol and the Crimson Covenant 
directly control the Order of the Emerald Claw.and 
the organization fidli ►► s every dictate that issues from 
these leaders. Most members know of Fond's only 
as the -Queen of they know she is a mighty 
lick but do not realize that she is the last surviving 
member of the bloodline of Vol. 

Headquarters: Throughout the Last War, the 
Order oft he Emerald Claw had bases in most of 
Karrnat Ifs population centers. but Regent Moranna 
and Kaius II1 dosed them, tore them down. or 
repurposed them for the government. Now, the order 
operates clandestinely. maintaining secret enclaves 
in major population centers. A fesv strongholds are 
hidden in the wilderness, but these places are remote 
and often double as temples. 

ilierarchy: The reversals in Karrnath shattered the 
previously motailit h lc order into hundreds dimity cells 
spread throughout the continent. Each cell consists of 
an officer who receives missions from superiors and 
determines how best to complete the task. Beneath the 
officers are the knights, proven and veteran warriors 
who have served with the organization for years and 
whose loyalty is unwavering. Below the knights (nne 
the troopers, raw recruits who serve because they are 
devoted cultists. Karmathi patriots. or simply thugs. 

Most members are warriors. but the Emerald Claw 
employs spies as well. These operatives might be full 
members or mercenaries hired for short stints. Such 
individuals support the order by infiltrating enemy 
organizations and sowing disruptions ahead of mer • 
aid Class,  assaults. 

Members: The Emerald Clasv's officers and 
knights come mostly front Karrnath. recruited when 
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Emerald Claw Marshal 	 Levet S Soldie r .leader; 

Mcdium 11..11tsral founanithi, hum man 

initiative • 1 	Senses Perceptem - 3 

HP 62; Bloodied IT: cee alto forum ir 
AC 21; Fortitude 19, Reflex 17, Will 17 

Speed 5 

IT Heavy Flail (standard; arwilli + Weapon 
+12 vs. AC: 2d6 4  4 damage, and the target rs marked until the 

end of the Emerald Claw marshal's next turn. 

4 Crushing Strike (standard: requires a heavy flatt at•wIll 

Weapon 

Targets .1 creature marked by the Emerald Claw marshal: 4-17 

vs. AC: 2d6 4- 4 damage. the marshal stkles the target 2 squares. 
and the target is slowed isave ends). 

+ Claw Maneuver (minor: recharges when first bloodied/ 
Close burst 5: each ally within the burst shifts 1 square and 

Rains a 41 bonus to the damage roll of its next attack made 

before the end of its next turn. 

Merc iless Commander (minor 1 /round; at-will) 
Targets an ally within 10 squares; the target immediately 

provokes an opportunity attack horn an adjacent enemy. If that 

opportunity attack hits. the Emerald Claw marshal or an ally 

makes a melee bask attack agaiest the attacker. 

hisatir (when reduced to 0 ilk point 'Nukes a heavy flail) 

The Emerald Claw marshal makes a melee bask at lark against 

an adjacent enemy. 

Alignment Evil 	Languages Common 
Skills Intunklate -9. Streetwise .9 

Str IS yfil 	De* 10(+21 
	

Wls 12)-3) 
Con 141 , 4$ 	Ira 1S(+41 

	
Cha 14 (4-4) 

Equipment turcoat, plate armor, heavy flail 

the order was at the peak of its power. Exile has led 
to the replacement of fallen troops with able bodied 
adherents from neark every nation and land on the 
cons inent. "'hese new recruits pale in comparison 

with those who fought fin the order in its heyday. but 

an ambitions soldier who knows how to follow orders 

and get the missions done can move up in the ranks. 

AGENTS OF THE EMERALD CLAW 
Emerald (law soldiers live to ohm They plunder tombs. 

Slaltlf ruins kw lust treasure, murder. commit arson. 
kidnap. and do whatever else is demanded of t hem. 

AGENTS OF THE EMERALD CLAW LORE 
llistory DC 20: Those who serve the Eruct:11d 

(law are a la viatica! lot. always ►► illing to sacrifice 

themselves in the name of their cause. 

Emerald Claw Trooper 	 Level 2 Minion 

Medium natural humanoid. human 
	

XP 31 

Initiative -1 	Senses Perceptiort -t2 

HP 1; a misxed attack never damages a minion: see also fanatic 

AC 18: Fortitude 16. Reflex 13, Will 14 

Speed S 
Cis) Flail (standard; atsvilll Weapon 

- S L.G. AC: • damage•, 

Fanatic (when reduced to 0 hit points: requires a assail 
The Emerald Claw trooper makes a melee basic attack against 
art adjacent enemy. 

Alignment Evil 

Sir 16144) 

Con 12 (•2) 

 

Languages Common 
Dex 11 (+1} 	Wis 12 (r2) 
Int 10 (.1) 	Cha 10(+11 

Equipment chainmail, surLOJt, heavy shield. flail 

EMERALD CLAW TROOPER TACTICS 
Finer:11cl Claw troopers Ian out to protect their offi-

cers. smashing their foes w fanatic even when 
death comes to claim them, 

Emerald Claw Knight 	 Level 3 Soldier 

Medium natural humanoid. human 	 XP 1Y: 

Initiative 	 Senses Perception 

HP 46: Bloodied 13:see also fanatic 

AC 20. Fortitude 16, Reflex 15. WIll 14 

Speed S 

IT Flail (standard: at-will/ '0' Weapon 
+10 vs_ AC: ld 10 • 4 damage, and the target is marked until the 

end of the Emerald Claw knight's next turn. 

4 Smashing Strike (standard: requires a flail: at-will 	Weapon 

vs- AC: Idl 0 • 4 damage, the knight slides the target I 

square. and the target is marked until the end of the knight's 

next turn. 

Fanatic (when /educed to 0 hit points: requires a RA 

The Emerald Claw knight makes a melee bask attack against an 

adjacent enemy. 

Alignment Evil 	Languages Common 

Skills Intimidate +7 

Sir 17 (+41 	Cies 11 (+11 	Wis 10 (+1) 

Con 14 0.31 	Ins 14 (+31 	 Cha 13 t+i) 

Equipment scale armor, suecoai. heavy shield, flail 

EMERALD CLAW KNIGHT TACTICS 
Emerald (law knights use STntisilini 5rrike to burst 

thrinigli their Me/WO,. InoSing 	Intl oldie way 
to reach the controllers and strikers. they also use 
smashing strike to mow enemies away Innis their allies. 

to a place where they can be dealt with more easily. 

EMERALD CLAW MARSHAL TACTICS 
An Emerald Claw marshal lights 11111(.11 bike his 

knights. f ie commands absolute obedience from his 
troops. reaffirming their loyalties to serve unto death. 
i%'hen a powerful ally is adjacent to an enemy, the 
emerald Claw marshal uses merciless commander to 
grant that ally an additional attack. 

ENCOUNTER GROUPS 

The Emerald Claw organizes into combat units. 

usual 4,  led by an officer with the supliort or several 

knights. The bulk of its force comes from undcad and 
living troopers who hollow orders without question. 
The Emerald Claw doesn't forgive failure. so retreat is 
ainiost never an optical. 

Level 6 Encounter (XP 1.388) 
• I Emerald f law marshal (level soldier) 
• wen] Iti f law knights (level 3 soldier) 
• 6 Emerald ('law troopers (level 2 minion) 

• 4 zombie rollers (level 3 minion. MM 274) 

• 4 decrepit skeklosts (level I minion. AIM 234) 
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11 here the great nation ul Cyre once proudly striod 
now lies a land blasted by supernatural catastro-
phe. Like a festering wound. the Nlournland divides 
the continent of Khorvaire in half. Dead-gray mist 
defines its borders, and within those borders the 
wounds of the Last War do not heal. 

Thousands of soldiers lie as if t hey had died were 
morrwnis agu on what were once the battlefields of 
battered Cyre. The dead, or their spirits. sometimes 
rise to continue fighting the war. Rampant arcatw 
energy has mutated the monsters that live and hunt 
here. '1' hose same arcane forces sltaj• unnatural 
weatlwr and deadly terrain, and sometimes take on a 
semblance of life itself. 

LORE OF THE MOURNLAND 

ARCANA 
A rc•a eta DC 20:The secrets of the Mourning, the 

event that created the Nlournland. might wait below the 
I Tv rall city of Making, I lw runts of its capital Niel to!. or 
svithin the Glowing Chasm. MI three arc rumored to 
haw been among the first sites where the effects niche 
Mourning appeared. Principal among the Mourning's 
weird behavior is its utter CoUSlimption i tf Cyre alone. 

HISTORY 
Common Knowledge: On 20 011arune.994 YK. 

beautiful Cyre. the Purple jewel in (:alifar's Crown. 
disappeared in a massive blast of arcane horror. No 
one now living knows the cause of this explosion. It 
, eight have been a ss capon. C.yratt or otherwise. It 
could have been a punishment from the gods or the 
doing oldragtals. Perhaps %unwilling malevolent and 
ancient stirred in Khyber below Cyre. its rest dos 
mated by the twver-ending conflict on the nations 
! - otitc. Whispers raise the dark possibility that the 

ttwssiah. Ilte lord ()I' III:ki•s, caus•d time 
'\liturningand plans To repeal it in the remaining 
: Whatever the Inn h. all that is len id wondrous 

ore is the Mourniand. fhe 20th day of (Martine is 
. tow known across Khoryaire as the Das' of Mourning. 

History. DC 15: the :Mourning is thought to 
lave started near the city of Making, on ►► im is now 

known as the Glass Plateau. It spread slowly enough 
that those living near Cvres borders could nee the 
expanding mist and magical conflagrations. More 
if those fleeing the disaster died than sht nt Id have 
-then the hatred Bred by the Last War caused Cyres 
neighbors to refuse to help. The elves olValenar and 
the goblins of lJarguun treated the refugees as invad-
ers. killing thorn as ilwy ran. 

Only King Boranel of Breland offered outright 
help, I It. granted Prince (large' ir'Wyttarsi—sun of 

Queen Dannel and ruler of Cyre in the years leading 
up to the I )ay of Mourning—land fin camps that even-
tuall ►  became New Cyre. Other survivors endure in 
small rnmrnetrsitirs or as groups within larger settle-
ments in Zilargo. Thraue. Ka rrnath. •barm and 
elsewhere in the world. 

History DC 20: When King Jana irlArynarn. 
the last ruler ofGalifar. died in 894 YK. his daughter 
Mishann. gowrnor of Cyre, was the right ful heir to ilk' 
throne. However. her coronation was not to be. I ler 
brother 	of Thrarw asserted that he shouIti take 
il• tlinatte. Kaius of Karrnath and Wroann of Breland 
shared 	ifs notion that succession of the eldest was 
a Wtirts.olitiraclitkal.Otily Wrogar of Atimlair stood 
with Mishann and her riglttfitl claim. Before the year 
had ended, the Last War began. Galifiir collapsed into 
hostile nations, with each irlArynarn sibling eventually 
claiming rights to the Galifilr crown. 

Cyre. positioned in the center of Khorvaire, was 
the major Itatilegrtat nd of the Last War. Bordering 
Breland, - Hyalite. and Ka rrnat h, it faced battles on 
all fronts at various time% during the hundred years 
of war. The land and its people arguably suffered 
more than those of other nations. Even beliwe the 
Day of Mourning. Cyre was dying little by little. Long 
conflict had dulled its beauty and ruined its outlying 
settlements. Rival maims seized its lands. as did the 
goblins of Dargutin and the Valenar elves. 

The Mourning finished the job. At the meetings 
that resulted in the 'treaty of Thnmehold, the Oman 
delegaik in was given till place. The common stoo l 
meta was that tyre no longer existed. 

History DC 2c: Rumors still swirl that hefitre the 
conflagration. Queen Darnel planned some great 
new offensive to save Cyre. At the time, her struggling 
nation still had patriots willing to fight and die for 
their land. I Inge battles were taking place on Cyran 
ground when the Mourning occurred—battles that. 
without the Mourning, might have silenced Gyre's 
ambitions  forever. Sonic speculate that the queen had 
something to do with the Mourning. 

NATURE 
Comnion Knowledge:  he dome of dead-gray 

mist that covers the Mournland causes disorientation. 
faliguc. And apathy. A traveler in this mist can easily 
become lost, despite the mist's 	luntinous 

that bathes the Motto nland in eternal twilight. The 
mist is not omnipresent: it forms a border area vary-
ing in width from a few hundred feet in as much as 
five miles. 

Nature DC 15: Numerous warped creatures 
wander the Nlournland. Niost of these mockeries 
are twisted beasts, sometimes grown to extreme 
size and ferocity. Wad-urged are the only creatures 
that have anything resembling a ['Mil/Mall within 
devastated Cyre. 
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Nature DC 20: The Mournland's atmosphere can 
Abet the living with a loss of hope and an inability 
to readily recover from injury. Over time, a traveler 
who survives this affliction can become immune to 

same atmosphere preserves the dead as if they 
had just fallen. making the Mournland a land fit only 
for the dying or the dead. 

RELIGION 
Religion DC 15: Two unique warforged reli-

gions are rooted in the Mournland. The first is the 
destructive. warbirged•superiority dogma of the 

Lord of Blades. Another is the strange creed of the 
Becoming God. 

STREETWISE 
Streetwise DC 15: [louse Cannith had its head. 

quariers in Eston on the western edge of Cyre. Its 
baron died in the Mourning. The house then split into 
the three factions that exist today (see page 210). 

House Phiarlan was also based in Cyre. in the city 
of Making. but its baron was absent on the Day of 
Mourning. This "coincidence" has not gone unnoticed 
by conspiracy theorists. 

NAVIGATING THE 
DEAD-GRAY MIST 
/1 debilitating and obscure passage must be accomplished 
10 tramse the eerie mist thai shrouds ruined Cyre. 

The PCs must use knowledge and endurance to sur-
vive the passage through the mist and arrive where 
they intend. 

Level: 11 (X l' 1.800). 
Complexity: 3 (requires 8 successes belitre 3 

failures). 
Primary Skills: Endurance. Nature. Perception. 
Endurance OW 17. mice per hour): By steeling himself 

or herself. ignoring the hopelessness that threatens 
to envelop the group. and keeping the correct path in 
mind. the character stays on the correct path through 
the swirling mist. Each PC must attempt this check 
each hour. Any PC who rails this cheek loses a heal-
ing surge. After every character has attempted the 
check in a given hour. subtract the failed checks from 
the successful ones. lithe result is 1 or higher. count 
the group's checks for that round as 1 success for ilw 
skill challenge. lithe result is 0 or lower. all PCs lose 
a healing surge (in addition to any healing surges lost 
by those who failed individual checks). and the group 
records 1 failure in the challenge. This skill can be 
used to gain 1 success per hour in this challenge. 

Nature (1W 22. once per hour): The character leads 
the group in tlx correct direction. avoiding terrain 
hazards and hostile entities in the mist. At least 
one character must :memo this check each hour. 
The first failed check in any hour costs each party 
member one healing surge due to iat igue or minor 
injury from terrain hazards. Subsequent failures in 
the same hour cause no Further harm. PCs can aid 
one another in this attempt. This skill can be used to 
gain 1 success per hour in this challenge. 

l'erceptitm (D( 1Z once per hour): The character 
notices darker blotches in the mist that seem sinister 
and shnukl he avoided. A character who succeeds on 
this check grants a +2 bonus to the next Nature check 
elude by any character in this challenge, or prevents 
an ally who fails his or her next Lndurattee check 
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n this challenge from losing an additional healing 
-urge. Each Failure on this check counts as i failure 
n the skill challenge. 

Success: The party emerges from the mist on 
•rack to reach its destination and in no immediate 
1.i tiger. Every time the PCs record a success in this 
-.kill challenge. the number of successes they need to 
4iercome another skill challenge of the same kind 
decreases by 2. A group that successfully navigates 
•fie dead•gray mist four times has become expert at 
- lie task and no longer needs to undertake skill chat 
,•nges to accomplish it. 

Failure: The party blunders into an encounter 
of its level +2. After this encounter is resolved, the 
characters must start a new challenge to navigate the 
dead-gray mist. Each failure in this skill challenge 
causes them to emerge from the mist farther and far-
:her ofrcoursc. 

Customizing: Plan a few encounters In case the 
party fails this challenge. You can also increase or 
Jecrease the skill challenge's complexity. depending 
•m how tough you want the mist to be. Don't use this 
, hallenge so often that it becomes tedious. rather 
Than creepy and fun. 

It also happens that w Inds sometimes part the 
:nisi for a time, allowing passage into the Mournland 
without hindrance. You can decide that winds have 
thinned the mist. giving the PCs a break in crossing 
4-1«.i or out oft he Mannikin& This approach can be 
particularly useful if the skill challenge starts taking 
zoo heavy a tow 

SETTLEMENTS 
AND FEATURES 
:!;le lives in the Mourn land that is civilized or 

barren laud is home primarily to 
tsa rinas scavengers, arcane horrors. and terrify- 
beasts. The warforged lallenvers of the lord of 

Blades and the Becoming (kid are the only organized 
humanoids common to this wasteland. Wiliest, only 
ale servants of the Becoming God might offer aid to a 
nonwarforged stranger. 

CRIMSON WATER 
Tainted Lake 

Before the Mourning, a spring in the eastern part 
of gyre fed the Rushing River as it traced a short but 
fertile path south to Kraken Bay. The Hushing River is 
now as dry and barren as the rest of the Moundand, 
and the location of the spring Is marked by the Crim-
son Water. a stagnant lake of blood-red water. 

The shores of the Crimson Water are littered with 
the hones and corpses of animals and foolish travel-
ers that have strayed into the Mournland and sought 
to slake their thirst with a drink from the lake. Its 
depths hold the ruined Cy ra n town of Eastwood 
Springs. which once served as a resort town for the 
leisured classes of Cyre. Even Ikar's Salvage (see page 
95) has not dared mount an expedition into the toxic 
waters to recover any treasures that may lie within 
the ruins. however. 

Despite its toxic waters. however, the lake does sup-
port life—of a sort. Water archons (we Monster Manual 
2. page 18). i heir elemental Farms the same deep 
red as the Crimson Water. have been seen around 
the lake. particularly on the southern shore. Their 
purpose and origin are unknown. but their presence 
would seem to suggest a link to the Elemental Chaos 
somewhere in or beneat II the Crimson Water. 

ESTON 
Ruined City 

Eston. a successful mining settlement. once held the 
heart of [louse Can nit h. Nearby hills fell into the city's 
mines and munerons underground passages on the 
Day of Mourning, and the wracked earth shook Eston 

rEit 3 L The Fire Ararions 



to the core. The ground swallowed whole areas tithe 
city. leaving collaps•ci and ruined buildings all about. 

Lost treasures of the Cannith holds still await the 
bold within Liston. !louse warehouses hold precious 
metals. including adamantine, from its mines. These 
stores make the city a prime site for looters, as well 
as for warforged serving the Lord of Blades. The 
warforged are even said to have reopened some of 
the mines. They and the monsters ulthe Moumland 
make sure few treasure hunters return from Eston. 

THE FIELD OF RUINS 
Preserved Batt lefield 

Allied armies from Breland and Thrane—supported 
by mercenaries from Zilargo.Vaknan and Dargutin-
converged in this broad area to do battle with the 
Cyran army. Along the Sacrun Road. they ckished in 
what might have been a decisive battle. As it turned 
out. this was the final major military event in the last 
War. Soldiers on all sides—tens of thousands of them—
died here in the Mourning. This haunted place is now 
the largest open grave in Eherron. 

Not one item or corpse here shows any sign of 
decay or predation. The unwousukd look as if they 
are sleeping, and weapons unmarred by time and 
weather shine in the Mournland's eerie half-light. War 
machines and military encampments stand idle, silent 
except when the wind moans and the maxi creaks. 

A large cliff now divides what was once rolling 
plains. It breaks the Sacrun Road, which continues 
east toward Making before disappearing on the Glass 
Plateau. Since the fighting was fiercest between units 
vying for control of the road, the bodies and hazards 
are also thickest along ft. 

THE GLASS PLATEAU 
Supernatural Highland 

Making is surrounded by a nightmare tableland 
of flat, pale glass. Jagged formations like blown glass. 
sometimes enormous in size. jut up from the ground 
here and there. Obsidian makes up the central pla-
teau. forming bladelike protrusions. Liquid glass and 
magma ooze around the edges of the highland. and 
fire flashes deep under the glass. Living spells seem 
drawn to or arc birthed in this desolate wasteland. 

Making: The ruins of Making still peck above the 
obsidian flats of the Glass Plateau. Those who sus-
pect that the Mourning started here also believe that 

Making is where the mystery will be unraveled. Living 
spells and strange creatures gather in and around the 
city. Wild speculation asserts that a secret Cannith 
facility existed in the city's subterranean depths. 

THE GLOWING CHASM 
Supernatural Rift 

Cold violet light illuminates the air and sky for 
miles around this gash in northern Cyre. The glow 
emanates from deep within the chasm. Its source 
indiscernible from the canyon's rim. Horrid mon-
sters, some imitated beyond recognition. congregate 
about the chasm. The bruised luminance continues to 
warp them if they stay for long. 

METROL 
Ruined Capital 

The capital of Cyre. Metrol sprawls along the 
banks oldie Cyre River. Parts of the city remain 
untouched while others are scrambled, buildings 
rearranged and whole city sections askew from their 
prewar locat Iran. The royal palaces of %Perm ishard, as 
well as tine lightning rail station and the city arena, 
arc intact within Metrol. The Cathedral on the Hill, 
dedicated to the Sovereign Host. also still stands. 

Gray mist hangs in Metrol--a mist that survivors 
from the city sily firm appeared within the royal pal-
aces. The city is silent by day. Explorers who return 
from the place tell tales of unquiet spirits and worse 
emerging onto the streets at night, slaying arty they 
find. Despite Metrol's proximity to the border of the 
Niournland. only members of Ikar's Salvage (see 
below) have had any luck looting the place. They aren't 
talking about the hows and whys. The truth is that a 
secret order of magebred humanoids controls Metrol. 

SHAELAS TIRALETH 
Ruined Peyspire 

greatest of the seven feyspires (see page 48). 
Shaelas Tiraleth stood in splendor in southeastern 
Cyre In the years when Thelanis drew near to Ebel.- 
ron and the curtain between worlds was parted. It 
shone above the lush green hills and the shining 
waters of Kraken Ray on the Day of Mourning. and its 
utter annihilation rocked the fOundat ions ofthe other 
six eladrin cities and seems to have lodged them 
firmly in the world. 

HEALING 11,4 THE HOURNLAND 
Adventuring In the Moumland Is dangerous business, and 
wounds that would normally be no trouble take much longer 
to heal. With the lingering negative effects, it's as if almost 
every wound in the Moumiand becomes infected. 

While a character is bloodied inside the Mournland, 
his or her healing surge value is halved. For this reason. 
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those who venture Into the Moumland would be wise 
not to kt themselves become bloodied, treating wounds 
before they have a chance to fester. Taking significant 
wounds puts a muds greater burden on an adventurer. 
reducing the efficiency of subsequent healing while 
within the Mournlarul. 



Viliatel by time Abundant!. a victim of this disease artF Attack: 4-  14 vs. Will 
,b one without hope. sall.Ylr. wide-ilea. and despairing. Endurance improve DC 22. stable DC 17 worsen DC 16 or lower 

The target  1:1  Initial Effect: The target's C313  The target's healing surge value is reduced to 
	

I3 	The target can't spend 
s c ;red 	healing surge value is 

	
hall of its full normal value. The target loses two 

	
healing surges, 

reduced to hallo( its full 
	

healing surges. He or she can't regain these lost 
normal value 
	

healing surges until he or she is cured. 
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Many would love to explore the remains of t he 
Court of the Silver Tree. as it was known. either to 
pillage its treasures or to explore its planar ties to the 
Feywild of TheIanis. However, in explorers have yel 
found their way to the spires and returned to boast of 
their triumph. Either the gleaming city was lost to the 
devastat ism of the Mourning. or it is haunted by perils 
so deadly that any who fluid it are sla its. 

TRON SH 
Ruined City 

Foulspawn. kno.nias, and other aberrant creatures 
occupy ibis abandoned city. ► dhich was once a major 
stop on the lightning rail. The cityscape has been 
warped beyond recognitkat. Its inhabitants raid the 
'Aetna Plains from their twisted homes in Tronish. 
it from holds near Like Cvre or the Crimson Water. 

1 he halflings of t;atiterhold whisper that some 
nameless horror directs the activity in fronish from 
the depths ell one of those bodies of water. They 
note the weird tights that flash and glo ►  in western 
Lake Cvre. Some say the presence of aberrant crea-
tures proves that the destruction ()Wyo came from 
Khyber and perhaps an imprisoned daelkyr, but the 
evidence is circumstantial at best. 

PLOTS AND 
ADVENTURL SITUS 

The Becoming God: On the Day of Mnunning a 
cadre oil - ► art-urged dewrted its post at Kul Zombie 

Karrnath and entered the Mournland. Thew war-
torged took the name I;od forged. claiming they each 
had a soul bestowed by a discorporate mistrial god. 
Relieving that a soul inhabits a body capable of ecin. 
scitsness only when the body Is ready. the Godforg•d 
have taken it upon themselves to build a body for their 
.:tid so it can walk among them. 

l'he warforged believers also hold that a soul 
becomes more powerful as the body inc reases iii 

power and size. Therefore. God forged augment their 
bodies with attached and emItedded compou•nts. 

Wa r forged that die are believed to join I he Becoming 
God. waiting for reincarnation in a new hotly or to 
join the god in its physical form. 

in addition to quests for self- perfection and to 
build the Recoming God's body. the GodfOrged seek 
a way to build new wariorged.Thi, goal could bring 
them into conflict with the Lord of Blades, who con-
trols a creation forge. 

Sonic believe that the od forged bear the call °l -
a fiend from Khyber or the being at the root ofthe 
Mourning If this belief is true. the Becoming God 
timid he it threat to K hurvaire and all of Elvernm. 

Cyran Avengers: A number of Cyrans hold tan-
gible haves responsible Iiir Ihe Mourning, the must 
common scapegoat being one or more of the nations 
that opposed and ravaged Cyre during the l.ast 
War. A few of these pat rkits, such as the members 
oflorinee Oargev's Covenant tithe Gray Mist, titan. 
nel their wrath into investigating the Moundatal's 
birth. The Covenant is withholding final judgment. 
and revenge, until that mystery is unraveled. In the 
meant irne. these patriots work to cleanse the land of 
its twisted inhabitants. 

Others walk darker roads. Some Cyran vigilantes 
punish anyone who once acted against Cyr• or cur• 
rently acts against displaced Cyrans. They avidly seek 
justice for past wrongs, real err imagined. but even so 
usually require some proof of guilt. Other displaced 
warriors—such as flannel's ‘Vrath in Stornireach on 
Xen.dri k-- organize not only to protect C:yrans. but 
also to seize a new Cyran homeland. They plan to do 
so by force if necessary. 

Still other CaTans are outright outlaws and killers 
who need no proof or approval to mete out "justice." 
The Mourning Dawn, a loose network of Cyran 
terrorists, operates across Khorsaire. dedicated to 
making everyone on a long roll of Cyre's enemies pay. 
The Dina it places House Cannith al or near the top of 
its list. 

WhItehearth: Thirty miles inside the Nhanuland. 
l00 miles south of the Saerun Road. is a mineshaft into 
a low hill. The only sign on the con-mire kaC.attnith 

MOURNLAND AFFLICTION 
he Moumland eats at the will, sapping vigor and drive; the vileness that fills the land acts as an infection. When 

wounded in certain areas or by certain creatures of the MourrilkincL a victim can become infected with a sickness known 
as %iourniand affliction. The affliction differs from a normal disease in one significant wiry; It has no final state. A victim 
iintinues to make Endurance checks against the disease until he or she is cured_ Creatures that spend a long time in 

• Ile Mourn iand can become immune to the disease 

Illourniand Affliction 	 level  11 Disease 



seal. marking the secret facility helow as that houses 
property. Although Whitehearth was well known 
during and Wore the war as an ancestral Cannith 
forgehold and swaptm research laboratory. kw know 
what wonders and horrors this place holds. 

Merrix d Vannit h of Sharn has information 
indicating that Wititeheart les artificers enjoyed a 
breakthrough just befOre the Mourning. He has dis-
patched teams to locate Whitehearth and recover its 
contents. So far. none have returned. 

Inside Cyre. Whitehearth 'night be One of the 
oldest and most well known of Cannith forgeholds, 
but it is not unique. Several more Canna!' facilities 
still exist in and under the Mournland. Their pur-
poses might he difkrent from Whiteheardis, but 
their treasures still await liberation. 

PERILS OF THE MOURNING 
The truth of what happened on the Day of Mourn-
ing is a mystery that might never he solved. Its legacy 
lives on in a variety of creatures created by the hor- 
ribly destructive magic of that day—as well as the wall 
of mist that marks the borders oldie Mournland. 

THE DEAD-GRAY MIST 
Navigating through the dead•gray ndst that farms 
the border of the Mournland to reach the desolate 
interior is a skill challenge (see page 90). but when 
combat erupts. treat the mist as a hazard. 

Dead-Gray Mist 	 1 cv€, 1 11 Obstacle 

Fia;dri: 	 i . .1 ii  

CoM to die molt arid sitielhois qf death. the drail-nray tottst of the 
Mptortland touts everritinti with distilled &vain 

Hazard: Dearl•gray mist forms a barrier that defines the borders 

of the Mournland, and appears in drifting clouds of various sizes 

within the Mournland interior. 

Misty tendrils coil around the limbs of characters within the 

dead gray mkt. slowing their movement. Squares of dead-gray 

mist are heavily obscured. difficult terrain. 

Perception 
+ DC 10: The character notices that the mist does not move in 

response to movements of air. but writhes of its awn accord. 

Additional Skilk Insight 
+ DC 17: The character has a definite sense of a presence within 

the mist-it waits impatiently, as If for a meal. 

Trigger 
The mist attacks. when a creature begins its turn in a square 

obscured by the hazard. 

Attack 

Opportunity Action 	 Melee 
Target: Each creature within the mist 

Attack: *14 vs. Fortitude 

Ilk: The target is slowed (save ends.). First foiled Serving Throw 11w 
target is dazed and slowed (save ends both). Second Foiled Scirilw 
Throw The target is dazed and slowed isave ends both) and is 

exposed to Mournland affliction (see page 93). 
Countermeasures 

A strong wind created through the use of a power vicars dead 

gray mist front its area while the wind lasts. 

MOURNER 
Mourners are uttdead spirits of soldiers who were 
killed by the Mourning. They haunt ruins and battle-
fields throughout the Mournland. 

Mourner 	 Level 11 Controller 
Medium natural humanoid (undead) 	 XP C, rio 
Initiative 410 	Senses Perception 46; darkvision 

Aura of Doom (Psychic) aura 2: any enemy within the aura at the 

start of its turn takes a -2 penalty to Will defense until she start 

of its next turn. 

HP 80; Bloodied 40 
AC 74: Fortitude 23, Reflex 24, Will 23 

Resist 10 metrolit. insubstante.al  

Speed sty 8 I hover:altitutit bosh 6i 

CD Claw (standard: at-will) + Psychic 
/-16 s-s. AC; Mb I 5 psyche damage, and the target is slowed 

until the end of the mourner's next turn. 

a Tendril of Mist (standard: at -will) + Psychic 
Ranged 5; 4-15 vs. Reflex; 7d6 - 7 psychic damage, and the 

mourner slides lite target 2 squad es. 

Wail of Anguish (standard; fertweel:41413 • fear, Psychic 
Close burst 3: -15 vs. Will; Idfi • 7 psychic damage. and the 

target is immobilized iv•ve cads;c 

Alignment Unaligned 	languages Common 

Str 14 ( -ill 	 Dex 21 {-1 ❑ 	Wis 12 (+6) 

Con 18 (49) 	Int 104- `:0 	 Cha 18 (41) 

MOURNER TACTICS 
Mourners encountered in a group typically focus 
their attacks on a single target at a time. They waft to 
use waif of anguish until their aura of doom has affected 
nearby enemies. 

MOURNFR l.0R I 
Religion or history DC 20: this human - sized 

cloud with a dukitmi visage ;lint c lowed hands. appar-
ently made ofthe same substance as the dead-gray 
midst that defines 	tiairnland. is called a mourner. 
It continually utters a low, mournful groan. which 
periodically builds to a keening 	Mourner are 
the disconsolate spirits of soldiers killed in Cyre on 
the Day of Mourning. 

Religion or History 1)C 25: Mourners are the 
remnants of a single company of Th ram soldiers who 
died when their captain led them into a Ka rrnathi 
ambush three days before the Mourning. liuried in a 
mass grave, the spirits attic betrayed soldiers rose as 
one on the Day of Mourni ng. 

ASH REMNANT 
Ash remnant% are undead monsters that haunt the 
borders (lithe ?don rnland. They are the last vestiges 
of those who failed to escape the mist. 

ASI I REMNANT TACTICS 
Au ash remnant lies In wait just beneath the surface 
of the ground. burrowing up to attack creatures 
that pa%%*thove it. It lights with little intelligence. 
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Ash Remnant 
	

Level 14 Soldier 
Medium thauf.it hunurr.. iI torklead: 

	
xir t000  

Living Cleodkill 	 Level 19 Elite Brute 
large aberrant beast Iblind. multi 

	
X P •,800 

Initiative • 14 	Senses Perception *11; blindsight 6 

HP 138_ Bloodied 69 

AC 30, Fortitude 21. Reflex 26, Will 25 

Resist 10 necrotic 

Speed 6, burro%•6 

CI) Claw (standard: 

rt 1 Irs. AC: /dB 6 dansage, and the target K marked until the 

end of the ash re 	nes next turn. 

4 Gaze of Eiespair (standard recharge it 4. Fear, Gaze 

Ilse aslt sernnant makes a melee basic attack again-se one target. 

If this attack hits, the remnant deals damage normally. grabs 

the target, and makes a secondary attack against it. Secondary 

Attar*: -17 vs. Wilk the target is dazed until the grab ends. 

Haunting Shift firnmediatc reaction. when an ad}acent target 

marked by the ash remnant shifts; at•ili) 
The ash remnant shirts 1 square. 

Alignment Unaligned 	Languages Common 
Str 211-13) 	Dex 	 Wis181411) 

Con la trili 	Int b 51 	 Cha 12 Ira) 

attacking the nearest creature or the one that most 
recently damaged it. 

When using it s gaze of despair power, an ash rem-
nant clings to its target and stares into the victim's 
eyes. Survivors have described the experience as 
seeing a distillation of all the pain and misery that 
fills the Mournland. 

.ASII REMNANT LORE 
Religion DC 20: Formed of the barren ash that 

covers much oldie ground oldie Mott inland, this 
vaguely human form. with gaunt anus and a gaping 
mouth. is an ash remnant. Its eyes burn with sickly 
green fire. and its claws erupt in similar noxious 
name when it hits. 

Religion DC 25; Ash remnants are thought to be 
the final victims of the Mourning. the last remains of 
:hose who perished at the Imundaries of the Niourn. 
land when it was created. They are animated by raw 
haired anti despair. constantly reliving the terror of the 
%lourning in the shattered remnants of their minds. 

LIVING SPELL 
(Wall the horrors that plague the land in the after-
math of the Last War and the utter destruction of 
Cyre, living spells are among the most devastating. 

LIVING CLOLIDK(LL TACTICS 
Phis thick green fog oozes along the ground. churn , 

 lug with violent motion. reaching hungrily toward 
any creature it cart detect. The living cloudkill uses 
:loud JO to move into tactical position, and then uses 
owulfagainst as many creatures as possible. slam , 

 ming those who escape its grasp. 

LIVING SPELL I ORT 
Arcana or Du ngconeeri ng DC 20: For reasons 

ttik now n. in the magi( al mayhem of the war. magical 

Initiative -14 	Senses Perception ;14; btinclsight 10 

HP 314: Bloodied 167 
AC 31; Fortitude 33. Reflex 31, Will 31 
Immune gale: Resist 1S poison. Insubstantial 

Saving Throws -2 
Speed S; see also env)/ 

Action Points 	 to 

garn Istandard:at•wOli ♦ Poison 

• 20 vs. Tor titudr; 3413 t i poison damage. 

4 Engulf !standard; at•wall) Polecat 

Targets one or two Medium or smaller creatures; 1-21) vs. Reflex 

Jai:somatically hits an immobilized creature I; the target is 

grabbed. pulled into the living tiousdkAl's space. dared until the 

grab ends.. and takes ongoing 1S poison damage until the grab 

ends. When the grab ends, the target shifts to a square of its 
choosing adjacent to the living cloudkill. The living clotsdkil/ can 

mosse normally while creatures are engulfed within II. 

Cloud Drift (move; recharge 'JO 
The living cinuelkai shifts its speed and can move through 

enemies' spaces during this movement. it MUM rod this 

nsosenvent in an unoccupied space. 

Choking Mow + Poison 
On its turn, if a living cloodkill moves through a creature's 

space, that creature takes 15 poison damage. 

Alignment Unaligned 	Languages - 

Sts 12 (-ISI 	Dee 201-111 	Wls 20(414i 

Con 74 0-161 	Int S (4E) 	 Cha 11 4.91 

effects occaskitiaity took on sentience and refused to 
dissipate. These living spells still haunt the Mourn 
land and at her. smaller areas of land blasted by the 
Last War. apparently subsisting on ambient magical 
energy. They seem driven to kill out of instinct. riot 
due to any need to feed. 

A living cloodkill is an example old living spell. 

KAWS SALVAGE 
I kar's Salvage is an organized hand of looters working 
quietly out of Karrnath along; the Cyre River. 

IKAR'S SALVAGE LORE 
History DC 15: Ikar the Rlac k is an imposing 

half arcwho was a decorated karrnathi officer in the 
Last War. lie leads a lean; of professionals and hardy 
laborers. mostly warlinged and Ka rrnathi undead. 
searching kir lost treasures in the Mmirn land. 1 le 
and his doz.cn or so employees use high•quality tools 
and vehicles, such as ekmental-powered barges and 
land carts. 

Ikar prefers to work in previously settled arras. 
and makes regular forays into the outskirts of Metrol. 
The group's base of °perm ions is a temporary camp 
that Ikar moves up and down the the Cyre River as 
needed. The salvagers avoid going too far inland or 
too far south. 

Ikar has contracts in the Ka rrnath i government 
and with Prince Oarge ►  of Nrw Cyre. I le has well. 
placed friends, and same consider him a hero for his 

( -MA PlEK 3 Tile Fire sarton. 



Ikar the Black 	 Level 9 Elite Soldier (Leader) 
Medium natural humanoid, half. ore 	 XI' 800 

Initiative -8 	Senses Perception - 5: low-light vision 

HP 190: Bloodied 95; see also hull-on resilienrc 

AC 26: Fortitude 24, Reflex 21. Will 13 

Saving Throws .2 

Speed S 7 when chargine: see 	joint warner- 

Action Points I 

Broadsword istandarri at-will) • Weapon 
.17 vs, Al; 1d10 - 6 damage-, Joil the t.ialtr-t is marked until the 

end of Ikar's nest turn 

+Junket's Smash (minor lrround: requires a shield: at-will) 
15 vs. Reflex; 1E18 4 damage, and the target is knocked prone. 

4. Fair Trade (tree. when liter is hit by an opportunity attack or 

an immediate action melee attack; requires a broadsword 

encounter) 

-11 vs. AC: 3d10 - 4 damage. 

Furious Assault (free, when Ikar hits an enemy: encounter) 

five triggering attack deals Id 10 extra damage ii it is a 

broadsword attack or 1d8 extra damage If it is a fill-titer's modsh 

attack, 

Half-Ore Resiliency (when first bloodied: encounter) 

aka- gains S temporary hit points . 

Joint Venture (citable after Ikar charges:at-will/ 
An ally with 10 squares makes a charge attack as a free action. 

That ally's movement during the charge does not provoke 

opportunity attacks. 

Alignment Evil 	Languages Common, Giant 

Skills Athletks 4-13, Diplomacy 412. Endurance -11, History *10 

Ste 19(*8) 	Dcx 14 (r 6) 	Wis 131-51 

Con 15(.61 	Int 12 (4 5) 	Cha 17 (-7) 

Equipment scale armor. light shield, luriarisvvord 

actions in the war. Iflw were to be killed. more than 
.t kw people svould look into his passing. 

History DC 20: Ikar was severely wounded 
during the Karrnathi defense against a Cyran push 
For Atur near the end of the last War. Those wounds 
saved I La Ilk—if not for them. he would have 
perished on the Day of Mourning with those who 
participated in the Karrnathi counterattack 011 north-
ern Cyrc. 

Streetwise DC 15: Ikar the Black might look 
and work like a professional, but he and his cohorts 
are ruthless. Although he has never been accused of 
murder or other crimes. Ikar has slain "claim Jump , 

 ors" and those who interfere with his operations. '11w 
Mournland has no law to protect those who get In the 
half orc's way, 

Streetwise DC 20: Ikar's forays into Metrol are 
far more successful than those of others. It has been 
said that he knows some secret related to the city. 

Streetwise DC 25: Ikar might have contracts 
with Karrnath and New Cyre. but he shuffles the 
choicest relics to his masters in the Order of the 
Emerald Claw. 

ORGAN! ZAt ION 
Tendrils of intrigue weave in and out of this appar-
ently simple salvage operation. 

Leader: I kar  the Black is the proprietor of Ikar's 
Salvage. 

Headquarters: Ikar's Salvage holds property 
in Karrlakton in Karrnath and Gatherhoki in the 
Takata Plains. but the group operates mostly in the 
Metrol area of the Mound:in& 

Hierarchy: Ikar Is the icon at the head of the sal-
vage operation. but he is not entirely in control. The 
half ore has itirmed tics to the Order of the Emerald 
Claw based on his overriding patriotism and his view 
that Ka los III should not have made peace with the 
remaining nations. lie is also devoted to the magebred 
Empress [)otwia (we below) and is working carefully 
to bring her more power—perhaps. through the Order 
of the Emerald Claw. even the throne of Karrnat h. 

Members:Ikar personally hires his workers. and 
he hires only the best. The salvagers are the finest sol-
diers. artificers. scouts. and laborers Ikar can find for 
this dangerous work. A shared desire for excellence 
might bring War and the PCs together for a time, as 
potential partners. 

IKAR THE BLACK TACTICS 
Ikar charges into combat. augmenting the attack with 

furious assault and joint venture.1 k strides about the 
field. laying foes low using junker's smash. Later in the 
battle. he charges fearlessly. using flair trade if some-
one takes advantage of his doing so. 

ENCOUNTER GROUPS 
Ikar is normally found among seasoned specialists. 
Any humanoid of a lower level might he kiund in 
his employ. He also uses Karrnathi or Emerald Claw 
undcad as guards and laborers. Ikar's employees are 
as cold-hearted as their boss. and they readily attack 
other treasure seekers in the Mournland. 

Level 9 Encounter (X P 2,302) 
• Ikar the Black (level 9 elite soldier) 
• 1 minotaur warrior (level 10 soldier. MM 190) 
• 1 eladrin twilight incanter (level 8 controller. 

filM 102) 
• 4 hobgoblin warriors (level 8 minions. MM 1 38) 
• 1 belling darkbladr (kvel 7 lurker. MM 250) 

MOURNLAND MAGEBRED 
In the Cyran city of Metrol, within the halls of the 
royal palaces of Vermishard. a dark secret of House 
Vadalis thrives. Inspired and vexed by C:annith's sot:- 

ems with the warfiwgcd. the Cyran faction of Vadalis. 
led by the visionary Venial d'Vadalls. began experi. 
menting on humans and other sentient creatures to 
create superior versions of them. Years ago. north 
of Metro!. in a secret laboratory called Clifftop, the 
Vadalis researchers succeeded and began training 
their creations. Then came the Mourning. 
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That ill-fated day created chaos and killed many 
Vadalis scions. But Clifftop was right on the border of 
lyre. Numerous house heirs survived, as did most of 

;heir creations. The magebred, led by the charismatic 
i)onata.quickly took control of Clifftop and subdued 
!heir Vadal is keepers. They then made their way to 
the surface. What they found--a world unlike the 
.ine they had been taught about and had seen only 
briefly—astonished them. 

Donau acted quickly to secure her status through 
.vile and the elimination oilier rivals. She orga- 

i zed her follo ►vers, and after leaving a token force in 
Mop. the magebred made their way out into the 

%Wu Fula nd. Soon after. Donata and her party found 
\ lc t ml and established themselves in the abandoned 
.4+,sr rnment buildings. 

For the last several years. Donata and her followers 
have been secretly working along with the enslaved 
Vadalis heirs. They have connected Metrol to Clifliop 
through tunnels and taken control of important parts 
.4 the city. The magebred, using inborn powers, cre-
ated and nurtured the rumors of Metrol as a haunted 
ruin. Miriam has become empress °fa tiny domain 
she aims to expand. All she needs is opportunity ... 
end a bigger army. 

MOURNLAND MAGEBRED LORE 
history DC I 5: Recently, restless spirits able to 

l•jxml. to walk the shadows, and to bend others' 
ills have raided small sett lenwnts and encamp-

nvitts just outsick the Mnurnland near Metro]. They 
Ake prisoners and leave few survivors behind. 

History DC 25: A kw witnesses say the attackers 
t-re not spirits at all. but humanoids with amazing 
,‘‘ cis and great military skill. These phantomlike 
ithers come from the Niourtaland and return to it. 
Streetwise DC 25: During the war. rumors 

„,ke of a "louse Vadalis secret stronghold in Cyre. 
•1 north of Metrol along the Cyrr River. Clifftop. as 

• -t as caIled. was a research laboratory supposedly 
magebred war beasts. Insider rumors, however. 

-Rlicate that Vadalis was trying to create the perfect 
hlier there. using humanoid subjects. It seems that 

•s !led humanoid soldiers exhibiting amazing powers 
7 ( . 4-perm ing in the environs of Metrol. Perhaps 

:re% sotne truth to eltost• wartime rumors. 

s.-NtGAN ZAT ION 
.• • ;!.. recently have the Mott rnland magehred begun 

sing their muscles. 
Leader: Empress l)onata is an autocrat who par- 

.• out responsibility and rewards in a feudal system. 
- 7, believes fully In the inherent superiority °image- 

humanoids. 
Headquarters: The Mourniand magebred have 

,..cn up residence in the royal palaces of Vermishard 
overlook the city. 

Hierarchy: Empress Donato is the absolute ruler 
of tile Mthirtilland magehred. Superior huttlattoic Is 
occupy all positions of power within her empire..rhe 
remaining "subjects" am conditioned. 

Members: 1)ortata's forces sometimes raid into 
karma' h or the 'Valenta Plains for slaves, and take 
IMottruland looters prisoner. They condition those 
they can and dispose of those they can't. 

By combining subtle tortures with charm powers 
(such as Donata's dominalins murmur), the magebred 
condition enemies. transforming them into willing fol-
lowers.'fhis ritualistic process involves the conditioner 
-rescuing" the victim from abuse and deprivation. 
and evoking an extremely strong positive emotional 
response. Few can withstand conditioning for more 
than a few ► eeks; they either convert orgo road. 

MOURNLAND MAGEBREEDING 
Empress Ikmata and her magul)red maintain Cliff 
top and other experimental facilities in Metrol. 
expanding on the work started by I louse Vadalis. 
Magebred humanoids are stronger. tougher. faster. 
smarter, and more attractive than their normal coun-
terparts. Vadal is's magical techniques make them 
grow and learn faster. so they become functioning 
adults twice as quickly as normal. Most of Drenata's 
current magebrecl soldiers conic from her genera-
tion, but she Is training a new generation. She is also 



Empress DOiLlia 	Level 14 Elite Controller (Leader) 
Med ttttt natural ItuniaruPki, 110p 	 XP 10510 

Initiative • 11 	Senses Perception • 7; kw-fight vision 

Close Attachment aura 3: each ally that starts its tug'', within the 
du r a can shift 1 square as .1 minor action instead of as 4 move 
action. 

HP 280; Bloodied 140 

AC 30; Fortitude 26, Reflex 28. Will 29; -4 against charm and 
fear effects 

Saving Throws +2 (1-5 against charm and fear effects) 
Speed / 

Action Points 1 

(E) Unarmed Throw (standard: at will) 

- IS vs. Reflex; hIG - G damage. Empress Donata slides the 
target 3 squares. and the larg•[ Is knocked prone. 

<- Dominating Murmur (standard: at will) ♦ Charm 
Close burst 10. targets one enemy in the burst: • 19 VS, Wilk the 

target is dominated until the end of Empress Donata's next (UM. 

A creature dominated in this way is considered an ally with 

regard to Empress Donata 's other powers. 

Perfect Commend (minor: at-will) 
Close burst 10; an ally in the burst makes a bask attack as 

free action. Empress Donate cannot use this power on the Walt 

creature more than once its a round. 

Extreme Devotion (immediate interrupt. when Empress Donata Is 

attacked: enc punter) 
An alit' within 3 squares of Empress Donate shifts 3 squares, 

ending the move adjacent to her. Empress Donata gains a 14 

be 	to all defense-5 against the triggering attack. If the attack 

misses Empress DiS1141.S, it instead hits else ally who shifted 

adjacent to her. 

Alignment Evil 	languages common, ° ►aconic, Men, Goblin 

Skills Arcana +17. Bluff +18. Diplomacy +18, Insight +12. Nature 12 

Str 160101 	Dex 18(4-111 	Wis 101-7) 

Can 20 (-12) 	Int 20(+12I 	Cha 22 H31 

Equipment r ()Se: 

using magebreeding methods to alter some of her 

other followers and captives. 

Vadalis techniques create some mental 

instability. and a tendency toward egotism and self-

absorption. Within I /manes order. the magebred 

are also taught that they are superior and others are 

lesser beings. '1'his training exacerbates the selfish 
nets or callousness the magebred naturally posseks. 

Magebred who venture deeper into the Mourn-

land return with .samples of bizarre creatures—or 

become mutated themselves. Donata sees such events 

as an opportunity to add new traits to Ow mage-

breed ing pool. Mutated magehird might have minor 

tit/iris rims traits, stich as slow regeneration or claws. 

I hey might also have monstrous habits. such as 
cotiiihalism. 

UMPRUSS DONATA TACTICS 
I:.mpress Donata is about manipulation rather than 

damage dealing. She uses dominating murmur most 

often, resorting to her WM/1,1M 	only to rid 

herself of a melee attacker, l hinata Uses: perfect com. 

man,' every round to Force a dominated -ally" to 

attack, applying this ability to her actual allies only 

if 	must. After dominating an enemy early in the 

combat. Donata uses at reme derotian as protect ion. 

ENCOUNTER GROUPS 
Donanis underlings are magebred humanoids from 

nurnernus races. Magehred tend to he elite. often with 

a template such as bank champion. demagogue. dev-

astator. fevhorn. or shadosvhom stalker. Tlw empress's 

forces also contain all sorts of people and creatures 

the magebred have captured nr coerced. Some are 

magebred beasts or horrors from the Mournland. 

Through Mar's Salvage. Douala also has contacts 

in the Order of the Emerald ( law, What such an alit 
ante might tweed only time will tell. The order might 

already be in Metro!. as might some of its undead. 

Level 15 Encounter (XI' 6.600) 
•1  Empress Donata (level 14 elite controller) 

• 2 grimIor k berserkers with the savage berserker 

template (level 13 elite brute. MAI 148 and 

our; 180) 

+ 2 redspawn firchrlthers (level 12 artillery. MAI RR) 

CYRAN REGALIA 
Prince Oargev ir'Wynarn of New Cyre desires the royal 
garb and jewels of the monarch of Cyre more than any 
other item lost in the Mournland. What he doesn't know 
is that the regalia have been Empress Doria-ta's prized 
possessions ever since she took over the palaces of Ver 
rnishard. When using Donata in an adventure. assign her 
treasure to account for the regalia. She can then use the 
regalia against the PCs. 

The complete Cyran regalia include magic robes and 
a magic crown to protect the Cyran monarch. as well as 
other clothing and heirloom jewelry. The clothing making 
up the regalia is infused with minor magic that keeps it 
whole and unsoiled. The jewelry is similarly imbued. A 

Make Whole ritual can be performed to repair serious 
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damage to nonmagical components. costing the caster 
only 225 gp. Not counting the magical pans. the Cyran 
Regalia is worth at least 7,000 gp. Counting the magic 
Items. the regalia make up at least three treasure parcels 
for a party of 11th toI 3th level. 

The regalia's inherent value is intended to create a 
moral conundrum for those who recover it. Returning it 
to Oargev is .1 major 13th-level quest. rich with rewards 
in treasure and reputation, Keeping the regalia from 
Oargev inevitably makes the PCs enemies of New Cyre. 
If you want to ease the moral pressure on the PCs, you 
can make the regalia less interesting by giving its magical 
components a level at ar below that of the party. 



THE LORD OF BLADES 
Philosopher. visionary. warlord. messiah ...abomind 
t ion, racist. psychopath, tyrant-each of these ► iirds 
has been used to describe the enigmatic Lord of 
Blades. This warforged leader has established a cult 
of personality within the Mournland. Ills commands 
are carried out by loyal warforged and constructs 
known as the Blades. 

LORD OF BLADES LORE 
History DC 15: Nobody knows where the Lord 

tti -  Blades came Insist, but several theories exist. Per-
haps he was once Rampart. a Cyran commander 
who led warlOrged nuns in t•Last %Var. Some 
believe he is Bulwark. the servant of King Boranel 
of- Breland who zulvocated warlisrged freedom to the 
king and disappeared after the Treaty of Throne-
hold was signed. The hero Bastion, another Brelish 
warforged who probably died on the Field of Ruins. 
is sometimes considered a possibility. it could also 
he that the Lord of Blades was the last warforged to 
emerge from the Cannith creation forges before they 
were dismantled. 

llistory DC 20: The Lord of Blades runs his 
society like a military dictatorship with religious 
undertones. Calling themselves the Blades. must of 
ltis followers name themselves after bladed weapons, 
sseapon parts, or the results of using such weapons. 

Religion DC 20: The Blacks value no spiritual 
truths. and they revere no distant god. In them. the 
Lord of Blades is divine. They empower bins with 
their devotion, and he gives them purpose and direc• 
tion. Dis sermons and Stalenl•nni are divine truths. 
which they memorize and repeat as pra ► erlike say-
ingSor battle oaths. 

Most Blades are murderous fanatics. They embrace 
their •onstruct nature over Ow "weaknesses" of (heir 
living side. Blades eschew emotion and empathy. 
And value no nont"011S1111CI creature. They kill non. 
►► arforged without remorse. Willingly they die to 
attain their ends, mai they suffer none to leave their 
ranks except through death. 

These waribrged believe they are destined to lord 
over Eberron. for they alone are lit to do so. To accom-
plish thk, they intend to carve a nation from Cy res 
,isrpse. Then they'll conquer the common races of 
Kinirvaire. destroy 	:1;sy who oppose them and 
ruling over those who surrender. 

Streetwise DC 30: Within his hidden enclave. 
he Lord of Blades controls a damaged Cannith 
reation forge. Although he is an artificer of some 

'kill. the Lord of Blades hasn't mastered the forge or 
.tvcomplished a complete set of repairs. Still, he uses it 
slowly and carefully to •reate new warforged. Despite 
:tis care. sein• warforged enserge from this Norge oils 

,hapot in In 	mind. or both. 

ORGANIZAT ION 
The Blades believe themselves superior to any flesh-
bound creatures. Lmbracing their soldierly and 
construct aspects, they live as tliev stew created-as 
instniritents of - conquest and violence. 

Leader: The Lord of Blades is both ruler and deity 
to the Blades. 

Headquarters: The Blades inhabit Cite Mount-
land. - f heir bases or operations are unknown; thrones 
inclnele ES1011, Making. and Whiteheart h. 

H ierarchy: The Lord of Blades is the absolute 
ruler in this military order. I lisulird is holy law. 
The most devoted fallowers act as his captains. each 
leading a company of Blades. Rehm. captains are 
lieutenants. sergeants. corporals. and privates-a rigid 
chain of- military command familiar and scunforting 
to most warforged. 

Members: •l• Blades are all war lined or con• 
strums that have voluntarily joined or have been 
created by the lord of - Blades. Military training is 
a major daily rite. and the Blades maintain small 
encampments fOr such a purpose across the Mourn, 
land. A hew travel in service of their lord. tasked with 
retrieving items and relics related to the warforged. 
Others go abroad to proselytize to warforged. particu-
larly those indentured in Karrnath and Throne. 
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Lord of Blacks 	 Level 21 Elite Soldier tleader) 
NtoiNum 	h;o•Looll ,1 a .,0 construct) 	 XP 6.400 

Initiative 015 	Senses Perception •10 

Quicken Constructs aura 5: allied constructs and living construct 

within the aura gain 44 to Initiative rolls. 

HP 388: Bloodied 194: see also lordly resolve 

AC 39: Fortitude 35. Reflex 30. MI 34 

immune disease. poison 

Saving Throws +I (4-4 against ongoing damage) 

Speed 6 
Action Points 1 

CD Adamantine Sixtbde (standard; at•will) + Weapon 
-18 sic_ AC: 1i#11 11 darnage 	1940). the Lord of Blades 

slides the target 2 squares, and the target is marked until the 

end of the Lord of Blades' next turn. Damage from this attack 

ignores 10 points of resist all 

.1 Blade Mark (trewnediate interrupt. when an adjacent enemy 

marked by the Lord of Blades moves or shifts: atwill)+ Weapon 
The Lord of Blades makes a melee basic attack against the 

Matting enemy. An enemy hit by this attack stops moving, If 

this attack hits, the Lord of Blades makes a melee basic attack 

as a free action against a different target within reach. 

.1.0H-Hand Slash (minor 1/round:requires an adamantine 

sixbbtle: 	+ Weapon 
)28 vs. AC: 1d12 • 11 damage Kat 19-201. and the target is 

marked until the end of the Lord of Blades' next turn. Damage 

from this attack ignores 1D points of resist all 

Shoulderbow (minor 1/rountkatwill) + Weapon 
Ranged 20: 28 vs.. AC: 1d8 - 7 damage. 

+ Lord of Constructs (minor; encounter) + Healing 
Close burst 10: allied construe t and living constr ucts gain 10 

temporary hit points. A bloodied construct or living construct 

ally also regains 10 hit points. 

Bladed Body 
I Inc Lord of Blades deals 148 + 4 damage to any creature that 

grabs hint. A creature that continues to grab him takes 1d8 • 4 

damage at the start of its turn, 

Powerful Charger 
When charging, the tout of Blades leak 2e16 extra damage and 

pushes the target 1 square. He then shifts into the square the 

target vacated_ 

Lordly Resolve tminor, encounter) + Healing 

The Lord of Blades gains 15 temporary hit points and ends one 

effect that a save can end. lf he uses this power while bloodied, 

he also regains 15 hit paints. 

Alignment Evil 	Languages Common. Dwarven, Giant 
Skills Arcata +17.. Athletics 422. Intimidate 4-21 
Str 25 	 Dot 16 (03) 	Wis 11 0101 

Con 18(+14) 	Int 14 (4121 	Cha 22 (116) 

Equipment plate armor. adamantine sisblatie. shoulderbow 

Hilt or Pommel 	 Level 18 Skirmisher 
Medium natural animate {construct. homunculus: 	XP 2.000 

Initiative *-16 	Senses Perception -11: darkvision 

HP 169: Bloodied 84 

AC 11: Fortitude 35. Reflex 30, Will 29 

immune disease, poison: see also metallic roar 

Speed 8 

Cli). Bite [standard: at 

423 vac. AC: 2d8 - 6 damage. 

•(• Metallic Roar )standard: encounter) + Thunder 
Close blast 3: 4 21 vs. Fortitude: 368 4 8 thunder damage. and 

the target is dared until the end of the attacking homunculus's 

next turn. 

Bladed Body 
Hilt or Pommel deals 1d6 s 3 damage to any creature that grabs 
it. A creature that continues to grab the homunculus takes 146 

s 3 damage at the start of its turn. 

Combat Advantage 
Hilt or Pommel has combat advantage against any target that 
has one of their allies adjacent to it. Whenever Hilt or Pommel 

hits a target it has combat advantage against. it knocks the 

target prone. and can then shift 1 square as a free action. 

Guard Anything 
Hilt or Pommel can he assigned to guard an area. object. or 

creature isee MM 156). it receives a 42 bonus to attack rolls and 

damage rolls against enemies within its guarded area, attacking 

its guarded creature, or carrying its guarded object. 

Shifty Charger 
Hilt or Poannwt can shift 1 square after charging. 

Alignment Unaligned 
	

Languages Common 
Skills Stealth -419 

Sir 24(+16) 
	

Dex 20(114) 	Ws 16 on) 
Con 17 (+121 
	

lnt TO (49) 	ate 12 (M1O) 

LORD OF BLADES TACTICS 
After issuing the hastening coin numds o•quiciren 
construct, the Lord of Blades assaults his foes using 
his sixblade. powerful charger. and offhand slash. After 
that, he spends an action point to quickly bring one 
foe down. He continues to attack in melee, resorting 
to his shoulderbow only when he must With lord of 
construct± lie preaches construct superiority to keep 
his allies in the fight late in a batik% 

HILT OR POMMEL TACTICS 
Mit and Pommel, Iwo homunculi created by the 
Lord of Blades as smaller copies of the fearsome steel 
predator (see Alintster Afortual 2. page 198). charge 
in alongside their master. using shifty charger there-
after to set up combat advantage. They work to gain 
combat advantage so they can knock an enemy prone 
and shift again. Since enemies that attack the Lord of 
Blades often trigger the homunculi's guard anything 
ability:)-lilt and Pommel prefer such targets. 

ENCOUNTER GROI.IPS 
The Blade's cult is primarily composed of warforged. 
but it also includes other constructs. 'I'lw warforged 
have area known to work with ot her creatures. They, 
also employ destructive humanoids too !bash to real-
ize the Blades' ultimate agenda, or too greedy to care. 

Level 18 Encounter (XP 10,400) 
• Lord of Blades (level 21 elite soldier) 
• 11 ilt and Pommel (level 18 skirmisher) 

Level 19 Encounter (X P 12.400) 
4.I  warforged titan (level 19 elite soldier: Monster 

Manual 2. page 208) 
• 1 living cloudkill (level 19 elite brute. page 95) 
♦ 1 lire archon ash disciple (level 20 artillery. ,41/4 19) 
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With enemies on all sides and evil stalking the lands. 
Throne is the light In the darkness. an  island in a sea 
of corruption. Its pure, unwavering flame shines the 
way for all to attain salvation and freedom from the 
world's cruelty. Religion rules Throne. its royal blood 
marginalized by a clear need to protect the people 
and religious institutions from those who would 
quench the holy flames and plunge the world into 
shadow. Thrane's people cling to virtue and order. 
and look to the Church oft he Silver Elaine to guide 
them through the Last War's wreckage to a future in 
which all embrace the purity of faith. 

LORE OF THRANE 

ARCANA 
Arcana DC 15: In matters of arcane magic. 

.ninune lacks sophistication. having long placed 
greater emphasis on the divine. Thrones place no 
stigma on using nondivine magic. but the church 
(and the people by extension) believes that preoccu-
pation with sorcery leads to corrupt ion. Those who 
explore such mysteries must use caution lest they he 
led astray. 

HISTORY 
Common Knowledge: Thal Thrane survived 

the Last War inure or less intact is a testament to the 
power of the Church tithe Silver name. Over I went). 
years after the war started. pious King Thali 
death left Throne at the center ofa raging storm, 
with enemies to all sides. Faced with internal strife. 
Prince Daslin renounced his claim to the throne. 
The church was forced to step forward and guide the 
nation through the war. As a result, the people fought 
for more than just their homes and lands—they fought 
fire Faith. Their conviction gave them the strength to 
soldier on no matter the odds. 

H istory  DC 1S: Divorcing the church's history 
from the nation's is impossible—their stories are ton 
t ightly  bound. The province ol'Thranc. like its sister 
realms, came to be when Throne ieWynarn. King 
Galilar I's third son, assumed power as regent and 
ruler. For three centuries.Thrane grew in power and 
influence.  benefiting from its proximity to Throne-
hold and its position as Galifar's crossroads of culture 

m id commerce. 
At the close of the third century. an  ancient lord of 

darkness called Bel Shalor broke free from his bonds 
and emerged from Kli)ber, spawning monstrous 
threats upon the land and spreading misery and 
death. As the church's history recounts.. the paladin 
lira Miron heard the call of the ancient light that 
had long imprisoned the demons and responded to  

the challenge. leading a band of heroes to the site 
where Flamekeep now stands to battle the monstrous 
tide and lace the burgeoning evil. Facing the fiend-
ish overlord. Tiro allowed herselfto become a vessel 
for the Flame, sacrificing her own life to defeat the 
mighty fiend. A fountain of silver flame marks the 
site of her sacrifice and ascension, and her example 
inspired a new religion ... perhaps the greatest reli-
gion ever formed on Khorvaire. 

From these noble origins grew the Church of the 
Silver Flame. Word spread throughout Thrane and 
beyond, bringing the curious and the skeptical to 
behold its power. Those who witnessed the shining 
beacon were transformed, adding their numbers to 
the growing movement, until the church's power and 
influence could not he ignored. Tira Illiron lives on 
in spirit as the Voice of the Flame. revered by all who 
follow the faith. 

H istory  DC 20: As the church grew. so too did 
its hold on lb ra ne's royal scions until the regents 
came to see themselves as the ultimate champions 
of the faith. When Ga !liar broke into disparate 
nations following King larors death. Thalin declared 
himself King ofThrane and seized t he opportunity 
to extend the church throughout the dying kingdom, 
to become head of a grand empire devoted to the 
Silver Flame. His zealotry plunged Throne into war 
and set the tone for its fanaticism throughout the 
I.ast War. 

Upon Thalites death. the crown was to pass to his 
heir. Prince Daslin. The people rose up against the 
prince. whom most deemed weak and unworthy. At 
the urgilig ni'the masses, the church stepped forward, 
assuming both temporal and spiritual leadership 
of the state. Intimidated by the church's authority 
and fearing a bloody civil war if he didn't step aside, 
Daslin surrendered his claim to the crown. ceding all 
authority to the Keeper of the Flame. the mortal who 
serves as titular head oft he church. 

During the Last War. the royal heirs remained 
loyal but lost any vestige of power and became noth• 
ing more than symbols. The current blood regent is 
Mani ir'Wynarn. and she often appears alongside 
the Keeper of the Flame to show solidarity with the 
church. 

Members of the old nobility retained their hold-
ings as long as they supported the church. Those 
nobles who did so continued to rule as they had 
before the theocracy. Those who resisted lost every-
thing. including. in some cases, their lives. 

History  DC 25: Throne abides by the Thronehold 
Accords, and the church's young Keeper of the Elaine 
is not eager to see her people victimized in another 
war. Even so, extremist elements among the nation's 
leaders seek to channel rebuilding resources to 
Thrane's 	to establish a new Golilar with the 
church at its head, 

CHAPTER 3' Tile Five Naiions 
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Secret Knowledge: Queen Dia ni is a dutiful fol-
lower of the faith in the public, but secretly she covets 
the power she believes is hers by right. Diani stands 
at the center of a royalist conspiracy. lbrging bonds 
with likeminded citizens and brokering with foreign 
nations to gain their assistance in ousting the church 
from power. 

NATURE 
Common Knowledge: Humans are the domi-

nant people in 'Di rane—huma ttity seems the most 
amenable of all the races to the call of the Silver 
Flame. Throne was once a more diverse land. hut the 
bulk of the nonhuman races drifted to neighboring 
realms as the church gained power. Now half elves. 
dwarves. elves. and others remain only in small 
numbers. 

Nature DC 15: Throne was never an economic 
power. Known  for  its textile, wool. and livestock 
trade. most of its farmland was used to raise food 
animals, with little left over for grain. This situation 
changed when Throne sealed its borders: many fields 
were quickly convened to croplands. Its rich soil and 
abundant population kept food production high and 
massed armies plentiful. Training and armaments 
were limited. however. 

'throne's cities are clustered in the east. but even 
so few of them escaped the war's ravages. To the west. 

the urban centers give way to smaller sett kments, 
farmland, and empty stretches of wikkrness speck- 
led with forts. castles. and ubiquitous shrines. The 
long western border with Aundair is littered with old 
battlefields and haunted stretches. 

RELIGION 
Common Knowledge: The Church of the Silver 

Flame affects every aspect of life in Throne. It is the 
ultimate authority, and its rule is absolute. Throne 
tolerates other religions, but people adhering to them 
find life less comfortable than those who worship the 
Flame. The Sovereign Host has followers here. but 
few other religitms. especially those with dark over-
tones. survive fur long. 

Thrones biggest export Is religion. Each season. 
missionaries set out to gain converts in other lands, 
pushing to the hinterlands of i he conlinetil and 
beyond. Most faithful are well intentioned. seeking to 
improve lives rather than destroy them. Among these. 
however. a few corrupt or violent missionaries use 
their faith as a weapon to get what they wa nt.  

The church's influence extends into all corners 
of the country. affecting all people. even visitors to 
Hiram!. Front the Voice of the Flame come codes of 
conduct. rituals. ceremonies. beliefs, and practices—
all have the strength of law in these lands.1-loly days 
bring the nation to a standstill; priests perfitrm rites 
and ceremonies. and the people attend. All citizens 
are expected to reflect on the importance of these 
sacred 

Religion DC 15: Upon coming to power, the 
church replaced secular officials with religious ones. 
The Keeper of the Flame rules the nation, acting as 
spiritual leader and moral compass for the people. 
The current Keeper of the Flame is an eleven-year 
old girl named Jaela Doran. She came to power at 
six years old. Although she is the youngest to ascend 
since the church assumed power, youthful Keepers of 
the Flame are not unusual. 

An archbishop governs each city and town in 
Throne. These individuals dispense church justice. 
maintain the peace. and raise revenues and armies 
for Elamehold. Working for them in the temples are 
the bishops and archpriests who attend the congre-
gat inns. Finally. holy warriors, priests, and exorcists 
serve in the trenches against the darkness. 

Religion DC 20: The Council of Cardinals sup• 
ports the Keeper of the flame and attends to running 
the 1:01.1$11ry. in theory, the council is subject to the 
Keeper of the Flame. Given [he youth and inexperi-
ence of the current Keeper of the Flame. the council 
has a relatively free hand. leaving spiritual matters to 
the Keeper of the Flame and reserving political mat. 
tors for itself. 

Religion DC 25: As one would expect. the power 
alike High Cardinal. the Council of Card inals. and 
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lesser church officials breeds corruption, but its not 
widespread. The beneficent ideals of t he church 
gcnnern the behavior of the majority of church offi. 

ials, who have only the best interests of Th rane's 
people in mind. Still, other religious figures. High 
Cardinal Kroien in particular. seek ever more dic-
tatorial power and view Thrane as their personal 
domain. 

line the neat roads. shadowed by the white-needled 
pines blanketing the hills. large temples dedicated 
to I)nl Arra h and the Silver Flame flank a courtyard 
dominated by a statue of Tim Miron astride a horse. 
with sword raised. As the sun marches across the 
heavens, the shadow cast from the sword marks the 
hours of the day. 

I 
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STRLLTWISE 
Streetwise DC 20: There's a growing split within 

Ihe Church of the Silver Flame. For the most part. 
believers are more or less tolerant and peaceful. 
these attitudes arc championed and embodied by 
the Keeper of the Flame. However. firebrands live by 
4 snore literal interpretation of t he Voice% pronounce- 
!Heins and believe that war must be waged until all 
'they peoples are brought to the Silver Flame. The 

uhravlolent members of this faction are few, but they 
brow stronger in foreign lands. particularly those 
'aranded in Aundair in the west. 

THE FACE OF TIRA 
Landmark 

Statues. shrines, and other sacred sites speckle 
the countryside of Thrane. holy ground for the 
people to send their prayers to the Silver Flame. 
Though each is impressive in its own way. none 
compares to the Face of Tira. Sculpted from a rocky 
crag atop a massive stone outcropping west of 
Flamekeep. it bears the likeness oldie famed Voice 
of the Flame in 80•foot•tall splendor. 1 ler eyes peer 
eastward. her gaze resting on the site where the 
Silver Flame was horn. 
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SETTLEMENTS 
kND FEATURES 
I hranc is a nation of farmers and priests bookend-
mg a vibrant and growing middle class. The largest 
ommunities lie in the cast, along the shores of the 
aterways firming its border with Karrnath and the 
1ourn la nd. To the west lies open country, much of it 

...%ett over to lartuland. 

NRULDUSK 
i-ortunate City: Population 11,000 

Through sheer luck or divine will. Aruldusk 
'-soaped the Last War relatively unscathed, even as 
ities and towns were destroyed around it. Thanks 

•0 its good fortune. the once small town exploded in 
growth. becoming a vibrant city. Commerce and %1s• 
-.ors come by way oldie lightning rail passing through 
!he city, or along one of the three caravan routes 
onverging there. Aruldusk caters to trawlers and 

adventurers and features shops, inns, and restaurants 
t hat bring gold into the community. 

DASKARAN 
a ncient Town; Population 4,500 

)n the southern slopes of the Starpeaks. east of 
- , I rumpet Mountains, stands the once mighty tom. 

.1(pity of Daskaran. Long ago. Daskaran was a vital 
- 1.1e center, but a disastrous fire swept through the 

. reducing most of it to rubble. With few supplies 
t° enable them to survive the winter, ilw locals 

,.ended the foothills to winter in the south. they 
• vcr returned. 

hree centuries later. Daskaran still hasn't 
...4vered—old stone buildings. many scorched still, 

FLAMEKEEP 
Capital City of the Silver Flame: Population 
150.000 

Built where the divine battle between the paladin 
Miron and the abomination of darkness and 

shadow was fought. Flamekeep began as a small 
temple built around the purified fire. In time, a 
cathedral replaced the temple. and the church's 
evolution from cult to religion brought people from 
all over the realm until a city took shape.The city 
bears the signs of its devotion in all things—icons. 
flame imagery. and stone placards bearing sacred 
texts adorn nearly every surface. Architects were 
commissioned to use light and soaring construction 
to capture the nation's devotion to the Silver Flame. 
giving the city its distinctive look. 

Flatnekeep is ThrtmeS spiritual and political 
center. Pilgrims descend on the city from all over the 
nation and beyond to behold its beauty. to enter the 
Cathedral of the Silver Flame, and. if they are lucky, 
to catch a glimpse of the miraculous flames within. 
Although the presence oldie divine infuses the city. 
with %tattle% and imagery devoted to the church when 

 space allows, the city is also a hotbed of intrigue. 
Influential religious officials, foreign emissaries. and 
others meet to negotiate secret alliances and make 
backroom deals to advance their agendas and grow 
their power. 

Most of the city rises from a tiered pedestal of land 
surrounded by a deep channel. The waterway leads 
all the way south front Scions Sound. enabling ships 
to sail In and dock at the km•lying western ports. 
Three bridges span the water, to the north, cast, and 
south. 

Cathedral of the Silver Flame: No matter where 
one stands in Flamekeep, the Cathedral of the Silver 
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Flame is in view. Situated at the highest point of the 
city. tile isuissive cathedral sports alabitster walls 
flying buttresses fitted with brilliant stained glass 
windowswindows'kpi;ting religious and historical scrties. 
Icons. angelic beings, and gargoyles decorate the 
exterior. 

Inside. the walls are black marble inlaid with 
silver patterns. testifying in the church .% wealth and 
power. The nave can hold thousands at a time. with 
pews spreading out among the supporting pillars. 
eac h of the four transepts. and balconies hanging just 
below the clerestory. A raised area before the presby. 
eery can bold a choir of one thousand children. each 
selected for his or her ringing voice. 

Beyond tile presbytery, behind two enormous 
wooden doors, is the Chamber of the Flame. this 
place is where the holy light of t lie Silver Elatne burns 
and where the Keeper of the Flame conies in com-
mune with the Voice oldie Elaine upon the mosaic 
encircling the fiery pool. 

cathedral also has cloisters in the rock below. 
Labyrinthine passages lead to cells where high 
ranking priests attending the cathedral live, pray. and 
reflect on their devotion. The lower levels also con. 
lain the offices of the Council of Cardinals, a garrison 
for the church•s divine warriors, and the Keeper of 
the Flame's personal apartments. 
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ThalIngard: filmes regents have always lived in 
this massive fortress in the center of the city. Thalin-
gard Is a great fortress with tall spires. Its balconies 
offer a stunning view of the city utifithling below. 

Thalingard takes its name fronahran•s last 
king. Custom dictates that the castle's name change 
with its ruler. 	Thratw has not had a true king 
since Thalin. and so 	old name remains. The 
castle houses the blood regent Diani ir'Wynarn and 
a detachment of warforged sentries. Because the 
mot tart hy is no longer relevant. the castle is a much a 
symbol as the regent. 

H ARROWC ROWN S 
Monsler-lnfested Forest 

The dark wood on the northern shore of Lake limy 
iS called the 1 larrowcrowns. eft the• hirift of Galifar, 
one great forest stretched from the Blackcaps to 

Scions Solt nd, iiicItiditig the witoc Is ;tow t.al led the 
tireellhalliii. the hnistil Forest, and the I hornwoo<1 
as well as thee I larrinvcrowits. Settlers through ti• 
ages have cleared most of the land for farming. and 
several small I inane villages tury surround the I far-
rowcrow ns. despite the monsters that periodically 
seem to erupt from the Wrest and ravage the country 
side fivr miles around. 



Savage goblins raided out from the I-larrowcrowns 
in 465 	leading eventually to the discovery of 
an ancient 1)hakaani ruin in the heart of the litres'. 
A team of scholars from Flamekeep never returned 
front its exploration (lithe ruins.. and the ruins loca-
tion has since been lost. 

Ettercaps and giant spiders, crazed dryads and 
'reams. bloodthirsty gnolls. and twisted foulspawn 
are among the monsters that have emerged from the 
forest to ravage the sum-totaling villages. Some have 
speculated that a planar connection—to Thelanis 
or Dolurrh. or perhaps the toad realm of Xoriat—is 
responsible for the plague of monsters. but it seems 
more likely chat these creatures are native to the 
forest itself. 

SHADLIKAR 
Ruined City' 

Shadukar is a graveyard of blackened rubble and 
burned trees, its people restless spirits sifting through 
the ashes ()ft he past. The ruins are a grim reminder 
of the Last War's cost. In 961 YK. Karrnathi ground 
troops used soarwood skiffs to cross Scions Sound 
and stormed the city. catching it unprepared. The 
Karats pillaged the city, slaughtered its citizens, and 
raised undead troops to replace those fallen in the 
attack. It took months of siege heibre the Karma with 
drew. burning the city and the surrounding forests 
to the ground. and annihilating what was left of its 
population. 

SIGH.STAR 
Central City; Population 12,000 

Positioned along the Thrane River near its source. 
Sigilmar marks the convergence of th ree caravan 
routes and a lightning rail line. Whh all these trade 
arteries. Sigilsiar has emerged as a serious com-
petitor to the commercial centers of Aruldusk and 
Flamekeep. 

Part of SiglIstar's appeal stems front its cosmopoli• 
tan atmosphere. It is home to the largest population 
of maws in the entire nation. and its people hold 
a broader view of religion's place in society. Sigil-
star takes its name from a fixed star in the he 
around which all other stars seem to wheel—much 
the same way the residents ofthe city see themselves. 

THAL IOST 
Captured City; Population 25,000 

Until 926 YK, Thaliost was part of Aundair. a 
vibrant city central to that nation's economy: In Ont" of 
the most enduring land grubs of the war, the Thranes 
assaulted the city. crushing the defenders and annex-
ing the area. plundering is for its resources and food 
stores. Aundair made several attempts to restore the 
tin met. borders during the war. but failed each time. 
Queen Au rala intended to negotiate Thalios(s return  

at Thronehold. but was unwilling to return lands in 
western Thrane that Aundair controlled. In the end. 
the treaty settled on recognizing what had been a 
military truth for decades. 

Thaliost is a unique city In Thrane. its Aundairian 
heritage made manifest In its tower•filled skyline, 
austere structures. and straight roads. Even after 
years of Thrane rule. more than a few citizens still 
see themselves as Aundairia us. They are profoundly 
discouraged by their former homeland's inability 
or unwillingness to liberate them..fhe must bitter 
ui'c bent remain restless. and uprisings, rebellions, 
murders. and arson are common. Thrane has tried 
everything it can to keep the people in line, including 
cutting off food. employing secret police squadrons. 
and pLwing entire armies inside the city. Thus far. 
nothing has worked. 

'Fite A r hb sh 0 p Snlhar Dariztt. formerly of Wyr 
in western Aundair. governs the city with the aid of 
a detachment ofThrane knights, Despite exhorta- 
tions from the church for him to he lenient. he rules 
savagely. using excessive force whenever and whet-• 
ever there's trouble. Ells knights round up treasonous 
ringleaders. stage trials. and at times burn prisoners 
alive in public to dissuade others from following their 
example. Citizens face random searches. invasion 
and seizure of property. and inirmitioll of heavy lines 
for minor infractions, His methods have quelled the 
worst of the violence and pacified most (tithe popti• 
lation. but the people despise him. Many observers 
inside and outside Thraile wonder when the arch. 
bishop will finally overstep so much that he sparks a 
devasiating uprising. 

PLOTS AND 
ADVENTURE SITES 

Monarchy Restored: Diani liWynarn has 
spent the last few years building a coalition of roy-
alists to help restore power to her family. She has 
been careful to conceal her true motives. taking 
every effon to keep her meetings with Foreign 
powers secret. If word of her plots reaches the ears 
of nigh Cardinal Krozen or the Council of Cardi• 
oak. she might find herself pushed to act before her 
line is ended for good. 

Uprising: 'fbaliost is a powder keg—one spark. 
and the city could erupt in a conflagration of rebel. 
lion. The Council of Cardinals is well aware of the 
dangers the city poses. which is why it appointed an 
Aundairian archbishop for the place. Solgar Dariznu 
makes things worse with his brutal tactics, pushing 
even those who might become resigned to living in 
Thrane to join the rebels. Word has it that something 
big is in the works. something nasty enough that the 
rebels just might break Thratte's stranglehold. 
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HIGH CARDINAL KROZEN 
Ultimate authority in the Church of the Silver 
Flame rests with the Keeper of the Flame. but 
actual governance—the work of the individuals who 
chart the nation's course—occurs in the Council of 
Cardinals. With such power comes opportunity for 
abuse. since the cardinals answer to none except 
the Keeper of the Flame, and she is still a young 
girl. Most church +officials resist the temptation to 
exploit the benefit that their position allOrds them, 
keeping to the tenets of their faith, but a few have 
drifted. giving in to their baser impulses to reap the 
full rewards of their stations. Of these unprincipled 
members. high Cardinal Kronen represents the 
worst. embodying the theocracy's dangers and the 
excesses of its power. 

HIGH CARDINAL KROZEN LORE 
Common Knowledge: 1110 Cardinal Krozen 

is the most powerful individual in 'throne. I le. like 
other senior religious officials, climbed through the 
church's ranks, serving for a time as a holy warrior 
and priest. attaining the rank of archbishop kw his 
oral and unmatched piety. When a senior member of 
the Council of Cardinals died a decade ago. comma-
the officials in the government succeeded in getting 
Kronen appointed to replace him. The hardliners 
viewed then , Keeper 'Llgor's attempts to moderate 
llirane policies as a threat and wanted to strengthen 
their hand in his final days. In truth. it was hard to 
object to KrozetiC appointment—kw could match his 
knowledge of the sacred texts or his passion for the 
church. 

In the early years of his tenure. Cardinal K roan 
worked tirelessly to strengthen the church in the 
lives of the common people ofThrane, and to keep 
Thrane's military strong. In a kw short years. he 
assumed the position of I 110 Cardinal. Peaceful 
t Mies and the ascension or a young. tolerant, and 
highly compassionate Keeper of the Flame. however. 
were not to his liking. Indeed. this situation seemed 
to quash his idealism. Kronen turned his ;menthol 
toward consolidating his control over the council. 
using his network of allies to bend his peers to his 
way of thinking. 

Religion DC 1S: Krofett's rise to power did not 
come without casualties. I le has made numerous 
enemies over the years. usually officials he removed 
from office or slandered to render them powerless. 
1.Iis critics spread a slew of accusations about his 
methods and motives, ranging from dirty tactics all 
the way up to consorting with fiends. These claims 
have spawned investigations now and again. but each 
turns up nothing that calls into question Krozen's 
service or loyalty. 

Rumors also circulate about t he extent oldie High 
Cardinal's influence, questioning his deference to  

the Keeper of the Flame. During the final years of 
fife Last War, the nation did link without Krozen's 
assent. alai most military initiatives came front his 
office. More than one Throne official worries that 
the iligh Cardinal views himself more as the nation's 
ruler rather than as a loyal advisor. 

Religion DC 20: For the most part. the accusa. 
tions against Kronen are true. Ever the pragmatist. he 
simply removed those he saw as obstacles to achk ► • 

ing his goal—attaining complete power. Although he 
was ruthless., his loyalty and devotion to the Silver 
Flame remained true ... at least until the Mourning. 

Cyre's destruction rocked Kronen to the core. 
leaving him reeling with fear. The nation's destruc 
lion inflamed the seeds of paranoia that had already 
begun to blossom in his shadowed mind. Krozen 
rarely meets with other cardinals in any great 
number, demanding that his kw visitors treat with 
him in private chambers under the watchful eyes of 
his loyal guards. 

Krozen's eccentric behavior has done nothing to 
diminish his power and influence. When the coun• 

cil nwets. Kronen sends a proxy to explain his views 
and represent his interests. Since his representative 
is rarely the same person from meeting to meeting. 
he reinforces the mystique and suspicions about 
his trite character, leading many officials to wonder 
what he is hiding. For several years now, his power 
has gone unchallenged. 1 I is peers submit to his 
demands out of fear of the reprisals they have seen 
occur time and again. 

Secret Knowledge: The Mourning changed 
everything for Kronen. though not because he gave 
one whit for the• Cyran people. Rather. he sees the 
Mourning as a grave risk to the nation he consid-
ers his to govern as he pleases. [fa weapon caused 
the Mourning. Kt-omit 11111SI find it and claim it 
for himself: lit he Mourning was a magical phe-
nomenon. he must find the trigger and control it to 
ensure that Thrune remains secure and to knee his 
enemies to their knees. Knives% makes full use of the 
church's power. particularly the A rgentum—a secret 
society of treasure-hunters who retrieve relics for 
the church—to seek out clues to the nature of this 
catastrophe. 

Krozen's strength comes from the vast network of 
agent sin his service and a coalition of loyal support-
ers within the church. As lie gained power. he was 
ever watchful for anything he might use. Sometimes. 
he would use damning informat ion to remove his 
enemies, but more often he would tuck away the 
tidbit for later use. With spies. assassi ns, and loyal 
fanatics spread across Thraue. he can use these 
agents to blackmail his enemies. discredit them, or 

otherwise have them removed from power. 
The high Cardinal also employs sinister means to 

attain his information and treasures. Bit by bit, he has 
succumbed to the temptation °fusing dark magic, 
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calling up foul demons. rivaling with devils. and 
employingiu her hideous creatures to tease out the 
secrets of his enemies. 1 le conceals these activities 
well, destroying anyone who ► insid dare bring these 
acts to light. Still. whispers abound. and Frown's 
minions are ever watchful for those who would delve 
too deep isao the High Cardinal's business. 

High Cardinal Krozen Level 10 Elite Controller (1.e.ader) 

Nicri,um natur rl blArldn(10,1, 111.1r1141a1 	 X P 1.000 

Initiative 45 	Senses Perception *10 

HP 214: Bloodied 107 

AC 76: Fortitude 24, Reflex 22, WEN 25 

Saving Throws 2 
Speed 6 

Action Points 1 

1:. Mace (standard; 	+ Woapon 
+15 vs, AC: 7d8 - 4 damage, and the target takes a .2 penalty 

to att,.tk roils (sate 

f Condemnation of the Nonbeliever (standard: recharge I!1) + 

Nat, Implernent 

Ranged 10; +14 vs, Will; the target is stunned until the and of 

Krozen's next turn, and two of Krozer•s allies within S squares 

of the target gain 10 terripncary hit points_ 

< Enthralling Presence (minor; encounter) + Charm. Gaze. 

Implement 

Close burst 3: -14 vs. Wilk the target is dazed L save ends!. First 

Failed Sawing throw. The target is dazed and immohiiszed (save 

ends both'. 

-4.: Righteous Conflagration ?standard: 	+ Fire, 

Implement. Radiant 

Area burst 2 witiun 10: targets enemies: .13 ss. Reflex: ldfi 0 3 

fire and radiant damage, and ongoing S fire and radiant damage 

i save ends(. Miss: Half damage. and no ongoing damage. 

Burden of Faith (immediate interrupt. when Kronen is hit by an 

.,[tack with at least one effett that a save can end: encounter) + 

Implement 

Krozen applies all effects from the triggering attack th.it a as 

tan end to art ally within 5 squares. 

Burden of Devotion (minor tiround:ar-milin 
Krozen transfers a marked condition to an ally be cart see within 

5 squares. 

Alignment Evil 	Language-5 Common 

Skills Bluff *16. History *13, Insight +15. Religion +13 

Str 16 040 	Dex 104+5) 	Wit 101-10) 

Con 19(+9) 	Int 171-81 	Chal3i.111 

quipment vestments, mace. holy symbol 

HIGH CARDINAL KROZEN TACTICS 
tin one sees the }Ugh Cardinal without passing 
through an arcane and complex Writ's of security 
measures. Those w hi) manage to face him are dis-
armed, while K mien and his hidden guards are more 
than prepared for any treachery, Krozen is vicious in 
a fight. blasting his foes with righteous conflagration. 
ile uses condemnation of the nonbeliever to support his 
troops. and saves burden of faith anil burden of detvtion 
in transfer harmful effects to them. In order to protect 
his most holy irersonage. 

ENCOUNTER GROUPS 
The High Cardinal is well protected. Those who 
would fight Krozen must face a legion of traps, 
guards. and sycophants. When meeting with other 
members of the church. Kronen uses loyal solders for 
protection. individuals whose reputations are spot-
less and well regarded in the church. if he needs to 
impress visitors. he might have a squadron of angels. 
but he's not above using infernal servants and devils 
if doing so helps him attain Ins desires. 

Level I0 Encounter (XI) 2.8S0) 
+ High Cardinal Krozen (level 10 elite controller) 
• 2 angels of valor (level 8 soldier. .11.1I lb) 
• 4 human lackeys (level 7 sninions..11,11 
• 2 gargoyles (level 9 linker, MAI 1 15 . ) 
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4) GREATER KHORVAIRE 

FROM Ti if chaos and devastation of thc 
Last War, new nations came Into being as the 
Five Nations lost their hold on lands that were 
once part of the united Galifar. The Eldeen 
Reaches splintered off from Aundair as the war 
raged. causing bad blood between the nations 
that remains to this day. The Shadow Marches. 
Droaam. and Margo are no longer part of Breland 
as they once were, and the parts of Cyre that 
survived the Mourning are now the sovereign 
nations of Darguun. Valenar. and parts of the 
Talenta Plains. Karrnath lost territory that now 
forms Clbarra. the rest of the Talenta Plains. the 
M rnr Hokis, and the Lhaz.aar Principalities_ 

In all. the Treaty ofThmnehold recognized 
twelve sovereign nations: Aundair. Breland. 
Darguun. the Eldeen Reaches. Karrnath. the 
Lhazaar Principalities. the Mror 'folds, Cr, harm, 
the Talenta 	Thrane. Valenar. and /Margo. 
Three other regions — the Demon Wastes. Droaam. 
and the Shadow Marches—are wild lands ruled 
by fiends and monslers. not nations recognized by 
any formal treaty, but regions whose borders are 
crossed by only the most daring adventurers. 

In the fashion of the previous chapter. this 
one covers each of these nations and regions of 
kliorvaire. and details associated threats and 
adventure hooks. 
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Less than thirty years ago. the armies of the hobsole 
lin warlord "tartan. turned on the people of Cyre 
and founded the nation of Darguun. All of Khorvaire 
hears scars from the List %Vat; but these ►minds run 
particularly deep in Darguun. Every lowland village 
Is built on the hones 	Cyran settlement, and while 
new construction drives the growing cities of the 
Ghaa Mar, the nuns of a dead kind are the (Olinda• 
lion of this ramshackle nation. 

A haven for criminals and others who have no 
place in the Five Nations. Darguun is a dangerous 
land fiir foreigners. Few laws hold or are enforced 
here• and any appearance of weakness invites attack. 
Regardless, this land itokls numerous challenges 
of potential Interest to adventurers. from treasures 
lost in the Last War to the ancient nuns of the 
Dhakaani Empire. 

LORE OF DARGULIN 

HISTORY 
Common Knowledge: During the Last War. 

I loose Detwith began to ft-emit vast numbers of 
goblins from the southwestern borderlands of Cyre. 
Three ilecacles ago. those mercenaries 'tuned on 
their masters and seized their homelands from Cvre. 
claiming them as the nation of Dargitun. Those 
Cyrans not driven north were enslaved or killed. In 
996 VIC the nation was formally recognized under 
the Treaty of Thronehold. 

History DC 15: The goblins of Darguun are 
divided into a number of distinct cultures and tribes. 

leader of the nation is a hobgoblin warrior called 
the 1,hesh ilarnitc Shaararkor•tlw King of the Crim-
son Blade. Ills people. known as the GhaaFdar. are 
the dominant force in lowland Darguttn. 

History DC 20: Other powerful groups in Dar. 
glum include the NI arguttl bugbears of the south and 
the Heirs of Dhakaan. a league of goblin clans spread 
across Khorvaire. The two largest Dhakaani clans in 
Darguun are the Kech Volaar and the Kech Shaa rat. 
Tlw Dhakaani are a secretive folk. and they have 
little interest in the affairs of the Five Nations. 

History DC 25: [he goblins of Darguun are the 
descendants of Dhakaani—a great empire that once 
covered much of Khorvaire. The war against the dad-
ky r (see page 204) shattered the Dhakaani Empire 
some 9.000 years ago and reduced the once .m ighty 
goblins to savagery. 

STREETWISE 
Streetwise DC 15: Goblin raiders and slavers 

frequently attack travelers wandering the wilds of  

1)arguuts. A flag of safe passage can be obtained 
in Rhukaan I )raa I or any Darguun embassy, typi-
cally for 101) gp. The pattern [tithe flag changes 
each mouth, alai tarrying an ou•oldate flag is as 
dangerous as carrying none at all. Flags of sa fe pas-
sage usually protect travelers in lin the GIL:lard:le 
but the other Darguun clans have been known to 
ignore them. 

Streetwise DC 20: The Darguun capital of Rhu-
kaatt Draal has become a haven for criminals, exiles. 
excoriates driven from the dragonmarked houses. 
and (alters on the run from the Five Nations. As 
such. its a good place to find illegal goods or services. 
though powerful magic items are rare in Darguun. 

Streetwise DC 2S: The Ihesh f Iaruuc is grow-
ing old. and it is said that he agonizes over finding 
a worthy successor. The court of illutkaan l)raal is 
a place °Iv MOOS intrigues. and more than a few 
observers believe that when the 1-hesh Haruttc dies• 
the nation hr founded will collapse. 

POWER GROUPS 
Darguun is a land ruled by fractious Tribal Iarrlit'src. 
Though the dragonmarked houses all have repre• 

%emotion in Rhukaan l)raal. few of tlw houses have 
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invested significant resources in this land. As such, 
►  irtually all power in the nation resides in its in& 
Il•/mien' clans. 

THE GHAAVDAR 
he first culture to arise fnan the ashes of the fallen 

umpire was that ar the haardar. Though the lore 
.inil glory of their Dila kaani ancestors remains lost to 
t hem. the Ghaardar are a stoic folk wit h a maul war-
rior culture. Hobgoblins dominate (lima I'dar society. 
keeping the goblins in line through Gyre a nd intirni 
elation even as tire)' manage the bugbears through 
superior numbers and intellect. The Ghaal'dar 
enslave other huntanokl races. but slaves and lesser 
goblins can earn the respect of the hobgoblins 
through courage and skill at arms. It is not unheard 
off For nongoblins (primarily humans) to be inducted 
into Gliaardar tribes. 

The t ; imardar are an alliance of tribes. The thesis 
Mimic li•linigs to the largest of these. the Hhukaan 
[dash. i he name means "Razor Crown." and a line or 
• o rs encircles the head Of each Rhukaan warrior, the 
rt•:uit of a ritual [narking when a hobgoblin becomes 
▪,oldier. The lhesit Ilar tow has greatly Improved the 
io es of his people. but unless he finds a capable 

CSSCIT. the t ;11aartiar chieftains seem certain (0 turn 
.41 one anot her once he is gone. 

THE MARGUUL 
The Margutil tribes of southern Darguun are domi• 
nated by bugbears. 'the Nlargtml keep members of 
other races (i minding goblins and hobgoblins) as 
slaves. and only bugbears can be full members °fa 
Niarginil tribe. 

Despite their xenophobia, most of the Marguld 
tribes pay homage to the Mesh Hamm and the 
Chaatclar. However. the kw exceptions cart prove 
dangerous to travelers. The Kalkor are a Marguu l 
tribe whose members worship the Mockery. and who 
delight in flaying their enemies alive. A veteran war• 
nor named Morgaath rules the Kalkor, frequently 
leading hunting expeditions against outsiders who 
dare to venture Into the Seawall Mountains. 

THE HEIRS OF DHAKAAN 
In the wake of the Xoriat incursion. the Dbakaani 
Empire collapsed into civil war. However, even before 
the empire first began to fracture, the leaders of a 
handful of goblin clans predicted the dark future that 
lay ahead. Rather than la II with the empire. these 
clan!: retreated to places of isolation. from the depths 
of Khyber to the heights of impassable mountains. 
sesvring all connections with the outside world. For 
thousands of years. they remained hidden in these 
sanctuaries, holding fast to the true traditions of the 
1)hakaani. 



With the collapse of Gali far and the rise of Dar-
guun. the Heirs of Dhakaan have emerged from 
hiding. The clan leaders intend to rebuild their 
ancient empire and reclaim a continent stolen by 
humanity. First. however. they must unite behind a 
single leader. a process that has proved to be a bitter 
struggle so far. 

Although the Dhakaani goblins are physically 
identical to their Ghaardar cousins, a number of 
Important cultural differences riMtle them. The Dha-
kaani are dedicated to war. and beyond that. to strict 
order and discipline. Though they are kw in number 
compared to the armies of the Five Nations. the Heirs 
of Dlutkazin are sillier!) soldiers and exceptional 
smiths and combat engineers. producing arms and 
armor of unparalleled duality. 

Among the Ghaal'dar and Marguul. tensions 
between goblin. hobgoblin. and bugbear run high. 
Among the Dhakaani. lunve ► er. each species serves a 
distinct role in society. Goblins arc crafters and skilled 
laborers. Bugbears are shock troops and drudge work-
ers. I lobgoblins are warriors and leaders. with those 
roles further divided by gender. Niale hobgoblins tra-
ditionally serve as soldiers. while female hobgoblins 
pursue the diplomatic. spiritual, and healing paths. 

The Dhakaani are an agnostic folk dedicated only 
to the ideals or their ancient empire. As such, the 
divine classes are rare among them. Their spiritual 
leaders are the dutirlala. or dirge singers. These 
bards preserve the lore of the empire and inspire 
soldiers in battle with tales &lithe past. Aside from 
bards. members of arcane classes are rare among the 
Dhakaani, but some clans (notably the Kech Volaar) 
are WO rki rig to master the arts of magi. 

A few of the most powerful Dhakaani clans are 
described below. Countless others remain hidden 
across Khorva ire. 

The Kech Shaarat (Blatlehearers) are the keep-
ers of a mighty artifact known as the Sawa of the 

THE LAWS OF DARGUUN 
Across Khorvaire, Darguun has a dark reputation as a 
lawless land. The Code of Collier (see page 54) has no 
standing here, and violence, crime, and corruption are 
commonplace. Darguun has no control of Illicit sub-
stances, and slavery  Is practiced by many of its tribes. 
Physical intimidation is a standard bargaining technique, 
and violence between equals is rarely worthy of note. 

However, even this lawless land has its limits. When 
it comes to violence, the critical issues are whether an 
attack Is justifkcl and whether it harms others. A mer-
chant selling shoddy goods should expect to be beaten. 
However, a person who attacks an honest merchant and 
steals her goods Is a thief and will be punished. This 
principle extends across every level of society. Trouble-
makers are dealt with. but the concept of self-defense is 
interpreted broadly in Darguun. 

True Kilts. Their warlord Runs Dhakaan (page 115) 
believes that he cilium' right hilly wield the blade 
until he has united the Dhakaani clans under his 
rule. Fueled h• his ambition, the Krch Shaarat is 
the most aggressive of the Dhakaani clans, having 
already conquered and absorbed three lesser clans. 
If ituus Dhakaan can unite the clans beneath his 
banner, he plans to conquer the Ghaal'dar as the first 
step toward reestablishing the empire of old. if he 
succeeds in this dream. the Heirs of Dhakaan would 
pose a potent threat to all of Khor ► aire. 

The Kent Shaarat make excellent villains if you 
want to challenge players with an elite goblin fight-
ing Force. The Dhakaani are tacticians as well as 
skilled soldiers. and they act with precision and 
discipline in all they do. Bladebearer soldiers can be 
identified by sword-shaped marks branded on one or 
both forearms. 

The Kech Voiaar (Wordbearers) have gone to great 
lengths to preserve the lore of the Dhakaani Empire. 
The leader niche Kech Voiaar is inure lllrakaan, the 
most gifted dirge singer the clans have seen in a thou-
sand years. Unlike Ittars, Tutu., hopes In unite the 

leirs of Dhakaan through inspiration and diplomacy. 
To this end, site seeks to acquire artifacts id .  the Dha-
kaani Empire—ancient symbols by which she might 
prove her right to rule. 

As a more moderate Dhakaani clan. the Kech 
Volaar could serve as allies against the Kech Shaarat. 
On the other hand. a Wardbearer band might well 
clash with adventurers caught plundering Dha-
kaani tombs. Kech Voiaar goblins typically tattoo 
themselves with symbols and glyphs reflecting their 
important achievements. 

The Khesh'dar (Silent Folk) is a clan ol'goblin 
spies. Members follow one of two paths: the scouts 
of the taarkdkhesh (silent wolves) or the assassins of 
the shaarai'khesh (silent knives). The Khcsh'dar sell 
their services to all the Dhakaani clans. remain• 
ing steadfastly neutral in the absence of a clear 
leader. In addition, they seed spies throughout the 
Five Nations—agents that blend in with local goblin 
populations. The Kheshdar occasionally admit out. 
siders into their ranks. most often changelings or 
Foreign goblins. 

HOUSE DENE1TH 
Though the rehellinn olds goblin mercenaries in 969 
YK was a terrible blow to Deitch h. the Lhesh 1-taruuc 
'nail:aged to repair relations with the lionise, Goblin 
mercenaries remain a valuable resource to the house. 
and I la rink enjoys the legitimacy an association with 
Deitch h brings to his people. House Deneith occupies 
a large enclave in Rhukaa n Draal. as well as main• 
mining the Gathering Stone—a fortress that serves as 
a staging area for goblins interested in selling their 
services to the house. 
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HOUSE THARASHIC 
The prospectors ofl louse Tharashk are eager to take 
advantage or he untappeil resources of southern 
Darguun and the Seawall Mountains. but their racial 
heritage works against them. Throughout the history 
of Dhakaan, ores and goblins were mortal enemies. 
and the Da rguuls still harbor strong prejudices 
against ores and their kin. Nonetheless. Tharashk 
has established an outpost in RInikaan Draal. and its 
agents work hard to find allies in Da rguun. 

SETTLEMENTS 
AND FEATURES 
Across Dargintn, the weight of the war can still be 
seen in the remnants of burned•out Cyran settle-
ments that will never be rebuilt. Though a majority 
nigoblins still live in mountain caves or subterra• 
twan warrens. significant numbers have emerged to 
lay claim to their new homeland over the last three 
decades. 

GORGONHORN 
Fortified Village; Population 650 

Once a prosperous crossroads village called 
farares Crossing, Gorgorthorn lies in a patch of fer 
tile land close to the western edge of the dead•gray 
mist oldie Nlournland. Renamed by the goblins 
t hat raised Its walls. the fort is Darguun's first line 
lit defense against whatever monsters might emerge 
from the Mott rniand-and the last stop for adven• 
tuners bound there. Limited goods are available 
here, and customers pay a 25 percent premium on 
supplies. 

RHUKAAN DRAAL 
Goblin Capital City; Population 28,000 

The seat (tithe Lhesh i !arum and his Razor 
Crown clan, Ritukaan Draal is the largest city in 
Darguun-a sprawling. ramshackle settlement built 
on the ruins ola Cyran market town. Wyvern hide 
tents stand alongside the rough stonework of the 
Gliaal*dar. Tlw most iinpressi ► r structure is Nannies 
palace, designed and built by I louse Carmith aril 
sans. A te•story tower of erimson granite. it is known 
as Khaar ?Ohm- nt-the lied I louse, 

Rhukaan Waal is a hotbed of (commerce and 
intrigue. Representatives of every hobgoblin clan can 
be (bond here. along with war criminals. thieves. 
deserters. dragoumarked excoriates. and merchants 
dealing in goods prohibited in the Five Nations. 11 is 
one of the few places in the nation to find imported 
goods. and it has the widest selection of shrines in 
Darguun. The Litesh flartmc has taken an interest 
in the Sovereign I -lost, but his faith has yet to spread 
across the nation be rules. 

SHAME JORIDAL 
Besieged Feyspire; Population 2,600 

This othenvorldly eladr in citadel stands as a vision 
ofrare beauty in a savage land. Gleaming green orbs 
drift lazily around its high towers, giving it the name 
of t he Spire of Emerald Lights. Its iridescent. whorled 
walls are reminiscent of a vast seashell, but despite its 
beauty. Shoe joridal is a settlement in peril. 

The long conflicts between goblins and the Valaes 
'hint of Vaknar (both during the last War and in 
ant lent times) inspire a hatred of he elves among the 
ita rguuts- a hatred extended. through ignorance. to 
the eladrin. As a result. Sitar Joridal has endured a 
long siege by local clans and warlords. 

A few of the fey of Shae iorkla I have fled m other 
lands. but most are unwilling to leave their ances-
tral home. Though they are outnumbered by the 
Dargutds. the inhabitants of Shae foridal Include a 
number of powerful wizards and warlocks whose 
power has helped the cladrin hold their own. Though 
these folk cling to the hope that the feyspire might 
return to Thelanis once more, their long-term pros-
pects remain grim. 

Tlw spire is ruled by Taranel Tanaer. who inspires 
optimism even in dark times. Tanaer has dispatched 
envoys to foreign lands seeking allies, but no nation is 
willing to risk Dargutas wrath. As the feyspire grows 
increasingly desperate. it has come to depend on 
adventurers willing to aid its defense. 

VOLAAR DRAAL 
Dhakaani Citadel: Population 7,300 

Though few in number compared to the Kech 
Sim rat. the kerb Volaar include the best masons 
and combat engineers in Khorvaire. Blunt and func-
tional where it stands carved into tl• mountainside. 
this Dhakaani fortress is said to be impregnable-a 
claim that has been pm to the test on numerous 
occasions. 

Foreigners are allowed to enter Volaar Waal 
only when invited by a trusted member of the Kech 
Volaar. The subterra wan citadel is a grim place. 
filled with troops undertaking combat drills and the 
echoing songs of the diturlahr. Volaar Draal is a pri-
mary source for Dhakaani arms and armor. and its 
vaults hold thousands of scrolls and tomes detailing 
the Age of Monsters, as well as artifacts from the war 
against the daelkyr. 

WYVERNSKULL 
Goblin Port Town; Population 1,100 

Perched at the mouth of the Torlaar River. this 
port serves as Dargautes gateway to the Thunder 
Sea, Tlw Dargottis shun sea travel. and few legiti-
mate traders take this route. As such, the town 
is a grim and hungry place. The only significant 
trade to pass through Wyvernskull is Darguun's 
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singularly unsavory resource: slaves. I tnscruptilotts 
merchants from Stormrcach and other settlements 
not bound by the Code of Ga r come to Wyvern-
skull seeking slaves. and the trade grows with each 
passing year. 

PLOTS AND 
ADVENTURE SITES 

Daelkyr and I)hakaan: It is said that ruins of 
the Dhakaani Empire are hidden throughout the 
Khraal rain forest and beneath desolate Torlaac 
Moor, Some of these sites are haunted by goblin 
ghosts: others remain Infested by the daelkyr horrors 
that destroyed t hem. Whether the PCs are search-
ing for Dhakaard artifacts or battling the Cults of the 
Dragon Below. the wilds of Dargutin provide a con• 
slant threat. 

Scars of War: An aging Cyran noble asks the PCs 
to recover a family heirloom last seen in his estate at 
the time of the Darguun uprising. Now an isolated 

ress in territory controlled by the Kcal Shaarat. 
the noble's former estate is found to hold more wealth 
than he let on—as well as a dragon. an agent of the 
Chamber who has made the manor house its base of 
operations as it explores the Pmphecy written in the 
stone oft he Seawalls. 

The Slave Road: A pair of yttong dragnismarked 

heirs have gone missing on the 1)arguun frontier. 
and their house fears that they have been captured 
by slavers. Anxious to avoid a diplomatic incident 
with Khukaan Waal, the house needs adventurer% in 
locate the pair in Wyvernskull or beyond. then see 
them returned safely home. 

Flushing out the Rats: Illutkaan Draal is a haven 
for war criminals and other fugitives of the Five 
Nations, Allies of the PCs are desperate to contact an 
on-the-run maw even as spies from his former home-
land and the Order oft he Emerald Claw pursue him. 
Can the PCs survive the dangerous underworld of 
the goblin capital? 

Clan Wars: Since claiming Dargutm for his 
people, the Mesh Ha rune has acted as a stabilizing 
torc'c in the region. However. the ruler of the goblin 
nation is growing old. and his enemies range h'oin the 
fielargutil bugbears to the leaders of other Cihaardar 
clans to the growing power of the Heirs 41Thakaan. 
Hit with a potent threat. the Lhesh Harutic is fiirced 
to seek aid in secret from adventurers. hoping they 
can deal with the situation in a way that cannot be 
traced back to the R htikaa n *hash. 

GOBLINS OF DARGUUN 
All the goblins of the Monster Manual and its sub-
sequent volumes can be found in Darguun, but the 
clans of that land also produce warriors with unique 
combat styles and traditions. 

Blade bea rer Hobgoblin 	 level 5 Skirmisher 
Medium natural humanoid 	 XP 200 
Initiative 4 8 	Senses Perception 1 5: lowlight vision 
HP 62: Bloodied 31 
AC 19: Fortitude 18. Reflex 17. Will 16 
Speed 6: see also Dhokooni footwork 

Scimitar standard: et-will) • Weapon 
910 vs. AC: 1d8 6 damage (tot ld.8 -t 141. 

4 Scimitar Advantage [standard: requires combat advantage 
against the target; requires a scimitar; at-will) 
The Made bearerhobgoblin makes two scimitar attacks. 

Bladebearer Finesse (free: usable only while charging; at-will) 
The Bladrhearrt hobgoblin doesn't provoke opportunity attacks 
when leaving the ittitial square' of its charge_ 

Dhakaani Footwork (free. when the Bladebearer hobgoblin hits 
with a melee attack; au will) 
The Madrhearer hobgoblin shifts I square_ 

Hobgoblin Resilience (immediate reaction-when the illadebearer 
hobgoblin is subjected to an effect that a save can end: 
encounter) 
The Bladthearer hobgoblin rolls a saving throw against the eitect. 

Alignment Unaligned 	Languages Common. Goblin 
Skins Athletics -12. Stealth , 11 
Str )0 (4-7) 	Des 180-61 	Wis16 (P5) 
Con 14 (44) 	Int 10(02) 	Cho 12 (e3) 
Equipment leather armor. 2 scimitars 

BLADEBEARER HOBGOBLIN TACTICS 
A Bladebearer hobgoblin uses 14adebear•r flame to 
charge into battle. flanking to gain combat advantage 
If it can. It uses Dhalzaanifootwork to slay In motion on 
the battlefield. 

Hobgoblin Dirge Singer 
	Level 6 Controller Leader) 

rratorai hirowl..41 
	

XP 250 
Initiative .4 	Senses Perception -5; lo•light vision 
HP12: Bloodied 36 
AC 20: Fortitude 18. Reflex 18, Will 19 
Speed S 

Longsword (standard; at-will) + Weapon 
4-11 vs. AC; 1d8 4- 6 damage. 

+Grave Cry (standard; requires a longsworch 	+ Weapon 
s-11 vs. AC: 1d8 -4- 6 damage. and the target takes a -1 penalty 
to all defenses agaiaira attacks by the dirge singer's allies until 
the end of the dirge singer's next t ur n.  

+ Outdo cant (standard: recharge .F:1 I OD 
Close burst 5: two allies within the burst shift 5 squares and 
make a melee basic attack as a free action. If an attack hits. the 
target of the attack is marked by the ally until the end of the 
dirge singer's next turn. 

<• Fateful Keening (standard; encounteri• Thunder 
Close blast 3: targets enemies; -10 vs. Fortitude: 2d6 thunder 
damage. and the dirge singer pushes the target 2 squares. Um: 
Ilse dirge singer slides ea( h ally in the blast I square. 

Hobgoblin Resilience (immediate reaction, when the hobgoblin 
dirge singer it subjected to an effect that a save can end: 
encounter) 
The dirge singer roils a saving throw against the effect 

Alignment Unaligned 	Languages Common. Droconit., 
Goblin 

Skilk Diplomacy -12. History 4 /1.1nsight 
Str 12 I-4) 	Des 12 f44) 	Wiz 14 OS/ 
Con 161+6) 	Int 16 ( 4 61 	Cha 19(47} 
Equipment chainmail. iongsword 
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Bugbear Skinner 	 Level 7 Skirmisher 
ftletivisin natural humanoid 	 XP 300 

Initiative -9 	Senses Perception -4: low light vision 

HP 80; Bloodied 40. see also bfoodied shift 

AC 11: Fortitude 18. Reflex 10, Will 18 

Speed 6: see also bloodied shift, horrifying mockery 

Sickle (standard: at-will) + Weapon 
+17 vs. AC; 1d8 • damage. 

• Mocking Rend istandarck requires combat advantage against the 

target: requires a sickle; recharges when an enemy within fine 

of sight becomes bloodied) 
The bugbear skinner makes two sickle attacks.tgainst the same 

target if both attacks hit, the target takes ongoing S damage 

(save ends) and is dared until the end of the bugbear skinner's 

next torn. 

<.• Horrifying Mockery (minor. recharges when an enemy within 

line of sight is bloodied) • Fear 

Close burst 3: targets one enemy in the burst; -10 vs. 	the 

bugbear skinner pushes the target 1 square. end the bugbear 

skinner shifts 3 squares_ 

Bloodied Shift (free, when the bugbear skinner is hit by an attack 

while bloodied: atwill) 
The bugbear skinner shifts 1 square . 

Combat Advantage 
If a bugbear skinner hits a creature granting combat advantage 

to It with a melee attack, and that creature Is not already taking 

ongoing damage. then the creature takes ongoing 5 damage 

(save ends!. 

Predatory Eye (minor: encounter) 
A bugbear skinner deals lc% extra damage on the next attack 

it makes against a creature granting combat advantage to It It 

must apply this bonus before the end of its next turn, 

Alignment Evil 	Languages Common. Goblin 

Skills Athletics +10, Intimidate 411. Stealth -17 
Str 14 (• S) 	Des 19 (+7) 	Wis 17 (+43) 

Con 16196) 	int 1 0 (+3) 	Cha 16(+6) 
Equipment leather armor. 2 wickles 

Ruus Dhakaan 	Laved 13 Elite Skirmisher 'leader) 
Medium natural humanold. hobgoblin 	 XP 1 tin 

Initiative -11 	Senses Perception -8: low-light vision 

Dhakaani Command aura S. when Rum shifts. each ally within 

the aura ( an shift 1 square as an immediate reaction. 

HP 154; Bloodied 177 

AC 29: Fortitude 28, Reflex 26, Will 24 

Saving Throws 4.1 

Speed 6: see also Ditaknanifootwork 

Action Points 1 

Or Spiked Chain (standard: atwrill) + Weapon 

Reach ): • 18 vs. AC: 4d4 • 5 damage 

Sbeelken (standard; at-twilit • Weapon 

Ranged 6.'11: - 18 vs. AC: 1d4 10 dartiagr 

4 Chain Snag (standard: requires a spiked chain; encounter) • 

Weapon 
Reach 1: - 16 vs. Fortitude: 4d4 • 10 damage. and a large or 

smaller target Is grabbed. Sustain Minor: Ruus sustains the grab. 

and the grabbed creature takes 1d4 i 10 damage. 

4 Spinning Chain (standard: requires a spiked chain: at-will) 

Ruin makes two spiked chain attacks. If both attacks hit the 

same target. Ruus slides the target 1 square or knocks the 

target prone i Ruus's choicei, 

Combat Advantage 
Rum deals 2d6 extra damage against any creature granting 

combat advantage to him, 

Dhakaani Footwork (free. when Ruus hits with a melee attack: 
at wlil) 

Ruus shifts 1 square. 

Dhakaani Onslaught (free. when Rum charges: at-swill 
One ally within S squares of Ruin can charge the same target as 
an mime-dime reaction. 

Hobgoblin Resilience (immediate reaction, when Rum is 

subjected to an effect that a save can en& encounter) 

Ruus roils a saving throw against the effect. 

Alignment Unaligned 	Languages Common, Goblin 

Skills Acrobatics 	Athletics -07. History -12. intimidate -15 

Str 22 tell) 	Des 19 (+10) 	Wis 141.81 
Con 15 (-tR) 	int 121+71 	Cha 19 (-101 

Equipment scale armor. spiked chain. 10 shurikers 

HOBGOBLIN DIRGE SINGER TACTICS 
A hobgoblin dirge singer enters combat by initiating 

a battle chant. directing its allies to target the stroll. 

gest-looking foes. It then makes gran cry attacks. 
reserving • atejid keening for when enemies have its 

allies pinned down. 

BUGBEAR SKINNER TACTICS 
The bugbear skinner makes mocking rend attacks 

whenever possible. using horrifyirw mockery to escape 

from a more powerful foe. 

RUUS DIIAKAAN 
Warlord of the Kech Shaarat. Runs Dbakaan is a 
guileful leader who is fully aware of his power in 
I )arguun. l k is a master of the Bladebearer clan's 

skirmishing combat style. 

RIMS DHAKAAN'S TACTICS 
Runs takes on powerful-looking oppone ins with spirt-
rtaw chain attacks. I It charges is henever an ally is in 

range of his Dbakaani onslaught, otherwise flunking 
with his allies to gain combat advantage. Hues utilizes 

chain snag to hinder a striker or &lender, maintain-
ing the grab as long as doing so doesn't affect his own 

maneuverability. 

ENCOUNTER GROUPS 
The folk in Khorvaire accept the presence of goblins 
in their towns and cities to some extent. Outside their 
roles as laborers. goblins are most commonly encoun-
tered as warriors. typically in the employ of !louse 
Deneith. 

Level S Encounter (XP 1.240) 
• I hobgoblin dirge singer (level Ev controller) 
• 1 Bladebearer hobgoblin (level i skirmisher) 

• 2 hobgoblin soldiers (level 3 soldier. MM 1:39) 
• 2 hobgoblin archers (level 3 artillery. AIM 139) 
• 5 hobgoblin grunts (level 3 minion. A131138) 
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DEMON WASTES  t. 

CHAPTER 4 Greater Khorrairr 

Long before the first stirrings othumanoid life. Eber-
ron was a world of darkness. despair. and unchecked 
evil. The Age of Demons saw the rise adread powers—
hideous beings of unequaled wickedness. These fiends 
shaped the laud in their own image. and spawned 
countless horrors that infect the world to this day. The 
combined might of 	dragons and their allies sealed 
these fiendish overlords in Khyber's depths. and the 
Age of Demons was bmught to an end. However. the 
remnants of this terrifying time linger across Eberron. 
and nowhere is the connection to this age more pro-
nounced than in the ruins ofthe Demon Wastes. 

LORE OF THE 
DEMON WASTES 

ARCANA 
Arcana DC 15: The Demon Wastes present a pic-

ture of Eherron as it was (hiring the Age of Demons. 
and death is not the worst fate that can befall explor-
ers here. Magical power infuse; the ancient ruins. 
masking them with potent illusions to deceive and 
lure the unwary into ancient traps or demonic lairs. 

Arcana DC 20: The Demon Wastes arc perilous 
lands filled with vile creatures, foul fiends. and savage 
tribes of humanoids bent on slaughter. lb explore the 
Wastes is to invite a late worse than death. but in spite 
of the risks. these lands attract more then their share 
ofadventurers. The Demon Wastes are home to abun. 
dant deposits of Khyber dragonshards. 

Arcana DC 25: The true powers of this realm are 
the Lords of Dust. servants of the evil overlords that 
have been buried beneath the shattered landscape For 
a hundred thousand years. Their plots in the world arc 
carried out by myriad agents, including demons and 
other fiends. night hags slipped free from the Feywi Id. 
and their corrupted human, ore, and 'idling thralls. 

Arcana DC 30: Evil is pervasive in the Demon 
Wastes. The fractured landscape offers numerous 
access points to the depths of Khyber. where hideous 
demons and elemental horrors escape the Churning 
Chaos far below. In the Wastes. fiendish ntagic Itas 
weakened the harriers between all the planes, and 
gates to the Shadmvfell and the Ecywild arise and dis-
appear here without warning. 

HI STORY 
History DC 20: Against all odds and expecia-

tions.clans uihumans make their homes in the 
Demon ‘Vastes. They are the descendants ofsettlers 
who crossed the sea from Sarlona. Long years in prox-
imity to the evil suffusing this land have left them 
corrupted—altered in body and mind to become the 
savage servants of ancient powers. The Carrion Tribes 
lead nomadic lives. hunting and preying on each other 
in a state of perpet nal warfare. Resources are scarce. 
and many tribes have turned to cannibalism to survive. 

History DC 25: The presence tin:muml and 
supernatural resources in the Wastes draws the atten-
tion of the dragonmarked houses. In particular. House 
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I harashk maintains an outpost at likaxl Crescent. 
Irian which ii Z114 milt% frequent expeditions in search or 
dragonshards and relics from this land's ancient ruins. 

NATURE 
Common Knowledge: The Demon Wastes consist 

of the broken and shattered lands north and west of 
the Shadowcrags and the lcehorn Mountains. A vast 
swath of badlands, ravines, and treacherous plains 
stretches from the mountains to the shores of tow 
Barren Sea—a toxic landscape that is anathema to life. 

Nature DC 15: Life in the Demon Wastes is uni• 
iormly horrid and short. Little grows herr, and what 
tew creatures can survive these lands share the same 
corruption as the Wastes' humanoid inhabitants. 
the ground is toxic, and poisonous winds scour the 
landscape as volcanoes belch liwth ash, naming rock. 
and acidic rain. Unforgiving deserts of black sand are 
dotted with old ruins and oases filled with brackish 
water. while steaming fissures offer glinips•s down 
into rivers of lava and the tuntwis of Khyber. One 
cannot dwell here for long without feeling this land's 
torruption, and explorers who linger too long in the 
Wastes are often driven mad. either wandering off into 
the wasteland to die or joining the barbarian tribes. 

F.ven entering the Wastes is a challenge. the Barren 
Sea is home to dark and sinister fiends that dwell in 
horrid cities far below the waves. Sharks. venomous 
tisk and pirates control these w.iters. and twine:aims 
storms send ships to splinter against the rocky shore. 

Access is no easier by land, ibr past the mountains sep. 
arta Mg the Demon Wastes from the Eldeen Reaches. 
the perils of the Labyrinth await. Boiling i n scree 
fields, and other haiards erupt without warning in this 
seemingly endless maze of perilous canyons. 

Nature DC 20: Despite the hardships of this 
land. the Demon Wastes teem with life. Gnolls. ores. 
humans, and tieflings all dwell here. preying on each 
other and on the corrupted creatures oft he Wastes. 
The Carrion Tribes, as they are known, arc a diverse 
kit. distinctive in their customs and beliefs. All are 
controlled and consumed by the evil trapped beneath 
this land. 

RELIGION 
Religion DC 20: The people of the Demon Wastes 

serve evil spirits—corrupted entities spawned from 
the Churning Chaos and the Abyss far below. Each 
Carrion Tribe veers a particular spirit, and a tribe's 
ceremonies and rituals celebrate this entity's nature. 

Religion DC 25: Not all who dwell here serve 
evil. Some are opposed to it, championing the cause of 
good to keep the Demon Wastes from spilling beyond 
its borders. Foremost of these agents of good are the 
tihaashlala—predominantly ore tribes that settled in 
the Labyrinth ages ago. They follow a faith dedicated to 
Kalok Shash. the Binding Flame--a spiritual kiree that 
bears remarkable similarities to the Silver Flame. 

The tihaash*kala consist of four clans—the Jaa- 
ka h. the Kastar. the Munk. and the Vaanka. Ores 
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Founded the clans. but attrition over the centuries 
has forced them to Welcome others into their tribal 
groups. I tali ores. humans. and even a few tieflings 
can be found among the Gliaash'kala tribes. 

Each clan has two leaders-the kizsfunit. the chief-
tain and war leader. and the %mina/aim. the spiritual 
leader who communes with the Binding Flame and 
offers guidance to the war leader and the clan. 

Religion DC 30: The entities worshiped by the 
Carrion Tribes are the overlords, ancient fiends that 
ruled these lands until their defeat at the end of the 
Age of Demons, Indivklua I Lords of Dust command 
the tribes on behalf of their patron overlords. with 
each tribe emulating the worst aspects of its patron. 

STREETWISE 
Streetwise DC 20: Numerous attempts have 

been made to settle the Demon %A'astes and reclaim 
this land from the horrors that dwell here. Each 
has met with failure. its settlers either dragged off 
screaming to feed the Carrion Tribes or wiped out by 
storm, plague. or demonic forces. 

Streetwise DC 25: Two settlements of note have 
managed to survive in the Wastes-Festering 1-kilt 
and Blood Crescent. The limner comes closest to 
being an actual community. offering refirge of a sort 
to people intent on exploring these lands. The latter 
is a I louse Tharashk outpost, from which the houses 
mining and exploration activities in the Wastes are 
control led. 

SETTLEMENTS 
AND FEATURES 

Demon Wastes farm an inhospitable realm. con-
taminated by evil and thoroughly. deadly. No roads 
wend through the countryside: no lightning rail pen-
etrates its depths, 

ASHTAKALA 
City of the Damned; Population Unknown 

f this wretched land has a capital, it is Ashtakala. 
Lurking in the center of a storm of hissing black sand 
and razorsharp stone shards. this metropolis of 
basalt and brass has stood since the Age of Demons. 
Unlike the other ruins dotting the countryside. 
Ashtakala seems alive at first glance-home to innu-
merable demons. rakshasas. and other fiends. In 
truth. it is all an illusion, maintained by the eklritch 
power that raised the city at the dawn of the world. 

Visions oft he past are brought to life here by dark 
magic. Within the illusion. a small association of rak-
shasas and of her servants of the overlords convene 
here as the Bleak Congress. hatching wicked plots 
and forging plans tu conquer the world. 

Asluakala holds numerous treasures that draw 
explorers to its eerie streets. Characters who survive 

the shard storm can discover libraries holding the 
collected lore of the Age of Demons. the power that 
infuses the City iireServi rig these ancient manuscripts. 
I knvever. explorers who spend too much time in this 
place are corrupted, taking on demonic forms as the 
city claims them body and soul. 

BLOOD CRESCENT 
Tharashk Outpost; Population 100 

To the enterprising agents of House Tharashk. 
the Demon Wastes represent an untouched trove of 
treasures that are well worth the terrible wrath oft his 
land. After several failed attempts at establishing a 
colony here. the dragon:narked house succeeded with 
Blood Crescent. a tiny outpost on the edge of Crescent 
Bay.Tharashk uses the outpost as a base from which 
it mounts expeditions for precious deposits of Khyber 
dragonshards. Despite losing expeditions on a regu• 
la r basis and ongoing attacks by the Carrion Tribes. 
the house funnels incredible sums into maintaining 
Blood Crescent. believing that the long-term benefit of 
an outpost in the ‘Vastes outweighs the cost. 

likxid Crescent is home to a mix of humans and 
ha linrcs, all Tharashk operatives. I lowever. the 
outpost welcomes adventurers. and PCs could make 
the place a base olopemi ions. In addition to hiring 
adventurers as escorts for house scouts and prospec-
tors, Tharashk knows that its presence in the outpost 
is an effective hedge against Carrion Tribe attacks. 

FESTERING HOLT 
Sinister Village: Population 200 

Festering Holt lies approximately fifty stiles 
southwest of Aslua ka la. It is a regular stop for groups 
searching lir t he fabled demon city, and adventurers. 
savage humanoids. and even fiends seek refuge along 
its ramshackle streets. However. more than a few visi• 
tors have been known to disappear while staying hi 
Festering link, and it is said that the locals prey on 
the weak and injured. always in need of fresh meat 
for the cooking pots. 

Dead Before Morning: All inn. tavern. stable, and 
gt'iwral store all under one roof. Dead Before Morning 
is one of the few places offering ae•oin ►odat ion for any 
length uf time in the I !oh. Run by a bugbear named 
Karbal. the place takes its name from the proprietor's 
regular evening toast: -Drink well. lads, because its a 
sure bet we'll all he dead before morning! -  

THE LABYRINTH 
Deadly Canyon Maze 

More than 200 miles across and spread stung the 
feet of the Shado ►crags and the !reborn Mountains. 
the Labyrinth is a torn anal ruined expanse rifleman 
giving way to the plains and windswept deserts of 
the Wastes. In its depths, Khyber pushes closer to the 
surface world than anywhere else on Eberron. 
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The Labyrinth gets its name from the maze formed 
1i the canyons, mesas. and defiles found throughout 
the area. The terrain here is most sinister, and it is 
easy to become lost along its unmarked paths, or to 
tall victim to the natural hazards spread throughout. 
Roiling pools of mud. geysers. sluggish lava flows, and 
crumbling walls frequently claim the lives of reck-
less travelers. Roving hands ultimo's% and savage 
humanoids hunt here in search of flesh and plunder. 

The Ghaashleala clans patrol the labyrinth. keep• 
ing the horrors (lithe ‘Vastes from pushing into the 
mountains. They discourage travelers from venturing 
into the Demon Wastes, often to the point of threat-
ening viokiwe. "[hough they stop short ofattacking 
explorers set on entering, the (mashlala ensure that 
nothing they encounter leaves the Wastes-including 
adventurers who ignore their initial warnings. 

Maruk Dan Small settlements of the Gleaash'kala 
clans are spread throughout the Labyrinth. Maruk 
Dar. home to the Maruk tribe. stands near a large 
defile in the southwestern portion of the Labyrinth. 

he Maruk folk dwell in concealed caves, reached 
by switchback stairs and protected by  deadly traps 
and watchful eves. No more than a few hundred 
ample dwell in such settlements at a lime, since the 
ihaashleala's mission keeps them on the move. 

LAKE OF FIRE 
Ancient Volcano 

The Demon Wastes linger under a pall cast by 
the numerous volcanoes rising from the heart of 
this blighted realm. Spewing clouds of ash and toxic 
smoke. 11w volcanoes of the %%rinks cover the land in 
rivers of lava that consume everything in their path. 
I he Lake of Fire is an ancient peak southwest oldie 
Labyrinth, and the site clone tithe largest ache 
Wastes' volcanoes. Some say that the vast expanse 
of lava within the bowl of the mountain imprisons 
a terrible fiend. perhaps one of the rakshasa rajahs. 
others hold that ancient heroes once ventured here 
to east dangerous artifacts into the furnace of molten 
rock. The hake of Eire attracts demons, fiendish a sins, 
and the deadlier Carrion Tribes to its shores-all 
paying homage here to their dreadful masters. 

ROTTING BLADE 
Decaying Village: Population 40 

Though a majority (idle Demon Wastes denizens 
are devoted to fiends. some serve other creatures of 
evil. Rotting Blade is a tiny settlement set in the per 
nianent gloom of the Shadowcrags. where a powerful 
night hag named Vraria rules over a community of 
kobolds, arcs. and humans captured from the Eldeen 
Reaches and the Shadow Marches. Sublet-led to 
unspeakable cruelty and driven mad by the taint of 
t he Wastes, these thralls have come to regard the hag 
is their queen and mistress. She uses them for labor. 

sport, and (when their !smiles give Ian) head lier their 
fellows. To maintain Ratting Blade's population. her 
servants range beyond the Wastes, rounding up new 
batches ofslaves to subject to their mistress's spite. 

Rotting Blade is little more than a collection of 
hovels in a barrel' landscape. Vrarla lurks out of sight 
when visitors arrive, emerging with her servants in 
the hope olo ►erwhelming intruders and adding them 
to her stable ofslaves. 

PLOTS AND 
ADVENTURE SITES 

Bleak Congress: Each Lord of lust follows a dis-
crete agenda on behalf of the overlord that he, she, or it 
serves, but even such powerful and singular creatures 
find it usrful to meet in association on occasion. The 
Bleak Congress is a collection nf the exarche that serve 
the imprisoned overlords. Though the Lords of Dust 
are active across Efferent. they make regular pilgrim 
ages to Ashtakala to exchange news and hone their 
insidiuus plans. No more than a few of the Lords of 
Dust meet at once, since they are a fractious lot. given 
to treachery and infighting. I lu ► ever, rumors from tire 
Eldeen Reaches have told of a large number of cara-
vans making their way to the Demon Wastes. repelling 
the Wardens of the Wood in their efforts to turn them 
back. Arc these servants of the Lords of Dust? Ifso, 
why are they mewing now, and why in such members? 

Desolate: Colonizing the Demon Wastes might 
seem the height of foolishness. but attempts to do 
so date back to the first settlers to MISS the Icehorn 
Mountai es. The coastal site now called Desolate has 
been inhabited tender three different names. first as 
Greenholt, then Ns-whelk and most recently (a century 
ago) as Kymar's Folly. Each time. its settlers vanished 
without a trace-their possessions left behind, liood 
and water in abundance, and with no sign of where 
they went or what might have taken them. The town's 
structures remain intact, untouched by the long years. 

I louse lyrandar wants to establish a stable outpost 
here. hoping to exploit the resources of the Demon 
Wastes as their rivals in House Tharashk are doing. 
The expedition is nearly ready. and the house has 
sent out a call to adventurers and explorers promising 
litmastic pay to escort its team to the settlement-and 
to keep them alive once they arrive there. 

Lair of the Keeper: The Waste~ litter limn/Tons 
access points to Khyber. but none as intimidating as 
the Lair of the Keeper. 'fawning wkle in the northern 
reaches of the Wastes. the site is a deep chasm whose 
crumbling wails drop away into darkness. 

The place takes its name from a legendary cham-
ber in its depths. There dwells a great dragon-some 
say a d racolich -said to be an aspect of the Lord of 
Death and Decay. This creature houses souls trapped 
in Khyber d ragottsha rds sprouting from the walls_ 
Foul cultists of the Dark Six make forays to the site. 
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CHAPTER 	Creare• Kilitrvairr 

°tiering up their wicked prayers. Additionalh, it 

is known that passage between the %%odd and the 
Shadi ►viell is radii:ely easy in this platT. 

CARRION TRIBES 
The Carrion Tribes are the itidigetious peoples of the 

Demon Wastes. Most are evil. ► -arped in mind and 

truly by the sinister influence of Iliac land. ilinvever. 

a few resist the darkness plaguing their realm, and 

work to contain its evil. 

CARRION TRIBES LORE 
See the earlier part of this section lor more lore con• 
cern ing the Carrion Tribes. 

Nature DC 20: More than twenty Carrion Tribes 

dwell in the I )afros 1V4tstes. disiinguished from each 

other by the fiendish power they revere. The Napa-- 

bearers are among the most foul °•ike Carrion Tribes. 

serving an entity enthotb lug filth and pestilence. 

Nature DC 25: The greatest tribal warriors are the 
blessed chatnpions. 'Ilk's(' select few channel demonic 
entities that reveal themselves in the thick &batik'. 

Nature DC 30: Most tirflings in Khor ► aire are 
descended front the humans of Ohr Kalunn in Sar-
lona. However. the fiendish corruption of the Demon 
Wastes sometimes sees a tieiling child horn to 
humans of the Carrion Tribes. Such a birth is said to 
herald a great loom) for the family.. and shamans call 

these tieflings the sakaft. or `touched ones." 

Carrion Tribe Degenerate Level 15 Minion Skirmisher 
Medium mit la.11 1.1,1n1.! 	111-11,  ■ 41 	 XP 300 

Initiative *14 	Senses Perception +12 
1-1P 1; a missed aux k never damages.) minion. 
AC 29; Fortitude 28, Reflex 27, Will 27 

Speed 7 

Greatclub istandank at•will)* Weapon 

-20 vs. Ai, 8 damage i 10 damage against bloodied targetst 

Alignment Chaotic evil 	Languages Common 

Sir 23 ( -13) 	Dcx 20 i4-12) 	WI% 20 (412) 

Con 17 i-00) 	Int I3(+61 	 Ch.a 6 (+5) 

Equipment hide a r mor, greatchrh 

DEGENERATE TACTICS 
Carrion Tribe degoirrates target the wrakest•looking 

Ries, flanking to gain ci indult advantage. 

Carrion Tribe Blessed Champion Level 15 Elite Soldier 
Medium natural htimAnno.d. 	 XP ),11(30 

Initiative -15 	Senses Perception -12 

HP 100; Bloodied 150: see also demonic wrath 

AC 31; Fortitude 10, Reflex 29, Will 27 

Saving Throws - 2 

Speed 7 

Action Points 

OSpiked Greatclub (standard: 	+ Weapon 

+22 vs. AC; •d• 4- 5 damage. and the target is marked until the 

Start of the blessed champion% next turn. 

+Bite (minor lfrotmd:a•w111) 
4-22 vs. AC: 1d6. + I damage, and ongoing 5 damage i save ends). 

4 Brutal Smash i standar& requires a spiked greatclub; recharge rg 
+ Weapon 

11 vs. AC: 4116 4 8 damage, and the target is dazed Nave 

Demonic Wrath kfree, when first bloodied: encounter) + 

Polymorph 
The blessed champion takes on a hideous &monis form until 
the end of the encounter. Any enemy starting its turn adjacent 

to the blessed champion in demonic wrath form is marked by 

the blessed champion and takes a -2 penalty to all deLenses 

until the start of its next turn. 

Alignrnem Chaotic evil 	languages Abyssal. Common 

Skills Athletics 18, Endurance .16 

Str 23013) Dex 20 (.12) 

B 	
Wis 20 f-121 

Con 18 (4111 	 Cha I0 

Equipment hide Z111101, spiked greatclub 

BLESSED ChIAMPIoN TACTICS 
A blessed champion targets powerful :ticker combat-
ants, fighting recklessly with spiked greatefub attacks 
in the hope el-quickly unleashing its demonic wrath. 



Carrion Tribe Plaguebearer 
	

Level 14 Brute 
Medium natural humanoid. human 

	
XP 1.000 

initiative *-12 	Senses Perception -12 
Stench (Disease) aura each enemy within the aura takes a 2 

penally to attack rot:s. 

HP 167; Bloodied 83 

AC 16; Fortitude 27. Reflex 26. WIN 26 

Immune disease 

Speed 6 

Bane Sword (standard: at wall Disease. Weapon 
17 vs. AC; 2d8 • 9 damage. and the target 4s exposed to frith 

:qague iste sidebar). 
- Filthy Splash )standard: requires a bone sword; encounter; 

Disease. Weapon 
.17 vs. AC; 4d$ - 9 damage. the target is exposed to 6111t 

i4ague nee sidebar), and the plaguebearer makes a secondary 
attack. Srrondory Attack; Close burst 2; targets enemies; *15 vs. 

Reflex: the target is blinded until the start of its neat turn, and is 

exposed to filth plague (see sidebar) 

Alignment Chaotic cog 	Languages (mutton 

Skills Endurance -0- 1S. Stealth 
Sir 23(.131 	Dee 201-11i 	Wis 20f+11) 
Con 17 (+10) 	Int 8 (*6) 	 Cha 91.6! 
Equiprixent hide amine, hone sword 

PLAGUEBEARER TACTICS 
i)laguebearer uses Its bone stsord andfilthy 5ridsh 
t it abandon. hoping to infect all of its fors. 

Carrion Tribe Sakah Hunter 	Level 13 Artillery 

Medium natural humanoid, tuning 	 XP S [xi 

■ nitiative -17 	Senses Perception - IS: lowlight vision 
HP 96: Bloodied 4S 

AC 25: Fortitude 74. Reflex 26. Wit! 24 
Resist 11 fire 

Speed 6 

Spear (standard: of will l + Weapon 
20 vs. AC; 2d8 • 3 damage . 

Longbow [standard; at-wiM • Weapon 
Ranged 20 40: r70 vs. AC; 7tf1 	3 damage. 

Infernal Summons (minor: encounter)+ Conjuration 

Ranged 10: the sakah homer conjures a Medium beast of 

smoke and flame in a space adjacent to an enemy in range. Any 

enemies adjacent to the conjured beast grant combat advantage 

to the sakah hunter. As a move AtiOn. the sakah hunter can 

more the fiendish beast 5 squares, the fiendish beast tannin be 

attacked. but it is vulnerable to tihp44 magi( and similar effects. 
Sustain Mincer: The fiendish beast persists. 

AL Longbow Volley (standard: requires a longbow: recharge 
tl• Weapon 

Ranged 20:40; targets one or two creatures: -20 vs_ AC; 

2r1 10 4 3 damage. 

Combat Advantage 

the sakah hunter's melee and ranged attacks deal 1d6 extra 

damage against any creature granting combat advantage to it. 

infernal Wrath (minor. encounter) 

The *AA hunter gains a -1 power bonus to its next attack roll 

against an enemy that hit It since the hunter's last nun_ N the 

at tack hits and deals damage, the homer deals 3 extra damage. 

Alignment Es0 	Languages Common 

Skills Stealth -17 

Su 191-10) 	Deir 22 (+12i 	Wis 19 (+10) 

Con 12 (-7) 	int 15(+8) 	Cfla 16(4-9) 
Equipment leather armor, spear. longbow with 20 arrows 

SAKAI! 'HUNTER TACTICS 
sakah hunter fights from the edge of the fray with 

longiNn ► iviley attacks. moving the ereahlrr NOM  - 

moned by its ityirnaI 51111111W/1$ to maintain combat 
advantage against its distant hies. 

ENCOUNTER GROUPS 
'flue Carrion Tribes prou 1 the Demon Wastes, drift-
iug 	the empty plains to hunt. forage, and wage 
war against each other. Evil tribes ally with Ilends 
or rakshasas: the 1;liaash'ka la sumnton creatures of 
good to their aid. 

Level 13 Encounter (XP 4.000) 
+ 3 Carrion Tribe saka h bunters (level 1:3 artillery) 
+ 2 vrocks (Ievel I sLirmish•r. AIM 58) 

Level 1 5 Encounter (X P 6.200) 
+ 6 Carrion Tribe degenerates I level 15 minion 

skirmisher) 
+ 3 Carrion Tribe plaguebearers (level 14 brute) 
+ 1 abvssal ghoul (level 16 skirmisher. MAI 118) 

Level IS Encounter (XI) 10.200) 
+ 2 Carrion Tribe blessed champions (level 15 elite 

soldier) 
+ 10 Carrion Trak• degenerates (level 15 minion 

skirmisher) 
+ I raksbasa noble (level 19 controller. A1111 217) 

Filth Plague 	 Level 14 Disease 

:Wined with thr toriciikk ti lic Hinton 31 acres, this 	Attack: - 17 vs. Fortitude 
diretasr surto the target 's interned intatu to a blisogirfroth. Endurance improve DC 29, maintain IX 24, worsen DC 23 or lower 

T he target  13  Initial Effect: The  ra  lhe target takes a -7 	Final State: The target takes a -4 penalty to attack rolls, is 
,s cured. 	target loses one 	penally to attack rolls 	slowed, and takes 5 extra damage from all damage dealing 

healing surge. 	 and a - 2 penalty to 	attacks. The target loses all healing surges and cannot regain 
its speed. hit points. lf subsequently reduced to 0 hit points, the target 

is dead and bursts, wills all creatures within S squares of the 
target contracting filth plague no attack roll). 
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Droaam is a deadly frontier marking the edge of civi-
lized Khorvaire. Trolls linger in the mountain passes 
of the so-called kingdom of monsters. Gargoyles. har-
pies. and wyverns circle in the skies. On the streets 
ofthe Great Crag. ogres and minotaurs rub shoulders 
with polls and goblins. Droaam is one of - the strang-
est lands in Eherron. an alien and dangerous place for 
outsiders. Yet under the rule of the enigmatic Daugh-
ters of Sora Kell. this land grows stronger with each 
passing year. 

Great cities are slowly rising from the rubble of 
the Last War. and once-savage bands of monstrous 
humanoids are coining together to form communi 
ties—and armies. Deep fractures still undercut the 
foundations of this new kingdom, and its warlords 
have ambitions oft heir own. However. kw  in the Five 
Nations believed that Droaam would survive a year. 
let alone a decade. 

As the nation grows stronger. the people of the 
east might soon be forced to reconsider their attitude 
toward it.lf t he Last War begins again. this mon-
strous land could prove a potent ally. Of course. the 
Daughters of Sora Kell might have other ideas, and 
folk in western Breland watch Droaam with trepicla 
lion. fearing the day that its armies pour past the 
mountains to nun-v against their lands. 

The customs of the monstrous creatures of 
Droaam can he difficult for PCs to understand. At 
your discretion, a PC can take a -S penalty to Diplo-
macy checks or Insight checks made against the more 
unusual Inhabitants of this land (medusas, gargoyles. 
trolls, and the like) unless someone in the party 
makes a successful hard-DC Nature check at the start 
of an encounter or a skill challenge. 

LORE OF DROAAM 

HISTORY 
Common Knowledge: The land beyond the 

Byeshk and Graywall Mountains has always been a 
realm of mystery and menace. Though claimed by 
Breland in the time of Galifar. it was never truly set-
tled by humans. Western Breland Instead remained 
a land of deadly monsters—a place where questing 
knights could seek their fortunes hauling savage 
beasts. 

History DC IS: During the Last War. mom 
strous bandits and war bands made increasingly 
frequent forays across the mountains and into 
western Breland. In 987 YK. King Borand pulled 
his subjects back from the mountains for their own 
safety. In that same year, three hags—the Daughters 
of Sora Kell—rose to power within Breland's ceded 
territory. Declaring that land to be the nation of 

Droaam. the hags united the monstrous warlords 

under their rule. 
Droaam was not recognized by the Treaty of 

Thronehold. and most K horvairia to: assumed that 
the monster alliance would quickly collapse in the 
aftermath of the Last War. thnvever, the Daughters of 
Sora Kell have proven to be surprisingly capable lead-
ers. creating a semblance of order among their savage 
subjects. The town of Graywall serves as the effective 
gateway between Droaam and Breland, and is gov- 
erned by a mind flares named Xorchylic. 

History DC 20: i)roaam is divided into territo-
ries. each of which is ruled by a monstrous warlord. 
The most infamous warlords of Droaam include 
the medusa Sheshka, known as the Queen of Stone. 
and the powerful oni Tzaryan Rrac. Gnolls, ores. 
goblins. ogres, and minotaurs are the most common 
monstrous races of i)roaam, but harpies, medusas, 
doppelgangers, gargoyles. trolls, and oni can also be 
found in this dark land. 

History DC 2S: The Daughters of Sora Kell 
petitioned for Droaam to be part of the Treaty of 
Thronehold but were denied. Rumors suggest that the 
bags remain intent on seeking the recognition or the 
Five Nations, though sonic say such diplomatic over-
tures are only a cover for Droaam's secret military 
ambitions. 

RELIGION 
Religions DC IS: Its longstanding crusades 

against monstrous creatures ;mike the Church of 
the Silver Flame universally distrusted and despised 
in Droaam. Anyone wearing a visible symbol of 
that faith takes a -5 penalty to Diplomacy checks 
and Is li kely to be attacked without warning even in 
Droaarres relatively civilized areas. 

Religion DC 20: Though few creatures of 
)roaant adhere to the established faiths, priests of 

the Dark Six can be found in this land. most coin-
moldy those revering the Mockery and the Shadow. 
I lowever. Droaanis monsters have a different view 
of these deities from that of other worshipers. seeing 
the Shadow as a benevolent creator feared by Aureon. 
Fiend worship and the Cults of the Dragon Below are 
common in this land. 

STREETWISE 
Streetwise DC IS: Monstrous merchants accept 

currency from across Khorva ire. but Droaam mints 
no coins of its own. Instead, its inhabitants barter 
for goods and services using a wide array of tokens. 
including the teeth of deadly beasts and slivers of pre. 
elms metal. 

Streetwise DC 20: The villages and smaller 
settlements of Droaam can be as dangerous as the 
wilds. However. !louse Tharashk has established 
strong connections with the Daughters of Sora Kell, 
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and a group of travelers under Tharashk protection is 
generally safe within the larger towns and cities. 

POWER GROUPS 
.1 decade removed from anarchy. Droaam now fol-
lows a form of despotic feudalism. The different 
regions oldie nation are dominated by warlords that 
impose their rule over lesser creatures. Some reign by 
sheer force; others, such as the charismatic medusa 
Sheshka. have a more subtle hand. All warlords owe 
fealty to the Daughters of Sora Kell and provide the 
hags with tribute-either material goods or the ser• 
vices of troops and laborers. 

Although the rule oldie hags is ultimately based 
on fear. the warlords recognize that the Daughters of 
Sora Kell arc shaping Droaam into a powerful nation. 
As a result. it is rare fora warlord to challenge the 
hags. However. between the lords themselves. feuds. 
'tosser struggles. and assassination are a part of clay 
today life. 

THE WARLORDS OF DROAAM 
Droaam. any creature that COM IllaIRIS the 

loyalty of a troop and has successfully claimed and 
held territory can call itself a warlord, but only a 
small number clutch leaders wield significant power. 
The best•known warlords of Droaam include the 
minotaur Rhesh Turakbar (page 130) and the giant 
Gorodan Ashlord (page 128). but countless others 
struggle for power in the kingdom of monsters. 

Sheshka. the Queen of Stone: The medusas of 
Cazhaak Draal are a potsvrital force in spite of rich 
limited numbers. Sheshka. their hereditary queen. 
is a skilled hunter and cunning strategist. Less cruel 
than her fellow warlords. Sheska is driven to secure 
the well-being of her people. and she has earned 
their devotion and fealty. She could be a potential 
ally for PCs-or a deadly enemy ifshe considers them 
a threat. 

Drul Kantar: This orti mage holds the lands 
around Thrakelorn. ruling a host of ores. ogres. and 
goblins. Drul Kantar has neither the power nor the 
ambition of the on! mage Tzaryan lira- (page 1 31). 
and he seems entirely loyal to the Daughters of Sora 
Kell. In fact, he is an agent of the Lords of Dust. and 
he hopes to corrupt other warlords and convince 
them to Join his cause. 

The Harpy Flights: The Bycshk Mountains 
have long been controlled by extended harpy clans. 
Though the Hotwing. Last Dirge, Carrion Caller, and 
Storinsinger flights have all migrated to the interior 
to serve the Daughters of Sora Kell, others remain in 
the mountains, including the Brass Talons. the For-
gotten Choir. and the Crimson Wind. The largest and 
most dangerous of the mountain flights Is the Wind 
Ihnviers. The Howlers leader, Callain of the Bloody 
Word, despises the hags and interferes with their 
plans at any opportunity. All the mountain clans prey 
on unwary explorers and travelers. 

Ket he lrax the Cunning: This kobold lord has 
laid claim to Shaa rat Kol in the south of Droaam. 
assembling a host of goblins. kobokis. and gargoyles 
tinder his command. Though he is mocked by other 
warlords. Km heira x has the favor of Sora Katra and 
has proven surprisingly clever. More than once. 
Shaarat Kol has turned back challenges by foes that 
underestimated the kohold lord's strength. 

The Prince of Bones: A war troll of great age and 
power. the Prince of Bones rules the land around 
the ruins of Suthar Waal. Ile is one of the oldest and 
most loyal followers of the Daughters of Sora Kell. 
and his cadre of trolls. ogres. and giants is always at 
the hags' disposal. 

Cairngorm: Unusually intelligent for one °ibis 
kind, Cairngorm is a nabassu gargoyle and the lord of 
Grimstone Keep. Ile holds the loyalty of a host of gar  • 

goyles that have long dominated the ores and goblins 
oldie region. The Daughters of Sora Kell have placed 
a troop of trolls under Cairngorm's command. but 
these servants are charged with watching the wily 
gargoyle as much as assisting him. 

The Venom Lords: Long ago,  a  clan of tieflings 
fled from the Sarlonan nation of Ohr Kaluun and 
found a home in the desolate marshes south of 
Illackwater Lake. For over a thousand years. they 
have practiced dark magic in their domain, all but 
ignoring the wider world. Sora Katra found their 
hidden citadel and drew them out into Droaam. 
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making these tiefling warlocks a potent force within 
the kingdom of monsters. The current ruler of the 
Venom Lords is Bal Molesh. The tiellings of Droaam 
are more soplikticated than their cousins in the 
Demon Wastes, but they remain a cruel and calcu-
lating people. 

THE ZNIR PACT 
Centuries ago. the gnolls of Droaam set aside the 
faith of their demon•worshiping kin. abandoning 
the savagery of Yeenoghu and placing the bond of 
the pack above all else. Ancient clan leaders created 
the Znir Pact to bind their people and keep them 
free or the domination of other warlords—a pact that 
has held to this day. Droaam gnolls have never been 
subjugated, nor have they sought to conquer others. 
Instead. they serve as mercenary troops and trackers 
far all warlords. esserstially playing the role of House 
Deneith within the monster kingdom. 

Houst THARASHK 
Ores and halfores have an easier time in Dmaant 
than humans do, and over the last decade. House 
lharashk has formed close tics with the Daughters of 
Sora Kell. In addition to securing prospecting rights 
throughout the nation.Tharashk helps the hags by 
selling the services of Droaam's monstrous mercenar-
ies and laborers throughout Khorvairc. Outsiders 
who wish to trade with the Daughters of Sora Kell are 
wise to negotiate through the house. 

SETTLEMENTS 
AND FEATURES 
Most inhabitants of Droaam live in villages scattered 
across the wilds. Only in the last decade have the 
Daughters of Sora Kell organized teams of medusa 
architects and ogre laborers to carve roads through 
the wilderness, and to raise fortresses and cities such 
as Graywall and the Great Crag, 

Numerous communities in Droaam are built 
on the ruins °fa ncient goblin settlements from 
the Empire of Dhakaan. The border fortresses- 
Grimstone Keep. Turakba r's Fist, Stonejaw Keep. and 
others—are all renovated Dhakaani sites. 

CAZHAAK DRAM. 
Medusa Town: Population 3,300 

The rocky region ktunvn as the Stonelands sur-
rounds the ruins of a vast hobgoblin metropolis. 
Cazhaak Maar% streets are filled with what appear 
to be the weathered statues of gobl ins—actually the 
remains of Dluakaani that were petrified by the 
magic of the dael kyr. - though the daelkyr overran the 
ancient city. it remains remarkably well preserved. 

In 778 YK, a contingent of medusas emerged fmni 
beneath Cazhaak Draal with battle-trained hasilisks  

and gargoyles. They laid claim to a corner of the 
ruins, though the scale oft he place means that they 
have never occupied more than a fraction of it. The 
lore of the Kcal Volaar (see page 1 l 2) suggests that 
great treasure's are hidden within Cazhaak Matti. 
some of which the medusas have likely found. F low 
ever, the settlement connects directly to the upper 
reaches of Khyber. and things Birk in the darkness 
here that even the medusas fear. Cazhaak Draal is 
the seat of the warlord Sheshka and home to most of 
the medusas of Duman' that are not dispatched to 
work with the hags. 

GRAY WALL 
Gateway Town; Population 6.300 

The town of Gravwall is the conduit between 
Domain and the rest of Khorvairr. Thought the major-
ity of its inhabitants are gnolls. ores. and goblins, the 
foreign quarter is built to cater to humans and other 
travelers from the east. Legitimate merchants come 
to Graywall to trade fur goods and ores that are found 
only in Droaam, but bandits—monstrous and 
otherwise—also use the markets here to dispose of 
their ill-gotten gains. 

l)roaamitcs from the surrounding villages come 
to Graywall to trade, bringing old feuds with them. 
The town also serves as a haven for war criminals, 
exiles. and others who were forced to flee the Five 
Nations. Graywall is governed by Xorclwlic the Old, a 
mind flayer ofgreat might that carries out a mysteri-
ous vendetta against the Cults oft he Dragon Below, 
Xorchylic allows House Tharashk to administer 
justice in the foreign quarter. a duty the house takes 
somewhat casually. 

THE GREAT CRAG 
Capital City; Population 32,500 

At the heart ulDrtfraant. a Vast mountain domi-
nates an otherwise flat and fertile plain. According to 
legend, the Great Crag was torn from the earth during 
the war between the Dhakaanl and the daelkyr. Today. 
the ruins ofa goblin city are scattered across the plain. 
and ancient passages honeycomb the mountain. 

For thousands of years. the crag was shunned by 
Ihe creatures ori he region, but the Daughters of Sora 
Kell have made the mountain their seat of power. 
crafting a bizarre, sprawling city within the ruins. 
The blocky stonework of ogres stands next to per-
fectly restored DItakaani architecture. Harpies and 
gargoyles roost in the heights. with goblins and kobo-
Ids living beneath them in makeshift tents. A good 
number of monsters prefer to serve the hags rather 
than their local warlords, and the resultant Influx of 
population has seen the Great Crag become one or 
the largest cities in Khorza i re. 

Despite its size. the Great Crag is a city of limited 
sophistication. Many services are difficult to find. 
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and Tharashk is the only dragonmarked house that 
maintains an enclave in the city. Weapons are easy 
to come by. since the eity's smiths constantly churn 
out goods for Droaam's nwrcettaries, and sport can be 
tOund in the brutal arena where creatures that ckfy 
the hags are sent to die. The city contains temples to 
the Shadow, the Mockery'. and other grim deities. but 
shrines to the Sovereign I lost and the Silver Flame 
arc unknown here. 

LOST 
Changeling Settlement: Population Unknown 

In a land where a gave or a ssilig can kill. the 
shapeshifting ability of the changelings receives little 
notice. Asa result, doppelgatsgers have an easier time 
trt Droaam than elsewhere in Khorvaire. Changelings 
are common in (ray wall and the Great Crag. moving 
about in their natural forms. 

Rumors tell oral) entire settlement of doppel-
ottgers hidden somewhere In Droaam. its location 
',nown only to the Daughters of Sora Kell. The build-
ngs of this place. known simply as Lost. are said 
In he able to shift shape. transforming into cliffs or 
revs to deceive the eves of strangers. The folk of Lost 

have mastered a number of powerful rituals. and 
tite of 	greatest unsolved thefts in history are 

I taught to be their doing. 

ZNIR 
Gnoll Village: Population 600 

Along with Stonejaw Keep. Znir is the heart ooi the  
gnoll territories in Droaam. Although the permanent 
population of the village is relatively small. thou-
sands of polls gather here once a year to honor their 
ancestors and hear clan leaders renew the Znir Pact. 
The village kat ti res the remains of 'a colossal statue 
dale gnoll deity Yeenoghu. originally hundreds of 
feet tall. Though the statue has fallen. some say that 
a malevolent force lingers within its rubble, and 
that other remnants of the Age of Doman% might be 

hklden here. 

PLOTS AND 
ADVENTURE SITES 
Ruins and dungeons from the Age ofMonsters and 
the Age of Demons are scattered across Droaam. 
including some never seen by human eyes. Thisis a 
universally dangerous land. and adventurers are likely -
to he assaulted by hungry mantkores, wild wyverns, 
or the Infers of a local warlord. A party traveling with 
a Tharashk heir or under the flag of - another warlord 
might be able to amid conflict. 1 lowever. the feuds 
constantly simmering in the kingdom of monsters 
have a way of boiling over at inopportune times. 
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The Warlord's Gambit: Each of the warlords 
of Droaam has the potential to drive an adventure. 
whether as a villain or an ally. Characters who have 
tics to the goblins or the kobolds could become 
caught up in the struggles of Kethelrax the Cunning. 
possibly inspiring the PCs to become agents of the 
kobold lord. Shrshka could prove a strong ally against 
Tzaryan Rrac. or perhaps the PCs need to recover 
an ancient treasure from Cazhaak Draal. working 
beneath the Queen of Stone's deadly gam 

Pawns of Prophecy: Sora Teraza is one of the 
greatest oracles of the modern age. Previous adven-
tures or a quest for a mighty relic might inspire the 
PCs to consult the hag. but the route to the Great 
Crag is a dangerous one. 

Old Debts: Though Droaam is a new nation. the 
Daughters of Sora Kell have dwelled in Khorvaire 
far centuries. One of the PCs might discover that 
Sora Katra spared the life of an ancestor. incurring 
a pledge that the party must now fulfill. Alterna , 

 lively, a PC can learn that Sora Maenya has the soul 
of a childhood friend trapped in her vault of skulls. 
Either way. the hags can make formidable allies or 
enemies. 

Lost and Found: A vital artifact or drag remarked 
house heirloom is stolen from Khorvaire. The thief 
is a changeling from Lost, fleeing back to her hidden 
enclave. Can the characters discover the location of 
the secret settlement? And what else will they find if 
thev do' 

THE DAUGHTERS 
OF SORA KELL 
The Daughters of Sora Kell are the legendary rulers 
°fa savage land. For generations. parents in western 
Khorvaire  have used tales of Sora Maenya to frighten 
disobedient children, and numerous heroes have 
tried (and failed) to match wits with Sora Katra. The 
Daughters of Sara Kell are all ritual casters. with Sora 
Teraza the most accomplished among them. Teraza 
maintains a vast library of books in the Great Crag. 
including ritual tomes from the Age of Demons. 

lithe PCs choose to fight against Droaam. they 
might eventually come into direct conflict with the 
Daughters of Sora Kell. I however, the hags are more 
likely to enter a campaign as an enigmatic mystery 
than a direct threat. Sora Katra might play an elabo-
rate game with the PCs. with no apparent gain kw 
Droaam. Sora Teraza might aid them. providing 
oracular advice at a critical moment. 

If it comes to battle. the Daughters of Sara Kell 
have survived countless previous conflicts for good 
reason. If vastly overpowered. they flee without hesi-
tation. If trapped. the hags use their considerable 
power and knowledge—the location of artifacts, the 
schemes dottier villains—to hargain for their lives. 

DAUGHTERS OT SORA KELL LORE 
Corn mon Knowledge: 'fly I )aughters of Sara 

Kell are powerful hags who stepped out or dark 
legend to found the nation of Droaam. 

Arcana DC 25: The Daughters are far more pow 
erful than other hags. Sora Katra is a brilliant deceiver. 
Sora Maenya has fearsome physical might and hinds 
the souls oilier victims within their own skulk Less is 
known regarding Sora Terava. hut she is rumored to be 
a blind oracle with astonishing prescience. 

History DC 25: The Daughters of Sora Kell main. 
lain order with a fearsome army of ogres and war 
trolls. Ilw warlords of Droaam welcome the leader• 
ship of the hags. but some of the warlords remain 
uneasy allies at best. 
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Sara Katra 	 Level 22 Elite Controller 
Medium fey humanoid, hag 	 XP S, lop 

Initiative -16 
	

Senses Perception .19: darkvision, 

low-light vision 

Distracting Visions aura 3; each enemy within the aura takes 

penalty to Will. 

IP .116; Bloodied 208 

S; Fortitude 3S. ReRex 36, Will 38 

Infralne charm, disease. fear: Resist 10 poison. 20 psychic 

inp, Throws +2 

peed S. teleport 6 

t.ctIort Points 1 

Cunning Claw (standard; at-wilt) 

27 vs_ AC: 3d8 • 5 damage. and Sofa Katra slides the target 2 

srilhlr es_ 

Curse of Misfortune (standard: a4mi41 • Psychic 

Ranged 10; 426 vs. Will; 2d6 • S damage, and ongoing 

psychic damage (save endsi. 

..11-  False Path (wow; at-will) i Charm 

Ranged 10; -026 vs. Will; Sora Katra slides the target 6 squares. 

r Lost Within (standard recharge 	!) ♦ Fear. Psychic 
Ranged 5; +26 vs. Will; 2d8 + 5 psychic damage, and the 

target takes ongoing 10 psychic damage and is stunned (Save 

Valk 
Broken Cruse (immediate interrupt when a creature within 10 

squares of Sora Katra taking ongoing psychic damage makes an 

mark roll at-will) 

Close burst 10: targets the triggering creature: .26 es. Will: 

2e110 - S damage, and the target must make .1 second attack 

roll and use the lower result_ 

•:.• Control Perceptions Istandard encounter) + Charm 
Close burst 3: targets enemies; 026 vs. Will; the target is 
dominated (save ends). Aftereffect: The target is dazed until the 
end of its next turn. 

Change Shape (minor; at•will) ♦ Polyntorph 
Sera Katra can alter her physical form to appear as a kmale of 
any Medium humanoid race. including a unique individual (see 
MIN 780). 

Aliv anent Evil 
	

Languages Abyssal. Common, Draconic, 

Elven, Giant. Goblin 

Skills Arcane +24, Bluff +31. Dipkunacy +31. History -24. Insight 

-24, Intimidate +26. Streetwise +26 

Str IS (+15) 	Dex 201-161 
	

Wits 26(419) 

Con 24 (+18) 	Int 26(+19) 
	

Cha 30(411) 

Sore Maenya 
	

lave! 22 Elite Soldier 
Mediuni fey humanoid. ha 

	
XP 8,400 

Initiative - 20 
	

Senses Perception Ill: darkvision, 

low4ight vision 

HP 474, Bloodied 212: see also life drain 

AC '10: Fortitude 39. Reflex 35. Will 33 
Immune disease. fear; Resist 10 acid, 10 cold, 10 fire. 10 poison 

Saving Throws 2 

Speed S 

Action Points 1 

.11t.; Claw Istandarck at•will) ♦ Necrotic 
4-29 vs. AC: 3d6 9 necrotic damage. and the target is marked 
and cannot spend healing surges or regain hit points until the 
end of Sara Maerrya's nest turn. 

Rending Claws ;standard; at.will) 

Sot.) Maenya makes two claw attacks. If both attacks hit. each 

target taken 5 extra damage. 

}Devastating Strike (standard; recharge 

029 vs. AC; 4410 + 6 damage. and the target is stunned until 
the end of Sara Maenya's next turn. 

Life Drain (standard; recharge :: 	♦ Healing, Necrotic 

Close bust 3;+27 vs. Fortitude; 2d6 .6 necrotic damage. and 
Sore Maenya regains S hit points for each creature damaged by 
this attack. 

Change Shape (minor; atwilli • Poly morph 

SW.4 M.141ty.1 r .111 steer her physscai form to appear as a female 

of any Medium humanoid race, including a unique individual 

Atignenem Evil 
	

languages Common, Elven. Giant 

Skills Athletics -27. Bluff 422, Intimidate -22, Nature 22. 

Reahli -23 
Sir 22 (417) 
	

Des 24 t ■ 18 
	

Wit 22 0171 

Con 18 0101 
	

tat fa 14-isi 
	

Cha 22 I•17) 

Streetwise DC 25: A criminal organization 
known as Daask has recently begun to spread across 
Breland and Aundair. Using violence and intimida-
tion to carve out a niche in the underworld, the group 
is composed almost exclusively of monsters from 
I )roaam. Rumors say that Sara Katra is I he master• 
mind behind this group. 

SORA KATRA 
Sara Katra is the voice of Droaam. The common 
iolk of the land fear Sara Macnva and her trolls. but 

majority of them truly love Sara Katra. She is a 
Lonsummate shapeshifter and is rarely seen in her 
green-skinned hag form. Sara Katra is a brilliant 
'razor and a cunning manipulator. and she enjoys 

drawing heroes into her schemes. 

SCRA MAENYA 
Sara Maenya is the iron fist of the Daughters of Sora 
Kell. I ler strength is legendary. and tales speak of her 
endless appetite for flesh and souls. In her true form. 
she is a massive hag with deep blue skin and steely 
claws and teeth. Sora Maenya imprisons (ties she 
kills, binding each victims soul into its corpse's skull 
and hoarding h. Until a soul has been rescued from 
this captivity. It cannot he raised from the dead. 

SORA Tr RA2A 
Sara Teraza is the must mysterious of the Daugliters 
of Sora Kell, and the one who gathered the others and 
convinced them to found Droaam. Despite her blind-
ness, her prescience Is such that she can perceive her 
surroundings perfectly. Sora Teraza is driven by her 
visions, and she smn•times withholds Information 
from her sisters or shares secrets with their enemies. 
An ancient and bent figure in her natural form, she 
wears a hood pulled down to hide her ruined eyes. 
Sara Teraza is the greatest living oracle in Eherron, 
and the full limits of her divinatory abilities arc for 
you to doermine. 
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Sora Terala 	Level 22 Elite Controller (Leader) 
Medium  Icy humanoid, hag l blind) 	 XP  8.300 

Initiative • 	Senses Perception /26: all-around vision. 

biind-sight 20, truesight 20 
HP 416; Bloodied 208 

AC 38: Fortitude 31. Reflex 36, Will 3/ 

immune dorm. disease, fear, Resist 10 poison, 10 psychir 

Saving Throws 

Speed 8 

Action Points 1 

CO Distracting Touch (standard: at•wilb 44 Psychic 

+16 VC. Reflex: 3d10 ". 3 psychic damage, and the target takes a 

•5 penalty to Attack rolls against Sera Trra14 until the end of Its 

next turn_ 

Twist of Fate (minor Iltround: at. will) 

Ranged 10: -426 vs. Will: one ally within range ends a condition 

that a save can end, and the target gains that condition (save 

Terera's Whisper Istaridartkat. will) 

Close burst 2: +26 vs. Will: 2d6 4- 3 damage. and the target is 

blinded and dazed (save ends both). 

Timesilp (standard: encounter) 
Close burst 5; any ally In the burst can take a standard action 

immedietety, 

Change Shape (minor: at,wRI) Polymorph 

Sore 1cr,rxe can alter her physical form to appear as an elderly 

female of any Medium humanoid race. including a unique 

individual (see NIA.1 280:1 

Prophet)[ Knowledge (immediate interrupt. when Sora Teraza is 

tat by an attack: al-will) 

the attacker must make a second attack roll and use the new 

result . 

Alignment Unaligned 	languages All 
Skills Ar calla 130. Dungeoneering • 26, History +30, Insight -31, 

Nature 4-25, Religion + 30. Streetwise +22 
Str 141+13) 	Dex 20 (+16) 	Wis 301-Ili 
Con 24 (+18) 	lot 28 (+20) 	Cha 271-171 

GORODAN ASHLORD 
One of the itamt powerful warlords serving the Daugh-
ters of Sora Kell. the fire giant Gorodan Ashlord is a 
Xeti drik exile and one of the kw of his kind in Khor-
s-aire.Gorodan rules Vralkek. the only port in Droaant. 

GORODAN ASHLORD LORE 
History DC 20:The king °fa lire giant realm in 

Xen'tlrik exiled Gorodan for seeking power above his 
station. Gorodan came to Droaam more than twenty 
years ago, bringing an entourage of lire creatures 
with him. 

Carving Mil a large fiefilont on the shores of the 
Thunder Sea. Gorodan subjugated the ogres and gob-
lins (tithe area, then built a fortress net the bluffs east 
of the Scar River. When the Daughters of Sora KdI 
came to power in Droaam, they ►► on the fire giant's 
grudging allegiance. granting him the resources to 
raise a settlement around his fortress. 

Nature DC 20: -171ough Gorodan has a reputation 
as a warrior, he is also a mystic of sorts. Hr knows 
only a little magic. but he is constantly seeking ways 
to emulate his fire titan ancestors. 

Streetwise DC 20: Gorodan allows anyone to 
make port in Vralkek as long as the proper fees are 
paid. To protect commerce and travel, the fire giant 
keeps strict laws enforced by his gohlin and ogre mili-
tia. These laws favor the wealthy. the powerful. and 
those creatures that are willing to pay the sleep trade 
taxes that Gorodan levies. Vralkeles semblance of 
order is not sufficient to conceal the wickedness that 
thrives there. from black markets to the temples of 
malevolent gods. 

-11w strong and well connected prosper in Vralkek. 
but only as long as their goals support the Asitionk. 
Gorodan has no love for the hags or their other war-
lords, and he works against them ildoing so furthers 
his own ends. 

Gorodan Ashlord 	Level  17 Elite Soldier (Leader) 
Large  elemental humanoid  (giant). fire  giant 	 XP 1.10(1 

Initiative 415 	Senses Perception +13 

Smoldering Aura aura 5; each ally within she aura gains a -4 bonus 

to damage roils against targets taking ongoing fire damage. 

HP 334: Bloodied 167 

AC 35: Fortitude 31, Reflex 28. Will 30; see also hydra wait.? 

Resist 10 firy 

Saving Throws • 1 

Speed 7 

Action Points 1 

Blaring Waraxc (standard:: at will' t Fire, Weapon 

Reach 2: -21 vs. AC: 2d6 + 8 damage. ongoing 10 fire damage 

I save ericIO. and the target is marked until the end cd Gorodrn's 

next turn, 

4 Axe Flurry is:widen:I:requires a waraxe: recharge 

C Grecian make: two bating Vddr.MC attacks. 

<- Blazing Axestorm)standard: requires a waraxe: recharges 

when lint blootIled) ♦ Fire. Weapon 

Close burst 1: targets enemies: 20 ss. AC: 1t16 	demage, 

ongoing 5 fire damage (save ends). and the target is marked 

until the end of Goroden's next turn. 

+ Burning Wave (standard: encounter) ♦ Fire 

Close burst 3: 110.i-s, Reflex; 1d8 • / fire damage, and ongoing 

S fire damage (save ends.). 

Alignment Unaligned 	Languages Common, Ehen, Giant, 

Goblin 

Skills Arcane +13, History +13, Insight -14, intimidate -17 

St: 2S t+ISI 	Der 21 (+13) 	Wis 12 t-9I 

Con 23 (+14) 	int 10(+8) 	Cha 21 (4-13i 

Equipment scale armor, 1 waraxes 

GORODAN ASFILORD'S TACTICS 
Gorodan takes the fight to his enemies with axe flurry 
attacks. using Nadal; axestorm to cut them down or 
mark them if he is surrounded. If the same enemies 
remain dose. the fire giant employs burning wart 
against them. 

ENCOUNTER GROUPS 
Gorodan is lord ofseveral ogre and goblin tribes. 
which he has to a point. He has a kw fire 
giant followers. as well as a number of avers. hell 
hounds, and Sala mauiders at his disposal. 
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Level 18 Encounter (X P 10,000) 
+ (;orodan Ashlord (le ► el 17 elite soldier) 

+ 1 fin-bred hellhound (level 17 brute-11M 160) 
• 2 lire giant Iiirgecallers (level 18 artillery. 

,11,► 1 123) 

+ I sit latnander noble (level 15 controller. AIM 227) 

lilstory IX 30: More than two centuries ago, 
Mordant d'Phiarlan was one of the Twelve. but the 
ambitions :nage begaii delving into IbrbkIden lore. 
choosing to experiment with the magic of the dad 
kyr. Though he was taiit tired, tried. and petrified 
in order to expedite his trip to the prison island of 
Dreadhold. Mordain escaped. 

MORDAIN THE 
FLLSI 'WEAVER 
One of the most powerful wizards in Eberron is also 
fine of the world's most terrifying mortals. Mordain 

the Flesli ►► eaver. the subject of dark fireside tales, 
lives in exile in western Droaam. Though the Iwelse 

have attempted to imprison Mordain liar his attempts 
to master the magic of the daelkyr. few lime the 
power to directly oppose him. 

MORDAIN LORE 
History DC 25: Near Droaanfs bonier with the 

‘;itado ►s. Mars lies. Mordaids Hall reaches into the 
,k• like a massive malformed arm. The area that 
surrounds it is filled with fimilspawn and other hor-
rors of Nlordain's own creation. I 1 is servants search 
, (instantly for ancient dark r sites ►  ilhin Droita tn  

and the Shadow Marches, and some say that the mad 
it taw hopes to reopen the gates to Xoriat. 

Mordain the Fleshweaver 	Level 21 Elite Controller 
Medium aber rain 	 6,400 

initiative -1 3 	Senses P-Ercerior. 	7: all around vision_ 

dark vision 

IIIP 338: Bloodied 169; set alsoiirshwetwer's rrsur9rnce 

Regeneration IS 

AC IS: Fortitude 33, Reflex 3S. Will 33 

Immune disease, polymorph: Vulnerable cold and radiant i if 

Mordain takes cold and radiant damage. regeneration does not 

function until the end of his next twill 

Saving Throws •2 

Speed 8; teleport 5 

Action Points 1 

()Stinging Tentacle (standard: a•will) 

Reach 3; +-lb vs. AC; i413 • 2 damage. and the target is slowed 

and takes ongoing 5 damage (save ends both). If the target is 

already slowed, it is dared instead. 

Ct Untavellisl Rey (standard; amoral) 

Ranged 20; -24 vs. Reflex; 7d6 - 7 damage. Ivlordain pushes 

the target 1 square. and the target takes ongoing 10 damage 
I save ends)_ Aftereffect: Ongoing S damage lease ends(_ 

4 Firshwoaver's Fury (standard; at -will) 
Nlortlain nukes two bask attacks. 

Burrowing Shard (standard; recharge ;::;Y: IT) 
Ranged la. -24 vs. Fortitudr.; 2d6 &tillage. and the target is 

Axsteo.ohdited amid takes sso.gcsint tS dasssaige yeas Irsods. 

Aftereffect: The target takes ongoing S damage and is slowed 

I cave ends both f 

•1:- Unnatural Presence!standard encounter). Fear 

Close burst S. targets enemies: - // vs_ Wilt: the target is stunned 

until the end of klordain's next turn. Aitereffect: The target takes 

a -2 penalty to attack rolls against Mordain (save exist. 

Xoriat Storm (standard; encounter) + Psychic. Zone 

Close burst 3; targets enemies; 424 rs, Will; Id6 psychic 

damage. and the target is slassed Isom ends) E#ew The burst 

creates a tone that lasts until the end of Mordain's next turn. 

Any creature that starts its. turn within the tone is subject to 

an attack; -24 vs. VOLE 2d6 psychic damage, sod the target is 

slowed {S.11! endsi. Sustain Minor: The zone persists. 

Change Shape (minor: at-will) Polymorph 
Mordaon c an alter his physical form to take on the appearance of 

any Small or Medium humanoid, incluifing a unique individual 

isir AIM 280(, 

Fleshweaver's Resurgence (when iiiordain is reduced to 0 hit 

points in a round during which he did not take told and radiant 
damage:encounter). Healing 

%/edam retains to life with 30 hit points at the stet of his next 

turn . 

Resistance to Saying 
Attempts to sr ry upon Mordain. his location. or objects in his 

possessaon fail as if the target of the attempt did not exist. 

Alignment Evil 	Languages Common, Deep Speech, Elven. 

Goblin 

Skills Arcata -73. Dungeonc-ering 422, InsIght +17, Nature 417 

Str 14 (-12) 
	

Des 17 (+13) 	Wis 14 kith 

Con 23 (41E4 
	

Int 27 (•113) 	Cita 72 i • 16) 

Equipment rubes 
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MORDAIN'S TACTICS 
\lordain tiT81 uses unnatural pretence on his foes. then 
spends an action point to call forth a Noriat storm. 
fe sustains that power as long as possible while he 

makes burrowing shard attacks. While waiting for that 
plover to recharge. 1w makes unraveling ray or slinging 
fen Melt! at tacks with fleshteeave es fury. 

ENCOUNTER GROUPS 
Mordain is served b• a host of aberrant and mutated 
creatures. many of which are Isis own creations. 
Unique [Amblers, mutated flesh golems. foulspawn. 
and imprisoned fiends all prowl the area around 
MordanAllidl. 

Level 21 Encounter (XP 10.400) 
• Mordain the Fleshweaver (level 21 elite controller) 
+ 1 beholder eye of chaos (level 23 elite artillery. 

Alonster Manual 2. page 25) 

RHESH TIZRAKBAR 
In the bt.rtlerlands north ofCtraywall. the fortress 
of Turakhar's list is set upon an imposing mound of 
volt atilt rock in the center of a sprawling plain. The 
minotaur warlord !thesis Turakbar and his demon. 
worshiping clan rule here. the Int-tress% outer walls 
painted with the blood of t heir foes as a grim warn• 
itsg, - flue minutaur warlord is a massive creature 
eineml in dark fur and scars. Ile files his teeth to 
jagged points to better resemble Raphomet anti the 
overlord's favored servants.. the goristros. 

TURAKRAR LORI 
Arcana DC 20: Rhesh Inflows the demon lord 

Baphomet. also known its the Horned King. Mane of 
the victims of -Writ khar raids are brutally sacrificed 
to slake the blood thirst of the overlord of minotaurs. 
Rhesh and his followers are said to wield demonic 
jkt ► er hestoweil by their dark lord. 

History DC 20: Monstrous humanoids raid and 
despoil western Breland from the safety ofI)roaam 
and the citadel known as Turakha•s Fist. Seeking 
slaws, Mood. and plunder. these murderous forces 
serve Rhesh Tura khar. the minotaur warlord of east• 
ern Droaam. 

Street wise DC 20:11 tough the Daughters of Sora 
Kell tolerate Rhesh Turakbar. they and the minotatir 
are not strong allies, Ilowever. the ► arlord's Moody 
sorties into western Breland arc useful to the hags. 
since they pri wide,. critical inlitristat ion on the state of 
BreIand's defenses—and stoke the fear of a full scale 
Droaam invasion that grips that land. 

Rhesh Turakbar 	 Level 11 Elite Brute 
Medium natural humanoid. minotaur 	 XP 1,200 

initiative .9 	Senses Perception • 

HP 280, Bloodied 140. Ire also blood for Baphornet. fr.rocity 

AC 17; fortitude 19, Reflex /b. Will 24 

Saving Thrown • 2 

Speed b: see also goring ehaege 

Action Points 1 

GreathAmmer [standard; at -will + Weapon 

• 14 s-s 	1c18 8 damage 

# Gauntlet Smash (minor ltrountl; at•ill) • Weapon 

• 14 vs. AC: 1d8 • 7 ciansrige. 

4 Caring Charge (standard; at well) 
Rhesh makes a (Isalge eureka •15 	AC: 246 , 7 damage. and 

the target is knorheel prone. Rhesh then shifts 2 squares anti 

resales a melee bask at writ 

Blood for Ilephornet (when Rhesh drops an enemy to 0 hit points 

or fewer: encounter) + Healing 

Rhesh regains 30 hit poem. 

rerotity (when first bloodied and again when reduced to 0 hit 

points) 

Rhesh makes. a melee basic attack. 

Alignment Chaotic evil 	Languages Abyssal. Common. Goblin 

Skills Dungeoneering -11. Intimidate +14. Nature 411 

Str 740121 
	

Des 18 (-4•9) 	Wls 12 (461 

Con 20100) 
	Int II (45) 	Cha I9 ('9) 

Equipment hitle armor. greathJmmer. spiked gauntlet 

RIIESI I TURAKRAR'S TACT ICS 
Ithe%h hurls himself into battle with goring charge, 
then wades among his enemies ► kb greathammer 
and gauntlet smash attacks. [le continues to make 
goring thaw attacks ifhe can do so without provok-
ing opportunity attacks. focusing on single targets to 
Insure quickly make use 01 blood  for Bap/tomer. 

ENCOLINTIR GROUPS 
Demon worship has corrupted Rhesh Turakbar's 
underlings, turning Turakhar•s Fist into a place of 
nightmare. 	ra 	r's raiders include grid Is that 
have rejected the /nit Pact. harpies. uthuttalw ,  of 
Ittrakbar's clan, ores of the Blood he tribe. ogres, 
and demons. PCs traveling through western Breland 
or along the road to or front Graywallarc likely to 
become targets ofal twakhar raid. 

Level 10 Encounter (XP 2.600) 
+ ItIwth Turakbar (level I I elite brute) 
+ 2 goals claw fighters (level 6 skirmisher. MAI 132) 
+ 1 goo!! •monk scourge (l•vel 8 brute. MM 132) 
+ 1 gnt4Igorger (level 7 brute. Alonster Manual 2. 

'raw 127) 
• 1 harpy (level 6 controller. MM 154) 
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TZARYAN RRAC 
South of the Watching Wood. fires burn before the 
gates of a massive. crouching fortress. Ores and ogres 
live in and about this place. which is Tzaryan Keep. 
home to the cunning oni triage Tzaryan Rrac. 

TZARYAN RRAC LORE 
History DC 20: "Darya n Rrar was the first war-

lord of Droaam to embrace the rule niche Daughters 
rt Sore Kell. As a reward for his leaky. the bags 
,ranted the oni mage control oldie Watching Wood's 
southern reaches and the land ranging from south of 
the forest to the Thunder Sea. 

History DC 25: Arcane research and foul ritu-
As occupy much of Tzaryan's time. The tali mage 
lusts after relics of the Dhakaani Empire. as well as 
items from the war against the daelkyr and the Age 
of Demons. To this end, he sends his agents across 
Khor► aire. pursuing mysteries that he has uncovered 
in his studies. 

Street wise DC 25: Tiaryan has a number of 
wefiplaced agents within the Sharn branch of the 
rlminal gang known as Daask. He uses these follow-

ers to keep tabs on prominent explorers in Sharn and 
r o manipulate the resources of Morgrave University 
:or his own ends. 

Tzaryan Rrac 	 Level 14 Elite Lurks: 
Lai 1. natural humanoid. oni magi; 	 XP  2.000 
!rlitrative • 10 	Senses Perception '9; darkvision 

1,1P 187: Bloodied 91: see also reoctistginmrr 

Regeneration 10 

AC 30; Fortitude //. Reflex 25_ Will 29 

laving Throws 

Speed 7. fly 8 (clumsy/ 

fic tion Points 1 

t Claire (standard: at-will) ♦ Weapon 
Reach 4 19 vs. AC: 1d10 - S damage. and Traryan Rex is 

invisible to the target until the end of his next turn. 

4 Double Attack (standard: auwal) 
Tiaryan Brat makes two glaive attacks. 

E Deadwinter Blast {standard: encounter) • Cold. Necrotic 

Close blast S. targets enemies; 4-17 vs. Fortitude: 2d6 - 5 cold 

and necrotic damage_ and the target is slowed save endsi. 

Combat Advantage 

Tzaryan deals 1d10 extra damage on melee a ttacks against err, 

creature granting combat advantage to him. 

Deceptive Veil (minor. a•will) 44 Illusion 
Traryan can disguise himself to appear as any &lethal% or Large 

humanoid, A creature that makes a successful Insight check 

lopposeci by itaryan's Wulf check) sees through the disguise. 

Invisibility {standard: 	Illusion 
Tzar) J n turns invisalde until he attacks. 

Reactive Gamer (free. when first bloodied: encounter) • Illusion 
it.0 n Rrac uses 

Alignment Evil 	Languages Conwnon. Diatonic, Giant, Goblin 

Skills Arcane •17. Bluff -.19, History +17, Insight -14. Religion -17 

Sir 20 {-r121 	ORIC 17 0-101 	Wis 14 (+9) 

Con 21 (412) 	Int 20 (4-12) 	Cha 24 (+14) 

Equipmeell < hoiornail.glaive 

Streetwise DC 30:1.ike all of Droaanis other 
warlords, 'Tzaryan lusts for power. Though he does 
not openly oppose the Daughters of Sara Kell, he puts 
his own well-being firmly ahead of the interest of 
the kingdom of monsters. The oni mar might well 
betray the hags lithe price were right. 

TZARYAN RRAC'S TACTICS 
Tzaryatt always starts combat itwisible or under a 
&replan• veil, hoping to surprise his foes. I Ic uses dead-
winter blast when he can target at least three enemies. 
making double attacks with his glaive and changing 
targets while invisible. 

ENCOUNTER GROUPS 
Tz.aryan rules over a large number (Wore tribes and 
ogre bands. and his allegiance to the Daughters of 
Sara Kell has greatly increased his standing. With 
the power the hags have granted him. he also claims 
lordship over dark fey in the Watching Wood. and a 
number of polls and trolls have joined his retinue. 

Level 13 Encounter (XP 4.700) 
• Tzaryan Rrac (level 14 elite lurker) 
• 8 orc warriors (level 9 minion, NON 203) 
• 2 ogre skirmishers (level 8 skirmisher. MM 199) 
• 2 bausltrae dartswarmers (level I I artillery. 

MAI 2S) 

Level 15 Encounter (XP 6.500) 
• Tzaryan Rrac (level 14 elite lurker) 
• 1 war troll (level 14 soldier. MM 254) 
• 8 ogre bludgeoneers (level 16 minion, SIM 198) 
• 2 gaol) demonic scourges (level 8 brute. MM 132) 



The power of nature resonates within the Eldeen 
Reaches. flowing out from the primeval Towering 
Wood into the cultivated lands oft he cast. where it 
nourishes crops and people alike. The Reaches have 
long been the bastion of the mysterious druids whose 
fa it la oll-ers guidance to understanding the deeper 
mysteries of prima! power. Though this land is now 
a place of peace and prosperity. the Eileen Reaches 
have known hardship as dark and sinister as that 
faced by any people in Khorvaire. 

LORE OF THE 
ELDEEN REACHES 

AT CANA 
Arcana DC 15: For centuries. I louse Vadalis has 

based its operations on the eastern border between 
the Eldeen Reaches and Aundair. Its primary endure 
is in Varna, and it has a strong presence in the towns 
of Merylsward. Delethorn. and Erlaskar. In these and 
a number of smaller settlements, the house raises 
magebred animals and trains fantastic steeds with 
the blessing of the druids, By virtue of its strong con-
llet WM5 to Aundalr (the brother of the house baron 
married the Aundairian queen). ‘'adalis is respon-
sible for forging strong relations between the Reaches 
and that neighboring land. 

A rearm DC 20: The Reaches contain several 
manifest zones within the depths of the Towering 

-Fhough some of these areas augment the 
druids' power over the land. others corrupt that 
power, creating areas where death and disease run 
rampant. 

DLINGEONEERING 
DU ngconetring DC 25: The war against the 

daelkyr devastated the Eldeen Reaches. and vast 
numbers of the ancient druids of the Towering Wood 
died in that conflict. Aberrant horrors stalk the 
Reaches to this day. and the Wardens of the Wood 
fight constantly to destroy these threats. The cru-
sades of the Church of Silver Flame once targeted the 
unnatural creatures oft he Reaches. However. these 
efforts only pushed the horrors into the deep forest, 
where they have long lingered out of reach oft he 
Eldeen druids. 

HISTORY 
Common Knowledge: Near the midpoint of the 

Last War. Aunciair was forced to pull its defenses 
from the Eldeen Reaches' rich farmland and verdant 
Ibrests to protect its cities. In doing so. Aundair effec-
tively left the folk of the west to defend themselves 
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against the forces of Breland and the bandit armies 
funded by Karrnath and the Lhazaar Principalities. 

Faced with bloodshed and the threat ofannexation, 
the Wardens of the Wood raised an army of druids. 
ranwrs. and fey from die Towering Wood. With each 
victory. the Wardens rallied the Reachers. who quickly 
declared their i ndependence. The Throneholci Accords 
recognized the Reaches as a nation, ensuring its inde-
pendence and its place in the new balauce of power. 

History DC 15: The connection between the 
Readies and Aundair is one of MOM than mere geog-
raphy. Before Aundair abandoned these lands. the 
druids of the Wardens were dose to the ieWynarn 
line. Even today, many Wardens have family connec-
tions across the border. 

Before the Reaches Independence, these lands 
were the site of a dark crusade by the Church of the 
Silver Flame. Half a century before the start of the 
Last War, an unknown evil infected the lyeanthropes 
of t he Towering Wood. stirring them to violence and 
driving them east to wreak chaos in settled lands. 
When the druids of the Reaches could not stem 
the bloodshed caused by the afflicted (as they were 
known). the Church of the Silver Flame swept across 
the Thrane border, invading Aundair with the intent 
of ennui ning and destroying this evil. However. 
the Flame's followers made no distinction between 
afflicted and Ilona ITlic tea !yea nt hropes, even going so 
far as to slay innocent shifters in their zeal. 

History DC 20: The Eldeen Reaches were first 
settled by ores during the height of the goblin empire 
of Dhakaan. and the original druidic trad it ion.s can 
he traced to the ores' attempts to live in harmony with 
the beauty and primal power oft heir land. In the 
aftermath of the war against the daelkyr. the ranks of 
the ore druids were decimated. 

The effect ofthat ancient conflict can be seen in 
the Eldeen Reaches today, with aberrant creatures. 
demons. and other hideous abominations still stalking 
the darkest parts of the wood. The surviving druids 
named themselves the Gatekeepers and withdrew 
into the deep forest. taking it upon themselves to 
protect the powerful seals by which the dacikyr were 
banished from Eberron. It took the COM lug of-humans 
to Khorvaire to repopulate the Reaches once more. 

History DC 25: The humans who first settled 
the land east ofAundair came in search ofopportu. 
nit): but more than a few found themselves drawn 
past the fertile farms and into the shadows of the 
Towering Wood. Deep within the forest. these folk 
heard the call of the Great Druid Oalian—a sentient 
greatpine who had watched over these woods for 
millennia, Teaching the druidic traditions to this 
new race. Dalian established h i mself as the spiritual 



enter of this land and the leader of its guardians—the 
%%artier's of the Wood. 

NATURE 
Common Knowledge: - Ow vast Towering Wood 

covers most oldie Eklecti Reaches, untouclwd and 
unspoiled. Along its eastern border spreads fer- 
tile farmland ideal for filming:m(1 livestock. The 
Reaches are home to a diverse population. with 
lutmans. ha Ifelves. eladrin. elves, centaurs, shifters. 
and others living more or less in harmony. The folk of 
:he west are deeply steeped in the druidic traditions. 
Reacher% in the cast swear fealty to the Great Druid 
lalian. but they have little direct exposure to the 

it olds and their ways aside from the scouts and advi- 
rs who pass through their towns and villages. 
Nature DC l5: The rich Ian/nand and pasture of 

:he Reaches has no equal elsewhere in Khorvaire. The 
hotpot of Meer* Farms and ranches helps feed the 

populations of Breland, Karrnath. and beyond. and 
4gricuhu re remains the Reaches primary industry. 

Animals raised in the Reaches are stronger and 
healthier than other K horrairian herds. putting 
i'ideen livestock in high demand across the conti- 
• tut. House Vacialts maintains :a strong connection to 
lee Reaches. and nearly all magebred animals found 

.: the live Nations ins come from Varna's stables. 
Nature DC 20: Within the Towering Wood grow 

._.sotic plants sought after by alchemists and ritualists 
:hc world over. Magical beasts also roam the Forrest. 
heir organs the key ingredients in potions and poisons 

a like.  However. the druids strictly control all harvest- 
, rig and hunting within the wood, and t respassers 
•should expect little mercy from the Wardens.  

TEL IG ION 
Common Knowledge:  

Though most folk of the 
Elder!' Reaches follow the 
druidic traditions. temples 
dedicated to the &VOCE- 
rign I lost can be found in 
all larger communities. 
A rawai and Balinor have 
t w strongest following ha 

these lands. 
Religion DC 15: When 

humans first came to 
the Eldeen Reaches and 
were exposed to Oalian's 
teachings, they created a 
singular devotion to the 
druidic traditions. Over the 
centuries. dorms its Oldiner-
cut factions have splintered 
from those traditions. 
spreading throughout the 
'lo Bring Wood and across 
the continent. 

- 1 he Wardens lithe Wood remain the largest and 
best known druidic sect in Khorvaire, and within 
the Reaches. they enforce the Great Drukrs laws and 
serve as the Ibundation of that nation's military. it is 
their task to guard the land from attack. to ensure 
that the Reaches' borders remain inviolate and that 
its creatures arc allowed to live in peace. 

Religion DC 20 The largely human Wardens 
anise originally to replace the Gatekeepers—the ancient 
order of ore druids who now watch over the magical 
seals that keep the daelltyr threat at bay. The ores cre-
ated the druidic tradition. and all existing traditions 
can be tram! hack to their teachings. Hh wever. they 
were all but destroyed during the was with the daelkyr. 
TI tough they have existed for millennia. the Gatekeep-
ers currently number fewer than a hundred. primarily 
ores, halforcs, shifters, and humans. 

Religion DC 25: Lesser sects of druids are 
common, some supporting the Wardens and the Gate-
keepers in their goals. and others embracing nature's 
destructive side. The Ashbound is a militant group 
opposed to the use of magic. The Children of Winter 
embrace death as a part of the life cycle and use their 
power to ensure that only the strongest survive. The 
Greensingers maintain close relationships with the 
fey that were the original masters of these woods. 

STREETWISE 
Streetwise DC 15: Not all is peacefill in the 

Eldeen Reaches. Extremist factions within the druids 
would see the eastern farmers pushes] from their 
lands. Burned farmsteads and poisoned wells testify 
to the resolve of these fanatics. 
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SETTLEMENTS 
AND FEATURES 
The eastern Reaches merge seamlessly with Ann' 
dales western borderlands, with idyllic farms 
connected by Origin caravan tracks and smaller roads. 
Farther west, civilization fades. with only a single 
trade road running from Lake Ga li far to Greenheart. 
The Towering Wood is trackless wilderness. popu-
lated primarily by fey, the druids of the Gatekeepers 
and the Wardens, dire beasts, and monstrous crea-
tures left over from the war against the daclkyr. 

GREENE! EART 
Capital Town; Population 1,300 

Greenheart is home to the Wardens of the %%rood 
and the Great Druid Oa lian, and the town is the 
center of the Eldeen Reaches' authority and govern-
ment. It is the only site in the hovering Wood that sees 
significant numbers of travelers, and it is here that 
those wishing to join the druids first lune to study and 
train under the elders who govern the settlement. 

Although Green heart is 	compared to Varna 
in the east, the town's population swells for ceremonies 
and sacred festivals. The kilk °fate forest are commit-
ted to defending Greenheart. and they can quickly 
converge on the town in response to any threat. 

The druids permit no corn mercy. within Green-
heart. and although visitors are welcome, the town  

has no marketplace or tavern. Shelter. comfort, and 
healing are freely provided within private homes, 
as long as outsiders show the proper deference and 
respect for druidic customs, 

Grove of the Great Druid: Oalian, ruler oldie 
Eldeen Reaches, is like no other creature in Eberron. 
Some claim he was once a tree. awakened by power-
ful magic wielded by the original Gatekeepers. Others 
say he is the first tree, as old as the world. If Dalian 
knows the truth of his origin, he does not share it_ 

At the center of Greenheart stands the Great 
Druick grove. Trees and dreams form a ring around 
a pool of mirror-still water where the Great Druid 
channels the primal power that enriches this land. 

SliAE LORALYNDAR 
Eeyspire; Population 4,500 

'Me druids have long known that the boundaries 
between the world and the Fey wild are thin within 
the Towering Wood. For centuries. legends spoke 
of the feyspire of Shae loralyitdar materializing for 
short periods within the forest. Now. the great citadel's 
appearance after the Day of N loom ing heralds a new 
chapter in the history (lithe feyspire and the Reaches. 

Shae Loralytolar stands at the center of a forested 
valley in the Twilight Demesne. u here waterfalls 
from the Shadowcrags spill into t he forest. The Spire 
of Rose and Thorn defines the artistry and grace of 
the clad rin. Its pea k-roufed houses are connected 



Ashbound Berserker 
	

Level 2 Brute 
Pilediurn resenrai hornancld, shifter 

Initiative -7 	Senses Perreprion -8; Irviv , light vision 

HP 43. Bloodied 21: see also lotyponth shifting, orwavelin9 srrikc 

Regeneration see longtooth shiftim 

AC 14: fortitude it Reflex IS. Will 13 

Speed 6 

(j) Battleaxe istandarck at•Ill) 4 Weapon 

• S vs_ AC: I d10 - 3 damage: see also iongtooth chi, wig 

# Unraveling Strike (standard: requires a battleaxe: recharges 

when first bloodied) ♦ Weapon 

5 vs. AC: 2d8 • 5 damage. and the target takes a -2 penalty to 

all defenses (save ends K see also lonstooill shifting). 

Longtooth Shifting lininor. when first bloodied; encounter).* 

Healing 

Until the end of the encounter. the Ashbound berserker gains 

a • 2 bonus to damage roils. and gains regeneration 1 while 

bloodied. 

Alignment Unatigned 	Languages Common 

Skills Acrobatics -10. Stealth /10 

Sir 144+3) 	 Dee 113 (+S) 
	

Wis 14 031 
Con 13 (+2) 	Int l0 (+I ) 

	
Chi 51 4+0) 

Equipment light shield. hattleate 

ASHI4OUND BERSERKER TACTICS 
['he Ashbound berserker targets controllers and strik- 
ers with unrasrlins strike and battleaxe attacks. focusing 
on characters using magic whenever possible_ 
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by slender bridges. beautiful rose gardens spreading 
between them as the towers of the eladrin lords rise 
high above. 

The eladrin enjoyed peaceful relations with the 
drukls of the lOwering Wood. I lowever. their Inability 
to return to their native plane in the aftermath of the 
\loin 'ling has led to suspicion and unrest. and the 
cladrin struggle now to find their place here. A rivalry 
has always existed betwrrtl Shat 1.oraly ndar and I'vlas 
Pyrial. The folk of that Zilargo kys-pire have adapted 
easily to their stew lives iii Fherron, an la titude that 
seems treasonous to the folk of Shite Loralynclar. 

1.11rd Eve rsitli rules Shar Liiralyntlar as he has for 
centuries. l le regards the druids as useful (if inferior) 
allies. but he reftises to subject himself or his people 
to their laws. This perceived arrogance is a source of 
growing colsilietwithits fact isms of the Wardens. 

The Twilight Demesne: The sylvan grove known 
as the Twilight Demesne has long been a sacred site 
for the fey of the Towering Wood, for the boundar- 
ies between the feywild and Eberron are thin here. 
l he 'hvilight Demesne is home to great revels. with 
ley Iblk journeying from across the Towering Wood 
and beyond to pay Iumiagc to the court of Shay 
I .oralytalar. 

VARNA 
Frontier Town; Population 8.000 

On the eastern frontier with Aundair. Varna is the 
only settlement (.)1 significant sum in the Reaches-this 
land's commercial center and gateway to the rest ()I 
the world. Reacher merchants congregate here to buy 
a nd sell livestock and to -trade finished goods for the 
Reaches' Ixamtilid harvests_ 

All the dragonmarked houses maintain a presence 
In the town. even as they Icx)k for ways to expand 
their influence in the Reaches. At the same time. 
Varna has become home to the excesses of all larger 
k . enters. particularly a thriving black market win-re 
no iachers and trappers smuggle rare plants aiid ani-
mals Into Aundair and beyond. 

PLOTS AND 
kDVENTURF SITES 

Ancient Evils: The Wardens of the Wood main-
tain a constant vigil for the horrors that linger in 
:lie Reaches as a result oldie daeikyr incursions. 
Recently. the reports of the Wardens and the Gate 
keepers suggest that the number of such encounters 
has been growing. Sonic fear ilia' the ancient wards 
waling away the daelkyr might be weakening. but 
the Gatekeepers are too few in number and too 
(lint in ishe d in power to restore t hem. The assista 

■ ipowerful allies is needed to stem this new threat. 
The Gloaming: In the depths of the Towering 

%Violin. splendor and beauty surrenders to the dark- 

ness known as t he ;14:aiming. I lore. malformed trees 
are hosts to r asites. disease, and swarms of horrid 
insects. Monstrous beetles, spiders. and centipedes 
attack unwary travelers. The druids believe that this 
place marks the location of a ntanifest zone to Mahar. 
the Endless Night. 

Grove of the Guardian Trees: The Towering 
Wood has stood for millennia. but the trees of this 
ininwval grove are older still. Larger than anv other 
trees in Kliorvaire. they dwarf even the ancient pines 
of Oa lian's grove. This place is home to dire beasts or 
great size and ferocity. Fey shrines arc common in the 
grove, anti the forest folk come here in meditate and 
commune with nature_ 

‘Vinter's Return: The Children of Winter were 
originally based in the Gloaming. but that druidic 
wet abandoned its hold in the Towrring Wood after 
Ile Day of 'loom ing. spreading its vision of dest ruc- 
tion to the wider world. Recently, druids ofthe order 
have begun to slink back in secret to the southern 
part of the Forest. Rumors picked up by i ion w n- 
nit h agents say that the druids have obtained a relic of 
tinkttown power from within the Mournla 

ASHBOUND 
The A tillittittliti is a sect of Eideen druids who believe 
that the use of magic represents a perversion of the 
natural order. Though some Ashbound use peaceful 
means to spread their message. many see violence as 
the only way to achieve their ends. 



Initiative • 4 	Senses Perception • 7:law - light vision 

Bloodlust aura 2: each ally within the aura gains a 11 bonus to 

attack roils. 

HP 120. Bloodied 60: see also razor( low shifting 

Regeneration see aspect of the beast 

AC 21: Fortitude 19, Reflex 16, Will 11; we also taro/claw shifting 

Saving Throws 0 2 

Speed 6; see also aspect of the beast. rororclow shifting 

Action Points 1 

Ci.) Claw (standard: usable only while affected by aspect of the 

beast: at•will) 

.10 vs. AC: 2d8 • 3 damage. 

(i_)Quarterstaff (standard:  usable only while not affected by 

aspect of the beast: at-will) • Weapon 

10 vs. AC; 1d8 b damage, and the warshaper slides the 

target 2 squares. 

Winter Sentinel 
	

Level 10 Soldier 
Medium natural humanoid. humeri 

	
XP 500 

Initiative .10 	Senses Perception • 14 

HP 101: Bloodied SO 

AC 26; Fortitude 23. Reflex //, Will 11 

Resist 5 poison 

Speed 6 

isi)Longsword(standatd; at-will I • Poison, Weapon 
• 17 vs. AC: 1d8 • 5 damage plus 1d6 poison &snuff, and the 

target is marked until the end of the sentinel% next turn. 

Winter's Fangfstandard requires a longsword; 

Poison. Weapon 
.17 vs AC: 1d8 ■ S (tentage plus 1d6 poison damage. and the 

target is marked end immobilized until the end of the winter 

sentinels. next turn. 

<• Winter Fugue Mee: encounter, Disease 

Close burst 3; targets a creature marked by ssinterifiing-,*13 vs. 

Fortitude; the target contracts the winter fugue disease (see the 

faring page). 

Wkanew the Weak 
A winter sentinel's melee attacks deal I d6 extra damage 

against a bloodied target it has marked. 
Alignment Evil Languages Common 
Skills Endurance -11. Intimidate • 10, Nature .14 

Sir 21 (-101 	Dex 17 (48) 	Wis 181,9) 
Con 13 (4-6) 	Int 94-51 	 Cha 10 (+S} 
Equipment hide armor, heavy shield. longsword 

Ashbound juggernaut 	 Level 3 Skirmisher 
Medium natural humanoid. human 	 XP 1 S0 

Initiative • S 	Senses Perception 48 

HP 46: Bloodied 23. see also hewing strike. natures wroth 

AC 17, Fortitude Ili. Reflex IS. Will IS 

Speed 6; see also natures wrath 

Greataxe (standard: at-will) • Weapon 
ss. AC: 1d12 • 3 damage icrit 1d12 • 15) 

Handaxe st ttdard; atwilii • Weapon 

Ranged 5.'10; 8 vs_ AC: 1d6 • 3 damage 

<' Hewing Strike (standard-. requires a gireataxe: recharges when 
first bloodied I + Weapon 

The Ashbound juggernaut makes • charge attack; dose burst I; 

• 9 vs. AC: 1d12 damage (crit 1d12 • 12). and ongoing S damage 

!save ends.1. 

Nature's Wrath (when first bloodied; encounter) 
Ihe  Ashbound juggernaut shifts 3 squares and makes a bask 

attack as a free action at any point during this movement. 

Alignment Unaligned 	Languages Common 

Skills Endurance -4-8, Intimidate 4 5 
Str 17 (*At 	Dex 14 (+3) 

	
Ms 14 (+3) 

Con 14 • 3) 	Int 9 I-0) 
	

Cha 8 (-0) 

Equipment hide auntie. greataie 

Ashbound Warshaper Level 5 Elite Controller (Leader) 
Medium natural humanoid. shaker 	 XP 400 

} Claw Flurry (standard; usable only while affected by aspect of the 

beast; at-will) 

1 he Ashbound warshaper makes two claw attacks. 

Unleash the Beast (minor: usable only while not affected by 

esprit of thr beast; at-well • Charm 
Ranged 10: -9 es. Will, the target makes a melee bask attack 

against an adjacent creature of the Ashbound warshsper's 

c lioice as a free action . 

Aspect of the Beast (minor: encounter I • Healing, Poiymor pis 

The Ashbound warshaper assumes the form of a primal 

beast. Until the end of the encounter, the warshaper gains 

regeneration S. its speed increases by 2. and it can make claw 

attacks. While in this form, the Ashbound warshaper cannot 

make quarterstaff attacks and cannot use unleash the [eerie . 

Raxorciaw Shifting (manor; usable only white bloodied: encounter) 
Until the end of the encounter. the wankseper's speed increases 

ter  ? a rwl it gains a -1 bonus to AC and Reflex, 

Alignment Unaligned 	Languages Common 

Skills Endurance 4.13.1ntirnidate • 8. Nature -11 

Str 17 i-SI 	Des 15 (44) 	Wis 204-71 

Con 121431 	Int 10 (+2) 	Cha 1.31.-3) 

Equipment quarterstaff 

ASIIROUND jUGGIRNAUT TACTICS 
Ihr Ashbound juggernaut wades into battle with 
grealaxe attacks. reserving hoeing strike until it can 
target tux) or more enemies. 

ASHROUND WARSHAPtR TACTICS 
The warshaper makes I1tIarterstaIfand unleash the 
beast attacks until bloodied, then uses aspect of the 
beast and targets powerful files with its cla•florr•. 

ASHROUND LORE 
Nature DC 15: The Ashbound oppose what they 

see as the reckless use of magical power. and they 
point to the Mourning as proof of their beliefs. 

Nature DC 20: Though the fanatics olthe Ash-
hound are the most well known. other members of 
the order seek to educate through action. 

ENCOUNTER GROUPS 
The Ashbound work in small groups. allowing them 
to escape notice as they work their far reaching plans. 

Level S Encounter (XP 1,200) 
• I Ashbound warshaper ( level ; elite controller) 
• 2 Ashbound Juggernauts (level 3 brute) 
• •  Ashbound berserker% (level 2 brute) 

CHILDREN OF WINTER 
Death is the natural pinnacle of the cycle of life. and 
the Children of %linter are determined to bring the 
t ranskirmat lye power of death to 311 of Khorvairc. 
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Child of Winter Doomspeaker 	Level 12 Lurker 
Medium natural hurnanoict. shifter 	 XP 700 

Initiative • 16 	Senses Perception 15; low-light vision 

F IP 96: Bloodied •13; see 4150 nitorclass.  shifting 

AC 76; Fortitude 24, Reflex 25. Will 24; see also rozarclaw 

Speed 6:see also razor( law shifting 

Gi Sickle (standard; at-will) • Weapon 

417 vs_ AC: 2d6 S damage, and the target ts dazed until the 

end of the chvoinspeaker's next turn. 

Hasten Doom (standard: requires a sickle; at-will) • Weapon 
*17 vs. AC; targets J creature affected by doom rezroird: 4d6 • 

7 damage. and the target is no longer affected by doom revealed. 

?.1* Doom Revealed (standard: st•will) 

Ranged s-15 vs. Will; until the end of the doomspeaker's 

next turn. whenever the dournspeaker takes damage. the 

target of this power takes half that moth damage. The 

doomspealcer can designate only one target with its doom 

revealed priwor at a 

Ralorriaw Shlf ling (minor; usable only while bloodied; encounter) 

Until the end of the encounter, the doomspeaker's speed 

increases by 2 and it gains a -1 bonus to AC and Reflex. 

Alignment Evil 	Languages Common 

Skilk Arrobatks +17. Stealth -17 

Str I 1 1-61 	[lex 22;+17) 

CW111 1Z (+7p Cori 181-i-101 	Int 14 (4-8) 

Equipment leather armor. sickle 

Winter Witch 	 Level 11 Controller 

Medium natural hunianoid. human 

Initiative - 9 	Senses Perception -10 

HP 114; Bloodied 57 

AC 25:Fortitude 23. Reflex 73, Will 74 

Immune disease; Resist 10 necrotic; Vulnerable S radiant 

Speed 6 

( Sickle (standard; at wiiit + Weapon 

-016 vs_ AC.; 2(16 • 7 darnage. and the target gains vulnerable 

S necrotic until It moves more than S squares away horn the 

winter witch. 

< Rot Tide (standard: rechrege rkia).• Necrotk 

Close blast 5; targets enemies: #13 vs. Fortitude: 1d10 3 

necrotic damage. and the target takes ongoing 5 necrotic 

damage and is slowed ;save ends both:. 

-* Worms of the Earth 1$1.40darek encounter) • Necrotic 

Area burst 3 within 10: targets enemies: • 13 vs Fortitude: 2d10 

4 3 necrotic damage, and the target is immobilized Is.ne enrIsl. 

Alignment Evil 	languages Common 
Skills Endurances-14, inuinistme +13. Nmure +15. Religion *10 
Sir 10(#54 	Dex 191-9) 	Ms 21 (-0-10) 

Con 181-91 	ant 11 OS) 	Cha 17 (-41) 

EqiiIpment leather if trine. sickle 

ortrintrr fugue ruins the mind. drr► urino the mentorte5 
and form of envaires it ufflictx. 

ilie target 	initial Effect: The target  fall  The target takes a 
is cured. 	takes a - 2 penalty to 	 -S penalty to skill 

skill checks and J - 1 	 checks and a - 2 
penalty to its speed. 	 penalty to attack 

rolls. and is slowed. 

Endurance improve DC 24 maintain DC 21, worsen DC 18 or lower 

E2 	Final State: The target takes a • 5 penalty to skill 

checks and a - 2 penalty to attack roils. and is slowed. 

In addition, whenever It takes damage. the target 
makes a melee basic attack against an adjacent ally. 
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WINTER SENTINEL TACTICS 
A winter sentinel uses winter's fang and inflows up 
with winter fugue at first opportunity. returning to 
melee more it has succeeded or failed at infecting 
a li)e. 

WINTER WITCH TACTICS 
A winter witch makes sk kie attacks. then follows 
with rot link or %With; of the earth to take advantage of 
its enemy's % . tiIiierability to necrotic damage_ 

DOOMSPEAKER TACTICS 
A doomspeaker alternates betweeli doom revealed 
and hasten doom attacks. focusing on different targets 
each time. 

CHILDREN OF WINTER LORE 
Nature DC 20: The Children of Winter recogniz.e 

that without the natural processes of death and decay. 
there t:111 be no life. Their faith sees plagues. lamine, 

nd strife as sat-  red forces. culling the weak 40 that 
only the strongest survive, 

Nature DC 25: According to the Children of 
Winter. the Mourning is a sign of the impending 
doom of Eberron. heralding the destruction that will 
allow a glorious new age to begin. 	the death of 
tyre. the ( :hildren of Winter left the ( lloanting In the 
lingering Wood to spread across Kluirva ire, deter• 
mined to bring the present age to an end. 

ENCOUNTER GROUPS 
( ihiklren of Winter strike teams are led hy a doom-
speaker and employ unnatural beasts whose set's-

existence heralds the com ing encl. 

Level 13 Encounter X P 4-.200) 
+ 1 Child of Winter doontsp•ak•r (level I 2 lurker) 
+ 2 winter witches (level I] controller) 
+ 3 winter sentinels (few' 10 soldier) 
+ 1 hellst Inger scorpion (kvel 13 soldier. Al Al 229) 

7- 

Winter Fugue Level 10 Disease 



The Lhaiaar Principalities are a fractious confed-
eracy of territories encompassing the northeast tip of 
Khorvalrc and the archipelago of islands alongside it. 
Historically a haven for pirates and corsairs. the Prin-
cipalities maintain their freebooting heritage but are 
now better known as the home of the continent's best 
mariners and merchant ousels. 

LORE OF THE 
LHAZAAR PRINCIPALITIES 

HISTORY 
Common Knowledge: Though typically thought 

°rasa single ranvreign nation. the. Lhazaar Princi-
palities are a louse affiliation ofseparate island states. 
each ruled by a so-called sea prince. The Principali-
ties were once part oldie kingdom of Gali fa r. but they 
broke away at the start oldie Lase War. Historically, 
the island; have been havens liar pirates. privateers. 
and merchants ofquestionable morals. Although their 
political legitimacy was established at ThronehoId. the 
Principalities remain largely lawless land, and travel-
ers in the islands must be wary. 

I figh Prince Byger ir'Wynarn is lord of the Sea , 
 dragon Principality and nominally the leader ofall the 

litazaar Principalities. i lowerer. Hyper and his allies 
(arid enemies) know that he could he overthrown low 
one °Hite regions other princes at any time. The most 
powerful of the other Principalities include: 

The Cloud reavers. led by Prince Mika Rockface. 
Mika is as bloodthirsty a pirate as any in the region's 
history. and if she had her way. Lhazaar would throw 
()flits cloak 01 - civility and return to its anarchic past. 

Iltc I)iresharks. led by Prince Kolbcrkon. lie sees 
himselfas next in line for the position °Nigh prince. 
and his group's rivalry with the Seadragons is intense. 

The Gray Tide, led by Prince Kel. I pis holdings are 
named after the dread magical mist that lingers over 
the waters surrounding Lastpoint 

The filoodsalls. led by Prince Shaer Tasil. Shaen's 
realm is notable for the fact that it is populated almost 
elusively by elves and eladrin. The Himachal Is base 
of operations is on the far northern island of Farinen. 

The Wind Vat isperers, led by Prince Koulton 
Brightwind. headquartered on Wind lost Island. Koul-
ton is the only sea prince who currently has a price 
on his head. placed there by 1-louse Lyrandar when 
he became an excoriate a decade ago. 

History DC 15:Though the Principaliiks existed 
as a loose alliance of territories under Galifar. the Last 
War saw those alliances•and the princes' allegiauice to 
Gallia--break apart. After a period of fighting among 
therusehes for control of the islands. the sea princes 
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looked to turn the chaos of war into financial gain. 
Whether by engaging in open piracy or hiring out as 
privateers to the warring File Nations. the princes 
established themselves as independent powers. 

As the Last War drew to a close. the Principalities 
perceived the need for a unified front if they were to 
keep their ha rdavon freedom. By allowing the power-
ful Ryger leWynarn to represent them as high prince. 
the sea princes saw the Lhazaar Principalities recog-
nized as an independent nation at Thronehold. 

History DC 20: In the centuries preceding the 
Last War, the Principalities were an autonotnous 
region within the kingdom ofGaIilar. 'I'he pirates and 
plunderers (lithe Islands won their limited self-rule 
during the lung-ago Lhazaar-Galifar War. a conflict 
litter rememhered by the Five Nations but celebrated 
as a malor victory by the folk of the isles. in the after-
math of the conflict with Galifar, the privateers ofthe 
Principalities began shifting their focus from piracy 
to legitimate trade and exploration. By virtue of their 
skill, they also began to supply a significant percent-
age oldie ships and officers in Gab Fa r's navy. 

History DC 25: The Lhazaar Principalities were 
the site of the first human settlements in Khorvaire. 
established by migrants from Sarlona. From the 
beginning, the isles were a wild and turbulent place. 
and they have maintained that quality despite long 
centuries of pressu re from the civilized mainland. 

STREETWISE 
Common Knowledge: The laws of the Lhazaar 

isles vary from principality to principality. and are 
uniformly lax. The Principalities are a good place to 
disappear. since its folk ask few questions and answer 
even fewer. 

Streetwise DC 15: Understanding the internal 
polities bel vomit the primes and their territories is 
important. Although movement and trade between 
the various principalities are unrestricted. the princes' 
cm going rivalries and feuds have a profound influence 
on business dealings and relat kinships. Say the wrung 
thing in the wrong harbor tavent and you might find 
yourself having to swim for friendlier waters, 

Streetwise DC 20: Beneath the sea princes. other 
lesser 'tables claim titles such as sea bawl'', pirate loot 
merchant king. admiral. and duke. On the isles and In 
the seas around them. authority depends entirely on 
the troops and ships at a noble's immediate disposal. 
A merchant king might lure no land holdings. no sup 
port Inuit any nation, and no lineage to speak of. but 
Wile has a fleet of warships crewed with able sailors. 
then he ru les the seas armind him—al least until a 
bigger. faster fleet sails over the horizon. 



AAR 
ALITIES 

TALENTA 
PLAINS 

SETTLEMENTS 
AND FEATURES 
No map records the full number °ism dements in the 
Lhazaar Principalities. and a cartographer attempt-
ing to create one would find that many of the. isles' 
smaller towns and villages would have disappeared 
before he was finished. 

Each of the major islands has at least one port town. 
typically the seat of power for one of the sea princes. A 
handful of other settlements have been occupied for  

long enough to have passed the threshold of perma-
nency. but the residents of those towns come amigo 
with the titles on which they make their !lying. 

REGALPORT 
Capital Port Town; Population 3,300 

Regalport is the capital +lith• Seadragon Princi-
pality and the de facto capital of all the isles. Built 
around a sheltered dccpwatcr bay on the island 
of Greeruarn. the town has grown wealthy on the 
bounty of the sea. High Prince Ryger is a fair and 

conscientious leader. lie uses his 
own wealth to ensure that town 
guards and other officials are 
well paid. hoping to minimize 
corruption and bribery. 

1)ragonmarkcd Houses: The 
d ragout:11a rked houses are not 
well represented in the Lhazaar 
Principalities. The relatively 
small number of permanent 
settlements and the general 
instability of politics in the isles 
makes the houses understand-
ably hesitant to assign resources 
and personnel to the region. 
Regalport is an important excep-
tion, and the town features small 
outposts for all the houses and 
sizable enclaves for I louse Origin 
and Flame Ghallanda. In addi-
tion. House Tburanni has its 
headquarters here. 

Pirate Exchange: Though 
its name summons up visions of 
an unsavory tavern for first-time 
visitors, the Pirate Exchange 
is Regalporfs popular public 
market. The largest collection of 
vendors east oldie Mmr Holds. 
the Pirate Exchange bustles daily 
with merchants selling goods 
from across the continent. as well 
as local sea food and treasures 
from the isles. With the possible 
exception of Sham, the market is 
also the best place to find goods 
from Argramessen and Sarlona. 

PORT VERGE 
Port Town; Population 2.100 

Port Verge on the isle of 
Questor is the scat of power for 
Prince Kolberkon. leader of 
Direshark Principality. Though 
his capital is not as large or as 
well developed as Regalport. Kol- 
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berkon has plans to change that. I i is hope of leading 

the• Principalities rests on his ability to outshine I I igh 

Prince Huger in even way, and Port Verge is his start-

ing 'mint. 

Koiherkon has struck deals with the Order of t he 

Emerald Claw and I louse tyrandar kw the financing 

Of his grand schemes. but lw is well aware that these 

alliances carry risks, bi particular. fyrandar is intent 

on expanding its influence in the Principalities-and 

of ultimately gaining at least partial control over the 

Lhataar merchant fleets, 

PORT KRFz 

Pirate Village; Population 900 

Port Krex is the easternmost town in the I.hazaar 

Principalities, situated on the island of K rag and 

looking out on endless miles °lymph. sea. I !nine to 

Prince Mika and her Cluttdreavers. Port Kret is the 

antithesis of Regalport-everything one pictures when 

imagining a town run exclusively by and for the plea-

sure of pirates. Any vice can be indulged here. and 

the only regulations recognited in town are the laws 

tithe sea. Mika's folk take what they can and hold it 
as lung as they can defend it. 

Front Pon Kre,.. the Clotalrea ► ers launch attacks 

on seagoing trading vessels. unprotected towns along 

the Khorvaire coast, and any ship unlucky enough to 

come out on the wrong side oft he Gray Tide. 
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TEMPEST ISLE 

Uninhabited Island 

Jutting up from the sea near the southern coast. 

'ferniest Isle takes its name fees: the news-ending 

storm that rages over its central mountains. Some say 

this phenomenon is caused by a clan of storm giants 

descended from Xen'tlrik exiles that landed here 

millennia ago. Others aSSeti that a mighty wizard 

lives atop Cite peak. and that the starlit is his warning 

against visitors. 

'Whatever the cause oft he storm, rumors of faint• 

Ions wealth hidden on the island bring ships from 

^sc re:ss K horva i re to these waters. It is said that pirate 

captains in ages past used the n u merous natural 
raves and caverns on the isle to store their treasure, 

and that one such trove in particular holds more gold 

and jewels than the wealth of all the !liar:Aar princes 

combined. No one has ever found this legendary trove. 

ufeourse, and most treasure bunters who set filo! ittin 

the island's jungle-shrouded Interior never return. 

PLOTS AND 
ADVENTURE Sins 
For long centuries, the Dia mar isles have been 

known as a haven for pirates and buccaneers. Despite 

the Principalities' recognition at Thronehold, atilt 

regardless of Prince Ryger's nominal leadership over 



the people oldie isles, the past lives on here. making 
Litazaar well suited for swashbuckling adventures. 

Any mission or quest the PCs undertake can be 
given an added sense of urgency if they discover that 
one of the sea princes Is after the same prize—or even 
after the PCs themselves. Alternatively. a party might 
be tasked with bringing in a pirate for crimes commit• 
tech against another nation or a dragon marked house. 

The Blood of Vol: On the frozen northern island 
of Farinen stands Illmarrow Castle. home of the lich 
Vol. In life. she carried the Mark of Death and was 
heir to House Vol. however. when it was resealed that 
her kin had experimented with mixing elven and 
dragon blood in their line. the dragonmarked house 
was extinguished and Vol was slain. 

Through her arcane powers. her indomitable 
spirit, and a burning hatred l ► r the elves and dragons 
that had wronged her. Vol has endured for long cen-
turies in the ranks of the undead. She has spent that 
time gathering followers to her cause through prom-
ises of wealth. power. and control over life and death. 

Though Vol's religion is not as prevalent in the 
Principalities as it is in Ka rrnath and elsewhere in 
Khurvaire. practitioners of the Blond of Vol are slowly 
spreading throughout the isles. Like most worship• 
ors. they know nothing of Vors dark history or plans: 
they merely worship the power of life. blood, and the 
divinity within. Through her followers, Vol is intent 
on maintaining a dose watch on affairs and events in 
the isles—and hopes to eventually count the powerful 
sea princes among her faithful. 

Dreadhold: Just off the tip of Cape Far lies the 
prison island of Dreadhold. For centuries, this for-
tress has been home to heinous criminals from across 
Khorvaire, sent here to live in squalor and misery. 
NVItenever important political figures and dissidents 
go missing. it is whispered that they have been sent to 
Dreadhold. never to be heard front again. 

PCs of particular skill and bravery might be tasked 
with entering Dreadhold i ►r any number of reasons. 
most commonly to deliver a notorious criminal at thnc 
behest of a government or a dragonmarked house. 
Likewise. a party might be asked to confirm that a 
particular inmate is still incarcerated, or to retrieve 
a prisoner at the request of the government that sent 
him to Dreadhold. In more difficult cases. the PCs 
might attempt to break someone out of the island 
prison or, in a worst-case scenario, could be unjustly 
imprisoned themselves. 

The Gray Tide: 11w waters around the island 
of Lastpoint crawl with a clinging. bone chilling 
gray mist. The crews of ships forced to sail through 
the Gray Tide become disoriented and confused. 
When—or if—they sail out again. they report hearing 
shrieking winds emanating from the center of the 
mysterious fog. No one has ever determined what 
lies at the heart of the Gray Tide, and few arc brave 
enough to enter the mist in search of an answer. 

THE CHAOS FLEET 
Thirty years ago. a pirate named Magwroth thought to 
seize control of the Clotalreaver Principality, challeng-
ing the rule of Sea Prince Mika Rockface. The results 
were one-sided. Magwroth was hideously injured. his 
vessel Devourer's Hand was severely damaged, and the 
test of his ragtag fleet was sunk. After limping away 
under tattered sails. Magwroth was never seen again. 
and it was assumed that Devourer's H and had vanished 
beneath the waves. 

Would that it bad. 
Carried on !Orions c urrents through the blinding 

mist of the Gray Tide. Devourres Hand passed into the 
heart of Kythri. the wildest region of the Elemental 
Chaos. There. Magwroth and the remains of his crew 
were comunted by a host of inhuman creatures that 
now sail a ghostly fleet across the Ihazaar Sea. 

	

The Chaos Fleet consists of 	dozen to two 
dozen vessels. its numbers changing front day to 
clay. Several of the ships, including Devourer's !land. 

	

are mortal-built wrecks kept of 	by the elemen- 
tal power that now infuses their waterlogged hulls. 
The other ships hall from the Elemental Chaos and 
are driven by the power of fire and air. Though they 
appear to be roughly carved of rock or ice, these 
chaos ships are impossibly swift and can run down 
even elemental galleons. 

CHAOS FLEET LORE 
History DC 25:Thirty years ago, a pirate captain 

named Magwroth tried to usurp the Cloudreaver Prin-
cipality from Sea Prince Mika Rocklace Magwroth 
was soundly defeated, last seen at the helm of his clam-
aged ship. Devourer's Hand. as it limped out to sea. 

Streetwise DC 20: In recent months, a number 
of vessels bane vanished fiom what were thought to 
be safe sea lanes near the Lhazaa r Principalities. No 
known pirates have claimed responsibility, and no 
wreckage has been found. 

Streetwise DC 25: Pirates and merchants have 
reported seeing a bizarre fleet ofships on the horizon 
oft he Lhazaar Sea. The lead vessel appeared to be a 
Lhazaar warship. but the ships that flanked it were 
oddly misshapen. Mysterious colored lightning was 
said to dance between the masts of this ghostly fleet. 

MAGWROTH, CHAOS FLEET CAPTAIN 
Though it wears the face and form of Captain Mag-
► roth. the commander ofth is fleet is an elemental 
being of pure destructive energy. It now occupies Slag_ 

•rodfs flesh, with the mind and soul of the captain 
imprisoned inside an elemental drudge (see below). 

The crew of Devourer's Hand and the other mortal-
built ships of the fleet likewise consist ofcreatures 
that have been possessed by elemental forces. A ritual 
transforms a living humanoid into a Chaos Fleet sailor. 
then creates an elemental drudge empowered by the 
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Magwroth 

Medium elemental humanoid 

Level 75 Brute (Leader: ,  

 

Initiative • 19 	Senses Perception • 16 
HP 284: Bloodied 142: see also thous retort 
AC 37; Fortitude 38, Reflex 36. Will 36 

Resist 15 variable (7 .'encounter: see Mkt 7821 

Speed 6, swim 6 

cf,si Elemental Claw ist-indant atsv1111 + see text 

28 	AC: 2d6 • 9 damage, and ongoing 10 cold, fire. or 

lightning darnage Magvaoth's choice l (save ends). 

<- Chaos Retort (iree, when first bloodied; encounter)* Charm, 

see text 
Close burst 5: targets enemies: •2• vs. Will: 2d6 1 7 cold. fire. 

or lightning damage IMagwroth's choice), Magwroth slides the 

Target 2 squares, and the target makes J basic attack against its 

nearest ally. Miss- Half damage, and the target is dared until the 

end of Magwroth's next ken. 

Faster, Ye Swabs) (minor: recharse1:41:11 
Close burst 6; each ally v■ititin the borNt in [Ai-  an extra move 

action immediately . 

•(• Wail of Anguish (standard: recharge !I + Psychic 
Close horst 3: targets elsernies: -26 vs. WM; /00 7 psychic 

darriagr. 

Alignment Chaotic evil 	languages Abyssal. Common. 
Primordial 

Skills Arran.] -22 

Sir 28 (4-21/ 	Dex 25 0-191 
	

Wit 19 (4161 

Con 24 (4191 	int 21 (-17) 
	

Cha 2S t-191 

Chaos Fleet Sailor 	 level 23 Skirmisher 
Mechlin) eie-niereal humanoid 	 XP 5.100 
Initiative -18 	Senses Pricer ion 415 

HP 214: Bloodied 10/, we also elemental eruption 

AC 37: Fortitude 36, Reflex 34, Will 35 

Resist 70 cold, 20 ire. 20 lightning 

Speed 6, swim 6: see also rending pass 

) a w (standard; at-wit 

.28 vs. AC: 3d6 • 9 dimage 

}Rending Pass (s-tandard. at will) 
• /8 vs- AC. 3d6 9 damage, and the sailor shifts 3 squares. 

<• Elemental Eruption free, when first bloodied: encounter) + 

see text 
Close burst 5: targets enemies: •26 vs. Fortitude: I d13 • 3 cold. 
fire, or lightning damage (sailor's choice), Miss: Half damage. 

Alignment Cbaotk evil 	languages Abyssal. Common. 
Primordial 

Sir 27 (r19) 	Dex 20(r16) 	Wis 180-15) 
Con 2 2 (i-17) 	ant 23 (.071 	Cha 24(418) 

mortal's SOLII..I . IW k• and stone vessels are crewed b ►  

archork. demons., and other etc-menial ereat tires. 
For the moment. "Nlagwroth -  seems content to 

attack and raid low vessels. However, the ships 
and crews he destroys are taken under his control, 
and so ihe Cliaos Fleet has begun In gross. hi time. 
Niagwroth could threaten not just the I..hazaar Princi-
palifi•s but all of coastal khorvaire. (July 'hen might 
his ultimate objective become clear: to destroy all lilt'. 

Front a distance, the captain resembles the hall 
ellMagsv rot h. but on closer inspection. the facade 
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falls. I he elemental's gaping wounds reveal burning 
fire racing like blood beneath its skin, lIgly bulges 
mar its flesh, tearing open as it moves to reveal icy 
protrusions berwal h. Lightning dances w ithin its 
pupils, and a dark smoke hisses from its blackened 
teeth and lips. 

MAGWROT11.5 TAC t1CS 
Nlag► roth moves into melee alongside his sailors. 
starling with elemental claw attacks. then using 
his wail of 	once multiple foes are in range. 
Magss'roih begins looking for an escape route once 
bloodied..Nfter unleashing his dittos retort. he has no 
qualms about sacrificing his allies as he escapes. 

CHAOS FLEET SAILOR 
Like their master Magwroth, these sailors are 
elemental creatures wearing humanoid flesh. 'heir 



horrid features include eves of fire, teeth and finger-
'tails of ice. and %sounds that bleed mud. 

CHAOS FLEET SAILOR TACTICS 
Chaos Fleet sailors prefer to spread out when attack-
ing. using their rending pass power to form opponents 
to come to them and provoke opportunity attacks 
from the sailor's allies. They fight to the death if Mag• 
wroth is present. but otherwise attempt to escape 
after their demental eruption is spent. 

ELEMENTAL DRUDGE 
The remains of sailors whose bodies have been 
usurped by the Chaos Fleet. these creatures have 
forms of ice and stone carved into abstract humanoid 
shapes. The mortal soul that occupies each one is 
fully aware, but it can do little but silently scream. It 
has no control mer the drudge, which behaves as a 
golem or other mindless servitor. 

Elemental Drudge 	 Level 23 Minion Brute 
Medium elemental humanok1 	 XP 1,1 / S 

Initiative • 18 	Senses Perception -18 

HP 1: a missed attack never damages a minion: see also elf-mental 

ditc*ation. 
AC 35. Fortitude 36, Reflex 35, Will 35 

Resist 20 cold. 20 fire. 20 lightning 
Speed 6. swim 6 

Slam (standard; •will) • Cold 
+16 vs. AC: 7 damage, and ongoing 2 told damage (save ends!. 

This ongoing cold damage stacks with that of other drudges, to 

a maximum of ongoing 10 cold damage la single save ends A). 
Elemental Dissipation (when reduced to 0 hit points) • Cold, 
Fire, Lightning 
Close burst I; *24 vs. Reflex: targets enemies:10 cold, fire, and 

lightning damage. _ 
All 

Sir 
Co 

ELEMENTAL DRUDGE TACTICS 
In elemental drudge crashes into combat in an 
attempt to overwhelm its foe. Drudges are driven to 
focus their slant attacks on the same target. building 
up ongoing damage on a single enemy. 

ENCOUNTER GROUPS 
Nlagwroth and his finti crew call upon other crea-
tures of the Elemental Chaos in battle. often leaving 
them to finish the fight after they have fled to save 
themselves. 

Level 25 Encounter (XP 38,875) 
• Magwroih (level 2S brute) 
• 3 Chaos Elect sailors (level 23 skirmisher) 
• 9 elemental drudges (level 23 minion brute) 
• I earthwind ravager (level 23 controller. MM 104)  

Ti i t FORTRESS OF 
FADING DREAMS 
Thousands of years ago. one of the eladrin's kyspires. 
Shin Tirias •OLA, slipped from Thelanis into Xeridrik-
but when it appeared, the giants were waiting. They 
pillaged the feyspire, claiming its treasures and taking 
its people as slaves. The other eladrin lords responded 
by impnwing their defensive magic. However. some 
among them wanted more-they sought vengeance. 

The lords of Shae Doresh. the Spire of Dreams, 
swore to make the giants pay. They transformed 
their settlement into a mighty fortress. crafting arms. 
armor. and powerful spells of battle. When their fey-
spire next appeared in Eberron, they challenged the 
emperor of the giants. but they had woefully underes-
timated the power of the titan king. With a powerful 
ritual, 1w banished the feyspire to the plane of Dal 
Quor. where it remained trapped mull the cycle of 
that plane spat it hack to Thelanis once more. 

By the time Shac Doresh next returned to Eberron, 
the giants had been laid low. However. the fey had been 
tainted by their long sojourn in Dal Quor, their feyspire 
transformed into a haven for nightmares-now called 
lifer Lian Doresh. the Fortress of Fading Dreams. 

Like all the other feyspires.Taer Lian Doresh has 
continued to drift between Thelanis and Merton. With 
each cycle, the fey ofthe Fading Dream nurture their 
anger fOr their own dark transfOrmat ion. They hunt 
and kill all who stray too close to their citadel. They 
despise other cladrin for being weak, and consider the 
elves to be a debased mockery better wiped away. 

The spire exists in a state of flux. simultaneously on 
Dal Quor and Eberrun. Within the fortress. adventur 
ers can meet and physically interact with the spirits 
of dreamers or quori-though anyone who leaves the 
spire returns to the plane he or she came front. The 
Lord of the Fading Dream is no servant of the Dream-
ing Dark, but he is willing to work with the quori 
when doing so will spread sorrow across the land. 

FORTRESS OF FADING DREAMS LORE 
Arcana DC 20: The stories of the leyspires speak 

of seven cities. including Shac Doresh. the Spire of 
Dreams. Though this ancient settlement was once 
a place of beauty and dreams made real, a darkness 
dwells there now that even the eladrin do not speak of 

Arcana DC 25: 'tales say that the fey of Mute 
Doresh (Ought the giants of Xeirdrik and were ban-
ished to Dal Quor for thousands of years. When they 
returned. they had become a dark and bitter folk. 
hungry for vengeance. Their feyspire became known 
as Taer flan Doresh. the Fortress of Fading Dreams. 

Arcana DC 30: Rumors tell of how the fey of the 
Fading Dream can make nightmares manifest in 
the material world. unleashing horrific dreams and 
visions upon their foes. 

parent Chaotic evil Languages — (understands Common 
and Primordial) 

27 1.19) 	Dex 24 •8) 	Ms 24 (+18) 
is 23 (4171 	fill 3 (+7) 	Chat 3 (+7) 
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ORGANIZATION 
The fey of the Fading Dream arc under the command 
of a brooding king. They have agents across Khorvaire. 
but most of the host attends him in the dark citadel. 

Leader: The fey of the fortress are led by Shan Lian 

Doresh. He rarely leaves his feyspire. watching the 
world through the dreams of innocents and destroy-
ing lives with whispered secrets and terrible visions. 

Headquarters: The Fortress of Fading Dreams is 
hidden deep in the \A'hitepine Forest Touched by Dal 
Quor. the feyspire is a vision from nightmare. and no 
two people perceive it in the same way. 

Hierarchy: Once a ghaele ofwinter. Doresh is 
the unquestioned ruler of the Fading Dream. Seven 
Knights of Ter ror serve him. each ofwhich embodies 
a particular primal fear. The shrouded sages. led by 
the night hag Santyriana. are the mystics of the fey. 

Members:The host of the Fading Dream are 
cladrin. hut fey anther sorts live within the fortress. 
from sinister gnomes to night hags and far darker 
creatures. Additionally, the clad rin orate feyspire have 
recruited allies in the wider world—warlocks who have 
made pacts with the power of the Fading Dream. or 
others willing to serve for the lure of fey gold. 

THE FEY OF THE FADING DREAM 
The greatest power of the eladrin of Taer Lian Doresh 
is their ability to sow fear and despair by drawing on 
t he nightmares of their vict I ms. 

Fading Dream Fearmonger 	 Level 16 Artillery 
Med:uni 	huritarit ■xl, •44(lt in 	 XP 1,400 

Initiative .13 	Senses Perception 02; low.light vision 
HP 122: Bloodied 61 

AC 28; Fortitude 77. Reflex 27. Will 29 

Ins/mute fear: Resist S psychic 
Saving Throws -4-5 against charm effects 
Speed 6: see also dark crop 

Dreamblade (standard:at will) + Psychic 
'-23 vs. AC: 2d6 + 5 damage. and the target takes ongoing S 

psychic damage (save ends). 
e Nightmare Bolt (standard: at•wIll) • Fear. Psychic 

Ranged 20: ..21 ss. Wilt. 1d8 S psychic damage, the 

learmonger pushes the target 3 squares, and the target takes 

ongoing 5 psychic damage (save ends). 

Humbling Terror (standard: encounter) Fear. Psychic 
Ranged 10: targets a creature taking ongoing psychic damage; 

tit vs. Will: 3d10 4 7 psychic damage, and the target is 

knocked prone (save ends). 

>f Terrifying Vision (standard: recharge ifij le) • Feat, Psychic 

Ranged 10: targets a creature taking ongoing psychic damage: 

tit vs. Will: 2d8 7 psychic damage. and the target is dared 

(save endsi. 

Dark Step (muve encounter) + Teleportation 
the Fading Dream fearmonger teieports S squares and gains a 

•1 bonus to all defenses until the end of its next turn 

Alignment Evil 	Languages Common. oven 

Skills Bluff +20. intinsklate •25. Stealth 4-18. Thievery -18 

Sir 14 (4-10) 	Des 21 (413) 	Wis 18 (.12) 

Con 20(413) 	Int 18012) 	Cha 24 ( ■ 1S) 

FADING DREAM FEARMONGER TACTICS 
A fearmongcr relies on nightmare bolt to set up its terri-
fying vision power. while using dark step and humbling 
terror to stay out of melee. 

Shrouded Sage 	 Level 18 Elite Controller 
N1.-diunt fry humanoid, eladrin 	 XP 4,000 

Initiative-r13 	Senses Perception a 14; low-light vision 

Shroud of Doubt aura 5; each enemy within the aura does not 
benefit from resistance to psychic damage. 

HP 348: Bloodied 174 
AC 34: Fortitude 30, Reflex 32, Will 33 

Immune fear: Resist 20 psychic 

Saving Throws +2: -7 against charm effects 

Speed 6, fly 9 (haven: see also fly step 

Action Points I 

CP, Dark Touch (standard: at•w111) • Feat. Psychic 
22 vs. Reflex: 2d8 S psychic damage, and the target is 

stunned until the end of the shrouded sage's next turn. 

71 Nightmares Made Real (standard; 	+ Conjuration. Fear, 

Psychic 
Ranged 10; the shrouded sage conjures a Medium nightmare 

spirit into an unoccupied space within range. The spirit cannot 

be attacked. Any creature that starts Its turn next to the spirit is 
subject to an attack: 4-23 vs. AC: 2d8 + 7 psychic damage. Any 

creature that ends its turn next to the spirit is slowed until the 

end of its next turn. As a move action, the sage can move the 

spirit 5 squares. Sustain Minor. The nightmare spirit persists. 

>f Terrifying Delusions (minor; at-vrilli • Fear. Psychic 
Ranged 10; targets a creature taking ongoing psychic damage: 

+22 vs. Will; )r16 - 7 psychic damage, and the shrouded sage 

pushes the target S squares. 

<- Paralyzing Doubt (standard; recharge rA. + Fear, PriFebk 
Close blast 3; 	vs, Will: 1d1 0 . 3 psychic damage, and the 

target takes ongoing S psychic damage and is immobilized (save 
ends both). 

Fey Step (move: encounter) + Teleportation 
The shrouded sage teSeports S squares. 

Alignment Evil 	Languages Common. Elven 
Skills Arcane +22. History -22, Insight +19. Intimidate i24 
Str 10 (+9) 	Dox 18 (+13) 	Wis 20 (+14) 
Con 22 ('15) 	Int 72 (+IS) 	Chat 25 (+16) 

SI IROUDED SAGE TACTICS 
A shrouded sage hovers over the battlefield. allow-
ing allies and its own summoned visions to crime 
its enemies. It uses terrifyins delusions and randy:- 
ins doubt to position enemies near its conjured 
nightmares. which take the form of anything front 
monstrous foes to lost loved ones. 

ENCOUNTER GROUPS 
The fey of the Fading Dream are fierce combatants, 
but not reluctant to flee from a fight they know they 
cannot win. 

Level 18 Encounter (XP 10,800) 
• I shrouded sage (level 18 elite controller) 
• 2 Fading Dream fearttiongers (level 16 artillery) 
+ 2 death hags (level 18 soldier. MM 1 51) 
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The rugged mountains of tine Mror Holds are the 
ancestral home of all dwarves native to Khorvaire. 
For millennia, the C ► % a ryes of the I folds have built 
and expanded their ► asi cities within the mountains' 
heart. and have dug ever deeper in search of wealth. 
The Ironroot Mountains contain Khorvaire's largest 
deposits of precious metals. and the Mror dwarves 
consider these riches to be their ancient birthright. 

LORE OF THE MROR HOLDS 
HISTORY 

Com mon Knowledge: The Mror liolds are a 
loose confederation ofdozvits of dwarven clans. 
Though they paid fealty to Karrnath for much of the 
history of Galifar. the dwarves abruptly declared 
their independence during the Last War and have 
maintained it ever since. 

Khorvaire's finest iron ore comes from mines in 
the. Holds, the best of which is shipped to Breland 
and the shops of the continent's greatest blacksmiths. 
weaponsmiths. and armorers. The Mror IloWs are 
also home to I louse Ku ndarak. and a significant por-
tion of the commerce of Kh ►rvaire is controlled from 
these remote mountains. 

The dwarven clans' long subservience to Karrnath 
was largely a precinct of their history offends and 
infighting. Fur thousands of years. the dwarves skir-
mished with each other and with the Jhorash'tar ores 
of the mountains, so that in the earliest days of the 
kingdom of Galifar. they were unable to stand against 
the fi ►mes of Galifar's son Kamm The Holds became 
a protectorate of Karrnat h. its people made subjects 
of Galifar. However, the enforced peace that human 
rule brought to tlw mountains allowed the dwarves to 
build a cohesive civilization for the first time. 

Another benefit of the Karrnathi occupation was 
the discovery of the Mark of Warding. which had 
gone unrecognized for centuries among the members 
of Clan Kundarak. Even as the Mror Holds became 
the cornerstone of Karrnath's economy. Kundarak 
was accepted into the ranks of the dragonmarked 
houses. creating a greater acceptance of dwarves 
across the Five Nations. 

History DC 1 S: The members of Clan M era non 
were the first to agitate within the holds for dwarven 
independence. though this dream initially met with 
wide resistance. Before the coming of Karrnath. the 
dwarves lived in a state of distrust and constant war-
fare. It was argued that without the Implicit threat of 
Karrnathi response. the clans would quickly fall back 
into strik if left to govern themselves. However. the 
leaders of Mroranon had faith in the unified culture 
the dwarves had built over centuries of occupation.  

and in the power of their newfound wealth to keep 	4,1 
the clans from filling back into barbarism. 	 0 

History DC 20: Though peace has reigned 
between the clans of the Holds for generations, the 	.7 
dwarves' ancient feuds have not been forgotten. 

lowever, instead of fighting with axes and hammers. ?, 
the dwarves now do battle in the more subtle arenas 
of politics and economics. A clan's support-or lack 
of it-on the council often has more to do with hun-
dred.year-old grudges than with the issues at hand. 
likewise, business decisions are decided not only on 
the basis of profit but on the losses-or humiliation-
they might Inflict on a rival clan. 

Though it has long since expanded past the Mror 
Holds, the Aurum began here as a dwarven mercan-
tile coalition. 

History DC 2S: The ancestors of the dwarves of 
the lronroot Mountains originally came from deep 
within Khyber. More than 10.000 years ago, the 
first dwarves came to the surface as exiles, with all 
memory and history of their past lives lost to them. 
Numerous expeditions in search or the dwarves' lost 
homeland have met with failure. 



NATURE 
Common Knowledge: The ironroot Mountains 

have some oft he richest mineral deposits in Khor-
vaire, and the dwarves of the Holds arc the masters 
°Cilia( wealth. The mountains arc also home to 
tribes off horash"tar ores, with which the dwarves 
have battled for centuries. The aggressiveness attic 
ores extends to any civilized humanoids journeying 
within the Holds. AU such travelers are presumed 
to be allies oldie dwarves—and typically given no 
chance to prove otherwise. 

Nature DC 15: Though the best veins of ore and 
gems within the I bolds were long ago staked by the 
clans. tales persist of even greater deposits hidden 
in the remote mountains. The dwarves maintain 
that rumors ofgreat wealth in the hidden parts of 
the Holds are just that—rumors. Impassable terrain. 
deadly weather. and the wrath oldie ores are the only 
rewards for explorers foolish enough to venture Into 
the Ironroots' uncharted depths and high passes. 

RELIGION 
Common Knowledge: NVorship of the Sover-

eign I lost is prevalent within the Holds. Onatar. Doi 
Dorm and Kol Korran are the patrons of most Mror 
dwarves. 

Religion DC 15: In the southern reaches of the 
Mror Holds rises a volcano named the Fist of Onatar. 
This site is considered sacred by worshipers of the 
God of the Forge. 

STREETWISE 
Common Knowledge: The Mror Holds arc run 

by the iron Council, which includes representatives 
from every clan except Kundarak. As a dragon 
marked house. Clan Kundarak is obliged to remain 
neutral in the politics of all nations. including its 
homeland. 

Streetwise DC 15: Mroranon remains the most 
jxnverfill clan in the I bolds, and its members play the 
game of politics exceedingly well. They realin that 
the benefit of retaining the leading seat on the Iron 
Council is worth the extreme cost of maintaining the 
support of the other clans. 

Streetwise DC 20: Though peace has reigned 
between the clans for centuries. the dwarves of the 
Holds are more than willing to engage in espionage 
and even sabotage to address grudges and unsettled 
arguments from generations before. f lowever. in the 
interest of preventing open conflict. the clans engage 
third parties to do their dirty work for them. 

Streetwise DC 25: House Kundarak might seem 
impartial on the surface. but as Clan Kundarak. the 
dwarves of the house still wield significant power in 
the politics of the i lolls. Other clans spend a good 
deal oft ime and effort currying favor with repre-
sentatives of the house. and in its role as banker to 

Khorvairr. the house maintains a quiet interest in the 
busi ness dealings of numerous clans. 

SETTLEMENTS 
AND FEATURES 
The interior and surface of the lronroot Mountains 
arc dotted with settlements, and the cities, towns, and 
noble estates of the Mror clans are closely connected 
to the mining operations of the Holds. Except in rare 
cases when a mine has been tapped out. the settle-
ments of the I lokls echo with the clatter of ore carts 
and the sound of hammers and picks. Each clan has a 
capital. and each powerful family within the clan has 
at least one estate. 

KRONA PEAK 
Capital City: Population 24,200 

Originally 1hr first city of Clan Mroranon's ter-
ritories, Krona Peak has since become the capital 
of the dwarven nation. The major trade road in the 
tiolds runs west from the city. making it the conduit 
kw commercial traffic to the rest of the continent. 
Virtually all goods entering or leaving the Irotwoot 
Mountains come through Krona Peak first. 

Clan Mroranon's control of the capital reinforces 
its position at the head of politics In the Holds. but 
Kmna Peak's importance is a constant source of ten-
sion. The city keeps tariffs to a minimum in order to 
placate the other clans. 

Ferrous House: This building houses the meeting 
chambers of the Iron Council. Its utilitarian design 
gives it a passing resemblance to a titanic lock-box. 

The location of Ferrous House continues to be a 
source ofantagonism for rival clans. The building was 
constructed on a slope directly below the entrance to 
Mroranon's estate—traditionally the location where a 
clan establishes its storehouses and ;Minting moms. 
To some, this placement seems symbulic of the &var• 
vett nation being little more than a part of roranotis 
business interests. Clan leaders dismiss such claims, 
saying that they raised Ferrous I louse in its central 
location to demonstrate the importance oldie dwar-
ven confederation. 

KORUNDA GATE 
House Kundarak City; Population 19.500 

Korunda Gate was once the center of Kundarak-
hold. the lands belonging to Clan Kundarak. With 
the rise oil louse Kundarak, it has become the first 
and greatest enclave oldie house, and its deep vaults 
arc the tore of Kundarak's operations. 

The city has changed little since the rise of the 
house. though Kundarak has ceased all mining 
operations throughout the hold as a condition °fits 
dragonmarked house status. 'Ube mines that once 
spread beneath the city now serve as treasure vaults 
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for the house and its clients. I lowever, Kundarak 
retains the mining rights to Its ancestral territories, 
leasing those rights to other clans in return kir a per-
centage of the wealth tilt,' extract. "fhe house views 
such activities as part of its overall business dealings. 
More cynical observers label this :IC 	blatant 
interference and influence peddling. 

PLOTS AND 
.ADVENTURE SITES 
Dwarves are a pragmatic people, always seeking to 
minimize effivrt and maximize profits. .\s a result. 
many of the more dangerous areas of the I fold% Live 
never undergone more than a rudimentary survey. 
More than a few of the link's highest peaks aticl 
deepest caverns have never been explored. 

From the high peaks of the Hoarfrost Mountains, 
to the unexplored shores of Mirror Lake. to the deep 
passages of Khyber. these tint - hatted rea I tits are 
home to monsters, inottstrous humanoids. and other 
threats. More than a kw of these sit es alse t hold rich 
deposits of gents anti precious metal ores. fravel 
within the I bolds is hazardous. and few roads traverse 
the remote mountains. Many [[tore explorers take on 
the tune hatted expanse% orate iMror 1 bolds than ever 
come (vitt agaitt. 

jhorash .tar Ores: 1 hese barbaric tribes of 
nomadic ores were mu e found throughout the 1 lolds. 
I lowever. as the dwat ►en riyiliratiotn expant lyd  

under Karrnathi ride, the Puirasillar were forced 
deeper and deeper into the wilderness. Today. 
the ores of the I [Introit' Mountains hate the Mror 
dwarves with an all-consuming passion. and they 
disrupt the commerce and life of the I Inhis at any 
opporlunity. 

C:haracterc who encounter the I horasWtar while 
exploring the wilds of the I folds can expect no quar-
ter or diplomacy. I !me ► % characters whose goals 
run counter to the will oldie clans might seek an 
alliance with the ores—but shuuld tread carefully if 
they do. 

Feuding by Proxy: The dwarven clans all have 
lotigstanding and cvomplicated relationships, and clans 
that have been allies for hundreds of yea rs might well 
have been hitter enemies for a thousand years before 
that. The clans of the tnodern.day I bolds have no 
intention of slipping back imo barbarism. however. 

Nowadays, when clans or individual dwarves want 
revenge on their rivals, they typically hire outside 
help to keep their retribution at arm's ienglh, Adven -
turers who have a connection to tine Mror Holds 
might be surreptitiously approached and asked to 
perform espionage, sabotage, or even murder In the 
name of settling old scores. 
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Fist of Onatar: Ibis active s-olcano in the south 
ern I rouroot Mountains is a sacred site to litilo ► ers 
of the Sovereign I lost. particularly those who wor , 

 ship Onatar. the god tifforge and fire. it is said that 
Onatar th 	within the volcano, and that his divine 
forge iwovkles its unearthly heat. A strong source 
of magical power lurks deep within the rumbling 
mountain-thotigitt by some to be an incredible cache 
of dragonshards whose worth would lw greater than 
all the other wealth of the Holds combined. 

Goradra Gap: This 100-mile-long gash in the 
earth drops (lawn into the depths of Khyber. The 
canyon is reputedlv home to a foul beast. greater in 
size and power than the largest dragon... I lowever. 
it is rumored that explorers who brave the perils of 
Goradra will find themselves before the• gales of a 
hidden kingdom. From this place. the ancestors of the 
dsvariclans were exiled millennia ago. and their dis-
tant kin are said to live there to this day. 

Noldrunthrone: This ruin is all that remains 
of the holditigs of Clan Noldrun. whose mem-
bers disappeared five centuries ago without a 
trace. Noldrunihroiw was the capital °Idle clan's 
holdings-a great city to rival Krona Peak. Now it 
is a ghost town. Some claim that the I horashlar 
emptied the city with the help °fa powerful relic. 
then massacred Its folk in the distant depths of tlw 
mountains. Others say lino fiends boiled up from 
the depths of Khyber to consume the dwarves while 
they slept. leaving no trace. 

More than one clan has made efforts to take over 
parts tithe Noicirun territories over the years. Special 
attention has been paid to Korran's Maw the elan's 
most prosperous mine. I iowe ► er, each attempt inevi-
table meets with disastrous and deadly results. 

THE HOR AS1 I tTAR 
Tor thousands of years. the I horasIctar ores have 
dwelled in die Irunroot Mountains, Though vilified 
by the dwarves as uncouth and unintelligent [maw. 
fans. the J borasit'tar are a highly social folk with a 
strong warrior 	Tlw ores make full use of 
their knowledge of the unit - Fr-giving terrain of their 
homeland as the% hunt their liws. 

iliOltASHTAR LORI: 
Common Knowledge: for millennia, the Iron-

root Mountains have been liont• to the Jhorashlar 
ores, whose tribes fought hitter battles with the dwar• 
vett clans. When the dwarves established a stable 
cohort. under Karrtunhi occupation. the Ores were 
forced back into the remoter slopes and caverns of 
the mountains. 

Nature DC 15: 	harsh life of the Jhoraslitar 
carries a high loll in finalities. Although the arcs' 
numbers continue to grow. each generation sees 
them fall farther behind the dwarves in their safely 

civilized holds. For this reason. )horash -tar culture is 
focused on combat training. Every ore of the moun-
tains is a warrior able to defend itself if need be-or 
to lead an attack on a trade caravan or the mining 
operations of the weaker ilwarven holds. 

Nature DC 20: Ores that show exceptional skill 
in both leadership and personal combat arc given the 
title bloods pi I ler. and are among the isms{ respected 
members of the thorash*tar tribe. 

jhorash'tar Bioodspiller 	Level 6 Brute header) 
Medium  natural humanood.00t 

Initiative - 6 	Senses Perception 6: low-light visiori 
Bloodspiller Jura 5: each ally within the aura deals I extra 

damage against bloodied enemies. 
HP 84; Bloodied 42: see also warrior's surge 
AC 18; Fortitude 19. Reflex 18. Will 18 
Speed 6 i:13 while 

Greatase (stairdantatwill)* Weapon 
9 ss. AC:ld12 t ldecnrbeltlh 1d11 	19t 

4 Blocsdspiller's Strike (standard; requires a greatase; e-ricounstri 
Weapon 

• 9 vs. AC; Nil 1 damage kilt /di 	111. and ongoing S damage 
isa► e ends1 

4 Warrior's Sorge istandard; usable only white bloodied; requires 
a greataxe; encounter + 'Italie% Weapon 
The )liorashlar bloodspiller makes a gr cal are attack and 
regains 11 hit points 

•E• Howl for Blood (minor; encounter) 
Close burst 5: each ally in the burst makes a charge attack as J 

fire action. dealing 1 ester.) damage if the attack hits_ 

Alignment Unaligned 	Languages Common. Goblin 
Skills Endurance +11. Intimidate -.8 
Sir 19 (+2) 	Csex 16 (+6) 	Wis 16 (*6) 
Con 14 (+S) 	Int 13 (-4) 	Cha it 

I 110 R AS H TAR BLOOD SP I LLER. 

TACTICS 
A bloodspiller leads from the front, inspiring with the 
example of its brutal savagery. II uses bowl (or blood 
early in the battle to bring its allies into the fray. then 
keeps thein near to benefit from its hloodspilh'r aura. It 
reserves bis.todspiiier's strike for a powerlid kw, but tar-
gets a lightly armored enemy with its warrior's surge. 

ENCOUNTER GROUPS 
Every thorashlar war band has at least one blood-
spiller. Outside combat, a bloodspiller can be noted 
by the reverence it receives from the rest of the tribe. 

I.evel ti Encounter (Xl} 1.315) 
• i Moraslfuir bloodspiller (level Is brute) 
+ I orc berserker (level 4 brute, MNI 203) 
+ 10 ore drudges (level 4 minion. IIIRI 203) 
+ 3 ore raiders (level 3 skirmisher. AIM 203) 

Level 9 Encounter (XP 2.150) 
• I ore bktodragrr (level 7 elite brine. MAI 20-4) 
+ 3 Jhorash'iar bloodspillers (level 6 brute) 
• 8 ore warriors (level 9 minion..11M 203) 
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TALENTA 
PLAINS  - 

Often thought of as one of the most recently settled 
territories of Khorvaire. Qbarra is actually one of t he 
littlest. Some seventy years ago. exiles from Khorvaire 
settled this land after fleeing the devastation oldie 
Last War. I lo ► ev•r, they quickly discovered that their 
-unclaimed" territory t ► iiiS hOine to ancient and pow. 
erful masters. Liza rdiOlk. koholds. and dragonborn 
have lived in Qbarra since before the first humans 
arrived in Khorvaire. Even more ancient claims can 
be made on this land by the dragons who watch 
over imprisoned Bent I, trail red here since the Age 
of Demons. Tlw Treaty of f hronehold recognizes 
Qbarra as a sovereign nation. but the question of who 
truly rules this dangerous land remains up for debate. 

LORIL OF CYBARRA 

HISTORY 
Common Knowledge: K horva Irian settlers have 

roughly divided Qbarra into two territories-New 
Galifar and I lope. New Galifar is older. founded 
around Adder Hay and the Adder River by patriots 
fleeing the Last War in 928 I' K. and features larger 
and better-defended settlements. Hope consists of 
newer and rougher towns at the lee' of t he Endworld 
Nlountains. built by exiles who came to Qbarra in the 
waning years of the Last War. 

In its seven decades as a colonial realm. Qbarra 
has become a haven for the idealistic. the Liken. 
franchised. and the desperate. Refugees and weary 
soldiers from every comer of -  wartorn Khorvaire 
have made their way here, even as the criminal 
fringes of society have taken advantage oftlw prom-
ise of this new land. 

Whether they are the descendants of Gallfar 
exiles or have found reasons to flee central Khorvaire 
in more recent years. few in (Ilia rra have any love for 
the Five Nations. 

History [-lc 15: King Sebastes ir'Kesslan rules 
New Galifar as a feudal realm. He is seen as a just 
monarch who truly cares for his people. and the law 
in New Galifar is modeled on that of old Galifar and 
(by extension) the Five Nations_ [bough Set -tastes has 
no real influence in Hope. some oldie folk of t hat 
territory look to him for aid and protection. The law 
there varies from place to place-when it exists at all. 

Qbarra is home to clragonborn clans comprising 
the remnants ofa civilization that was old before 
human history began. The dragonborn divide their 
territories into clanholds. each autonomously ruled 
by clan elders, and all recognizing the holy site of 
Ka'rhashan as their ancestral home. The dragonhorn 
have warred on New Galifar and Hope in the past. 
but the two cultures have begun to integrate in recent 
decades. Only a kw clans still maintain a bellicose 
stance toward the -invaders.' 

As relations between Q'barra's dragonborn and its 
human settlers have improved, so have tensions with 
the lizardfolk decreased. A few tribes regularly trade 
with-or even live alongside-colonist cummunities. 

Since the end of the Last War. Qbarra has seen 
numerous changes. King Sebastes. accompanied by 
the dnigonhorn "Ugh Elder Bhisma Na gala Flame-
brow. gained recognition for the realm at Thronchold. 
Sebastes and the clans now seek peace with the 
Valenar elves and Lhazaar raiders who have long har-
ried Qlxirrds borders, and the king works to develop 
trade with the M rot Holds and Sariona. The Inspired 
of itiedra have entered into treaties with New ( -;alifar, 
and a small number of Riedran troops-with a prom-
ise of inure to come-now help defend this land. 

New Ga lira r and I lope have seen a large influx of 
Cyran reingees since the Day of Mourning. Turning 
their back on Prince Oargev and New Cyre. these 
exiles have integrated into existing communities and 
even built a kw of their mid. 

History DC 20: The Last War shattered the 
existing order in Galifar. setting the human nations 
of Khorvaire against each other. However. a good 
number of Galifar nationalists refused to embrace 
what they saw as the petty grasping for power of royal 
scions. Rather than join in the conflict. these patriots 
sought refuge outside their broken kingdom. 

One such kka list was Duke Veit ir'Kesslan. who 
petitioned his monarch-King ConnosofCyre-to 
grant him the right to settle the lands east ofthe 
En dworld Mountains. In the territory the Lhazaar 
corsairs called "cursed Qbarra," he would found a 
new kingdom based on the ideals of fallen Galifar. 

Under the watch oft he cyran military. ir'Kesslan 
and thousands of like-minded folk set out in a colo-
nial fleet. Though a third ofhis ships were lost to 
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pirates. war, and weather. those colonists who made 
landfall dkl so near Adder Bay, founding a settlement 
at what is now Addcrport. 

As they tried to raise their new home within the 
jungle. the settlers inadvertently disturbed numerous 
sites holy to the native lizard folk. dragonborn. and 
koholds. Such actions sparked intermittent hostili-
ties that the settlers typically won. The dragonborn 
pressed the colonists hardest. but through diplomacy. 
ir'Kesslan managed to secure a tenuous peace. 

History DC 25: The lack of explorat ion of t h is 
land led the Khorvairians (including Duke ir'Kesslan) 
to believe that Marra was uninhabited by civilized 
creatures. However. 10,000 years ago. the goblins 
of the Dhakaani Empire drove the lizardfolk of the 
Talenta Plains and the Blade Desert into Qbarra.The 
lizartfinik made new lives in this rich land. building 
their settlements atop the remains of a fallen dragon-
born empire. Many retreated to Rasura Swamp. white 
others made alliances with the dragonborn clans or 
with Rhashaak. the dragon guardian of I lalatorvhak. 

The dragonborn came here from Argonnes-
sett long ago. aiding the dragons in guarding 
Ilaka'torvhak and other ruins dating front the Age 
of Demons. I !mewl-. as time passed and the dragon 
guardians of this land became corrupted. the dragon-
born forgot their duties. For glory and pride. they 
pushed Into the Talents Plains and clashed with the 
Dhakaani Empire. %%rest oft he Endsvorkl Mountains. 
they held territory for a short time, dubbing their 
empire Marra. Then the fiend under Ilakalorvhak 
awoke, and thousands of dragonborn died in the 
battle to confine it once more. The outer empire 
crumbled in the rush to defend its homeland. and the 
dragonborn never fully recovered. 

NATURE 
Common Knowledge: The jungles. swamps. 

highlands. and plains of (Puma are rife with threats. 
Settlers and explorers must deal with hostile lizard-
folk, troglodyte. kobold. and dragonborn tribes. 
Valenar raiders test their spirit and their steel across 
the Qbarratt border, and I.hazaar pirates make raids 
along the coast. Moreover, the ancient ruins that 
cover this land conceal unknown dangers. 

Nature DC 15: Kobolds lurk in the hills and 
mountains of Marra in large numbers. with lizard-
folk, dragonborn. and the kobokls ctf the Poison Dusk 
tribe spread across the lowlands. 

Snakes. drakes. and dragonspawn haunt Marra's 
jungles. and wealthy hunters from central Khorvaire 
make the treacherous trek across the frontier to hunt 
these dangerous beasts. Others come In search of 
this land 's rare flora. Q'harra's exotic jungle animals 
bring decent coin in markets abroad. but this land's 
most valuable resource is the large deposits of Ebel-- 
run dragonshards found here. 

SETTLEMENTS 
AND FEATURES 
ilk can be rich and exciting in Marra. but it can also 
be bitter and short. The people of New Galifar live in 
fortified towns near Adderport and Newthrone, or 
on the Adder River. Hopes settlements lie in western 
(Ybarra. near the roofs of the Endworld Mountains. 
Dragonborn clanbokls are spread maws the trackless 
jungles surrounding Ilakalorvhak and in the fbrests 
east of the Adder River. 

KAIRHASHAN 
Dragonborn Town; Population 9,000 

Where the Crimson River marks the frontier 
between the dragonborn clanholds in the southern 
Jungles and the Rasura Swamp. Kdrhashan stands as 
the largest dragonborn community in Khorvaire. The 
settlement surrounds a plaia set with brass towers 
and buildings ofvolcank' glass and stone—ruins from 
the Age of Demons. 

Outsiders. including lizardfolk and kobolds. can 
freely enter Ka'rhashan. However. creatures not of 
reptilian or draconic descent must hire dragonborn 
minders or risk running afoul of unfriendly natives. 
Entering holy areas is strictly forbidden. and charac-
ters who do (most often in search of treasure) end up 
on the wrong side of the dragonbortis severe justice. 

The dragonborn clans (if Qba rra fight a ritual war 
every five years to determine control of Kdrhashan. 
Elders of he winning clan administer the town and 
its limited but exotic trade. and extend their influ-
ence across all the other clans. The Flamebrow clan 
currently rules Kdrhashan. as it has for almost a 
century. 

NEWTHRONE 
Capital City of New Galifar; Population 25,000 

This fortified port stands where the Adder River 
ineets Adder Bay. Newthrone is built on the model 
of the great cities of old Galifar. No hostile force has 
ever breached its walls. 

The city offers all the amenities of central Khor-
vaire. including house enclaves and businesses, in 
particular those ofJorasco and Ghallanda. Alongside 
these enterprises, merchants and crafters from liz-
ardiOlk tribes. dragonborn clans. and the I.hazaar 
Principalities work and trade. Ness-throne even has a 
small Riedran ward, which only the folk of that land 
have access to. 

WYRMWATCH 
Frontier Village; Population 800 

The largest settlement in Elope. NVyrmwatch is 
only three years old. Walled in stone on the rocky 
hills above a fertile plain. the settlement has endured 
attack from Valenar elves. kobolds, and hostile 
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Rhashaak 	 Level 24 Solo Lurker 
Gargantuan Immortal map...al beast laiidas.c. dragon' XP 30.2x0 

Initiative -24 	Senses Perception ., 19:blindsight 10. 

darkvision 

HP 884: bloodied 442: see also broached breath profane utterance 

AC 38: Fortitude 36. Reflex 35. Will 35 

Resist 30 acid. 15 cold, 30 necrotic; Vulnerable 10 radiant 

Saving Throws • 

Speed 10, fly 10 ilhoserl. overland flight 15. swim 10 

Action Points 2 

Cf.) Bile (standard: at-will) ♦ Acid, Necrotic 

Reach 4: •-29 vs. AC: 2d11 • 6 damage. and ongoing 15 acid and 

necrotic dantage (save ertc10. 

® Claw IcLandarrkatwill) 

Reach 4; -29 vs_ AC: 1d10 - U damage; a slowed target is also 

knocked prone. 

ramble Attack !standard: at•ill1 

Rtlasha.ak makes two clay.. attacks. 

Tail Shish (immediate reaction, when an enemy misses with 

melee attack against Rhashaak:atwili) 

Reach 4: targets the triggering enemy 429 v$,- AC: 1d12 g 
damage. and Rhashaak pushes the target 3 squares: a slowed 

target is also knocked prone. 

<- Breath Weapon (standard: rec harge :XII t) # Acid. Necrotic 
Close blast 5; • 25 vs. Reflex: 4 dS • 5 acid and net ureic damage. 

and the target takes ongoing 15 arid and necrotic damage and a 

-4 penalty to AC and Reflex (save ends all I. 
<- Bloodied Breath (hee. when first blixmilerk encounter 

litreoth weitpc-es mg:ha/gen, and lihas.h.ealc uses is immedrately. 

‹.• Profane Utterance (standard: recharges when first Walled) 
• Fear 

Rhashaak speaks an Abyssal word of power: close burst 10; 

• S vs. 1V41; the target is dazed and restrained until the end of 

Rhashaak's next turn. 

‹- Scathing Spray (standard; while bloodied! • Add. Cold 

Ckne blast 5; -24 vs. Reflex: 1d6 - 5 acid and cold damage. 

and the target is blinded and slowed until the end of Rhashaak's 
nest turn. Miss: Half damage. 

Winterbite Gloom istandard; recharge :•III 4 ,  Add. Cold. 

Zone 
Close burst 2; the burst creates a zone of acidic. wintry 

darkness that lasts until the end of Rhashaal•s next bum The 

zone blocks brie of sight for all creatures except Rhashaak- Each 

creature entirely within the zone (except RIsashaaklis blinded. 

and each creature that enters the zone or hems its turn there 

takes 1S acid and cold damage and Is slowed until time ergl of its 

next turn. Sustain Minor The zone persists . 

Alignment Evil 	Languages Ahrsal, Common. Draconie 

Skills Arc ana -21.1-listory +21, Insight +19, Stealth +30 

Str 29r-211 	Dex 26 (+201 	Wis IS (+141 
Con 21 (4-17Y 	lot 181-161 	Cha 26 (4-2(4 
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dmgonbrini. even as it continues to grow on the 
strength of local mining and agriculture. ‘Vyrin• 
watch is populated by settlers who prefer the froinier 
lik to the ideals of New Gallfar. as well as by folk dis-
placed by the destruction of smaller 	letneitts. 

‘VyrtnwLatch is a theocracy—a bastion of radi• 
z. al Silver Flame practitioner% within gharra. The 

town's leader is Elder Wedon Nevillom. a zealot and 
veteran of the Last War. I le and his f()Ilowers hold to 

their church's puritanical and xeimpliobic values. As 
such. im litardli,lk a re allowed iii 1 1V - rilra•atch. and 
dragonhorn are treated with suspicion. 

PLOTS AND 
ADVENTURE Sins 

Cold Sun Federation: This coaliikm 
tribes ranges across northern and eastern Qbarra. 
but its members keep their distance from New Gab-
far and !lope. 11w 1 iZil rdlidk respect the dragonborn 

but have no love of other races. and they are apt to 
raid human settle:net:is when times are tough, They 

do not easily forgive outsiders who defile their tribal 
lands or tamper with a or demorlic 
sites. Agents oldie Lords of Dust prey on the distrust 

tI lizardfolk. lianentitig unrest by fanning ihe 
:times of hatred between the reptilian humanoids 
and the settlers. 

Mar'saval: This sunken city is one of thenumer -

us 

 

ru ins dating from the Age of Demons. Towers 
and t lw brass capstone of a great temple rise alumr 
the water and muck of a yam swamp. I )ragonhorn 
legends tell of how the fill magic that destriiyed this 
place millennia ago left its buildings open alai full of 
breathable air—anti treasure. Stories also tell of the 
alien Bones. a lizardfulk tribe that entered the ruins 

and never returned. Some believe that these lizard-
folk still dwell within Mar'saval. corrupted and allied 
eilib 	irogIodvtes in the ruins. 

The Plots of Riedra: fhe inspired are using 
Pia MI as a beachhead for expansion into Kluwvair•. 

\ ew Cialifar provides Riedra with a base for troops in 
khorvaire. along with act -es., to the F. berron dragon. 
shards hidden in Qbarra's jungles. The l)reaming 
i)ark is not above Ibineittiiig clashes in the region in 
:he hope of pushing King Schastes to request more 

icdran t roops to come to his aid. 
Shard Rush: A swarm of ex plorers. including 

expeditions from I louse I'harashk. have begun to 
flood Qbarra in search of Eberron dragonshards. 
Ramshackle prospecting communities have begun 
to spring up in the jungle with the discovery of shard 
caches close hy. and such places often become boom-
:owns overnight. I lowever. more than a few such 
settlements have encroached on ancient lizard folk 
and dragonborn holy sites, and the frontier war to 
end them all is brewing in the Qbarra jungles. 

RHASHAAK AND 
HAKA * TORVI-IAK 
Carved Into a volcanic mountainskle. a fiendish 
citadel stands surrounded by jangle. fields nfshln-
ing obsidian. and caustic geothermal vents. Smoke 
still rises fruits the •aldera high abase the ruins. The 

tiragonhorn and Iizardfolk of Qbarra call this place 
kalorrh a k 	— 1- lirorw lel the Holy D rap; ts."They 

speak with awe and dread ()like fortress's immortal 
guardian. the great black dragon Rhashaak. 
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RHASI IAAK. AND 
HAKA'TORN" IAK LORE 

Arcana DC 30: lthashaak was once an ancient 
black dragon of a noble line. brought to I lakalorvilak 
to guard the fiendish power trapped in the ruins. 
Although he reinains bound to that duty, he has 
been tainted by his task. Today. dragon magic 
keeps the presence beneath the volcano quiet, but 
ItakalorYhak is home to lesser fiends that are subject 
to Rhashaak's will. 

History DC 25: In the Age of 	tlakdnu- 
vhak was a great bastion of the fiends, and the site 
ota major battle with the couails and dragons.flie 
dragons bound great fiends beneath the volcano 
and established a line of drawl's its their guardians. 
Appearing much as it did millennia ago. ancient 
I lakulonitak is rumored hi runtain treasures from 
the earliest days of Eberron. 

Religion DC 20: For generations, the Poison 
Dusk koholds have worshiped the dragon Rhashaak 
as a deity. The kabuki% swarm into I lakts'iorsilak at 
regular intervals for ceremonies, but only priests. 
honored warriors, and living sacrifices are allowed 
to see the god-dragon. A small number of dragon-
born and lizardfnlk clans have adopted the Poison 
Dusk faith. 

Religion DC 30: Through the worship of his dis. 
sighs, lillashaak hopes one da ►  to amend to godhood. 

RHASIIAAK'S TACTICS 
though his mortality is only a memory, Rhashaak's 
tactics are not so different flan those of a typi. 
cal black dragon. l le opens with his scathing spray. 
attacking from hiding whenever possible. Ile smuts 
his action points early to take additional attacks 
against as many foes as possible, targeting lightly 
armored PCs with bite and claw attacks. and heavily 
armored foes svith his breath weapon and winter -bite 
gloom. II he finds himself in a light be cannot win, 
Rhashaak uses pr4ane utterance and takes to the air 
ter escape his Ines. 

POISON DUSK K013()LDS 
Unlike their kin In the Endworld Mountains, the kobolds 
of the Poison Dusk tribes live deep within the lowland 
Q'barran jungles, Poison Dusk kobolds worship the black 
dragon Rhashaak ire a god, although their deity has little 
to do with them. 

Poison Dusk kobolds have no tolerance for colonists 
or interlopers who stumble Into their territory, and they 
have attacked and destroyed numerous colonial settle-
ments in the northern jungles. Highly skilled trackers. 
hunters, and trapmakers. Poison Dusk kobolds are fond 
of poisoning., town's water and food, at engaging in cruel 
campaigns of ongoing terror. 

MISHVA THY CONQUEROR 
in southwestern Qbarra, a threat grows against the 
settlers of that land that could one day spread to tl• 
rest of K horyai re. A prescient dragonborn leader. 
Mish ► a Garodya of the Stormliorri Clan, has taken 
the stories of her people's lust empire and glory to 
heart. With vengeful eves trained on Hope. she 
dreams of seeing the dragonborn raised to a mighty 
looser in Khorsaire, no matter what the cost. 

MIS) IVA THE CONOW R.OR LORE 
History 13C IS: Q'barra dragonborn dissatisfied 

with the ha of their race are assembling under the 
banner of Nlishva 1;arodya. leader of the Stormhorn 

tr. the dragonborn %vat-hint has erected a fortress 
in the forested foothills not far from Stormhorn 
Clanhokl and Wv rtnwatch. I ler fortes have eon , 

 ducted raids tor settlements in Hope, as well as forays 
into Valeitar amid tile Blade 1)s-seri. King Sebastes is 
watching the situation, seeing a proemial threat to 
New Galifar. 

History DC 20: Stormliorn elders are at odds 
with Mishva, who claims that honor compels the 
clan to seek redress for ram wrongs, and to lead the 
Q'barran dragotilmrn to glory. Though her detractors 
claim that Misiwa's rash goal is personal aggrandize-
ment, she has announced her 033 to attend the 
upcoming ritual war in Ka'rbashan ss ith a combs-- 
writ loyal to her vision. A victors' will place her in 
an influential posithm, perhaps even birthing a new 
dragonborn clan. 

History DC 25: MISIIV3 was an undistinguished 
wa rrior of' the Stor inborn Clan until her brother 
Sha mash was killed in Wvrtnwatch a decade ago. 
When a trade dispute turned violent. the local 
militia drew weapons against Shamash and his 
compatriots, who killed severa l guards before being 
subtitled. Elder Nevillum ordered Shamash and two 
other dragonborn executed, and Mishva has sworn 
to take vengeance on the Silver ['fame zealot and his 
fol lowers. 

Secret Knowledge: Mishva's true motivations 
are more complex than even her closest allies 
know. Shortly after ShamasIt's death. Tarmahkan. 
an  elder blue dragon of the Vast in Argonnessen. 
sell envoys to M ishya. The elder blue plans to use 
the young dragonborn warrior to establish a new 
dragonborn kingdom in Khorvaire. seeing that 
as the first step to placing his own dragon elan in 
control of I laka*torvItak. %kith the power ofArgon• 
!lessen behind her—including a magic sword and a 
number ofyoung, dragon allies already provided by 
Iarmalikass—Nlislwa is a more dangerous for than 
arty in Qbarra realize. 
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ORGANIZATION 
N1ish ► a's fOrtress is still incomplete. and her army is 
relatively small. However. she garners more power 
and support among the (('hereon dragonborn each 
day. With the power of A rgonnessen behind her. con-
trol of Kdrhashan is within her grasp. 

Leader: Mislwa (la rodya Storm horn kis the back , 
 ing ufthe Stormhorii clan and other disenfranchised 

clragon horn throughout if barra. 
Ilea dqu a rters: The wnuld-he ccniqueror's troops 

gather at Castle Garotla, a sturdy stronghold in 
snuthwestern Qharra. 

Hierarchy: Mislwa runs her organization with 
military precision. parceling out responsibility to 
apable commanders. As she sets out to conquer 

Qbarra, she plans to reward her trusted servants 
with territories of their own. 

Members: Mishva's army is made up primarily of 
voting amp-Inborn eager to prove their worth. Subor-
dinate leaders assign these members to units based 
on skill and desire. Castle- Garodya has a large finely 
rd.  sold iers. arc anists. priests. and support personnel. 

Misinea Garodya 	Level 12 Eike Soldier (Leader) 
Stormholm 

Medium natural humanoid. dra, unb•ntri 	 XP 1,400 
Initiative -8 	Senses Perception -7 

Frontline Command aura 10_ each ally that starts the encounter 

within the aura gains a .2 begun to its initiative (heck. 

HP 1381 Bloodied 119; see also drosonwing wedoe 

AC 30: Fortitude 25, Reflex 25. Will 25 

Saving Throws I-2 

Speed 5 
Action Points I 

I) Bastard Sword (standard; 	+ Lightning. Weapon 
19 }- AC 0-20 while bloodied); 2d10 - 5 lightning ti.rmage. 

4) Short Sword (standard; 	+ Weapon 
• I9 vs. AC .1-20 white bloodied); 2d4 • S darnar. 

.-4) javelin (standard: at•vill1 • Weapon 

Ranged 10..20. -19 vs_ AC H-20 while 	1d6 ir damage. 

+ Blue Dragon Strike (standard; requires a bastard sword and a 

short sword; at-will) 

Wills.: makes a bask attack wIth each weapon. If bath attacks 

his the same target. Misliva pushes that target 2 squares and 
knocks It prone. 

4. Dragons-Ong Wedge f standard; requires a bastard sword and a 

short sword; recharges when first bloodied I 
Mislyea nsikes.lbask attack with each weapon against two 

difierent targets. On a hit. Misfria slides the target 2 squares. 

ti Dragon Breath (minor: encounter) + Lightning 
Close blast 5: *17 In, Reflex: it16 r S lightning damage. 
Stormhorn War Cry (minor. encounters 
(lose burst 5; targets Mishisa and allies in the burst that can 

hex her; until the end of Mishva's nest turn, the target gains a 

1.2 bonus to attach rolls and damage rolls. 

Alignment Unaligned 	Languages Common, Diatonic 
Skills Diplomacy 4 15. Endurance --13.1minsidate -15 
Sir 22 (-412i 	pox 11 6) 	Wis 1 2 t+ 71 

Con 151-81 	int 19 (4-10) 	Cha 19 (+10) 
Equipment scale armor, bastard sword. short sword_ javehrt  

M SH VA'S TAC rics 
mishva fights in the fore. targeting a single defender 
or striker with Hue 'from strike, or opening flu• 
enemy line for her allies with 	 uawiu1 wedge. She 
gives the Stormitorn war cry when fighting back tit 
back with her followers, then spends her action point 
in the 	round to use blue dragon strike and 
dragonwing weJlie with Increased damage. She saves 
her dragon breath until she is assured of hitting miil. 
tilde targets. 

Dragonlaorn Spearfighter 	 Level 6 Skirmisher 
Medium natural hurnanoid 	 XI 25.0 

Initiative S 	Senses Perception *9 
HP 70; Bloodied i S 
AC 20: fortitude 19, Reflex 18, Will 18 

Speed 5: ste also tratnyr 

1..1)Tratnyr (standard: 	+ Weapon 
• 1 T vs. AC I-12 while bi•xtiedt 1 d8 • 6 damage, and the 

spearlighter shifts 2 squares. 

Tratrtyr (standard: 	+ Weapon 
Ranged 10,(20; -11 vs. AC i-12 while bloodiedi; 1d8 -+ 6 

damage, and the spear fighter shifts 1 squares. 

>f 4 Tripping Tratnyr (standard; requires a wow': at-will] • 

Weapon 

Ranged 10 or melee; -11 vs. AC i-t-12 while bloodied); 1d13 4 6 
damage, and the target is knocked prom- 

+ Dragon Breath (minor:encounter)* Lightning 
Close blast 3; -410 vs. Reflex (-411 while blood:eat; ldG + 
lightning damage.. 

Alignment Any 	Languages Common, Draconic 

Skills Acrobat ics 4-11. Athletics -12.1ntionidate 416 

Str 19 	 Des 16 t'6) 	Wis 13 44-4) 
Con 14 (-51 	Int 1 i (-*3) 	Cha 16(4-61 

Equipment scale armor, 3 train's% 

DRAGONRORN 
SPLARI IGHTER TACTICS 
A dragonitorn spearlighter empluys the traditional 
dragonburn cv itgs pea r— t he tratityr—iii both melee 
and ranged combat. Ile uses tripping trattly , r when 
ever possible, reserving his dragon breath until he is 
hemmed in by multiple foes. 

ENCOUNTER GROUPS 
Mislwa's forces are mainly dragonborn. but she har t 

significant number nflizardfolk and kobolds among 
her fitlIcvar ts. I n adt 11011 to Brakes, snakes, and other 
reptilian a half 	 dragonspawn and three 
licking blue dragons work cc it h 1s ishvies army to help 
ensure its success, 

Level 10 Encounter (XP 2.500) 
• Mishva Ccarcxlya Stormhorn (level 12 elite soldier) 
• 2 dragonborn spearfighters (level b skirmisher) 
• 2 dragonhorn soldiers (level 5 soldier, AIM 86) 
+ 1 rage drake (level 5 brute. M.1192) 
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For the folk of Kborvaire, talk of the Shadow Marches 
summons up images of endless marshland -a fetid 
home to insects. snakes, swamp creatures. and bar-
barian ore hordes. But for travelers who actually 
journey to the Marches, the mysteries and wonder of 
this land extend far beyond initial impressions. 

LORE OF THE 
SHADOW MARCHES 

ARCANA 
Arcane DC I S: The Shadow Marches are 

known for Eberron dragonshard fields that arc 
some of the richest in Khorvaire. House Tharashk 
has a virtual lock on the shard trade in the 
Marches. which accounts for nearly all the export 
trade from that land. 

HISTORY 
Common Knowledge: The Shadow Marches 

are not a recognized nation. Rather. the Marches 
are an independent territory whose established 
relationships with Its neighbors and the outside 
world comes largely from the presence of House 

Tharashk. 'Hie folk of the Shadow Marches have a 
reputation fir xenophobia. and outsiders are rarely 
welcomed here. 

Ores make up more than half the population of 
the Marches. Humans, halforcs. and members of 
other races also dwell here. The Shadow Marches 
feature two distinct cultures-the ore tribes that 
settled these lands, and the clans formed by later 
human migrants. 

The orc tribes are an insular suciety. but humans 
and half-ores are sometimes accepted into an ore 
tribe if they can prove themselves. The tribes are ter-
ritorial, and typically attack trespassers on sight. 

Closer to the outer edges of the Marches. mixed 
clans of - humans and half-arcs are more accepting 
oldie outside work!, mostly through their associa-
tion with House Tharashk. The clans have snore in 
common with the folk of -civilized" Khorvaire than 
do their kin in the ore tribes. and they demonstrate a 
greater level of trust toward outsiders. 

History DC 15: House Tharashk originated in 
the Shadow Marches, and the house retains strong 
ties to this land. Today, Tharashk makes a major. 
ity of its profits shipping Eber ron shards from the 
Marches to the rest of Khan:tire. The swamps of 
the Marches contain some of the largest Eberron 
dragonshard fields In Khorvaire, and Tharashk 
operates prospecting and distribution centers 
throughout the region. 
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History DC 20: The Mark of Finding appeared 
shortly after humans came to the Shadow Marches 
1500 years ago. but the sheer isolation of this land 
meant that it remained unknown for centuries 
thereafter. Only when explorers from I louse !Avis 
came to the Marches was the Mark of Finding dis-
covered. Subsequently. Siv is gnomes shepherded 
the humans and half-ores of this realm through the 
process of creating House Tharashk. The Mark of 
Finding is never found on ores. though the half orcs 
and humans of the Marches are equally as likely to 
hear it. 

History DC 25:The first humans to enter the 
Shadow Marches were not native Khorvairians. but 
a second wave of refugees from Sarlona. fleeing cast 
across the Barren Sea. Over long years. conflicts 
between these migrants and the native ores slowly 
subsided. I louvever. it was the war with the daelkyr 
that forged a lasting bond between both races. 

History DC 30: The daelkyr incursions laid 
waste to these lands. and ruins from that long-ago 
conflict are still scattered throughout the swamps. 

NATURE 
Common Knowledge: The Shadow Marches are 

a vast swampland teeming with insects. reptiles. and 
vermin. The territory contains little dry land and no 
trade routes. Settlements in the Marches are typically 
constructed on stilts and pilings to keep them above 
the shifting water levels of the swamp. 

Nature DC 15: Though much of the Marches' 
swampland is shallow enough to wade through. vir-
tually all travel here is by boat. Predators, disease. 
and other hazards make finding food and drinking 
water here more difficult than in other wilderness 
areas. 

Nature DC 20: The richest dragonshard fields 
in the Marches can be found on the western bank of 
the Glum River between Glumtown and Zarash*ak. 
in shallow water. Such finds are marked by a pale red 
glow beneath the muck. 

RELIGION 
Religion DC 15: Two old and starkly opposed 

religious traditions hold sway in the Shadow 
Ma relies-the druidic path of the Gatekeepers and 
the Cults of the Dragon Below. 

Religion DC 20:11ie ore tribes of the deep 
swamps are split evenly between the Cults of the 
Dragon Below and the Gatekeepers. However, the 
ores of the Marches remain equally hostile toward 
outsiders regardless of their faith. 
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The more civilized human and haliore clans typi-
cally fallow the Gatekeepers. Where the Cults of the 
Dragon Below hold sway. its followers are typically 
less violent than the other ores of t he Marches. 

In recent years. a small number of clan folk have 
taken up the path of the Sovereign Host. typically 
choosing a single deity as a patron. This new faith is 
believed to he a result tithe influence of travelers 
from the Five Nations. 

STREETWISE 
Common Knowledge: The Shadow Marches 

are the wildest corner of Khorva ire. and laws are 
an unknown concept here. Zarash -ak is the only 
exception. largely as the result of House Tharashk 
needing its business to run in a smooth and orderly 
fashion. 

Streetwise Di: 15: The Shadow Marches are 
not a nation, and this territory has no central 
government. Other nations or business concerns 
looking to deal with the Marches inevitably deal 
with House Tharashk. In the ca me way, nothing 
prevents Tharashk from exerting whatever influ• 
ence it sees fit over the local tribes and clans. 
Anyone who hopes to do business in the Marches—
or to stay alive while traveling here—knows to keep 
on the house's good side. 

SETTLE ME N T S 
AND FEATURES 
The Shadow Marches contain some of the most 
inhospitable terrain in Khorvaire. and most of its 
people dwell in clusters of huts that can barely be 
called villages. These settlements typically consist of 
up to a half dozen closely set structures connected 
by ladders. ropes. and stairs, all held above the 
water on deep.set pilings. The higher a building, the 
greater its importance, and elders' Inns and village 
meeting halls can rise to 30 feet or more above the 
high-water mark. 

ZARASHAK 
Unofficial Port Town Capital: Population S.900 

Zarasliak is the only town of any size in the 
Shadow Marches, and its existence is a recent devel-
opment. With no trade road through the Marches 
and precious little land on which to construct one. 
House Tharashk built this port town in order to 
ship dragonshards from the Marches to the rest of 
the world. 

When attempts to build a permanent settlement 
on the swampland of %a r.ish Bay failed. Tharashk 
constructed Zarash'ak some 100 miles inland. 
Ocean-going vessels anchor in the bay. sending trade 
goods upriver on skiffs and barges. then awaiting the 
return of dragonshard shipments the same way. 

Built ali u t he water like most Marches settle-
ments. Zarash'ak has become a central gathering 
place Int tribes and dans wishing to trade crafts 
and other goods. Local clans have built an economy 
around ferrying goods to and from the town. 

HOUSE THARASHK MINING CAMPS 
As new shard fields are discovered in the Marches. 
House Tharashk builds permanent outposts from 
which it can stringently oversee and control its 
prospecting operations. Dozens of small working 
camps are spread throughout the swamps. each 
consisting of a handful of communal huts. Larger 
numbers of former outposts now stand abandoned 
and rotting where the kcal shard fields were 
cleaned out. From these scattered sites, dragon. 
shards are gathered and shipped back to Zarash'ak 
on well-guarded boats. 

House Tharashk does not take kindly to outsiders 
tripping through the middle of its shard prospecting 
operations. Travelers can seek shelter in a mining 
ca mp. though they should be prepared to explain 
their business in the Marches. An ahandoned 
Tharashk outpost might serve as an excellent tem-
porary base for exploration, but a good number of 
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these former mining camps have already been taken 
over by the dangerous i9e m orns Or the SWi111111S. 

PLOTS AND 
ADVENTURE SITES 

Dragonshard Fields: With no history of con-
quests or oat ion-building, the Shadow Marches 
contain little in the way of treasure for advemur-
ers to plunder. However, the Marches are home to 
some of Khorvaire's richest liberron dragonshard 
fields Though the Nia relies' larger shard finds have 
been marked and cataloged by House Tharashk our 
the local tribes, undiscovered fields still lurk in the 
deeper swamps for those explorers brave enough to 
seek them, 

Daelkyr Ruins: When the daelkyr came to ]:her-
mit at the end of the Age of tvlonsters, the area that 
would become the Shadow Marries was overrun. 
The rune•scribed ruins of the unearthly structures 
that the daelkyr and their servant% constructed here 
can still be found within the swamps—sometimes 
used as foundations for the huts ofunsuspecting vil-
lagers. The Gatekeepers shun these sites, but they 
are revered by the Cults of the Dragon Below. They 
might hold information important to historians. or 
could reveal treasures lost for millennia. Elsewhere,  

the foul creations of the daelkyr might still lurk 
beneath the mire. 

The Cave of Vvaraak: Legend says that the 
black dragon Vvaraak journeyed front Argon nessen 
to Khorvaire thousands ofyears ago, and that the 
Shadow Marches are the site where she first taught 
the traditions /lithe Gatekeepers to the ancient ore 
tribes, Vvaraak lived with the ores for centuries 
before slipping away to an unknown resting place. 
Vvaraak's followers claim that. before she died. she 
bade them awaken her when the end of the world 
came. 

Great secrets are saki to he hidden in Vvaraak's 
cave. including legends related to the Draconie 
Prophecy. The Gatekeepers have lung sought this 
site, but the dragons ofArgonnessen. the Thelve. and 
other factions ► oukl be even more interested in its 
discovery. 

The Pond of Shadows: North (lithe Glum River 
lies a misty pool of black water. It is said that crea-
tures who look into this pool can see visions oft ltc  

past, present. and future, and that the waters are 
attuned to the most significant event 5 in Eberron. 

Countless nobles. merchants. and ambitious  
adventurers have sought out the Pond of Shadows. 
and the PCs might he hired on as guides for such an 
expedition. Alternatively. the pond might reveal a 
secret important to one 'tithe PCs—or show a possible 
future that must be prevented at any cost. 

Slug Keep: A hail-buried castle of the sort bulk 
during the early years of the kingdom of Galilar. 
Slug Keep has never known a master. No legends or 
records make mention of its construction. nor even 
of the importing of its stones, which could have origi-

nated no closer than central Droaam. At particular 
times each year, the walls of the keep are overrun by 
slugs. snails. and other slimy denizens of the swamp. 
granting the site its name. Tha rash k or another of the 
dragonmarked houses might mount an expedition 
to the ruined keep that the characters become a part 
of—or that they might be forced to rescue. Alterna-
tively, what secrets from before the Last War might 
be hidden here? 



Ghalerath 	 Level 8 Controller (Leader) 
Medium  natural humanoid, human 	 XI)  150 

Initiative -1 	Senses Perception /6 

Aberrant Endurance aura 3: each ally within the atara gains a +2 

bonus to casing throws. 

HP 90. Bloodied 45 

AC 21. Fortitude 20, Reflex 19, Will 21 

Speed 6 

(I) Withering To 	S,standa.cd; za•vait)* Necrotic 

-12 ss._ Fortitude: 148 - 7 necrotic damage. and the target h 

weakened until the end of its next mum. 

Dire Radiance (standard: at-will) Psychk. Radiant 
Ranged 10; • 11 vs. Fortitude: 	- radiant damage. and if 

the target ends tic next turn within 3 squares of Ghalerath it 

takes 10 psychic damage. 

‹. Wracking Word (standard: encounter) + Psychic 
Close burst 3: targets enemies; .10 vs. Fortitude: 2d8 3 

psychic damage. and the target is dazed {save ends I. Aft enlace( c 

The target takes a - 1 perktIty to attack rolls %save ends} . 

Alignment Chaotic evil 	Languages Common. Deep Speech, 
Giant 

Str 11 (+4) 	Dex 17 (17) 	Wis 14 146) 

Can 18 ► 8) 	Int 13 (+5) 	Cho 21 (+9) 

4d1111 

Scarbrand Ore Berserker 
	

Levels Brute 
Medians natural huntath.iii 

	
Xi' ;',0 

initiative - 6 	Senses Perception -6: low-tight vision 

HP 87: Bloodied 43: see also scar/No/id shriek 

AC 18: Fortitude 19. Reflex IS. Will 18 

Speed 6 while charging 

r._C. Greece,* (standard: a•wilii • Weapon 
-9 vs_ AC: 1c112 • 5 damage 	id I? • 171. 

( Scarbranel Shriek istandardc usable only while bloodied; 

encounter) + Healing. Psychk 
Close burst 3: ► 7  vs. Fortitude: lab - 2 psychic damage. and the 

berserker regains 10 hit points . 

Alignment Chaotic evil 	Languages Cornrow. Deep Speech. 

Giant 

Skills Endurance *11, Intimidate .8 

Str 19(17) 	Dex16(0(0 	Wis 1606 .: 
Con 17 (4) 	int 902} 	 Our lb 1-3) 

Level 8 Encounter (XI' 1,950) 
+ Ghalerath (level K controller) 
• S scarbrand orc berserkers (level 6 brute) 
+ 1 foulspawn mangler (level 8 skirmisher. AIM 11 21  

1 
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THE WARLOCK OF 
THE ABERRANT SCAR 
in the northwest Shadow Marciws. a glistening spit 
tits/one protrudes from the Crawling Swamp. its 
surface is marred by jagged cracks that bear a strange 
resemblance to aberrant dragonmarks. and that seem 
to spell out the letters ssl a forgotten setiist. Vsrlsatever 
their source. these runes have power. Mages who 
have studied this so•eallest Aberrant Scar swear that 
the markings are mystical in nature. and that a pos. 
sible future can be read within their weathered lines. 

Sages and explorers have claimed to find secret 
meaning and portents oldie future in the markings 
of the Scar. Moir than a kw base gone mad in the 
attempt to decipher those secrets. The last cotwerted 
effort occurred in the earliest ram/l•the kingdom of 

ialifar. An expedition sent by the Twelve was charged 
with learning the Aberrant Sear% secrets. This group 
built a great tower of black stone beside the protrud-
ing rock to serve as a Mare ofstudy and research. 
When contact was lost with the tower. a follow-up 
expedition was dispatched. It iOund tl• members of 

the original party dead-murdered by one of their 
own. who finally mok his own lilt in madness. 

The tower has remained vacant for centuries. but 
in recent sears. lights have been seen in its ivy-cur. 
tained windows. The warlock (ilsalerath has taken up 
residence here. believing that she alone understands 
the prophecies locked within the Aberrant Scar. and 

that only she can prevent the horrific future they 
portend-a goal she pursues at any cast. 'the l'Cs 
might encounter G ha lerat h as a result of her plans to 
kill an ally, an important personage. or even one of 
the party-an Joint' the warlock believes to lw vital to 
preventing the dark future she sees. 

Within the tower. Gita knit h discovered a number 
ofaberrant creatures that had been drawn to the 
power of the Scar ••creatures that now do her bidding. 
Shortly alter her arrival. a nearby tribe of Marcher 
ores besieged the totver in an attempt to drive her out. 
Soon corrupted in mind alai laxly. they too ;loss• serve 
the wa rhwk. 

GHALERATHS TACTICS 
(;halerath remains at a distance. picking on- foes 
with dire radiance. She saves wracking word until stir• 
rounded. and she will flee if it means she survives to 
save Fbernin anus her day. 
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ABERRANT SCAR LORE 
Arcana or History DC 15: In the early years of -

( ialilar. a tower in the northern reaches of the Crawl-
ing Swamp was coitxtrucled by the Twelve as a place 
of research. All the members of the initial expedition 
Will here were nut rdered when one of them went mad. 

Arcana or History DC 20: The tower overlooks 
the Aberrant Scar. a rocky protrusion set with strange 
markings said to have mystical meaning and pro-
phetic lower. 

Streetwise DC IS:1 he lot -al arc tribes tithe 
Marches avoid the tower and the Aberrant Sear, con• 
sidering both to be cursed. 

SCARBRAND BERSLRKER TACTICS 
A scarbrand berserker attc mist x to overwhelm its foes 
with greataxe attacks. It emits a sca 'brand shriek when 
mirrotuoled to tell its rov!f; it will light to the 

ENCOUNTER GROUPS 
Ghalerath stays close to her ore hool ► gthirds and the 
aberrant creatures that serve her. 



CIIAPTEIt 4 Greater Khorvaire 

Thousands of square miles of pristine grasslands bor-
dering the expanse °lilac illacie Desert. the Talenta 
Plains are the most unspoiled territory in central 
Khorvaire. This great land ail(' the hafflings who live 
there have remained essentially unchanged since 
before humans first set foot on the continent. 

LORF OF THE 
TALENTA PLAINS 

HISTORY 
Common Knowledge: The Taknta Plains h a 

nation unlike any other in Khorvaire. with no central 
government and nothing in the way of real cities or 
towns. The 'wafflings oft he Talema Plains are known 
as shrewd negotiators and capable tacticians. They 
live in nomadic tribes. traversing the territory on 
their dinosaur mounts. 

Though the wafflings live at a distance from the 
events of greater Khorvaire. they are fully cognizant 
of those events. and of the world beyond their pas• 
torah homeland. They live in tribes of up to several 
dozen extended families. [however. significant num. 
hers of hafflings have chosen to leave the Plains for 
lives elsewhere in Khorvaire. demonstrating their 
ability to not only survive hut to thrive in modern 
society. 

History DC 15: The la lenta haiflings had no aspi• 
rations to nationhood before the Last War. Despite  

their desire to remain uninvolved in that conflict, the 
hafflings kund themselves caught up in the struggles 
of other nations when those struggles spilled out into 
the Plains. Extensive campaigns between Karrnath 
and Cyre—hoth of which bad laid claim to parts piths. 
Plains in the past—ruined grazing land and destroyed 
countless herds of cattle and dinosaurs. 

Forgetting old feuds. the halflings chose to speak 
with a unified voice. with elders from every tribe 
meeting in council to decide a course for their people. 
For the remainder of the Last War, they defended 
their lands as a unified force. When Khorvaires new 
borders were drawn at Throilehold, the baffling% 
sued for and won recognition as a sovereign nation. 

History DC 20: Half-ling culture treats every 
member of a tribe as an equal. A baffling tribe is 
ruled by an elected leader known as a lath. whose 
authority depends on retaining the confidence and 
respect of the tribe as a whole. Every few generations. 
a truly great leader arises. inspiring not just his or her 
tribe but other tribes and their laths. Such a halfling 
is given the title of halfwit and is granted the power to 
render decisions for the [lathing nation as a whole. 

Lathan Halputu organized the tribes during the 
Last War and represented them in the negotiations at 
Thronehold. He is considered the father of this land. 
and without his example. the halfling nation would 
likely never have come to pass. Although he has since 
stepped down from his position. I lalpu ill has the 

respect ofnearly every living 
baffling. 

History DC 25:The 
halnings lived. hunted. and 
wandered Khorvaire for 
thousands oryears before 
the arrival of humans. 
Their nomadic tribes once 
journeyed across the entire 
central continent. sometimes 
nol returning to the Talenta 
Plains for a generation or 
more. As humans and other 
races expanded into what 
would eventually become the 
Five Nations. the halflings 
found themselves slowly 
forced back until only the 
Plains remained open to 
them. 

Within the kingdom of 
Galilar.Talenta was consid-
ered part olCyre. though 
that made little difference 
to the tribes. To a haling. 



!aiming ownership over the land makes little more 
'sense than claiming ownership of the wind or rain. 
%Minuet a tribal council nominally rules the half 
!tug nation, its primary task is simply maintaining 
the appearance that the Talenta Plains are a tint- 
t led land—thereby preventing other nations from 
encroaching on the halflings' territory. 

NATURE 
Common Knowledge: The Talenta Plains include 

Ian only broad grasslands but also a large portion of 
the Blade Desert. which has been expanding. R3111- 

.I I I patterns in the Taknta lowlands have changed in 
recent years, and each new spring sees another mile 
• .1 prairie turned to sand. 

The holdings oldie Plains keep and tend mmterous 

:wild animals and herbivorous dinosaurs. They also 
train deadly clawfoot dinosaurs for use as 11101111K 

Nature DC 15: The halflings revere the clawfoots. 
and the relationship between a rider and his mount 
i• as important as his relationship with his other tribe 
members. Hall-ling hunters show this relationship 
b%- the hunting masks they wear, each representing a 
mystical connection between dinosaur and rider. It 
is believed that when a halfling duns her mask. her 
spirit and her mount's become intertwined. I hinting 
masks are sacred relics to the Talenta halflings. and 
stealing or defining one is a capital crime. 

RELIGION 
Common Knowledge: The Talenta half Bugs com-

bine a worship of ancestral and animal spirits with 
reverence for Balinor. god of beasts and the hum. 

Religion DC IS: The highest spiritual author- 
ity in the Talmo Plains is the priest known as I holy 

Plainsfolk who follow her believe Holy L'Idra 
to be an avatar or chosen representative of Balinor. 

Religion DC 20: Holy Uldra hopes to lead the 
Talenta tribes back to their traditional ways. and she 
believes that the human nations have tainted the 
halflings and their relationship with the land. A char-
ismatic figure. Holy Odra could one day be installed 
as lathon—which would spell trouble kir the Plains. 

STREETWISE 
Common Knowledge: 1.lalflings outside the 

Valenta Plains are descendants of wanderers who left 
their homeland, or characters who split their time 
between civilization and the Plains. Those traveling 
halflings serve as intermediaries for their folk in both 
worlds. carrying news of greater Khorvaire to the 
tribes and keeping tribal culture and values alive in 
the cities and towns. 

Streetwise DC 15: The Talents Plains contains 
only one permanent settlement—Gatherhold. The 
town is the headquarters of House Ghallanda. and it 
is here that the halfling tribes buy or barter what kw  

supplies they cannot craft themselves. Though Gather-
hold appears similar to any small town. no tribal 
halflings make pertnancnt homes there. Bather. It Is 
maintained by !louse Ghallanda. and it is sometimes 
viewed as less a town than an extended house enclave. 

Streetwise DC 20: Gatherhold is the meeting 
place kr the tribal council that governs the Talenta 
Plai IIS. Leaders from all the tribes journey here several 
times a year for debate a nd decision-making. though 
representatives Frain other nations frequently com. 
meat that the council's irregular schedule means that 
its discussions come too late to make any difference. 

SETTLEMENTS 
AND FEATURES 
Aside from Gatherhold. the only settle: mitts on 
the Plains consist of easily struck camps and tem-
porary tent cities. The tribal council has agreed to 
allow Karrnathi forts within the Plains, created as a 
defense against Valeriar war bands ranging north to 
strike at halfling camps and the Karrnathi frontier. 
However, such installations must he moved every few 
years to allow the surrounding grasslands to recover 
from military traffic and maneuvers. 

GATHERHOLD 
Capital Town; Population 2,300 

Built into a rocky outcropping along the eastern 
shore of lake Cyre. Gatherhold has spate for 3.000 
or more halflings. though its population approaches 
that number only a few times a year. Fewer than 500 
residents live here full time. and these are nearly all 
representatives of the dragonmarked houses. 

!louse Chalk:mkt built and maintains Gatherhold. 
both as its headquarters and as a place where all 
the Taknta tribes might gather and meet as equals. 
Gal herbal's houses are for the use of visitors from 
other parts of Khorvaire. The halflings prekr to put 
up their tents along the surrounding hills rather than 
stay moped up inside "boxes." as they call even the 
most lavish set of rooms. 

House Jorasco has a strong presence in Gatherhold. 
though its headquarters was unused years bailie to 
Vedykar in Karrnath. Many -Valenta halflings resent 
what they see as Jorasas abandonment of t heir home• 
land and values for the world of the human cities. 
However. the house continues to operate a handful of 
mobile clinics that travel throughout the 	dis- 
pensing healing and comfort to the tribes they meet. 

At least three times a year. Gatherhold hosts a 
meeting of the tribal council. All tribes are welcome 
to attend, but attendance by the ladion and the laths 
of the five largest tribes is mandatory. During the five 
or ten days that the council remains in session. the 
town's population swells as a continuous stream of 
tribes passes through. 

z 
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PLOTS AND 
ADVENTURE SITES 
For characters who do not live there, the Talent a 
Plains are an endless expanse of grassland. scrub. and 
desert whose lack of landmarks makes navigation all 
but impossible. More than a kw seasoned explorers 
have entered the Plains never to be beard from again. 
and House Jorasco's traveling clinics spend much of 
their time undertaking search-and-rescue efforts. 

No matter what business brings the PCs here. the 
endless plains combine with the threat of wolves. 
carnivorous dinosaurs, and predatory fey to challenge 
even the most seasoned explorers. 

The Boneyard: At the eastern end of the Blade 
Desert. where the lronroot and Endworkl mountain 
ranges meet, a hidden valley is filled with the skele-
tons of con ntless dragons. Ancient skulls limn hillocks 
beneath the thin soil, and bones jut from the ground 
like weathered ivory trees. Whether this place is an 
ancient burial ground or the site of a long-forgotten 
&atonic battle remains unknown. I kilning legends 
say that creatures that disturb the remains here draw 
the attention of living dragons. The plainsfolk take 
these tales seriously. and local tribes drive Wall out-
siders foolish enough to approach the site. 

The only regular visitors the Boneyard receives 
arc also the only ones to whom the halflings grant 
unfettered access. Dragonborn pilgrims from Q:barra  

travel for weeks to cross the Endworld Mountains and 
skirt the desert to visit the site. but their reasons for 
doing so remain unspoken. Many outside the plains 
would love to learn what secrets this site holds, and 
the humans of Qbarra have begun to speculate on 
the plots the dragonborn might be hatching in this 
ancient ossuary. 

The Wandering Inn: Aside from Gatherboki. the 
Wandering Inn is i louse Ghallanda's most significant 
presence in the Taletua Plains. The Inn is a travel- 
ing fair and trading post that makes a regular circuit 
across the Plains. setting up Its colorful stalls and tents 
as a gathering place for halfling tribes in the area. 
The caravans of the Wandering Inn provide a place of 
refuge and healing for the nomadic tribes. and even 
those halflings who resent Ghallanda's movement out 
of the plains and into the wider world embrace the 
spirit of fellowship that the Wandering Inn represents. 

Krezent: In the eastern expanse of the Blade 
Desert stands what might be the last couat I fortress 
on Eberron. The ruins of Krezent are said to be built 
in an unearthly reptilian style. and the billing tribes 
and all sensible outsiders avoid the site. An extended 
tribe of yuan-ti dwells here. worshiping both the 
ancient couails and the Silver Flame. Though they 
keep to themselves and make no threats against the 
halflings of the Plains. the yuan.ti of Krezent are 

marked by the dark reputation or their more wen-
known kin in Xen'drik. 



Holy Uldra 	 Level 8 Controller (leader) 
'11r ■ Ail natural humanord, halfling 	 XP 350 

Initiative 6 	Senses Perception *12 

Salinities Frenzy aura 5: each ally th41 begins or ends a charge 

within the aura gains a +2 bonus to damage roils. 

HP 89; Bloodied 44: see also frenzy i4  the hunt 

AC 72; Fortitude 19. Reflex 19. Will 21: see also nimble reaction 

Saving Throws 5 against fear efier ts 

Speed f, 

Talonta Sharrasie (standard at.will) • Weapon 

- 13 ss 	. 1(18 - / clarn.zge, and the target rs immobilized until 

t hi coil of Holy Uldra's next turn. 

4(• Balinor's Reaping (standard; requires a Talenta sharrash; 

recharge .14: .I hi • Weapon 

Close bunt 411 vs. AC (413 against i 	oubilized targets): 2d6 

• 7 damage, aril the target is ImmohiUzed (save ends4. 

Frenzy of the Hunt (standards encounter) • Fear, Healing, 

Psychic 

Close burst 5; +10 vs. Will: 1d10 psychic damage. and the target 

is immobilized and grants combat advantage to all attackers 

(save ends both). Holy Uldra and allies within the bunt regain 

list points_ 

Nimble Reaction 

italliongs gain a +2 racial bonus to AC against opportunity 

attacks. 

Second Chance (immediate interrupt. when Holy IJIdea is hit by an 

attack: encounter) 

The attacker must make a second attack roll and use the new 

ron.ult. 

Alignment Evil 	Languages Common, Draconic 

Skills At robatks +11, Religion *12. Thievery -II 

Su 131-51 	 Dex 151+6) 	Wis 16 (+7) 

Con 17 (+7) 	hit 17 (+7) 	 Cha 200-91 

Equipment leather armor. Talenta sharrash" 

'New weapon described in the (hereon Player's Guide. 

Encounter Level 8 (XP 1.850) 
♦ I baby Uldra (level 8 controller) 
♦ 4 halfling prowlers (level 6 lurker. 	133) 
♦ 2 shadow hounds (level 6 skirmisher. MAI 60) 
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The Tribal Council:1he congregation of the tribes 
at Gat herhold represents the best opportunity for PCs 
to meet with specific plainsfolk. or to become caught 
up in the freestyle Intrigue of the Plains. The Talenta 
halnings have little interest in embracing the cutthroat 
polities oldie Five Nations. but lingering threats in the 
aftermath of 	Last W:ir continue to spill cannict 
inn, the Plains whetlwe they want it or not. 

War hands from Valenar travel north across tlw 
desert to test their speed and their blades against 
the halfling dinosaur riders. Karrnath controls a 
line of forts across tits- rfalenta frontier. ONit'llSiblV 

as an aid to the defense of the plains against threats 
(ru ►  the mountains and the Mournland. Tlw PCs 
might become caught up with the deliberations of the 
tribal council as it is forced to deal with these issues. 
.1Iternatively. they might become agents of an out-
side passer or dr:wino:irked house seeking to forge 
a stronger relationship with—or to undermine the 
authority of—the Talenta tribes. 

HOLY ULDRA 
Characters who meet the young priest known as I loly 
t t Idra are hard-pressed to guess that %It• is the single 
most powerful religious figure in the Talenta Plains. 
I holy Uldra speaks of herself IN a simple clerk . but %li• 
makes no attempt to hide the devoted fiillowing she 
has acquired. Although she dues 1101 covet power for 
her own gain, she is deadly earnest in her belief that 
the path she espouses is the best one for her people. 

loly Uldra believes that the mere act of creat-
ing a nation encompassing the Talenta Plains is an 
affront to halfling culture and the will of Ilalinor. 
Land is a gill of the gods. and to claim ownership 
over it is a senseless desecration of the kind practiced 
by humans and other races. She believes that if these 
new ways are allowed to continue. emotional bank-
ruptcy and spiritual germicide can be the only results. 

HOLY ULDRA LORE 
Religion DC 15: Holy UIdra is tlw kith or a small 

tribe, but her powers of oratory and persuasion have 
made her one of the most important leaders in the 
Plains. I ler contempt for I louse Ghallanda, I louse 
Jorasco. and Lathan I lalpinn is well known. as is her 
lwlief that the actions of the !mining houses and the 
tribal COMIC il threaten to debase the Plains' midi-
tional culture and the spiritual core of halfling life. 
I ler often strident followers share these beliefs. 

Religion DC 20: I July Uklra and her acolytes 
have no formal organization vet. and she gives her 
followers no specific mandate or orders. 1 (owever. 
in some instances militant halfling tribes have used 
her teachings as motivation for attacks against the 
dragonmarked houses and even the tribal CM mil. 

Religion DC 25: lloly Uldra travels with a group 
or botlyguards and mystical guard animals whenever  

she attends large gatherings. 11cr guards are typically 
halfling prowlers. at least halfof which stay incognito 
in the crowd in case of trouble. When they watch over 
Uldra. these guards are deferential to imaibeliesrrs. 
However. l'Idra's forces have keen known to target 
plainsfolk w ho publicly oppose their master's views. 

HOLY ULDRA .S TACT ICS 
Holy :kin' targets lightly a r it >red foes with Talenta 
sharrash attacks. using Balinor's reaping as soon as she 
has at least two foes adjacent to her. When she and 
her bodyguards have all been injured. she calls them 
close to uselrenzy of the hunt. She reserves second 
chance to reverse a critical hit. 

ENCOUNTER GROUPS 
As a priest of the god of the hunt. Holy Uldra does 
not shy ass av from combat. though she is more accus-
tomed to tracking wild animals on the Plains than 
engaging in all-out melee. 
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Although less than a century old. this nation at the 
southeastern tip of K horva i re claims a heritage that 
goes back more titan ten millennia. Valenar is the 
only elven nation in Khorvaire. and it remains one of 
the least umkrstnotl. 

Valenar is a society shaped by martial tradi ,  
lion and spiritual belief: Its folk are isolationist and 
aggressive. having signed the Thronehold treaty 
before immediately breaking its terms. Valenar elves 
spend their lives serving High King Shaeras Vadallia 
as members of the Host ofVaknar. or traveling with 
their war bands in search of glory and honor. The 
Valenar elves claim an ancient connection to their 
land. but they seem profoundly disinterested in 
ing a thriving nation. 

LORE OF VALENAR 

HISTORY 
Common Knowledge: The only elven nation in 

Khorva I re. Vaknar was born in the heat of the Last 
War. High King Vadallia came from the elves -  home 
continent of Aerenal as the leader of a host of elf mer 
cenaries. Mt hough humans and half-elves stilt reside 
in Valenar, most or these folk are former subjects of 
Cyre who now give fealty to fi ►reign rulers. 

During the Last War. the leaders of Cyre bought 
the allegiance atilt. Valaes Tairn—the largest fac-
tion of the Tat rnada I, the elven ► ardans of northern 

Aerenal. Establishing their war camps at the south-
ern tip of Cyre. the elves quickly became the most 
devastating component of Cyres cavalry and com-
mando forces. 

Led by Vadallia. the elves targeted halfling war 
bands. hobgoblin mercenaries. and the forces of 
Breland and Karrnath. Though Cyres enemies tried 
to buy the elves services. the Valars Tairn stayed 
unfailingly loyal to Cyre for over thirty years. It was 
thus a shock when elves turned on [heir Cyran pay. 
masters and seized the lands they had defended for 
decades. Shacras siada Ilia proclaimed himself high 
king of the new nation of Valenar. using an ancient 
awn claim to the land to justify his actions. 

H istory DC I 5: Tracing their roots to the island 
nation of Aerenal. the ' 1'airnadal elves ofVolenar are 
a militaristic offshoot of the dominant Aereni cul-
ture. These warriors revere the heroes or the elves 
ancient struggle to free themselves from slavers on 
Xeifdrik. and honor their ancestors by emulating 
their deeds. 

Young elves sometimes leave Valenar to further 
their military experience abroad in Khorvaire. hiring 
themselves out as mercenaries or joining adventuring 
bands. In the aftermath of he last War. the Valaes 
Tairn remains the deadliest cavalry and commando 
force in Khorvaire. Though their betrayal eliCy re 
earned the elves a measure of distrust, individual 
Vaknar war bands are often hired by other nations 
for specialized assignments. 

History DC 20: Though it has a high king. 
Valenar is less a nation than a league of individua l 
warclans. As proofof their title in Valenar. the 
members or the Valars Taint speak of an ancestral 
connection to this land, and of ant elven dominion in 
southern Khorvaire contemporary with the goblin 
Empire of Dhakaan. 

More than forty of Aerenars warclans are 
represented in Valenar. However. most tithe elf 
noncombatants remain on Aerenal. making Valenar 
more ofa military staging ground than a country. 
Although l  I igh K ing Vadallia rewards bravery 
with title and territory, few elves take up the life of 
landed nobility. The pursuit of battle is the Valenar 
elves' only focus. and they are happy to leave their 
lands in the care of the humans and half-elves who 
work it. 

For their part, the peasants and farm folk of Vale-
nar their lives as they have for centuries, noting 
few differences between Cyran rule and the new elf 
regime. 11- anything. life under the Valaes Tairn is 
easier. The elves tax less harshly than Cyre once did. 
since the seil-suffkient warclans have little need for 
material wealth or tribute. As such. Valences n011d 
population is largely left in a state of benign neglect. 

Over the last few decades. I-louse Lyrandar has 
formed an alliance with the elves oflialenar. Lyran-
dar hatielses have taken on many administrative 



positions within the nation, and some claim that 
iyrandar is creating a halielf homeland under 
Vadallia's nose. 

History DC 25: At the height of t he Dhakaani 
lanpi re, the elves of Aerenal founded settlements on 
the plains north of Ravar Orioth-sites that coexisted 
and traded peacefully with the goblins for nearly 
a century. Eventually, the goblins came to distrust 
and fear the militaristic elves.The war between 
the Valacs Tairn and the Dhakaani goblins was 
hard-fought, with the skill of t he elves offset by the 
numerical superiority of the goblins. In the end, a 
draconic attack on Aerenal itself forced the leaders of 
the Valacs Thirst to sue for peace and abandon their 
holdings in Khorvaire in order to focus their efforts 
on defending Acrenal. 

When Vadallia led his warriors to Khorvaire to 
light under the flag of Cyre. it was for the glory of 
war. - 1w Tairnadal elves devoted their lives to martial 
training. but war games were no match for a chance 
to engage in true battle. War in Khorvaire promised 
the elves a chance to win glory in their ancestors 
names. even as entering the light on the side of 
beleaguered Cure provided a fine opportunity to 
hone the skirmisher tactics they had perfected over 
generations. 

For five decades. the elves fought for Cyre and 
found the glory they sought. Rut as the struggle 
settled into a routine. the challenges faded. Some 
say the Queen of- Cyre insulted Vadallia. but most 
believe that it was the desire for glory that drove the 
war leader to turn on Cyre and annex the lands he 
once defended. In the wake of this betrayal, the elves 
of Valenar sold their services to every nation, though 
kw would employ them in large numbers. Today they 
continue to launch raids into neighboring nations. 
and it is certain that they hunger for new opponuni. 
ties for glory. 

NATURE 
Common Knowledge: The warhorses of the elves 

of Valenar are the finest mounts in Khorvaire. These 
animals are kept and carefully bred by the elves, with 
bloodlines that can be traced back kw millennia. The 
Valenar elves are highly protective of their horses 
and consider them kindred spirits. The riders of 
the Valacs Tairn value their horses and their patron 
ancestors above all else. 

Nature DC 1 5: Elven horses are bred only in 
Aerenal and In a small number of highly secret and 
well-guarded ranches in ■I hit her!' Vaknar. All Valacs 
Taint warhorses arc gelded before being sent into 
the field in an effort to prevent others from obtaining 
access to the bloodlines of these magnificent steeds. 
Few people are foolish enough to attempt to steal a 
Valaes Tairn warhorse. but the price such a mount 
can fetch on the black market inspires some to try. 

RELIGION 
Common Knowledge: The Valcnar elves follow 

the same faith as their kin in Aerenal, revering their 
ancestors and following the guidance of clerics of the 
t Intlying Court. 

Religion DC 15: The Tairnadal faith is more 
complex than most believe. Though the Valacs Taint 
respects the councilors of the Undying Court, the 
faith oldie elves of Valenar is a variant of the tradi-
tional beliefs prevalent nn Aerenal. Valenar's spiritual 
leaders are the Keepers (lithe Past, a religious tradi-
tion particular to the Tairnadal. Rather than revering 
the deathless elves oft he Undying Court, the Valacs 
Tairn focuses as faith on the legendary warriors who 
fought to bring the elves out of slavery in Xetedrik. 

Religion DC 20: When a Valcnar elf is born. 
a Keeper of the Past determines his or her patron 
ancestor-the spirit of a great warrior of the past that 
watches over the child from that day forth. The war-
riors of the Valaes Taint emulate and honor their 
patron ancestors In all they do. les said that an elf 
who emulates the deeds °fan ancestor can become a 
vessel fix that hero's spirit. 

Patron ancestors are not unique to each individual. 
and hundreds of elves can share a given spiritual lira 
cage. This connection leads to lifelong competitions 
between warriors, as they attempt to prove themselves 
the most faithful embodiment of a particular hero. 

STREETWISE 
Common Knowledge: The 1.ast War Is over. but 

the elves of Valenar show no signs of giving up the 
lust for battle that brought them to Khorvaire. Elf war 
bands routinely raid into the neighboring territories 
of the Talenta Plains and (Plana. and range far 
enough north across the Plains to strike at Karrnath. 

Valenar's government is tightly organized around 
the military structure of the Valacs Taint. The war- 
clans account for the entire el fpopulat ion ofilalertar. 
The nonelves who make up the farming and craft- 
ing classes have little standing. but they enjoy more 
freedom than they did as subjects of Cyre. In recent 
decades an alliance with l louse Lyrandar has drawn 
many half elves to the Valenar, and most civic admin-
istration falls to this half elf middle class. 

The elves' disinterest in their subjects makes the 
borders of Valenar relatively easy to breach. pro , 

 vided that the intruders are willing to wear a humble 
disguise. A party whose members pose as common 
laborers can gain easy access to most Is:arts of the coun-
try, while travelers who display a warlike demeanor 
can expect to be challenged on at regular basis. 

Streetwise DC 15: Members of the Valacs Taint 
dedicate their lives to valor and martial skill. They 
are wan-hors with a long and proud tradition, and 
they make a strong distinction between honor- 
able combat and meaningless brawling. If a foe or 
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a .situation is deemed unworthy. a Valenar elf is 
more likely to stalk away than to engage in a fight 
beneath his dignity. 

The end of the Last War has seen many Valeria r 
elves granted leave from their warclans to put their 
skills to use in the wider world. Such elves become 
mercenaries or join adventuring bands. seeking out 
danger by whk- h their brawny might be tested. 

Valetta r is a young nation. and the elves have little 
interest in pursuing official relationships with KItor-
vaire's other powers. Elven raids into the Talenta 
Plains. gharta. and Karrnath put Valenar on poor 
terms with its closest rwighbors. and most dragon-
marked houses have on k- a limited presence in Taer 
Valaestas. House Vadalis operatives are banned from 
Valenar on pain ofdeath hecallM• of he house's inces-
sant efforts to obtain elven warhorses and breeding 
stock, and the spies offlunanni and litiarlatt are 
universally she nned h►  the Valaes Tairn. However. 
the haffelses of l louse Lyrandar wield significant 
influence in the court of Vadallia, and they have been 
granted extensive territories within Valenar. 

Streetwise DC 20: All Valenar elves are part 
of active Military units. wlwtlwr in service to the 
high king or undertaking the border skirmishes 
of individual warclans. At”. elf not lit and willing 
for battle is repatriated to Aerenal. Valenar raids 
against neighboring territories are typically quick 
strikes and sorties that nt.ake the most effective use 
of the elves' ialvanced cavalry skirmish tactics. r  r ht. 
elves make token raids far supplies or trade goods. 

but their primary goal is glory in tiw defeat °fan 
equal or superior foe. 

Streetwise DC 25: Each of the forty five 
warclans oldie Valaes Taint is obligated to take a 

turn serving I high king Vadailia as part of the 
lost til Valenar. The host consists of twenty 
warclans—ten tacked with maintaining order 
throughout the realm, and ten engaged 
in military operations as directed by the 
crown. A warclan serves on the Host 

of Valenar for ten years before bring 
released In conduct independent opera-

tions and raids. thougliir arc la ns can 
he recalled to assist and support tl• 

Host olValenar by the high king. 
Valenar is a land limit on 

preparations for svar, and 
even alter the peace of 

Thronehoid. the 
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nation of the Valacs Tairn resembles a military stag-
ing ground more than a country. Permanent els -en 
settlements are kw in number and unanimity fan i-
tied. both along Valetiar's northern borders and deep 
into the safer lands of the south. 

The warclans of Valenar have only one goal—glory 
in combat. And while the 	Tairn's border raids 
are seen as little more than posturing by disaffected 
troops. it has been suggested that High King Vadallia 
has an ulterior motive. Valenar's raids are carried out 
by independent warclans. never by the Most of Vale-
aim However. Vadallia makes no real effort to stop 
the incursions. and many believe that with the last 
War ended. the Valacs Taira are attempting to goad 
Valenar's neighbors (particularly Karrnathi into a 
full-blown military response. If war does erupt again 
in southern Khorvaire. the elves are well prepared for 
a long and glorious campaign. 

SETTLEMENTS 
AND FEATURES 
Small farming communities dot the plains of Valenar, 
dating from the days when this land was Cyre. The 
new masters of this realm spend their lives in motion, 
and their buikling efforts extend only to the forts and 
military outposts that define their readiness for war. 

TALK VALAESTAS 
Capital City; Population 19.000 

The elves of Valenar have link low For cities, but 
they recognize that their nation and their king require 
:I capital. Taer Valaestas is a walled city built with 
military precision. The wall surrounding the city is 

massive thicket of bmnzewood thorns. Its narrow 
streets are designed to thwart attack by armored 
forces, and its buildings are constructed of stone and 
dense wood for strength and resistance to fire. 

Royal Palace: Though unimpressive by the 
standards of ot her nations, the royal palace is the 
most ostentatious structure in Valour. High King 
Vadallia's quarters arc austere. but the palace's regal 
courtyard with its towering columns evokes memo-
ries of the forests of Acrenal and the great city of 
Shac Cairdal. 

Peasants' Market: Despite its name, the peasants' 
market is a good source olquality wares from Acr-
mai and across Khorvaire. The market is so named 
because of the fact that kw Valettar elves can be 
bothered to undertake tasks as mundane as shopping. 
entrusting such jobs to the Cyran peasants and labor-
ers who take responsibility for the elves' land. 

Temple of the Ages: The Temple of the Ages is 
the primary place of worship and training for the 
Keepers of the Past. It is also the site where High 
King Vadallia hosts annual tournaments and contests 
of military and equestrian skill. 

PLOTS AND 
ADVENTURE Sins 

Taer Sadaen: The fortress ofTaer Sadaen was 
raised by the Aereni who settled these lands 10.000 
years ago. According to legend. the citadel was the 
site of a terrible battle between goblins and ekes 
shortly before those ancient settlers returned to Acre-
nal. The ruins of Titer Satlaen have never been found. 
and some say that the fortress was shifted out of the 
world by a powerful elven curse. When the stars and 
moons properly align, Taer Sadaen Is said to reappear 
with that ancient batik still raging around its walls. 

PCs traveling in Valenar might find themselves 
in the right place at the right time when the fortress 
crosses back into the mortal realm, Or, interests in 
Acre nal or the Five Nations might have information 
that points to the location of the fortress—and reasons 
for the PCs to find it before the Valacs Taint does. 

Onward to Glory: The easiest place for PCs to face 
ofragainst a Valacs Taira war band isn't deep within 
Valenar but along the borders with the Takata Plains 
and (Marra. Valenar raiding panics cross into both 
nations with great frequency. and the PCs might easily 
be caught up in one such incursion. Whether the 
elves are in search of supplies. seeking vengeance for a 
perceived slight, or simply spoiling fiir battle. PCs who 
stand against a war band are in for a memorable fight. 

Breeding Stock: The warhorses ridden by the 
Valacs Taira arc all geldings. and the elves arc deadly 
serious in the protection of their brood mares and 
stallions. However, a high-ranking operative of [louse 
Vadalis believes that she has found a way to magi-
cally infuse the bloodline of Valenar geldings into 
magebred horses. 'resting her theory requires only 
a doz.en or so warhorses to be stolen out front under 
the Valaes Taira and transported from Valenar to the 
likken Reaches. Stealing even a single Valenar war-
horse is not an assignment for the faint of heart, but 
the house will pay handsomely for delivery. 

Nation Building: 'the Valacs Taira is perhaps the 
best band of warriors in K him:aim but these elves are 
notoriously indifferent to the plight of their 'sonar sub. 
keels. Peasants from Vaknar approach the PCs to beg 
for their aid, whether against monsters plaguing local 
farmsteads or a group of bandits too unskilled for the 
Valacs Tairn to consider an honorable challenge. 

In Service to the King: The Own penchant for 
violence means that kw civilized nations allow an 
unescorted Valaes Taint war band to freely enter or 
cross their territory. When High King Vadallia has 
important business needing attention in the Five 
Nations, his operatives must seek out adventurers to 
see it done. The PCs might be approached by a repre-
sentative of the king, or could even be invited to the 
court at Taer Valaestas to be engaged in high-level 
intrigues. 
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Irristia Immlar 	 Level 9 Soldier (Leader) 
Medium le humanoid,  elf 	 XP •00 

Initiative -11 	Seines Perception •13: low-light vision 
HP 97; Bloodied 48 

AC 25: Fortitude 20. Reflex 22. Wilt 20 

Speed 7: see also wild step 

® Rapier (standard: at-w111) ♦ Weapon 

-16 vs. AC; 1d8 4 8 damage, and the target is marked until the 

end of Irristia's next turn. 

e Shoribow (standards at-will) ♦ Weapon 
Ranged 15, ,'30: 416 vs. AC: 1d8 a 8 damage. and the target is 

marked until the end of Irristia's next turn. 

4 Twin Fang Charge (standar& at•wIII) 
barges and then makes two rapier attacks. 

4 Twin Fang Strike (standard; at-swe) 

Irristia makes two rallies attacks. 

)i* Draw Attention (standard: requires a shortbow: encounter) 

Weapon 

Ranged 15130; *16 vs. AC; 3d8 4- 5 damage; the target is 

marked. and any creature currently marked by the target is no 

longer marked by the target. 

Sustalned Mark 

If bristle ends her turn adjacent to a target marked by her, that 

target remains marked until the end of her nest turn . 

Own Accuracy (free; encounter) 
Irristla can reredl an attack roll. She must use the second roil. 

even if It's lower. 

Wild Step 
irristia ignores difficult terrain when she shifts. 

Born In the Saddle 
Irristia bestows her wild step power on any mourn she rides_ 

Alignment UnaBgned 	Languages Common, Elven 
Skills Nature •13. Stealth • 14 
Str14(t61 	Des 20 I +.9) 	VAs 14 (+6) 
Con 17 (t7) 	Int 131-51 	Cha 17 (+71 

Equipment leather armor. rapier. short how with 20 arrows 

IRRISTIA'S WAR BAND 
Any party of PCs passing through Valertar or along its 
borders might be targeted by Irristia and her follow-
ers. Likewise, the PCs could be called upon to defend 
a civilian settlement in Karrnath or a noncombatant 
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IRRISTIA IMMIAR, 
VALENAR WARLORD 
Its a common misconception that the Valaes Tairn 
believe in honor in battle. Some do. hot what matters 
most to a Valenar warrior is emulating the deeds of 
one's patron ancestor. And while some of those heroes 
were chivalrous, others were ruthless or crud—and 
their descendants are expected to Him in their mold. 

Like nutny young Valaes Taint. lrristia lmmiar 
saw extensive action during the Last War but failed 
to distinguish herself before the peace of Thronehold 
took her opportunities away. Now the leader of her 
own warclan, she is among those disafferted elves 
who yearn to prove themselves on the frontier—and to 
goad Mt louses neighbors into an ongoing conflict that 
will grant her the chance for glory. 

So far, Irristia's efforts have been in vain. Her 
clan's attacks against Karrtun hi fortresses and cara-
vans in the northern Talenta Plains. nomadic halfling 
warriors on the southern frontier, and the human 
militias of Crbarra have been easy victories. Aware of 
the reputation of the Valaes Taint. the Karrnathi gar-
risons are eager to avoid full-scale conflict. choosing 
instead to maintain a defensive posture. 

In her frustration. inistia has begun attacking civil-
ian targets along the border between Karrnath and the 
Plains. raiding villages and burning cropland between 
Vulyar and Ironic:own. She has no enmity for the farm-
ers and herders her clan has slain, but she means to 
have her glorious war no matter the cost In suffering. 

IRRISTIA IMMIAR LORE 
History DC 20: The wardans of the %ratan Tairn 

instigate conflict with their neighbors, hoping for the 
chance to prove themsehrs in combat. Although most 
of them target military units, civilian settlements are 
coming under attack with greater frequency. 

Streetwise DC 20:The Valenar elves expected 
the peace of Thronehold to be short-term at best. and 
the younger warclan leaders are chafing at bring 
denied the opportunities in combat that their older 
kin enjoyed for a hundred years. Valenar's incur• 
slurs across its neighbors' borders are increasingly 
designed not as mere tests of combat skill but as bold 
provocation to open war. 

Streetwise DC 25: lrristia Immiar is one of those 
young chiefs. a fierce leader striving to prove herself 
in battle. Seeking to provoke Valettar's neighbors into 
open war, she has led her clan in raids upon civilian 
targets in Karrnath. the Talenta Plains. and Qbarra.  

halfling clan against a Valaes Tairn attack. Once the 
PCs have made an enemy of Irristia. it is inevitable 
that she will cross their path again. 

Alternatively. the PCs might be forced to ally with 
I ram ids clan against the greater threat of a primitive 
horror from the depths of Qba rra. or an even more 
violent Valenar star band. Irristia Is passionate in her 
need to prove herself, and she undertakes any chal-
lenge worthy other people and her patron ancestor. 

IRRISTIA'S TACTICS 
Though they are not averse to battling on foot. irristia 
and her followers prefer to fight mounted on Valenar 
warhorses. These steeds have the statistics of a stan-
dard warhorse (M.1‘1 159) but with speed 12. 

Irristia attacks the strongest-looking foes with 
twinfans charge. weaving across the battlefield unless 
hemmed in. when she switches to twin .  fang strike. 
Only if all enemies flee front melee does she take up 
her shortbow. marking with shortbow attacks in the 
hope of drawing a file back into combat. 

Irristia seeks glory. not death. on the battlefield. 
She retreats if a fight turns against her, though the 
shame of doing so causes her to redouble her efforts 
at provocation in the future. 



Alignment anal geed 	Languages Common. Elven 

Skills Nature • 12. Stealth +14 

Str 171+71 	Dot 20 (+9) 	Wis 17 (+7) 

Con 15 (+6) 	Int 12 (+SI 	Clara 14 (•) 
Equipment leather armor, spear. shottlxiw with 20 arrows 

VALAES TAIRN OUTRIDER. TACTICS 
irristia's °insiders make spear charge attacks against 
their foes' front line. then pull away to make short-
bow attacks while staying in motion. If forced into 
melee. they trade off targets with their allies. making 
spear charge and spear attacks until they can move 
back to how range. 

Valais Tairn Plainswalker 	 Level 8 Controller 
Medium fey Inamanoid. elf 	 XP 

Initiative -/ 	Senses Perception 414: low•light vision 

HP 89: Bloodied 44 

AC 22: Fortitude 19. Reflex 19. Will 21 

Speed 7: see afro wild step 

Spear (standar* at•will) + Weapon 
IT vs. AC: 1:18 • 7 damage. 

Shortbow (standard; at•will) 4. Weapon 
Ranged I S,.'30; - 13 vs. AC: 1d8 • 7 damage, and the target is 

slowed until the end of the plainswalket's next turn. 

't Storm Shot (standard; requires a short bow; encounter) + 

Thunder. Weapon 
Ranged 20: targets up to three creatures: +12 vs. fortitude: Td8 

• 3 thunder damage. and the target is knocked prone. 

*Thorn Maze (standarit recharge jj). Zone 
Area burst 2 within 11: •-11 vs. Reflex: 2d4 - 4 damage. and 

the target is immobilized (save ends). Effect The burst creates a 

zone oh difficult terrain that lasts until the end of the encounter. 

Elven Accuracy (free: encounter) 

An elf can remit an attack roll, It must use the second roll, even 

die's lower. 

Wild Step 
An ell ignores difficult terrain when it shifts. 

Born in the Saddle 
A plainsualker bestows its wild step power on any mount it rides. 

Alignment Unaligned 	Languages Common, Elvcn 

Skills Nature #14, Stealth 4-12 

Str 13 (-5) 	Dex 161+7) 	Wis 2014-9) 

Con 17 (+7) 	lnt 12 (+S) 	 Cha 14 (+6) 

Equipment leather armor. spear, shortbow with 20 arrows 

VALAES TAI RN 

PLAINSWALKER TACTICS 
A plains%valker stays al he edge of the fray. blasting 
heavily armored targets with storm shot and using 
thorn maze to hinder fast•ncwing foes. 

ENCOUNTER GROUPS 
lrristia rides with no fewer than a halldozen war-
riors. all well versed in Valaes Taint tactics and 
spoiling fur a fight. 

Level 10 Encounter (XP 2,500) 
♦ Irristia Inintiar (level 9 soldier) 
♦ 4 Valaes Tairn outriders (level 8 skirmisher) 
-•  2 Valais Tairn plainswalkers (level 8 controller) 
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Vilifies Tairn Outrider 
	

Level 8 Skirmisher 

Medi11411 fey humanoid. elf 
	

r.I 

Initiative - )1 	Senses Perception -12; low-light vision 

HP 87: Bloodied 43 

AC t Fortitude 19, Reflex P. Will 19 

Speed 7: see also roll with the punches, wild step 

..t) Spear (standard: Aiwa() Weapon 

+13 vs. AC: 1d8 • 7 damage 

Shor thou/ (standard: 	+ Weapon 

Ranged 15.'30: • 13 vs. AC. 1418 • / thirruig• 

Spear Charge (standard; recharge .10. Weapon 
The outrider makes a charge attack that deals 1d8 extra damage_ 

The charge movement does not provoke opportunity attacks. 

Elven Accuracy 'free: encounter) 

An elf can recoil an attack roll. It must use the second roll. even 

If ifs lower. 

Roll Whh the Punches (immediate reaction, when an enemy 

makes a melee attack against the outride:: encounter) 

The OW( 	shifts 2 squares. 

Wild Step 

An elf Ignores difficult terrain when It shifts. 

Born in the Saddle 
An outrider bestows its wild step power on any mount it rides.. 
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At first glance. Zilargo seems a paradise •a colorful 
lam! filled with nvagic, music. and song. anti featuring 
the most peaceful cities of any nation in Khorvaire. 
This is the land (l•the gnom es. and visitors are met 
with good cheer and warm hospitality. I lowev•r. 
Zilargo is also a land filled with conspiracy and 
intrigue. and its people have little tolerance for vine 
Enter or t131r vst. For chatacters who stay out of trouble. 
Zilargo ran he as pleasant and peaceful as it appears. 
Those who disturb that peace run Iltr risk of disap-
pearing without a trace. 

LORE OF ZI LARGO 

ARCANA 
Arcana DC 15: Tule gntanes ofZila No are the 

foremost authorities in a number of mystical arts. from 
alelwmy to a process railed gla mei-weaving, svhich 
binds illusion into cloth and can even render a wearer 
invisible. I lowevrr. the gnomes are hest ktu ►vn fir 
their mastery ofrienternal binding, creating the magic 
vessels by which modern Khorvair•s transportation 
and communication infrastructure is (kilned. 

Arcana DC 20: Xendrik explorers have seen evi-
d•nce of elemental binding magic in use among the 
Brow of that land. and some suggest that the gnomes  

of Zilargo discovered the fundamental prinuiples ol 
elemental binding during an expedition to that cnnti 
nent. Whatever its origins. :h• Zil guard the Secrets 01 

elemental binding ruthlessly. 
Arcana  DC 25: The first Zil gnomes came to 

Ehcrron from Thelanis king ago. possibly by way of 
the fryspire erf l'ylas Perini, It orris from the Dha-
kaani Empire describe encounters with primitive 
gnomes that fought a vicious guerrilla war with the 

goblins. 'the csinteinixwary culture ofZilargo evolved 
over the centuries between the downfall ofthe gob . 

hiss and the arrival of 	in Khorvaire. 

HISTORY 
Common Knowledge: Zilargo is a peaceful land 

ssiusse people have always sought to avoid conflict. 
and a knack lOr diplomacy has helped the gnomes 
prosper throughout the ages. The Zil place great 
importance on hospitality, and they welcome strang-
ers into their setlkm•nts anti homes with open arms. 

An independent pros•ince within the kingdom of 
Galifar. Zilargo remained neutral during 11111(.11 of the 
Last War before aligning with Breland in 9(I2 N' K. 
-rhotigh the gnomes corninitted Inv tr 	ps to the war 
effort. their alchemical and elemental weapons were 
devastatingly effective. and Zil spies were said to pro-
vide substantial intelligence to Breland. 

The gnomes consider in fOrmat ion to he a prk-eless 
treasure. The Library of Korrattherg is the great- 

est tYpositoryofgehiera l 
knowledg• in K horvai re. 
and the doyens t he  
library regularly innd 
scholarly expeditions 
that take explorers across 
Eberron. The Komi:sive/1 
Chronicle is the most reli-
able source of 	news 
in K horvaire. and the 
gnome }loose Sivis con• 

itslanberg0 	 • 	crisis tit(• tuessagestorieS 

that make international 
cons:nun watiots possible. 

History DC 15: the 
Zit have ahs-ays been 
skilled ships rights and 
dedicate(' e x ph Ire I'S. a id 

they bulk! 111,111y of tlw 
watercraft that ply Owe 
Thunder Sea. In particu-
lar. they are responsible 
for the COME ruc t ion and 
elemental binding (sit he 
magic vessels of l louse 
1-rarular. It is said that 
ilw gnomes discovered 
the secret of elemental 
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binding in Xeridrik. and that they guard this process 
jealously from any who might seek to steal it. 

Zilargo is ruled by the Triumvirate. a council 
composed ofrepresematives from the cities of Kor-
ranberg, Trolanport. and Zolanberg. Each city is ruled 
by a Council ( - Nine—representatives of its most pow-
erful families. Family plays an important role in Zil 
society. with multiple families bound together to form 
powerful houses, The betrayal of a family member is 
a serious crime under Zil law. 

History DC 20: The laws of Zilargo arc main-
tained by a secret police force known as the Trust. 
whose members answer only to the Triumvirate. 
They are authorized to take any action necessary to 
preserve the peace. and Zilargo has almost no crime 
as a result. People who threaten the social order can 
be eliminated by the Trust without warning or trial, 
whether citizens or nut. 

History DC 25: The Trust began as an oversight 
force within the Library of Korranberg, eventually 
expanded to encompass the entire nation. Over the 
last two centuries. it has spread beyond lilargo. 
becoming one of the most efficient intelligence-
gathering agencies in Khorvaire. The Trust intervenes 
only in matters that threaten the public peace or the 
security of the nation. As a resale, private intrigues 
abound in /Margo. but their perpetrators must be 
careful to keep their schemes and conflicts from 
escalating from private to publk. 

RELIGION 
Religion DC 1S: the Zil take faith seriously, to the 

extent that many gunnies explore different religions 
before settling on one faith. Others continue to adhere 
to multiple (and sometimes conflicting) beliefs all 
their lives. Shrines and temples for every faith can be 
found in the major Zil cities, from the Sovereign Host 
to the Cults of the Dragon Below (though Zil devotees 
embrace the Cults on a strictly philosophical level). 

STREETWISE 
Common Knowledge: The gnomes of Zdargo 

abhor public violence. but they have no aversion 
to blackmail. bribery. and other sorts of unethical 
schemes. Such intrigues are seen as a Irwin of enter-
tainment and mental exercise. and every Zil-from 
the Korranberg librarian to the dowdy innkeeper-is 
likely engaged in a half-dozen plots at any given time. 

More serious machinations linger beneath the 
surface of Zil society. affecting the balance of power 
between families and even which families will sit on 
the Triumvirate. Travelers who don't watch their step 
can find themselves caught up in the welt of intrigue 
that underlies Zilargo-sometimes with unpleasant 
results. 

Streetwise DC 15: See History DC 20. 
Streetwise DC 20: Sec I I istory DC 25. 

SETTLEMENTS 
AND FEATURES 
Pillages and towns arc scattered across Zilargo. all 
of them friendly anti %relearning, grannes go to 
great lengths to make their homes accessible to for-
eigners. In virtually every community. buildings have 
doors and furniture sized for Medium creatures, and 
even the smallest village has a roadhouse designed 
to accommodate larger visitors. LIOWeliCT. unwary 
outsiders can quickly be drawn into local intrigues. 
which can be dangerous. The Trust has eyes in even 
the smallest Zit village. 

KORRANBERG 
City of Knowledge: Population 17.500 

The ancestral home of House Sivis. Korranberg 
has long been a scat °Reaming and a haven for folk 
who love the written word. The offices oldie Kor 
rartberg Chronicle arc located in the Bookbinder's 
Quarter. along with a diverse range of scribes. print-
ers. and the finest cartographers in Khorvaire. Old 
scrolls. maps, and weathered tomes can be bought 
and sold in the quarter's Paper Market. and explor-
ers and adventurers make up a sizable portion ofthe 
clientele here. 

The Street of a Hundred Temples: The number 
is an exaggeration. but this single ward of Korranherg 
has more shrines and temples than some Khorvairlan 
cities. Every member of the Sovereign Host and the 
Dark Six is represented here, in addition to multiple 
temples tkdicated to both pantheons as a whole. A 
sanctuary of the Path of Light sees gnomes meditate 
alongside kalashta r mentors. and the Blood of Vol has 
a sanguinary where folk peacefully contemplate the 
divinity within. Shrines to the Cults of the Dragon 
Below and to the overlords of the Age of Demons can 
be found here, though worshipers who take their 
beliefs too seriously face the wrath of the Trust. The 
centerpiece of the street is the Codex Vault. the larg-
est temple to Aurcon in Khorvaire. 

The Library of Korranberg: The Library and its 
related buildings dominate a full quarter of the city. 
In addition to the actual repository of lore-a heavily 
secured edifice whose vaults extend deep beneath 
the ground-the library is an institute of learning 
that attracts students from across Khorvaire. Eight 
colleges each have their own specialty: Aurcon's Holt 
(law alai oratory), Balinor's Horn (natural sciences). 
Blackdragon (alchemy). Drystone (engineering), 
Lyrris (art and literature). Morridan (mathematics). 
Soladas (history). and the Tabernacle (religion and 
philosophy). The colleges have an intense rivalry. 
which gives rise to academic, athletic, and arcane 
competitions. Every citizen oldie city is required to 
devote four years of service to the library in exchange 
for free education. 
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The Library of Korranberg is a great repository of 
knowledge. and PCs might seek advice from its sages 
or attempt to borrow (or steal) rare tomes. The library 
also finals expeditions to excavate ruins and explore 
strange lands. and It can become a valuable patron 
for a low-level party. 

PYLAS PYRIAL 
Mercantile Feyspire; Population 3,900 

Known as the Gate olio): Pylas Pyrial is a glit-
tering tower of alabaster and gold. Its population 
includes more gnomes than eladrin. and it is widely 
thought that the firm Zil were settlers from the Gate 
alloy. Over the centuries. the Zil Maintained a close 
relationship with Pylas Py ria I when it appeared. In 
the aftermath of the Mourning. the folk of the feyspire 
have adapted to their new lives, even as they bukl out 
hupe that they will return toThelanis once more. 

Pylas Pyrial is home to artisans and artificers 
ofgreat skill. and PCs interested In purchasing fey 
goods or negotiating with eladrin lords will find this 
to be the most accessible of the leyspires. However, an 
ancient rivalry undercuts the relationship between 
Pylas Pyrial and Shae Loralyndar. and PCs who seek 
an alliance with the lords of Pyrial might be drawn 
into that conilic t. 

Pylas Pyrial is ruled by the Summer Council. 
which includes gnomes and eladrin. The Trust has 
no formal power within the Gate of Joe: However. it is 
widely rumored that even before Pylas Pyrial's recent 
appearance in the world, the Trust had infiltrated the 
council and has a long.established clandestine pres- 
ence in the feyspire. 

TROLAN PORT 
Capital Port City: Population 27,500 

The Tower of the Triumvirate rises over the center 
of Trolanport. the center of the gnome shipbuilding 
trade and a major mercantile hub. Traders arrive here 
regularly from Aeretta I. Breland. Stormreach. and 
even more distant ports. It is said that anything can 
be found in the Trolanport markets. from Sarlonan 
tapestries to Karr nath i blacks and incense horn dis-
tant Sewn Island. 

Trolanport is also home to the great elemental 
binding guilds. All the dragonmarked houses are 
represented in the city. and I louse Lvrandar. I louse 
Cannit h. and House Kundarak have large enclaves 
that reflect their close ties to the gnomes. 

ZOLANBERG 
Mountain Mining City; Population 11,200 

The smallest oldie cities of Zilargo. Zolanberg 
maintains its power through  wealth. Nestled in the 
Seawall Mountains, the city is the heart °fa rich 
mining territory. The Zil prefer to fight with words 
instead of weapons. but endless battles against the  

kabolds of the mountains have made the Zola nberg 
gnomes the toughest in Zilargo. House Tharashk has 
long sought prospecting rights along the Seawalls. but 
the gnomes have fiercely refissed. 

PLOTS AND 
ADVENTURE SITES 

Family Feuds: The intrigues of Zilargo make it 
all too easy for PCs to become drawn into potentially 
dangerous plots. often without realizing it. Extortion. 
espionage. and even murder are beneath the notice 
niche Trust as long as such crimes pose no threat to 
the greater social order. At the same time. the Zil do 
their utmost in maintain the appearance of decorum. 
and they seek outside agents—willing or otherwise—
to carry out their schemes. Although this business 
can be a dangerous one, the gnomes take their debts 
seriously. PCs who are owed a fa ►or by a powerful 
Zil house can find their status in Zilargn suddenly 
improved. and their dealings with guilds and govern-
ment running more smoothly. 

'Cobalt' Wars: The conflict between gnomes and 
Z koholds In olanberg can flare up without warning. 

PCs in the region might become caught up in this 
struggle, whether tasked with rescuing miners taken 
hostage or infiltrating the kobold kingdom beneath 
the mountains. 

Paluur Draal: This ancient Dhakaani city was one 
of the centers of imperial gohlin poser helkire it was 
destroyed by the daclkyr. Over the centuries, gnomes 
and kobolds have explored the ruins, but some believe 
that its greatest secrets still lie hidden within. A 

is priest of the Dragon Below has recently returned 
to Paluur Draal. and whispered nimors speak of the 
vile relic he plans to seize from the darkness there. 

THE TRUST 
[(the peacefu l streets of Zilargo seem too good to be 
true. its because they are. The security enjoyed by 
the gnomes of this land conies at a price. The nation 
is patrolled by an order of secret Mire—spies and 
assassins who answer only to the Triunwirate, and 
who are authorized to preserve the peace by any 
means necessary. 

A foreigner who finds himself on the wrong side of 
a first offense in Zilargo is likely to be given a second 
chance. Perhaps he'll find a mild poison in his drink. 
along with a warning to watch his step. A thief might 
have her Ill-gotten gains stolen hack before she can 
fence them. replaced with a note ordering her to flee 
the country at once. Targets who do not listen. or who 
go too far. arc simply eliminated. 

Agents oft he Trust do their best to perform assas-
sinations quietly. Poison is a favorite tool. but not the 
only one at their disposal. Hnsvever, the Trust seeks 
to act before a crime has been committed whenever 
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possible. Characters planning sedition or a heist arc 
likely to receive a whispered shoo sound warning from 
unseen agents-a warning they would be wise to heed. 

It is possible to outwit the Trust. since its agents 
can't be everywlwre ut tome. However. the air of °mill-
presence and omniscience generated by the order is 
enough to keep most woul•be criminals in line. 

LORE OF THE TRUST 
See the history and Streetwise lore entries for Zilargo. 

ORGANIZATION 
Despite its official standing. the Trust is perhaps the 
most secretive organization in Khorvai re. Outside 
of its membership, virtually nothing is known of its 
operations. 

Leaders: Only the members of the Triumvirate 
know the leader of the Trust, and communication 
with this individual is conducted by magical means 
to prevent outsiders from discovering his or her 
identity. If the Pt  :s become invoked with the Trust 
(intentionally or otherwise), it is up to you to decide 
who this leader is, and what innocuous role he or she 
appears to play in everyday Zil Ilk. 

Headquarters: The Trust has safe houses scat-
tered across Zilargo and in greater Khorvaire. but its 
primary base of operations is a secret. Many assume 
it to be in Tmlanport, where the Triumvirate is based. 
but others reject this guess as too obvious by far. 

Hierarchy: The majority of the members oldie 
trust are known as Banos, or "eyes." Their job is to 
gather information. which they pass on to superiors  

they have likely never met. These shalom ("minds") 
give orders to the valos ("ha nds-)-the assassins and 
rogues who enforce the law. As a general rule, eyes 
and hands perform their duties in isolation. 

Most Trust agents are tied to a specific community. N 

thmrver. the corliganos ("roving eyes") are a special 
order dedicated to gathering intelligence throughout 
Khorvaire. PCs could become caught up in the work 
of the roving eyes. receiving missions and rewards 
from the Trust (inducting the use of safe houses or a 
cache of healing pot boils) in exchange for service. 

Members: Whether in 'Margo or across Eberron, 
any gnome the PCs (-Iwo 'tinter could be an agent of 
the Trust. Rumors abound that the organization has 
begun to recruit members of other races. but many 
believe the group to be too piiranoid to trust outsiders. 

FOES OF THE TRUST 
If the PCs cause trouble in Zilargo, the Trust won't 
fight directly or fairly. It will use poison. theft, or 
similar tricks to deal with adventurers. attempting 
to murder them in their sleep if need be. The Trust is 
a threat that PCs must take into consideration when 
planning virtually any activity in Zilargo. and the 
reputation of its agents is legendary. Between their 
training and their inherent fey powers. the gnomes of 
the Trust are as elusive and deadly as ghosts. 

Outside -/.'largo. the Trust is a powerful player 
in the intrigues brewing after the Last War. It has 
no particular loyalty to any of the Five Nations.: the 
Trust's only concern is for the acquisition of informa-
tion and the protection of Zilargo. 



CHAPTER 5 

BEYOND Km VAIR 

ALTHOUGH THE Last War was confined 
most Iv to K horvaire. i he dr:wpm:irked Noises oper-
ate primarily on that continent. and the Draconic 
Prophecy seems fix used on the events of Khorvaire's 
mortal races. Khorvaire isn't all of Eberron. Exciting 
and dangerous lacales also await adventurers who 
brave the seas or delve deep underground to explore 
the mysteries of tile subterranean realm. 

This chapter discusses the rest of Eberron—four 
additional continents. as well as Ow vast subterra• 
near realm oflawber. 

♦ AerenaI: The island empire of the elves. Aerettal 
is a mysterious land of wild jungles and ancient 
necropol ISM 

• Argonnessen:The land of dragons Is virtually 
unknown to the inhabitants of Khorvaire. 

+ Sarlona: Tlw birthplace of humanity. Sa Hotta is 
now ruled in large part by the Inspired—mortal 
vessels of sinister interlopers from anot her plane of 
existence. 

+ Xeredrik: Once the location of a great empire of 
giants, Xen'cirik is now an untamed wilderness full 
of perils and potential. 

• Khyber: Ebe minis Urulerdark is a vast expanse of 
enormous caverns suffused with the influence of 
both the Elemental Chaos and Xoriat. the Realm 
of Madness. 





Aerenal. the island continent of the elves, is infused 
with magic. Manifest zones allow astral and shadow 
energy to flow over the land. creating a center of 
power unique in the world. The island's nature and 
elven religious beliefs combine to allow Aerenars 
inhabitants to distort the line hetween life and death. 

On most of the island, the honored dead walk 
among the living, and the living revere them. Worthy 
elves gain immortality among the undying. Whether 
sage or soldier. benevolent undead aid and advise 
the living in the hope that such service will one day 
qualify them to join the powerful undead elves that 
make up the Undying Court. 

LORE OF AERENAL 

ARCANA 
Arcana DC 30: As I iistory DC 33. 

HISTORY 
History DC IS: Aerenars elves divide themselves 

into distinct units called "lines. —these lines contain 
multiple familial houses tied together by their rela-
tionship to a particular ancient tribe. A noble house 
hearing the same name as the line rules that line. 
The maintenance of a line is vital: arranged mar- 
riages dictated by prominent family members, nobles, 
priests. or even one of the undying are commit 
among the elves. 

A nohk house kin actually a blood family. Exist-
ing nobles choose heirs From among those most 
worthy in their whole line. Thus, any elf can rise to 
nobility. and from the nobility to the Undying Court.. 
Nobles also have "siblings" within the line who are 
unrelated to than by blood, 

The elves of Aerrnars northern plains hold slightly 
different traditions. These horse riding warriors are 
known as the Tairnadal and have three distinct lines: 
the Valaes Tai rn (who now reside mostly in Valera r). 
the Silaes *Cairn. and the Drakus Taint. They call 
t heir houses "warclans." 

From among the noble houses, the ihalying Court 
chooses a brother and a sister to rule Aerenal as Sib-
ling Kings. Whenever eit her monarch dies. whether 
he or she becomes undying or not. the Undying Court 
selects a new pair_ living Sibling Kings rule Aerenal 
day to day. but t he Undying Court ultimately guides 
the nation. 

The current Sibling Kings are Ralaereth (male) 
and Tezaera (female) of the Mendyrian line. 

History DC 20: Elven civilization started on 
the continent of Xen'd rik, where giants snatched 
eladrin from the Feywild and kept them as slaves for  

millennia. During their long captivity. the enslaved 
clad rin lost theircditttiectiort to tile Feywild and 
became the distinct race of elves. Eventually. the elves 
revolted against the giants, using powerful magic and 
bloody warfare. The giants fought back In kind, and 
it seemed the war would destroy both peoples. the 
continent of Xen'clrik. and perhaps the world. Then 
the dragons of A rgonnessen intervened. shattering 
Xeifdrik and driving the elves to a new home. 

A prophet named Aeren foresaw the coming of 
Xen'tlriles doom. lb save her people. she gathered 
multitudes for an exodus from the continent. Most 
of those elves fled across the sea to an enormous 
tropical island they named Aerenal, which means 
"Aeren's Rest" in Elven, though Aerett never made it 
to Adrenal's shores. 

History DC 25: Dragons have attacked Adrena l 
many times. only to be turned back by the unified 
might niche elves. Centuries sometimes pass between 
battles. but elves and dragons have been at war for 
thousands of years. The battles are often magical in 
nature. and the lion's share of the war effort falls on 
the shoulders oldie Undying Court. 

Some scholars believe that the dragons know 
the ultimate piarts of the Undying Court, and that 
those plans are at odds with the Draconic Prophecy. 
Others. citing that dragons could easily have eradi-
cated the elves ifthey chose. say that the dragons 
are triad ng the elves toward an unknown purpose. 
Whatever the truth. the majority riches hate drag-
tam especially elves whose ancestors were slain in 
the conflict. 

History DC 30: The traditions of the Undying 
Court and the beliefs of the warclans were tint the 
only creeds among elves. A third belief system rooted 
in the line of Vol involved darker necromancy. Vors 
methods created creatures such as vampires and 
fiches that required life energy or blood front living 
creatures. The idea of preying on the living to support 
the dead was repugnant to the f011owers oft he Undy-
ing Court, and it became a point of conflict between 
the sects.. The appearance of the Mark of Death in the 
line of Vol only made matters worse. 

The schism erupted into war when the Cairdal 
Blades. the elite soldiers and agents oldie Sibling 
Kings. discovered an alliance between the line of Val 
and a cabal ofdragans. The Undying Court declared 
that the line of Vol was to he dem royed. For the first and 
last time in history. the dragons of Argonnessen joined 
with the elves to arm ihilate Vol. it is believed that the 
line of Vol was destroyed, and any who practiced Vors 
traditions abandoned those ways or fled Aerena l.  

Common (Minns of Aerenal knew little oldie 
reasons behind the assault on the line of Vol. Some of 
those who bore the Mark of Shadow feared that they 
would be nest in this pogrom. while others believed 
that the spilling of elfblood by elf hands tainted 
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.1erenal..Mosi bearers of the Mark of Shadow fled 
to Khorvaire. where they eventually Formed I louse 
Phia Han. Some of those who carry the mark. how-
ever. are still horn among the Aereni. 

History DC 33: In Xelidrik. the struggle between 
elf and giant was a long and bitter war. The elves 
relied on cunning:mil mobility to match the ow! - 
whelming arcane might of the giants. striking hard 
and fleeing belbre the giants could react. In time. 
the giants began developing a terrible magic weapon 
that could end the war. but at an nnioki cost to E her-
ron. This activity drew the attention of the dragons of 
Argonnessen. who ultimately leveled Xeifilrik bcfiwe 
the weapon was colitpleted. An elf slave named Aeren 
foresaw this devastaiiosi. Using tnagical knowledge 
stolen from the giants. Aeren and her followers struck 

Mighty blow against than with a powerful ritual. In 
the rustling chaos. Aeren led a group of elves drawn 
from many tribes to freedom. escaping Xeri'drik 
before the coining of the dragons. 

History DC 35: An obscure myth holds that 
Aeren gave a prophecy to the founders of Adrenal. 
This plan for the elves is one of the purposes of the 
Undying Court. Aeren's word might be a portion of 
the Draeonic Prophecy. or the two could conflict. 
Whatever the case. a faction tifArgonnesseifs  

dragons has tried kir eons to wrest Aereifs prophecy 
front Adrenal. 

NATIIR.1 
Common Knowledge: Aerenal is a tropical 

island-continent surrounded by a number of smaller 
islands. Jungle covers most of the isle. but it has 
mountains in the south and broad steppes in the 
north. Elves claim the entire island. 

Nature DC 15: Arrenal is noted for its exotic 
plants, especially its magic-infused trees and herbs. 
The ArreM are among the world's best wood workers. 
and ilwv use wood and leaves from their trees to 
make all sorts of fine items. Adrenal elves are also 
mash:did herbalists who harvest plants useful for 
akhemy. potions, rituals. and magic items. especially 
those related to healing or death. 

RELIGION 
Religion DC 15: The Aereni revere their ances-

tors and the Undying Court. a council of titid•ad 
elves. A portion of the elfpopulat ion also strongly 
esteems heroic elf ancestors and emulates the behav ,  
acre of the storied departed. Priests of the Undying 
Court are called Priests of the 'Ira nsition. and those 

( 



who stress reverence for ancestors take the title Keep-
crs of the Past. 

Religion DC 20: The death of thousands of elves 
In the war against the giants of Xen'drik led to an 
elven obsession with preserving the greatest among 
their people. The elves' exploration of the mysticism 
of death created the religion of the Undying Court. 
which involves the veneration of ancestors and the 
pursuit of personal perfection. The reward for success 
on this mystical path is immortality in an undying 
body. 

Other dyes show reverence for their predecessors 
by emulating the deeds of elf heroes through displays 
of boldness and action. The Tairnadal, including the 
Valenar elves, pr imarily practice this religion. which 
they call the Spirits of the Past. Many practitioner, of 
the Spirits of the Past are warriors or people of action. 
making the religion appealing to younger elves and 
increasing its influence within Aercnal society. 

Religion DC 25: Although the Tairnadal don't 
share this custom, all other Acreni prefer styles of 
adornment that recognize death's influenc• on life. 
Most wear ancestral symbols and stylized clothing. 
such as death masks. Others go as far as permanently 
tattooing their bodies with stylized hone images. 
including a skull on the face. And a very few use 
alchemical processes to appear like a well•embalmed 
corpse or mummy. despite being alive. 

Religion DC 28: As History DC 25. 

STREETWISE 
Streetwise DC 20: Aercnal is open to travelers. 

After arriving at a port. a visitor can explore freely. 
lowever. the elves don't give foreigners a warm wel-

come. Crime is rare in Aerenal. and punishments are 
severe. Lawbreakers can expect swift capture and 
punishment, often involving exile or execution. 

SETTLEMENTS 
AND FFATURES 
In the southern jungles of Aerettal, most elves dwell 
on estates, which arc small. self-sufficient communi-
ties ruled by one noble line. On the northern plains. 
the Tairnadal live an itinerant lifestyle with their 
prized steeds. maintaining only a few settlements 
and forts. 

PYLAS TALAIAR 
Port Town; Population 10.000 

Foreigners enter Aerenal through this port. 
although most never go any deeper into the land 
of the elves. The dragonmarked houses maintain 
facilities in the town, which serves as the primary 
trade center with foreign powers. The elves export 
limited quantities of elven goods. especially plants 
and lumber, anti import small a MOO s of li ► eign  

commodities, including information about the out-
side world. 

Few or the undying inhabit the city-The elves of 
Pylas Talaear are more accepting of nonelves than 
those of any other city in Aerenal. however. the city 
authorities maintain strict order with only slightly 
more tolerance than elsewhere. 

Hall of the Bereaved: The secret center oldie 
Skullborn cabal (see page 178) li,sters under the 
city. I !ere. the Skullborn induct new members and 
perform vile experiments. Experienced members of 
the group help their fellow cabalists alter themselves. 
sometimes permanently. to appear undead. 

SI IAL CAIRDAL 
Capital City; Population 53.000 

Shae Cairdal is the largest city in Aerenal and the 
royal seat of the Sibling Kings. The elves carved ihe 
city from the jungle shortly after they arrived from 
Xen'drik. It meshes with the surrounding vegeta-
lion beautifully: many of its structures are formed 
from the still•living wood of the jungle canopy. Trees 
of immense size protect and hold aloft portions of 
the city. The fortress and home of the Sibling Kings. 
which is shaped from several enormous trees with 
iron-hard trunks. sits at the center of t he city. 

In addition to affairs of state. political dealings 
between influential Aerenal families take place in 
Slum Cairdal. The city houses a large portion of Aer-
enal's army. as well as numerous arcane universities 
and marketplaces where elves learn and trade. 

Shae Cairdal is also home to the largest population 
of the undying outside Shae Nlordal. The city's tem-
ples to the Undying Court arc second only to Shoe 
Mordai's religious edifices. 

Hall of Blades: The headquarters of the Cairda l 
Blades takes up an entire great tree within the for-
tress of the Sibling Kings. Here. the Blades train and 
prepare for missions that take them across Aercnal 
and to other lands. They also watch the population 
for those who manifest the Mark of Shadow, so that 
such individuals can be inducted into their order. 

Temple of the Deathguard: The Deadsguard is 
an order of knights sworn to eradicate evil and cor-
rupted undead, along with any who would deal with 
such vile creatures. The order was formed to destroy 
the line of Vol. and it built this pyramidlemple 
in Side Cairdal as its first base of operat Ions. The 
knights consider the Blood of Vol to be their greatest 
enemy and their greatest failure. Most in the order 
follow the custom of appearing undead by having 
skull tattoos in-scribed upon their faces. 

SHAE MORDAI 
City of the Dead; Population 42,000 

Shae Mordai is the scat of the Undying Court and 
the spiritual heart of Aerenal. Built on a flow of astral 
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I and shadow energy within a manifest zone of the 
domain of Irian. Shae Mordal has more undying than 
living among its population. Undying soldiers guard 
its walls and patrol its streets, which are named for 
the must honored dead. Undying councilors and 
undying mystics walk among its monuments and 
eternal flames. enjoy its gardens. and haunt its librar-
ies. occasionally advising living visitors. Priests of the 
Undying Court outnumber the breathing resideuts. 
Most of the locals live in fine stone homes in or below 
the city. 

The city is a center for study and devotion. open 
only to the privileged. Its libraries house a copy of 
every important record in Aerenal. Despite Shac 
Mordai's size, little commerce takes place here except 
for basic goods and materials required for rituals. 

A single gate on the northern wall is the only 
entrance into the city. Only elves who have particular 
authorization, such as a summons from a priest or 
one of the undying or close ties to one of the city's 
dwellers, are admitted. 

Shae Mordai is the most revered city in Aerenal 
because it is the place where the Transition ritual. 
which transforms a living elf into one +tithe undying. 
is performed. Nu mermis temples in the city have the 
facilities to perform this ritual, 

Ascended Plaza: Within Shae Mordai is a vast 
plaza enclosed by ancient, sculpted walls. Tremen-
dous monoliths that display the names of departed 
elves flank its single ornate gate. and the greatest 
step-pyramid temple in all of Aerenal rises from its 
center. Members of the Undying Court live within 
halls built into the outer walls that allow access to the 
inner plaza. which they use as their private garden 
and reserve. 

Dragon bones incorporated hub the walls and 
ancient magic as old as the exodus from Xelidrik 
protect the plaza and attest to the fact that no enemy 
or thief has ever breached it. Wklespread tales even 
claim that its interior defies the laws of space and 
time. 

The only living beings allowed within the plaza. 
also known as the Undying Court. arc Priests ofthe 
Transition and the Sibling Kings of Aerenal. The 
rulers of the land come to speak with long-dead mon-
archs and others among the court. Priests petition 
the court for intercession and take its pronounce-
ments to lesser clergy members. They also maintain 
the temple. which serves as the quarters for the most 
devout and influential priests in Aerenal. as well as 
for those who have come to the City of the Dead on 
pilgrimage. 

Councilors' pane: Second only in grandeur to 
the temple inside the Ascended Plaz.a, this temple is 
open to any In the city who wish to honor (not wor- 
ship) the Undying Court or other ancestors. Priests 
hold regular devotional rites here. It's also the pri- 
mary place in which the living, other than priests 

and the Sibling Kings. can meet with a member of 
the itclying Court. 

Well of Memories: Beneath Shae Mordai is the 
deepest catacomb in Aerenal. It houses death records. 
countless interred remains. and hundreds of soul 
idols—each one the preserved corpse (Wan elf in 
which a soul sleeps. A ritual caster can awaken one of 
these souls easily. and that soul can provide informa-
tion on subjects it knew about in life. 

&FIX THOR IDOR 
Port City; Population 23.000 

Tairnadal elves control this fortress, which is also 
a secondary port for Aerenal. Foreigners come here 
to trade, to learn. and to gain a reputation among the 
Tairnadal elves. The city has an arena for displaying 
contests °farms, equestrian skills, and athletics. 

Shae Thoridor can also he dangerous for outsid-
ers away from the arena. Elf warriors are sinnetimes 
overeager to prove their strength in the shadow of 
ancestral monuments, and elves who support the 
Valenar warclans live here In large numbers. The 
undying don't dwell in the city. however. making the 
place more appealing to those who are wary or afraid 
of Aerenal's undead. 

PLOTS AND 
ADVI- NTLIRE SITES 

Aeren's Legacy: All versions of Aeren's tale agree 
that the knowledge she gained from the giants is the 
source of the techniques the elves use to create the 
undying. They also concur that, although the Aereni 
have never again used It. the terrible ritual that Aeren 
and the other elf heroes used at great personal cost 
to escape the giants still exists deep within the cata-
comb libraries of Shae Mordal. The accounts differ 
only as to whether Acren survived its use. 

Some stories say that site died and was buried 
on Aerenal. but no known tomb exists. Others tell 
that. unlike her martyred peers. the ritual made her 
the first of the undying. and she used her newfound 
power to secretly aid her kin in their eventual escape. 
A few even say that the ell heroes who joined in Aer-
en's ritual merged to become one powerful being that 
shared Aeren's undead body. 

The truth might never be known. If Aeren still 
exists. she does not walk among the members of the 

Indying Court. 
Blood of Vol: The leaders of the Blood of Vol 

teach that the undying of Aerenal are an abomina-
tion. largely because they seek to seize Aerenal for 
the land's necromantic energy. Although few of the 
devotees of the faith know the true motivation behind 
this teaching. many would consider it a great victory 
to slay one of the undying or to infiltrate Shac Mordai 
and steal the secrets of the undying. Sticli plots can 
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Skullborn Necromancer 	 Level S Controller 

Medium fey humarsold, ell 	 to ,  Jul 

Initiative 3 	Senses Perception +10; low-light vision 
HP 61: Bloodied 30 

AC 18: Fortitude 16. Reflex 17. Will 18 

Speed 7 

® Draining Touch (standard; at-will) 

t 9 vs. Reflex: 1d8 - 2 damage, and the target takes a -2 

penalty to Fortitude and WO until the end of the Skullbmn 

necromancers next turn. 

® Sone Dart (standar& at•w111) • Cold. Necrotic 

Ranged 1(1: -9 vs. Reflex: 1d6 - 3 necrotk damage plus 1d6 

s old damage, 

<- Grave Ovid (standard: at-will) • Cold, Implement. Necrotic 
Close blast 5: targets enemies: •9 vs. Fortitude: id& + 3 
necrotic damage, and the target Is slowed and takes a -2 
penalty to attack roils (save ends both'. 

+ Mortal Terror (standard: recharge i i , • rear, Implement. 

Psychic 
Close blast 3: targets enemies; •9 vs. Wilk 1d6 4  3 psychic 
&visage. and the target moves its speed away from the 
%tinhorn necromancer by the safest route possible. 

Elven Accuracy (free: encounter) 
The Skullborn necromancer can reroll an attack roll. It most use 

the second roll even Kies lower. 
Wild Step 

A Skullborn necromancer ignores difficult terrain when it shifts. 
Alignment Evil 	tangelo/es Common. Elven 
Skills Arcane +9. Bluff +10. Religion +9 
Str 11 (4-2) 	Max 12 (:3) 	Wis 12 (+3) 

Con 13 (+3) 	list 15 (+4) 	Cite 17 (+S) 

Equipment robes. bone rod 
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he found in l'ylas Taiwan Shoe Thork!or, and even 
within Khorvaire. Recent ties to the Skullborn have 
allowed Blood of Vol worshipers to gain a foothold in 
Aerenal and brought the faith closer to its goals. 

THE SKULLSORN 
One must earn a place among the undying. Conceit. 
an  overblown sense of entitlement. or grief over 
the loss of a loved one has led a kw young elves to 
demand access to the Transition ritual. The nobility 
ignores these pleas, forcing the Skullborn. as they call 
themselves, to seek other paths. That search led them 
to form an uneasy alliance with the Blood of Vol. To 
the Skullborn. becoming a vampire or a lich in the 
near future is an acceptable alternative to waiting for. 
or being denied, the Transition. 

ORGANIZATION 
The Skullborn is a loose organization wills few tenets. 
Its members believe that the Undying Court is guilty 
°fallowing elves to die needlessly and that the Transi. 
tion should be performed on any elf who desires it. 
Many of the group's members dabble in necromantic 
rituals, and some have magical powers. 

TACTICS 
A Skullborn necromancer begins combat with bone 
dart until it can close to use draining touch. which leads 
the way forgravc chill, It reserves mortal terror for driv-
ing away a threatening meke attacker. possibly to open 
an escape route. The Skullborn necromancer prefers 
areas of rubble ar difficult terrain in which it can shift 
when its enemies can't. It fears death more than typical 
Acreni and is likely to retreat when bloodied. 

ENCOUNTER GROUPS 
Skullborn elves can be encountered in the company 
of evil undead and various other unsavory creatures. 
They can also he found among Blood of Vol flamers 
and alongside warriors of the Order of the Emerald 
Claw. A member of the Skullborn might head up a 
group looking into vile mysteries or practicing evil 
rituals. as far away as Khorvaire. 

Encounter Level 5 (XP 1,000) 
• l Skullborn necromancer (level S controller) 
• 3 ghouls (level S soldier. AIM 118) 
• I blazing skeleton (level S artillery. AIM 234) 

Encounter Level S (XP 1,150) 
• 1 Skullborn necromancer (level S controller) 
• 1 Emerald Claw marshal (level 5 soldier. page 88) 
• 6 zombies (level 2 brute. NIM 274) 



The vicious tides of the l)ragunreach break against 
rocky shores that are watched over by wyrm-headed 
monoliths carved by no known mortal hand. Great 
reptilian wings slice through the clouds. casting mon-
strous shadows over a realm few people have ever 
seen. 'those who find their way past the barbarian 
tribes inhabiting the rocky beaches. wend through 
the craggy, winding passages of he Great Barrier, 
and shelter long enough from the eyes of the circling 
beasts above might find themselves one of the blessed 
few-or perhaps merely the lucky litols-to set living 
eyes upon the interior of Argonnessen. 

LORI OE ARGONNESSEN 

HISTORY 
None: No History lore is given for A rgotmessen. 

Only those born on the continent. and an exceed-
ingly rare few from outside it. have ever explored the 
interior of the continent and survived. Although a 
few tales relate some information about the history 
of Eberron's dragons-see the Chamber (page 26). 
Xen'tkik (page 193). and Eberron's overall history 
page 32)-the only way for someone to learn about 

,Irgottessen is to travel there. 

NATURE 
Nature DC 25: Argonnessen is as large as Khor-

rake. but nearly impossible to reach. Bizarre and 
unnatural currents. razor. ' harp reek. wild elementals. 
and sudden storms prevent a ship from landing any 
where except for a kw specific rocky beaches. largely 
on northern shores near the isle ofSeren. Even if a 
safe landing is made. the mountain range called the 
Great Barrier makes access to all but the northernmost 
reaches of the continent exceedingly difficult. 

RELIGION 
Religion DC 25: The dragons believe that fifteen 

nf tlteir number have risen to become "Sowreigns"- 
ks.ser gods that serve the draconk deities. Each of' 
these Sovereigns corresponds to one of the gods of the 
Sovereign [lost or the Dark Six. 

Religion DC 30: The primary faith of Argon-
nessen is a religion called Thir. it Involves worship 
of a number of draconic deities. including Baltamut. 
Ramat. lo. and Chronepsis, as well as Eberron. 
Siberys. and Khyber. the three progenitor dragons. 

STREETWISE 
Streetwise DC 25: Hostile barbarians. both 

human and dragonborn. reside on the isle of Soren. 
Most ofthe human barbarian tribes worship the  

dragons as gods. but the dragonhorn barbarians 
revere them as kings and ancestors. Both seek to 
prevent outsiders from trawling any farther into 
Argonnessen .  

Streetwise 1)C 30: Contrary to popular belief. 
Argonnessen has a substantial nundragon population 
under the authority of the dragons. Although some 
communities are ruled harshly. it Is nunoretl that 
nondragon creatures-including humans. dwarves. 
dragonborn. goblins, and various species of giants-
live together in relative peace and harmony. 

TERRITORIES, PLOTS, 
AND ADVENTURE SITES 
Few if any beyond A rgon nessen'5: borders realize it. 
but the continent is dlvkkd into its own nations anti 
cultures. The four primary territories fall under the 
rule oldie Conclave (see page 182). The differences 
among these four territories are largely cultural but 
can be substantial. A dragon can move its permanent 
home to a different territory. but few choose to do so. 

THE LIGHT OF SIBERYS 
Named for the militant faction that rules it. this 
region is the territory of Argonnessen's powerful 
armies. Once the heart of fiendish power on Argon-
t•ssen during the Age of Demons. it still bears the 
scars ofancient battle. Twisted and warped demonic 
ruins. protected by magic so potent that even the 
dragons can't topple them. rise from the land. and 
ghosts older than the most ancient wynn haunt the 
landscape. The Light of Siberys faction makes its 
home here partly to protect Argonnessen from those 
remaining threats. partly to watch over the prisons 
that house powerful demonic overlords. and primar-
ily as a sign that dragons will never again bow to any 
pow-er. 

Life in the Light of Siberys is one of constant duty. 
All aspects of li fe are determined by rank and mili-
tary structure. The majority of humanoid inhabitants 
tend fields and farms: the majority of dragon inhabit-
ants are involved in the military or a related activity. 
These related activities include the treati4/11 
and armor. magic items. and battlements. as well as 
training and patrols. Leisure is all but unknown in 
western Argonnessett. 

Of all the territories. ontskiers from beyond Argon-
nessen's shores can expect the least friendly reception 
in this region. Many dragons assume that any out-
sider is an enemy agent sent to instigate trouble or to 
release an overlord from its prison in Khyber. 

The Pit of Five Sorrows: One tithe most inla. 
mous sites in all of Eberron is the prisms of mat. 
the Daughter of K hyber and an overlord of godlike 
power in her own right. Legend tells that the Pit of 
Five Sorrows is the single deepest chasm in Khyber 
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that doesn't eventually lead to any other plane. I he 
great dome of force that prevent ,. entr v glows with 
the slowly cycling chromatic burs ofthe dragonshard 
below It that imprisons riainat'a essence. In addi-
tion to Tiamat. the pit holds other powerful entities, 
as well as deadly secrets. and it is the most streingIv 
guarded location on A rgorates-sen. guarding the pit 
is a great honor, and many dragons valitlueer for 
this duty. even with the knowledge that they will he 
executed at the eompletam of their Ilan to prevent 
the spread of 'fiamat's corrupting essence. 

Vale of the Fallen Rajah: This vale is the site of 
the first great dracanic victory in the war against the 
chino:vs. it was lucre that the rakshaaa l'ad•Ragiwash 
was slain after a violent ram page. taking an entire 
flight Of light ofSiberys soldiers with him. [he vic-
tory was short-lived. however. because over time 
'fad, Ragliesh's essence ctirrtipted and weakened 
the land. allowing demons to escape from khyber's 
depths. Despite their vigilance, the dragons of the 
light haven't been able to stop the slow but steady 
spread of eorrti main. 

Vert hicha'vivex: This fortress. called t he "Moun-
tain of Victory -  by its inhabitants, is the primary 
bastion of the Light tilSiber vs. Lairs across its slopes 
house dozens of dragons, and in times of war it is 
capable of hosting hundreds. Dwarves and giants toll 
in its great forges. crafting an endless Ilo►  ofweap-
ons anti magic items. Rituals and eldritch machines 
provide an uncountable array of inystkal defenses. 
Ilany spot in Eberract is truly impregnable. it is 
Verthichivivex. 

THE TAPESTRY 
The youngest of the Argonnessen territories-a mere 
4.000 years old-the Tapestry of Thought is a gath-
ering place for mostly younger dragons who seek 
to broaden &tannic. culture. These free thinkers 
want to mix draconic lineages. rather than clinging 
to flights and families. and to s•jcarate the notion 
of am! from that of status. Only the fact that so 
many of them are talented students of the Prophecy 
prevents more tradition-bound dragons I rom dis-
missing them utterly. 

The other dragons of Argonnessen ignored the 
Tapestry movement until the first appearance of 
dragon marks on humanoids-an event that dragons 
of the 'I'aptat ry hart been predicting for years. Even, 
wally, convinced by their accuracy in Interpreting 
site Prophecy. the Conclave allowed these dragons 
to observe and even influence events beyond Argon-
nessen in the form of the organization known as the 
f :handier. 

The Tapestry has a far looser social structure 
than other doniains; a dragon's standing is based 
more on its ideas and abilities than on age or blood, 
line. Despite their interest in the dragonmarks, the  

dragons of the 'tapestry still consider other creatures 
to he beneath them. The humanoids cif the - 1-apest rt. 
are no more than second-class citizens. 

The Crystal Library of Azalakardon: The blue 
dragon A zala kardon was one of the greatest students 
of the Prophecy. but be grew paranoid and reclusive_ 
Tales say be unearthed knowledge that slowly drmre 
him mad. Whatever the truth. Azalakardon is tong 
gone.11 is library. said to be one oft he greatest reposi-
tories of Nall arcane and Prophecy Iona lies hidden 
by epic magic. waiting to be rediscovered. 

VorerArux: The Valley of Reality is the physical 
and spiritual heart of the lapestry. Warded by great 
magic to prevent divination, the valley is a meeting 
place for the dragons of the Tapestry. although none 
make it their permanent lann•. 

THE THOUSAND 
Draconic culture was built upon the Thousand 
Flights of Argonnessen. 'Das region. which has the 
longest history and is as tradition-bound  as the Light 
of Siberv-s. boasts lairs and lore reaching back to 
before the Age of Demons. Its also lice heart of the 
religion of Mir. the ancestral home of the greatest 
drat:link. lines, and the dominant inrce in the Con-
clave and its politics. 

•lw dragons of the Thousand are thy idyll into 
extended families called flights, and each ruks its 
own terrain v. With very flew 0o'rpAiciits. slants is 
determined by a combination of age and the value 
of a dragoon's hoard. Tl• eldest living member o•a 
flight serves as its leader and assigns duties. decides 
who speaks Ihr the flight at the Conclave, anti makes 
decisions on all other such matters. Each flight is 
sell-sulTicient. except For occasional trade. and must 
remain so or else slov ► ly die ofE 

To weed nut the weak and teach young dragons 
the realities of the world, all dragons of the 'Mott - 
sa nd must spend fifty years either dwelling in the 
Vast or serving in the Light of Siberys. The most 
favored nondragons are retainers for a particular 
dragon or flight. as their ancestors have been for 
generations. while others are serfs laboring m$ 
behalf of their wyrin overlords. In some particularly 
hidebound domains. nondragons are unwelcome 
and executed on sight. 

The 'I 'holt nd Flights represents traditional 
ti /awn cultur•-taw of power. greed. anti arrogance. 
but also of 	knowledge and even older pride. 

The Fare of F.berron: This sculpture of a dragon's 
head measures three miles front snout to horns. Some 
priest+ ulThir believe it to he the head of Eberron 
herself and await the day she speaks her will and 
knuwledge litr all to hear. 

The Great Eyrie:This mountain. an artificial 
rrnonulith eret led through ancient magic. is the /two- 
lag place of the Conn - lave. When the Conclave isn't in 
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wssion  •  it is occupied only by the giants and golems 
that maintain it. 

The Valley of the Three: This valley is the 
primary shrine of the Th ir religion and contains 
enormous idols of all the dragon deities, arranged 
in a circle. Each Idol is covered in enough gems and 
precious metals to buy Gall far whole. Smaller, pourer 
sculptures of the Sovereigns sit at their feet. This is a 
holy site for the dragons of A rgormessen. and many 
make pilgrimages to worship or to learn from the 
priests who dwell here. 

THE VAST 
For dragons who wish to make their own rules. there 
is the Vast. I lore. dragons do what they like. when 
they like, and to whom they like. as long as th•'re 
strong enough to do so. For some. the Vast is a prov-
ing ground in which they dwell only long enough to 
earn respect; for others. it's home. 

Dragons strong enough to hold territory in the Vast 
are called dominion lords and rule their domains 

they see fit. Younger dragons obey. depart, or die. 
Nondragon servants are considered an extension 
of their master's hoard, to be bought. sold, traded. 
protected. stolen. or destroyed as the dominion lord 
chooses. In some cases. generations of servants have 

served the same dominion lord, worshiping that 
dragon as a deity. Draconic rivalries in the Vast can 

stretch fOr decades or longer, and although bloodshed 
is common. games of deception and espionage are 

more freq lent still. 
The dragons of the other territories appreciate 

the Vast as a prov ing ground or a place (ilex ile. but 

they hold little respect far those dragons who choose 
to dwell there permanently, seeing them as undisci-
plined anarchists. 

Fang Crater: This blasted crater is a field °reins 
and shattered rock hundreds amides across. It's the 
site ota great planar incursion that occurred in the 
ancient past. and it is still a patent manifest zone to 
the elemental fury of Fernia. 

Totem Beach: By far the most accessible landing 
point on A rgon nessen is at 'totem Reach. Here. great 

monolithic dragon sculptures gaze down at all who 
would enter their kind. The Serer' barbarian tribes 
come here frequently. viewing the monoliths as holy 
idols. The tribes doesn't Iwsitate to slay outsiders who 
would defile the site with their presence. 

10.1.0KAR 
City of Knowledge; Population 46,000 

An experitnet o started WOO years ago by a small 
cadre of d ragons known as the Warders, lolokar 
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THE CHAMBER 
The Chamber is a loose alliance,  of mostly younger 
dragons who seek to guide and manipulate the 
younger races in pursuit of specific outcomes of the 
Draconic Prophecy (see page 15). 
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and its ruined sister city of lo'vakas arc considered 
myths even by many inhabitants of Argonnessen. 
and are rarely heard oral all beyond the continent. 
I Itimanoids of nearly all known races, brought 
together by the %Vanier% and allowed to develop on 
their own with only moderate draconic interference. 
are lolokar's sole inhabitants. The city Is protected 
by great magic wards. and many of its residents are 
potent warriors or casters. The city is as rich in magic 
as Shaun though far less ostentaihnts, lacking such 
obvious wonders as floating towers. Many dragons 
still desire the destruction of lo'lokar. begrudging its 
population even the modicum of draconic magic and 
knowledge granted to them by the Warders. but the 
city's wards and isolated location have kept It safe. 

POWERS OF ARGONNESSEN 
Argonnessen boasts a great many factions and 
possers. The four greatest organizations on the conti-
nent are described below. 

THE CONCLAVE 
The Conclave is the ruling body of Argonnessen, 
made up of elder members of nights and domains 
from across the continent. It meets once every 
decade. with emergency meetings called as needed. 
to discuss subjects such as military matters. interpre' 
Cations of Prophecy. and the enforcement of tradition 
and law throughout Argonnessen. 

THE EYES OF CHRONEPSIS 
One hundred fifty dragons chosen by the Conclave 
are recponsibk for overseeing d raconic behavior 
throughout all of Eberron. Answerable only to one 
another and not even to the Conclave, the Eyes of 
Chronepsis are the judges and executioners of any 
dragon who threatens the stability of Argonnessen or 
the flow of the Prophecy. 

THE LIGHT OF SIBERYS 
The armies of Argonnessen eschew typical draconic 
solitude in favor of intricate military tactics and 
overwhelming ibrce. The Light ofSiberys operates in 
squads as small as three dragons or as large as legions 
consisting of hundreds of wyrms. Members are 
tasked with protecting Argonnessen and maintaining 
the prisons of the fiendish overlords. but they caeca' 
simony conduct offensives beyond the continent's 
borders when the Conclave (or the leaders of the 
Light) dictate U. 

CLAWS AND FANGS, 
HANDS AND EYES 
Religious cultists, household slaves. operatives of 
cabals such as the Chamber—there are far more 
humanoid servants of dragons in the world than 
there are dragons themselves. Those presented here 
represent the most common (and some of the most 
infamous) dragon servitors. 

Seren Barbarians:The humanoid tribes of 
Seren worship the dragons as gods. They are fiercely 
devoted to their faith and to keeping Soren and 
the northwestern beaches of .Argonnessen free of 
invaders. 

Ancestral Vassals: Members of some ctragonborn 
bloodlines believe that they arc descended directly 
from specific dragons and devote themselves to 
zealous. lifelong service to those dragons and their 
descendants. Although this belief is questioned by 
some critics, many dragons encourage it. 

The Talons of Tiamat: The Daughter of Khyber 
stirs in her prison. and her dreams corrupt the minds 
oldie waking world. 

The Talons of Tiamat is the greatest of her cults. 
It is led by dragons (some of whom are physically 
warped). but its ranks contain dragonspawn. human-
oids, and even demons. Many of its humanoid 
members have been mystically infused with dra-
conic. fiendish, or arcane abilities that have warped 
them as well. 

DRACONIC SERVANT LORE 
History or Religion DC 25: Many of the humans 

and dragonborn ofArgonnessen. and particularly 
those from the isle of Seren. worship the dragons as 
gods. These tribes are truly vicious when it comes to 
defending their territories. 

Dragonborn don't worship the dragons as gods, but 
they are fanatically loyal to them. Some believe that 
the dragons are their distant ancestors, 

History or Religion DC 30: Tbe Talons of Tiamat 
is a cult of mad dragons and humanoids devoted to 
Timm. the Daughter of Khyber. It's said that 'Ramat 
can see through the eyes of any evil dragon. and that 
any of her cultists can commune with her. 

USING DRACONIC SERVANTS 
The Seren barbarians are likely adversaries of the 
PCs because of their efforts to keep groups from 
landing on Argonnessen (or escaping. if those groups 
raided an Argonnessen treasure). They could be long-
term adversaries in exploratory or survival-based 
adventures, or even allies against mutual enemies. 

Servants of individual dragons. such as the ances-
tral vassals. are allies or enemies of the PCs based 
entirely on the goals of their masters. 



Saran Dragon-Cult Barbarian 	 Level 14 Brute 
Medium natural Iturnanoid, human 	 XP 1.000 

Initiative .10 	Senses PI 	pi il)ti 11 

HP 171: Bloodied 85 

AC 71: Fortitude 28. Reflex 15, Will 16 

Saving Throws against fear effects 

Speed 6 
Wet Pick (standard: avail) • Weapon 

-I: vs. AC. 2d8 , 7 damage Icrit 7tiS 111. 

Hurling Axe (standard; at-will) 4 ,  Weapon 

Ranged 5/10: -17 vs. AC: 1(16 7 damage. 

Pounding Tide (standard: rrquIres a war pick: at-will) 

Weapon 

411 vs. AC: 2d8 A- 7 damagricrit 7d8 231. the barbarian 

pushes the target 3 squares, and the barbarian shifts 3 squares 

7nio a square that Is adjacent to the target. 

Alignment Unaligned 	Languages Common, Diatonic 

Str 24 (-14) 	Dex 161.10) 	Wis 70 (:il) 

Con 21 I-12) 	Int 10 (•2) 	Cha 12 (.8) 
Equipment hide armor, was pick. 3 throwing axes 

Alignment Unaligned 

Skills History -25 

Str 21 0191 

Con IS (t 1 81 (t18)

Languages Ur lllll son, Draronic 

Ms 19 i415) 
Cha 73 I-17) 	 - 

Dee 16 (-14) 

Int 24 

Initiative -11 	Senses Perception 410; low fight vision 

HP 16S; Bloodied fii 

AC 31; Fortitude 28, Reflex 10, Will 10 

Resist 20 fire 

Speed 6 

CD Dagger (standard; at•ill) • Fire, Weapon 
22 vc. AC: IA4 	damage plus 2d6 fire damage, 

Burning Blood Spittle (standard: a-will) + Add 
10. •11 ss. Reflex: 2d8 + 1 acid damage. 

›f Corrupting Blood (standard:recharge ..•;;; 11) charm 

Ranged 12: 4 21 vs. Will: the target is dominated (s.sve ends). 

The talon of Tiamat cart dominate only one creature at a time. 

Aftereffect:The target is dared (save ends) 

Corrupting Soul 'standard: at-will)* Psychic 

Ranged 12= targets a treat ure dominated by the talon: *21 vs. 

Wilt; 2d8 4 7 psychic damage. 

* Geyser of Blood (standar& encountssi Atid. Lone 
Area burst 3 within 20; •./I vs. Reflex: 2d10 t S acid d.ansage, 

and ongoing 5 acid damage (save ends). Effect; The burst creates 

a rant that lasts until the end of the encounter. Each (mature 

other than the talon of Tiantat that starts Lit loin within the 

zone fats prone 

<- Burning Blood Spray (standard recharge t I3 + Add 
Close blast 3; -21 vs. Reflex; 3d8 - 7 acid damage, and the 

target is blinded until the end of the talon's nest turn. 

Alignment (WI 

Sir 20 (4-13) 
Con 21 (4-13) 

Lquipinent dagger 

Languages Abyssal, Common, Dr iconic 

Dex 17 i-11) 	Wls 14 (-101 
Int 141-151 	Cha 20(+13) 
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The Talons cult makes an excellent longterm 
adversary. Its goals can range from the simple acqui-
sition of treasure or political power to the strangest. 
maddest objectives or a Khyber cult. 

You can also use these NI'ts as models on which 
ill build other. similar characters. 

SERLN DRAGON-CULT 
BARBARIAN TACTICS 
lhe barbarian charges his foes and beats the life out 
of them. using pounding tide to separate weak targets 
irom their guardians. He isn't a subtle warrior. 

Ancestral Vassal 	 Level 22 Elite Soldier 
Medium natural huinancitil, dragottisor 	 XP H, st}r) 

Initiative +16 	Senses Perception-OS: lo•light vision 
HP 418: Bloodied 209 

AC 40; Fortitude 37, Reflex 36, WIN 35 

Resist 15 lightning 

Saving Throws 

Speed 5, fly 4 icluressyl 

Action Points 1 

Short Sword (standard: at wtlii • Lightning, Weapon 

-29 vs. AC; 3t16 - 8 damage plus lat lightning starnage, amid* 

target is ntarked until the end of the vassal's nett turn. 

- Crackling Claw (standard; at will I • Lightning 

-29 vs AC. 2d - 8 lightning damage. 

Dragonblood fury (standard; at will l 
The vassal makes both a short sword attack and a crackling claw 

attack. 

Bloodied Furry lime. when fast bloodied: encounter) 
The vassal makes a dnagonbinoci fury attack against an adjacent 

enemy. 

Lightning Breath (standard: recharge [ill) • lightning 
Close blast 1: -25 vs. Reflex; 3d6 t 8 lightning damage. 

Impetuous Spirit (immediate reaction, when an enemy leaves a 

square adjacent to the vassal: 

the vassal makes a melee bask attack against the triggering 
enemy, even if the enemy is shifting. 

Martial Recovery thee, when the vassal misses with a melee 

attack: recharges when the vassal uses impetuous spirit) 

the vassal makes another melee attack against the same target. 

Equipment scale armor, short sword 

ANCESTRAL VASSAL TACTICS 
In tneke, the vassal focuses on one roe at a time. 

I It uses 	 breath against foes who refuse to 
appromli him. 

Talon of Tlainat 	 Level 17 Controller 
Medium natural humanoid 	 XP 1,6013 

TALON OF TIAMAT TACTICS 
The talon opens battle with geyser di' blood. hoping to 
impede as many foes as possible. She uses corrupt-
ing blood early, hoping to turn one of her foes against 
the others. After that, she focuses on keeping her 
distance and whittling her enemies down. alknving 
allies to take all the risks. 

A target kilted while dominated by the talon of 
[lomat doesn't die. Insiead, its soul is enslaved to 
Tiamat. and the creature develops an unswerving 
religious loyalty to the talon. Only the talon's death or 
a Remote Affliction ritual cast by someone of higher 
level than the talon can end this enslavement and 
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Sarlona is a land defined by millennia of war. ram• 
pant magic. human exodus, and alien oppression. 
Even these points of reference are pieced together 
front leg•nds or speculation. Every hit of information 
about Sarlona has a differing counterpart or an out 
right contradiction. 

LORE OF SARLONA 

ARCANA 
Arcana DC 20: A land out ofplace and pre-

cariously balanced in reality. Sarlona is home to 
uncontrolled planar effects like no other realm in 
Fberron. Breaches. manifest zones. and reality storms 
that temporarily alter the landscape are common. 
fhc Riedmns have inaltawd to protect Riedlra from 
the worst of these. making places they call "wild 
zones-  or "wild reserves-  by walling ofT vast tracts of 
land tainted by planar energy. 

Arcana DC 25: Sarlona appears to be part of 
liberrott. vet outside it. The 1h:iconic Prophecy holds 
link influence there. except in Adar. No dragon 
marks appear in Sarin:la. and no dragonshards are 
found on its surface: only Kliviier shards. though 
scarce. calm be idiom! at all 

NATURE 
Nature DC 20: Sodium, the birthplace oldie 

human race, is a continent slightly larger than Kilda-
vaire. It has all types of terrain. including the vast 
Tashana Tundra. the plains of Syrkarn, the towering 
modititail is of Adar, and the desert of Riedra. The 
weather on the continent is harsher than that ol Muir 
vain-, wit h terrible storms often focused on Adar. 

RULIGION 
Religion DC 20: As the original home of human 

ity. Sarlona is also where the worship of the Sovereign 
Host and the Dark Six is t hot wilt to have begun. 

Monolithic Riedra. also called the "Land ol Unity" 
and the -Land of 	Inspired," now stands where 
once many human nations squabbled !Or power. 
Riedra is ruled by the quori -spirits of nightmare who 
reached out from Dal Qum. the Region of Dreams, to 
dominate Sarlona through Idiotic oblitscat is do alai 
control. Although it iedra appears to he peaceful and 
orderly. this image is a Ile perpetrated by the qu ► ri, 
who possess the Inspired leaders of Riedra. 

LORE OF Ri EDRA 

ARCANA 
A rca na  DC 20: Riedrans enjoy COMEllitliCe% pow 

ered by psionics through towering monoliths ofcrymal 
and metal that cover the land. Many of these benefits 
resemble the ever ∎alay magic of IS homiire. The mono-
liths also broadcast telepathic messages. providing 
news. encouragement. and irtstructi in to the populace. 

Arcadia DC 25: The monoliths seem to he fiscal 
points for the psionic powers of the Inspired and the 
Chosen. A Chosen is one who can he a vessel for an 
enlightened soul. becoming one of the Inspired when 
such a mail enters his or her body. 

Arcana DC 30: The monoliths also allow the 
Inspired to control emotions, influence thoughts. and 
shape dreams. 

HISTORY 
History DC 20: Sarlona was once ruled by tnili• 

tarlstic city-states that became a dozen nations. only 
to shatter again and again-a period known as the 
Stindering.11ten the Inspired appeared. uniting or 
conquering these warring states. They established the 
nation of Riedra and launched a thousand-year period 
of peace and isolation known as the Age of Unity. 

History DC 25: Riedrans have few freedoms. 
living according to the will ol the Inspired. This will 
dictates all aspects of Riedran life. including educa-
tion. livelihood. and marriage. Those Riedrans who 
vkilate the social order often disappear ... forever. 

History DC 30: While creating Riedra. the 
Inspired stamped out all opposing belief systems and 
magical traditions. and they subjugated or destroyed 
li ►nliumans. They consolidated the population into 
huge cities,. abandoning inhospitable lands. Those 
who woukln't submit were forced into the most des ► - 
late parts of Sarlo na. Others fled to Adar or Khorvaire. 

RELIGION 
Religion DC 20: The NI h of inspiration is the 

prem. riled faith of the Riedran people. Riedrans 
show no interest in other creeds. and proponents 
ol other religions are not welcome in It iedra. The 
Inspired teach that spiritual en_.g.tteinnent can be 
gained over the course of multiple lifetimes. The 
enormous monoliths of R Odra are revered as centers 
of spiritual power. 

Religion DC 25: Melinda% believe that enlight 
cried souls guide the Inspired. All other gods and 
spirits are thought to be misguided or evil, and Ric, 
drans fear their influence. Nonhu ►an% have souls 
that haven't advanced far enough on the Path of 
Inspiration. but such creatures can still progress by 
serving the Inspired. loyal service can mean reincar-
nation as a human for a nonhuman, or as one of the 
Chosen for a human. 
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Religion  DC  30: The Inspired deal regularly with 
the quori of Did guar. It is nurtured that they allow 
these beings to possess their bottles in exchange fur 
power. 

STREETWISE 
Common Knowledge: Riedra isolates itself from 

the outside world. Its imposing rulers. the Inspired. 
hold sway over the nation. These inspired keep most 
of their land dosed to outsiders. 

Streetwise IX: 20: R iedra's government has 
ambassadors and property in Khomire. as well as 
holdings in Xendrik.itiedrasts treat the Inspired as 
living deities guided by enlightened souls. The inspired 
enforce strict lave a ltct no single h 'spired holds abso-
lute authority in Riedra. These leaders instead fallow 
a hierarchy of peers. similar to the kwds and ladies of 
Khorvaire. Sonic Inspired have more authority than 
others. but none iloCK as a monarch of Riedra. 

Streetwise DC 25: Rkdrans live their daily lives 
by the tenets of their religion, which dictates industri-
ousness. honesty. and devotion to the Inspi red. They 
reside communally and live by a strict moral code. 
I'hey are highly contented in their lives. 

Nonlminoie, art* second•class citizens in Riedra. 
they can earn a higher station only by serving in  

difficult roles, such as the military. Thus. shifters, 
changelings. and ogres make up much of the Riedran 
military. although the officers are always Chosen or 
Inspired. 

Must Riedrans slew foreigners with it mix ufdis-
dain and pity. for non-Ritdrans lack the guidance of 
the Inspired. Riedrans arc accepting of the divine 
guidance °film.. Inspired: dissent. crime. and hard-
ship are almost unheard of. 

SETTLEMENTS 
AND FEATURES 
Massive metropolises called bastion cities make up 
the majority of the settlements in Riedra. With the 
population collected under the watchful eyes of the 
Inspired. these cities are major military and indus-
trial centers, and each has a staggering population 
compared to their Khorvairian counterparts. Small 
satellite settlements supply each city's basic needs. 

BaStiOn cities have concentric wards divided Into 
districts based on industry. Each district has central 
facilities for its industry. housing for its workers. and 
an assembly hall near the district's monolith. Mat 
!tied rams never leave their district. 
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Bastion cities look as if they were blown front col-
ored glass rather than built. Complex patterns within 
their walls and buildings glow with inner light. 

Every bastion city has a psionic teleportation circle 
fin raw Inspired to use. 

Fortresses: Military from arc located in every 
imst ion city. but the Inspired also maintain military 
outposts on every Riedran franc ier and near every 
important resource. Numerous citadels exist along 
the Adaran border. housing vast numbers of troops 
that constantly patrol the Riedran periphery. Psionic 
telepcwtation clicks link many of these keeps to bas-
tion cities. making the movement of personnel and 
supplies easier. 

Monoliths: Every city has at least one huge 
monolith. A monolith is a holy she for the Path of 
Inspiration. a center of power for the Inspired, and an 
energy conduit for powering psionic conveniences. 

DAR JIN 
Primary Riedran Port City: Population 400,000 

This massive metropolis extends for miles along 
the eastern coast of Riedra on the Barren Sea. The 
city contains six huge districts. These districts would 
be five perfect circles centered on the city's inner 
fortress. but the outermost circle is broken in half 
where It meets the coast. Therein lies Dar Jiffs foreign 
quarter (the I hodra). foreign harbor (Harbor ofTran-
quIlity). and a harbor for Riedran ships and business 
only (Harbor of Tureya). 

Dar Jilt is Riedra's biggest and best-known port 
I km ships come from Riedran holdings in Xelidrik 
and from Khorvairc. Tras-elers who have business 
in Riedra come to Dar lin first, and kw need to go 
farther. Foreigners aren't allowed to leave the foreign 
quarter without permission and proper papers, and 
most have no need to do so. since the dragomnarked 
houses' outposts provide all the comfOrts of Khorvair• 
km civilization. A large contingent of Riedran soldiers 
maintains a highly visible presence in the city and 
keeps the peace. Criminal activity usually results in 
deportation or execution. 

PLOTS AND 
ADVENTURE SITES 

Dissidents: Some Kledrans suspect the truth of 
the Inspired and rebel against them. Others And the 
lure of ancient magic. lost religions, and bygone tradi-
tions too strong to resist. Desire fur power, wealth, or 

other worldly pleasures draws others away from the 
Path of Inspiration. 

Many dissidents are villains. such as the Dream 
Merchants. who ply the narcotic dream lily across 
the world. The Path of Inspiration teaches that 
those who stray from it are damned, so numerous 
dissklents believe that morality no longer matters. 
Meddling with forgotten magic corrupts others. and 
some "rebellious" groups are. in reality, fronts for 
Inspired plots. 

Edgewalkers: Ricdris wild zones spawn terrors 
that would cause a typical Riedran to die of fright. 
As they consolidated power. the Inspired recog-
nized that they would need an elite cadre to protect 
Riedra from extraplanar threats. Those brave souls, 
known as Edgewalkers, fight all sorts of monsters on 
the Riedran frontier. Among Hiedrans. they're the 
best equipped to learn the truth about the Inspired. 
They're also the most likely to be infected with super. 
natural evil. 

Heirs of Ohr Kaluun: The Inspired tried to 
wipe arcane magic from Sarlona. They failed. and a 
secret cabal still lurks in the heart of the land (tithe 
Inspired. Although those who oppose the Inspired 
might consider this turn °fermis a good thing, the 
Heirs of Ohr Kaluun are anything but good. 

Wizards and priests of fell power ruled the ancient 
Sarlonan kingdom of Ohr Kaluun. forging pacts with 
evil lioces that turned them into the race or tidlings. 
The I lcirs of Ohr Kaluun delve into the remnants 
ofthis sinister poster. Nlenthers. many of them tier 
ling descendants of the ancient rulers. use whatever 
means they can to elevate and protect themselves. 
and to harm the Inspired. Any damage to or corrup-
tion abutment creatures is of little concern to them. 

 

THE TASHANA TUNDRA 

 

Frigid beneath a vast sky, the taiga and grasslands of the 
Tashana Tundra support nomadic tribes of humans and 
shifters, Including the oldest shifter nations on Eher . 

Goliath% and dwarf clans as ancient as those of the Mror 
Holds call Tashana's mountains home_ None of These 
people bear any love for the Inspired. Tashana is also host 

to the most violent planar upheavals in Sarlona 

The Kalaaks: Longstanding rumors say that a rakshasa 

rajah, one of three in Sarlona. sleeps below Tashana. The 
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savage Kalaak barbarians might he evidence of this 

fact. Like the Carrion Tribes of the Demon Wastes, the 

Kalaaks are inhuman In their savagery and have dealings 

with fiends. 

Whitetooth: At the mouth of the Tiiki River is the port 

of Whitetooth. Once a communal meeting place for the 

Tashanan tribes. Whitetooth became a mercantile center 

when Lhalaar traders discovered magical pmprrtim in 

Tashana's minerals and herbs. 



Resembling a land plucked from an elemental realm. 
Mar rises like a wall of rock in southern Sarlona. 
This hostile land has always supported hardy folk. 
and it has long been the dwelling place of those who 
couldn't find acceptance in other reaches Sarlona. 
Now it's the home of the kalasluar, who wish to 
throw down the nightmare age of Dal Quor and the 
Inspired of Riedra along with it. 

LORE OF ADAR 

ARCANA 
A ream DC 20: Mar has strong connections to 

the planar realms of Lamatinia and Kythri. These 
connections could explain Adar's strange weather. 

Arcana DC 25: Some great magic prevents magi-
cal travel into and out of Adar. 

Arcana DC 30: A psionic shroud covers Adar. It is 
believed that Adar's leaders created the shroud as an 
additional means of protecting the area from the the 
intrusions of the Inspired. The shroud is said to pre-
vent travel from other planes into Adar and hinder 
attempts to use scrying rituals on people and places 
within its lands. 

of he land. The head of the order is called the Speaker 
of the Word and is the most influential being in Adar. 
The current Speaker is Chanaakar, a human. 

NATURE 
Nature DC 20: Mystics and hardy mountain 

people inhabit Adar. a storm-beaten. mountainous 
land. Adar is also the original home of the kalashtar. 

Nature DC 25: Adar's geography and weather 
aren't natural. As if some supernatural force raised 
the land from the ocean floor, the coast is a line of 
sheer cliffs a mile high plunging into a sea full of 
hidden stone spires. Although Adar has pleasant. fer-
tile valleys, most of he land is arid. The wind blows 
constantly. and ferocious storms arise suddenly. 

Nature DC 30: Adarans believe that dragons 
drove Adar up out of the sea to bury a great evil. 
Ruins from the Age of Demons support this claim. 
Some dragons live among the highlands. and the 
greatest among them are called the Storm Guardians 
of Korrandar. 

RELIGION 
Religion DC 20: The kalashtar religion is called 

the Path of Light. It is the most influential religion in 
Ada r. although a variety of other religions are prac-
ticed there. Adarans also revere their ancestors, but 
not to the same extent as the Aerenal elves. 

HISTORY 
History DC 20: Medea does not welcome the dis-

sidents olAdar. and has closed its borders to that wild 
area. The kalashtar explain that Mar means "refuge` 
in the Med ran tongue. The kalashtar know that the 
Inspired aim to annihilate their race. but the for-
midable terrain. supernatural weather, and Adaran 
guardians keep the Riedrans at bay. The strongest of 
t hese guardians gather in temple-keeps. which arc 
hidden citadels dedicated to ma rtial training. arcane 
practice. mental powers. and the Path of Light (see 
page 255). 

History DC 25: Mar is a sparsely populated 
nation of those descended from exiles. mystics, and 
hermits. as well as hardy mountain tribesfolk. No 
central authority rules the "Land of Refuge." Each set• 
dement has a council of elders who see to the needs 
of its cit i/C1IS and the defense of Adar. Each council 
communicates with the others and offers aid when 
needed. 

Kasshta Keep. the most prominent temple-keep, 
houses an order known as the Keepers of the Word. 
The Keepers maintain ancient magical traditions 
from Sarlona's past. but their citadel Includes magi• 
flans of other traditions. The Keepers have spread to 
other temple-keeps to prevent their ways from disap-
pearing if Kasshta ever falls. 

Eiders of this order form the Council of he Wise 
anal have always been considered the spiritual leaders 

SETTLEMENTS 
AND FEATURES 
In the highlands where the kalashtar originated, most 
live in secret temple-keeps or remote villages. The 
eight temple-keeps- Dvaarnava, Glioza. I laztaratain 
Monastery. Kasshta Keep, Malshashar, Ruukosl, Shal-
guar. and Tashalatora-also house Adar's defenders. 

DVAAR NAVA 
Secluded Port Temple-Keep: Population 7.000 

This temple-keep. a massive sea cavern on Ada r's 
southern horn, is the only point in all of Mar where 
ships can dock. Stone spires jut like teeth from the 
ocean floor near Dvaarnava. forming a deadly laby-
rinth made even more lethal by Mar's storms. 

Dvaarnava 's population lives in high grottos safe 
from the raging sea_ The people glean a living from 
the calm waters that fill the lower levels of the cavern. 
as well as by farming in areas where sunlight reaches 
through the cracked stone. A market (an unusual lea-
lure for a temple-keep) generates a small amount of 
trade with travelers. 

Dvaarnava is one of the few places where people 
pass into and out of Adar regularly. Ships sail to and 
from Ardhmen (see the Syrkarn sidebar) and points 
west. including Khorvairc. Most ship captains know 
the way to Dvaarnava. but few are willing to sail there, 
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KASSHTA KEEP 
Renowned Temple-Keep; Population 18.000 

This fabled fortress. known even in Riedra and 
Khorvaire as the home of the mysterious Keepers 
of the Word. lies in northwestern Adar. All Adarans 
know it as the place where the kalasluar Taratai passed 
from the world in her stand against the Inspired. 

Carved from the heart of a mountain. the fortress 
has an outer face set into a cliff thousands of feet 
above the Kasshta River. look hug westward into 
Syrkarn. Ships from the river can be ferried by magic 
lifts to a magically maintained lake nearly a mile up 
the cliff From the east, overland routes converge to 
form a trail that winds to Kasshia's great gate. 

The keep is frequently engulfed by unnatural 
weather, such as violent storms or mists arcing with 
lightning. 

Most of the keep's inhabitants live in subterranean 
chambers. To illuminate the depths. the Keepers of 
the Word created magic lights that nourish people 
and plants as sunlight does. Other magical efliNts 
keep Kasshia's air fresh and pleasant. 

PLOTS AND 
ADVENTURE SITES 

Count! and Dragon Ruins: Tumbled ruins of 
draconic origin dot Adar. obvious evidence of the 
wars fought during the Age of Demons. Adarans 
avoid these ruins. although many are sized for 
humanlike creatures and are rumored to contain 
ancient treasures. Unknown to most Adarans, some 

SYRKARN 
Steppes. savannahs, and deserts punctuated by hills. 

mountains. and a few rivers and lakes make up the harsh 

terrain of Syrkarn. Unnatural weather and roving planar 

disturbances reinforce the Inhospitable nature of the 

place. But life survives there nonetheless, In small villages 

and nomadic tribes. Most of the residents are ogres. goli• 

aths, or humans descended from Riedran refugees. These 

races live and trade on the plains, In the mountains, and 

in permanent settlements, Interrupted by intermittent 

intertribal wars usually fomented by the Inspired. 

Four kingdoms of old Sarlona once claimed portions of 

Syrkarn, and yuan ti ruled there before humans ever did. 

They named the Land Syricarn, and the remnants of their 

civilization linger among the ruins of the four kingdoms 

and those from the Age of Demons. Ancient lore suggests 

that a rakshasa rajah once escaped a prison in Syrkarn. 

only to be bound again. This legend. combined with the 

ruggedness of the land, explains why the Inspired never 

conquered Syrkarn. 

Ardhmen: tharaar and Qbarran ship captains; know 

the way to this lawless southern port. Those who desire 

a way into or out of Sariona can find it easily here.  

of these ruins arc inhabited by the shulassakar—a 
race of yuan-t I with brightly colored feathers. kin to 
the yuan-ti of Krczent (see page 160). Servants of the 
forces that protect Eberron from Khyber's demons. 
the shulassakar in the ruins work secretly to keep 
Adar safe. and most who discover them willingly join 
their mission. 

Korrandar: Mighty Korrandar. the tallest 'teak 
in Eberron and the holiest site in Adar. cuts into the 
sky like a massive dragun's horn. The crag, midway 
between Tashalatora and Kasshta Keep. is frigid and 
merciless. and is usually shrouded in violent storms 
of cutting ice and snow. tearing winds, lightning, and 
supernatural forces. Its terrain is Inhospitable at best. 
and made even worse by eldritch mow storms and 
planar breaches. 

Korrandar is home to the Storm Guardians. an  
ancient cabal of blue dragons who watch over the 
mountain and protect its secrets. Many believe that 
Korrandar marks the resting place of a terrible 
rakshasa rajah. Others have had visions of a weal her-
affecting d mottle artifact hidden deep in the 
mountain. It's possible that this device can aid In the 
protection of Ada r. and the Storm Guardians might 
allow Adar's defenders to access the device If doing so 
is In accord with the Draconic Prophecy. 

Regardless of the truth ofthese stories. Adarans 
who live near Korrandar sometimes pray and give 
offerings to the Storm Guardians in shrines near the 
base ofthe M DU main.'fhe treasure stores of Korran-
dar must be impressive indeed. 

The Inspired arc the lords of Riedra. They serve as 
hosts to immortal spirits. and through this symbiosis 
they gain access to potent jnionic powers. Riedrans 
believe that their leaders are guided by ascended 
ancestors—a state to which all humans can aspire. 
The truth is something different. The Inspired are 
vessels ofthequori. nightmare lords of the Region of 
Dreams. The quori seek to control all mortal dreams. 
tints ensuring the survival of their nightmare realm. 
They have spent over 1.000 years securing their 
empire in Sarlona. Now they are turning their gaze 
upon the dreams of Khorvaire. 

LORE OF THE INSPIRED 

ARCANA 
Arcana DC 20: Members of the ruling class of 

Riedra are known as the Inspired. Riedrans believe 
that the Inspired are guided by divine powers, and 
these individuals are treated as living deities. 

Arcana DC 2S: The powers displayed by the 
Inspired arc psionk in nature. not arcane or divine. 
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Arcana DC 30: Sonic of the kalashtar followers 
of the Path of light claim that the Inspired are pos. 
sessed by fiends and allied with the Force known as 
the Dreaming Dark. However, because the inspired 
have proven to be helpful allies in the aftermath of 
the war, few Khorvairians take these claims seriously. 

HISTORY 
History DC 20: As Arcana 1)C 20. 
History DC 2S: Throughout the reign of Galifar, 

the Inspired remained isolated in Sarlona. Over the 
course of the Last War, they made contact with the 
inhabitants of Khorvaire. providing considerable 
humanitarian aid and assistance with reconstruction 
in the wake of the war. Inspired ambassadors can be 
found In all the major cities of Khorvaire: so far they 
have asked for little in return for their assistance. 

RELIGION 
Religion DC 20: As Arcana DC 20. 
Religion DC 2S: As Arcana DC 30. 
Religion DC 30: The Path of Inspiration holds 

that devoted ‘vork in life results in reincarnation to a 
higher station. The pinnacle of spiritual evolution is 
to become one of the &alms. which is the Quori word 
for the spirits that are said to guide the Inspired. 

GOALS OF THE INSPIRED 
five quori are immortal. The death °fa host body 
drives the quori within it back to Dal Quor, and even 
ila host is killed in Dal (lima quori is eventually 
reborn.ihirty thousand years ago, after the conflict 
between Dal Qum and the giants of Xetidrik. Dal fluor 
changed. becoming the nightmare world it is today. The 
kalashta r believe that another change is coming: they 
prophesize that the darkness will end and an age of 
light will begin. The quori fear such an event. because it 
would mean the rebirth of Dal Quor and a transforma-
tion ofall the spirits associated with it. 

Dal Quor. also known as the Region of Dreams. can 
he shaped by mortal desires. The quorl believe that 
by controlling the waking world, they can prevent the 
wheel oldie age from turning. Riedra is the blueprint 
for this principle. Rk-drans arc indoctrinated from 
childhood to be devoted to their Inspired masters. By 
using the network of psionically resonant monoliths 
Tread across Riedra. the quori are able to telepathi. 
tally determine the dreams of the !tied ran people. 
clIMI ring that the Riedrans never dream of freedom. 

Now the Inspired are looking to K horva ire. They 
are gaining a foothold in the Five Nations and earn-
ing the trust of the people of Khorvaire. they have no 
intention of attacking directly. Instead, they intend to 
take advantage of the chaos created by the wars and 
feuds within Khorvaire. Once the people of Khor-
‘aire destroy themselves. the Inspired will arrive as 
saviors and begin their work. 

LIVING ON Two PLANES 
An Inspired exists in two worlds. The vessel for the 
spirit has a mind of its own, although the quail spirit 
is dominant when present. But at any time, the quori 
can leave the host and return to Dal Quor, where it 
can discuss plans or share informat loll with other 
quart 11 can even return to Eberron in a different 
host body: as such, a quori might have a vessel in 
Breland. one in Hied ra, and another in Aundair. It 
takes some time for a quorl to develop the rapport 
with a ressel that enables the use of the quorrs full 
psionic abilities. Thus, the death of a host is a blow to 
a quori. hut it is not insurmountable. PCs must learn 
to recognize an Inspired by its actions and personal-
ity rather than by a face. 
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FORMS OF INSPIRATION 
The Inspired are bred in serve as hosts for the quori. 

but a quori spirit can affect the physical world in a 
number of ►► ..ar s. I fere are II)Ur of the most common, 

The Inspired: Over the course of a millennium of 

careful breeding, the quori have developed a race of 
ideal hosts. These vessels (known as the Chnsen) are 

mostly human. though their features have traces ofelf 

and fiend blixxl that gives them an unnatural lieauty. 

Each oft he Chosen is tied to a particular quori spirit. 
and the spirit can possess this host at any time: t I w 

host has no choice and nu way to resist. Once first pos-

sessed. a Chosen becomes known as an Inspired and 

retains that stains even lithe quori departs for a time 
(only oilier I usigred would recognize the absence). 
While in the vessel holy, the qunri cart make filll 

use of 'loth its own skills and those oldie host. using 
whk- hever gives it the greatest advantage. It can 

also channel its psionic /inners through the vessel. 

This makes the Inspired ideal l u 	ho►► ver. their 
extreme beauty makes them stand out in Khorvaire. 

Voluntary Possession: The network olpsioni. 

tally resonant monoliths in Sarlona is drawing Dal 

Qum closer to Elie mon. As a result, it has become 
possible for a quail to possess any natural humanoid 

who agrees to let the spirit in. typically in a dream. 

The victim doesn't have to fully understand the 

consequences of his or her actions. but must know. 

ingly allow the spirit to enter his or her body_ Once 

this is dune. the quori gains full control oft he host 

and can remain until it chooses to leave or is driven 

out by magic. It can use the powers and skills of the 

host, along with its on ti skills. but it can't use its own 

psionic abilities in the host body. if the quori leaves. 
the host has to give it permission to return. this time 
knowing the result. 

Mind Seed: The most po ► erful quori are the 

kalaraq. They have the ability to devour the th oughts 
of a victim. slowly replacing that Iwilug's personal. 

ay and rendering the victim a willing servant of the 

kalaraq.' he process is a mental disease that attacks 
the victims will instead oldie body. It is used spar-

ingly by the kalaraq, since there base lwen incidents 

where the victim of a mind seed has gone rogue. 

Notwthek-ss. It's an effective means of placing a mole 
in an •nenly organization. 

Dream Manipulation: Iheams are pcnverful. 
A desa all priest or paladin might be swayed by what 

appears to be a divine nwssage. Dreams can fuel love. 

ambition, hate. and ot her emotions. Although the spinri 
can't force a victim in iwrli win a particular action by 

manipulating dreams, they can plant ideas. and over 
the long term. this device can be a powerful tool. 

USING THE INSPIRED 
quorl are cautious and patient foes. They spent 

centuries conquering Riedra. and they are prepared to 
take an equally long time gaining control of Khorvairr. 

The Lase War played to their advantage. shattering 
peaceful Galifar and creating tensions and chaos. The 
quori would like to see the ►s-iir begin anew. However. 
it is vital that Riedra he seen ati a belleVOICM fume. AS 

a result, no Inspired ambassador engages in sinister 
actions_ As far as the witr141 knows, the Inspired are 

generous allies. helping Khoryaire recover from war. 

fet• qui tri have agents who are actively pursuing 

their agenda—the Dreaming Dark. Characters who 

challenge the Dark soon learn that all the inspired 
are allied with this force. but proving this Fact is dill). 

ctilt. The Inspired ambassador is a diplomat for his or 

her nation and might assist the characters, even syl ten 

both sides knoyv the game the ambassador is playing. 

MIND SEED 
This affliction. created by a kalaraq quori, acts like a dis• 

ease. except that the victim makes Wisdom checks in 

place of Endurance checks to recover, and the Heal skill 

can't be used to help someone who Is afflicted with it. 

The Cure Disease ritual won't remove the effect, but the 

Remove Affliction ritual affects it normally, No physical 

symptoms appear, and most victims dismiss the effects 

as the result of exhaustion and stress. 

When a PC succumbs to mind seed, several options 

exist for how to deal with this event. One method is to  

treat it like character death—the player must create a 

new character as though the afflicted character had died 

without hope of resurrection. Another method is to let 

the player continue playing the character, but with new 

motivations hidden under the surface. Lastly, it might 

be only a temporary setback: the player creates a new 

character to play until the party finds a way to free the 

original character from the mind seed, at which point 

the player resumes control of the previously afflicted 

character. 

Mind  Seed 
	

level 2 ❑ Disease 

An irnp/anted quori thought slowly takes rota and 
grows until the ► krim &romplereb. under in ortirrl. 

The target is cured  D  Initial Effect: None_ The 

and gains immunity 	target sleeps fitfully and 

to mind seed For 	has disturbing dreams_ 
one year 

Attack: -23 vs. Fonitude 

Wisdom Improve DC 30, maintain DC 22. worsen DC 21 or lower 

CD  The target takes a -2 penalty to Will 	Q  Final State: The target 
and to all skill checks due to poor sleep. 	becomes a faithful 

difficulty concentrating. and geneml 	servant of the rtuori in 

absentmindedness_ 	 all things. 
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The good believe that they MAKI 
to preserve their worid. Those publicly known as 
Inspired rarely engage in any wrongdoing: they govern 
the people of Riedra and serve as charismatic emis-
saries to Khorvaire. Drat there are other agents of Dal 
Quor whose actions are secret and deadly. They serve 
the Dreaming Dark—the hidden hand ofnightmare. 

LORE OF THE 
DREAMING DARK 
Kalashtar characters raised In a kalashtar community 
automatically know the following information. 

Arcana DC 30: Some among the kalashtar speak 
of a force of evil they call the Dreaming Dark. The 
agents of the Dark are similar to the Inspired lords 
I if Riedra—humans voluntarily possessed by spirits. 
Some of their agents are Riedrans. but they also work 
to subvert tlw people of Khorvaire. 

Religion DC 30: The kalashtar say that a con-
sciousness defines Dal Quor. They call it it Lash: awn 
the great darkness that dreams. It is said that a host 
of nightmare spirits serves the great darkness. similar 
to the way angels serve deities. Thissinister cabal is 
known as the Dreaming Dark. 

ORGANIZATION 
l'he Dreaming Dark is as elusive as a dream. All 
it takes is one person to submit to possession or be 
affected by a mind wed to give the Dreaming Dark a 
foothold in a new region. 

Leaders: The leader of the Dreaming Dark is a 
powerful kalaraq quori known as the Devourer of 
Dreams; he is the only being ever to have entered the 
heart ofil-Lashlavar and return. The Devourer guides 
the Dark From Dal Quor. l !Is right hand on Ebel -- 
run is the dominator Tirashana. She is the foremost 
spreader of mind seeds among the Dark. and her 
works arc spread across the world. 

Headquarters: The Dreaming Dark is based in 
Dal Quor. the Region of Dreams. A quori can leave 

host and return to Dal Quor. For ibis reason. most 
of the quori's plans are laid in the nightmare realm 
%%here no mortal can spy upon them. They also have 
strongholds in Riedra and safe houses hidden across 
he workl, but since their method is to subvert other 

organizations. these protections are rarely necessary. 
Hierarchy: The Dreaming Dark has three levels of 

followers. At the top arc the quori. The quad's ranks 
are set by the Devourer of Dreams. and no quori ques-
tions the "Voice of illasfitmur." 11w next tier is made 
up of mortals who knowingly serve the Dark. and the 
last of mortals who have been tricked into service. 
Vach cell of t he Dreaming Dark follows its own path. 

Members: The quori that comprise the Dreaming 
Dark have the same loyalty to their cause that angels 
fed toward the deities they serve. It is the reason for 
their existence. and their service is its own reward. 
They think that through their actions. they might pre-
serve the existence of the entire quori host. Beyond 
that mindset, most quori are cruel spirits that enjoy 
playing with mortals. Their schemes are games meant 
to give them a pleasant diversion from immortality. 

The majority of the humans who knowingly serve 
the Dreaming Dark are Ricdrans raised in "shadow 
lines." These individuals belong to families dedicated 
to serving the Dark. They arc aware of the nature of 
the quori. but know nothing more about their masters 
or the goals of the Dark. Additionally. groups in khor-
vai re. and even a few rogue kalashtar, have sworn 
themselves to the cause of tlw Dark. Some believe 
that the quori can grant them immortality. Others 
want the psionic powers the quori bring. And some. 
of course. an interested in the wealth or influence 
they can gain through their allegiance. 

But many agents of the Dreaming Dark never 
know what they serve. Some could be guided by 
dreams. For example. a quori might use dream 
manipulation to convince a cult of the Dragon Below 
to perform a particular action. Others might be vic-
tims of mind seeds, or might be tricked into accepting 
possession and made to use their Influence to turn 
their allies into unwitting tools of the Dark. 

USING THE 
DREAMING DARK 
The Dreaming Dark is engaged in dozens of schemes 
at any time. Its overall goal is to sow discord in the 
world. turning allies into enemies and bringing 
down those that could threaten their eventual goal 
of conquering Khorvairc. The agents of the Dark 
are patient, mid they are prepared for this conquest 
to take centuries. But Wit shortcut appears. they'll 
pursue R. For example. the Dreaming Dark could be 
searching for an artifact that will reopen the gates 
between •berron and Dal Quor, allowing a direct 
physical invasion from the nightmare realm. But it's 
more likely that they will act on a smaller scale. They 
cause guild wars, instigate the persecution of heretics 
or foreigners. and inflame nationalist movements to 
the point of rioting and terrorism. An outsider might 
never realize that the quori are involved until he or 
she tries to stop the troublemakers and discovers that 
the leader of the disturbance is a quori. 

Opposing the Dreaming Dark might seem like an 
impossible undertaking. When a quori is killed. It 
can take another host body. PCs' allies might be over-
come by mind seeds. Given this power. the Dark is a 
daunting foe, but one that still can be beaten. 

Despite its power. the Dreaming Dark has several 
weaknesses. One of these is overconfidence: another 
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Dreaming Dark Thoughtstealer Level 10 Elite Lurks!, 
Medium natural humanoid. Ins tired 	 XP 1.000 

Initiative •13 	Senses Perception I ) 	t 6 

11P 164: Bloodied S7 

AC 26.: fortitude 22, Reflex 25. Will 25: see also dual ni+nd 
Saving Throws 2 

Speed E. 

Action Points 1 

®Mindblade (standard: 	• Psychic 
OS vs_ AC: 2d6 • S damage. and ongoing 5 psychic damage 
ssve ends'. 

Thought Theft (minor liround:atwill) 
Ranged 10: no attack roll: until the end of the thoughtstealer's 
next turn. the thoughtstealer gaitn a a  5 bosun to AC and Reflex 
against attacks nsade by the target, and a *5 bonus to insight 
checks against the target. 

4-- Cloud Minds (standard: at•w111) 
(low burst 3; no attack roll: eat it enemy within the burst 
suffers the effect of thought theft until the end of the 
thoughtstealer's next turn 

IlMindblade Whirlwind (standard; atnvilll + Psychic 
(lose burst 1; torgers enemies under the effect of thought theft: 
+15 vs. AC; 266 4 S damage. and ongoing 5 psychic damage 
(saw r rids 

Weakness Revealed 
A thoughtstealer's melee attacks deal 2d6 extra damage against 
any target under the effect of thought theft_ 

Dual Mind 
Any creature that attacks a thoughtstealer's Wilt must make 

two attack roils and use the lower result . 

Alignment Evil 	languages Common. Qt/Ofi. telepathy 10 
Skills Bluff .14, insight +12. Stealth -13. Streetwise 414. 

Thievery •13 
5tr 14(17) 	Des 18 (4 9) 	Wis 14 0-71 
Cost 16( ill) 	Int 21 (410) 	Chu 18 0-9) 

Initiative 4- 14 	Senses Perception 4-12 

Repulsion aura 3: while a Dreaming Dark assassin is bloodied, 

each enemy iinclud log a flying enemy r treats the area within the. 

aura as difficult terrain 

HP 276: Bloodied 138 
AC 30: Fortitude 15, Reflex 30, Will 29:see also dual mind 
Saving Throws [2 
Speed 6 
Action Points 1 
® Nightmare Touch (standard: at-will) + Psychic 

+17 v..... Reflex; 2t18 • 5 damage, and ongoing 10 psychic 

damage (save ends). 
1 Nightmare Flurry (standard; at•will) 

1114. 3ssassio makes rum nijktrittire fowl, al 1400. 

+Slayer's Puppets (minor liround: at.w1111• Charm 
4- 17 vs_ Will;thr target is dominated (saw ends). 

4. Primal Fear (standarrt at-will) + Fear, Psychic 
Close burst 3: targets enemies taking ongoing psychic damage: 
4-17 vs. WillidB + 5 psychic damage. and the target is dazed 
(save ends). 

•E• Psychic Escape (standard; recharge 	+ Psychic. 
Teieportation 
Close burst 1: 4-17 vs. Will: 3d8 • S psychic damage. The 

assasvn telepoets 10 squares after the attack. 
Dual Mind 

Any creature that attacks an assassin's Will must make two 

attack rolls and use the tosser result. 

Alignment Evil 	Languages Common. Quori, telepathy 10 
Skills Bluff .18. Diplomacy *18.1ntiniklate .18. Insight *17. 

Stealth *14 
Sir 14 (-*9) 	Dex 20(0r12) 	Wis 20 (*12) 
Con 18 (411) 	Ent 24 0141 	Cha 22 (*13) 

is cruelty. The third is the scope of its schemes. A 
single defeat means little to the Dark. I f a hero defeats 
the Dreaming Dark repeatedly. the quart might 
pursue vengeance. but in general the quori don't )eel 
threatened by mortals. As a result. they are more 
likely to spells\ years setting up an Ohara* revenge -
tricking PCs into killing loved ones, turning allies 
against them, and soon--than simply killing their 
foes. The greater the thorn the PCs become. the more 
the Devourer wishes to see them surfer. 

FORCES OF THE DARK 
Anyone can Ix. sednced into the service of the 
Dreaming Dark. and a normal human possessed by 
a quori uses his or her standard statistics. The !idiom.- 
ing two creatures arc Inspired agents of the Dark that 
have no lies to the It iedran government. 

THOUGHTSTEALER TACTICS 
The Dreaming Dark thoughtstea ler is a spy sent to 

ther intelligence. It remains invisible. using thouitht 
flkft to shield itself From attack. 'flowed into the open. 
a thoughtstealer affects as many enemies as possible 
with cloud minds before using mincibiutie whirwind. 

Dreaming Dark Assassin 	Level 14 Elite Skirmisher 
',tedium natural humanoid. Inspired 	 2,000 

DREAMING DARK ASSASSIN TACTICS 
A Dreaming Dark assassin uses Miriam! Stealth to 
avoid detection. lite Dreaming Dark assassin tries to 
deal owing psychic damage with its itiAtmareflurry 
before unleashing prints) fair. When cornered by 
opponents who aren't taking psychic damage. it uses 
psychic escape to achieve a more advantageous position. 

ENCOUNTER GROUPS 
Dreaming Dark assassins act In small groups to avoid 
revealing their identities to any pawns they're manip-
ulating. Thoughtstealers can be found In the company 
°fatty sort of creature. Although good possession is 
limited to humanoids. members of any race could 
be tricked into serving the Dreaming Dark through 
dream Marl ipt11311-011 Or promises of wraith. 

Level 9 Encounter (XP 2,000) 
+ I Dreaming Dark thoughtsteater (level 10 dile 

lurker) 
• 2 dragonhorn gladiators (level 1(1 soldier. AIM 86) 

Level 14 Encounter (XII 5.000) 
• 2 Dreaming Dark assassins (level 14 elite 

skirmisher) 
+ I gitlizerai mindmage (level 14 artillery, N1.1 ,1 13 I) 
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South of Khorvaire. Xen'clrik is a land of mystery. This 
continent was home to the first mortal civilization in 
Eberron. but it has been largely ignored by the world 
for thousands of years. Secrets and treasures from the 
Age of Giants still lie there. hidden deep within a for-
bidden landscape of jungles. deserts. and mountains. 
Link is known about the heart of the continent. and 
uncounted scholars and adventurers have given their 
lives In the attempt to map that dark terrain. 

LORE OF XFVDR1K 

ARCANA 
Common Knowledge: Xcn'drik is a land of 

sec rets and mystery. and only the hardiest journey 
there. The continent is best known for its impenetra-
ble jungles, harsh deserts. and impassable mountain 
ranges. Yet even more deadly are the strange super-
natural effects that permeate this land, many dating 
back to the Age of Demons. 

Arcana DC 20: Ruins ofthe ancient giant civiliza-
tion cover Xetidrik, concealing powerful magic and 
rel ics. Xen'drik is also home to rich beds of Siberys 
dragonshards and deep pockets of Khyber shards. 
Such wealth draws adventurers to the continent. 

Arcana DC 25: The giants were the first mortal 
iviliration on Eberron. and over the millennia when 

they ruled Xeirdrik. they raised up mighty monu-
nwnts. The giants gained arcane knowledge from the 
dragons of Argonnessen, and magic was the founda-
tion of heir corn inent-spanning civilization. 

Arcana DC 30: Forty thousand ).ears ago. the quori 
t',nue through into the world through planar gates link-
ing Eberron and Dal Quor. The giants used their magic 
to seal those gates. but at great cost. Xetrdrik was dev-
astated. and the giants' civilization shattered as parts of 
the continent sank beneath the seas. 

HISTORY 
Common Knowledge: Xen'drik was home to 

E hermit's first mortal civ Wanton during the Age of 
Giants. Giant ruins are common. but explorers who 
seek them must survive the perils of that land. 

Pirates on the Thunder Sea have made Xen'drik 
their base of operat ions for centuries. and it was only 
100 years before the Last War that the Five Nations 
routed these corsairs and raised the city of Storm-
reach on the site of a pirate outpost. This port is now 
the gateway through which virtually all visitors to 
Xen'cirik pass. 

History DC 20: Scholars arc divided as to 
%vhether the giants ol- Xen'drik forged a single empire 
or maintained an alliance ofindependent kingdoms. 
Some claim that the giants' inherent rivalries would  

have prevented the creation of a unified society. 
while others maintain that the different strains of 
giants in the world today developed only after their 
empire's fall. 

History DC 2S: Dragon magic was the founda-
tion of the Age of Giants. but slavery was its lifeblood. 
Captured cladrin from the Spire of Dreams (see page 
143) were the precursors of the original elves and 
drow—slave races whose labor allowed the giants to 
erect the great cities and temples that survive only as 
ruins in the present day. 

The power of the giants was broken by the arrival 
of the quori. and a protracted war laid ruin to the 
giant nation. In the end. the conflict was halted when 
the giants used dragon magic to destroy the planar 
gateway. but the power of this magic destroyed what 
was kit of thegiants' domain. 

History DC 30: Even as the giants attempted to 
rebuild in the aftermath oldestruction, they faced 
open revolt by their drow and elf skives. That war of 
rebellion thwarted the reconstruction of the empire 
and drove the giants to seek the elves' destruction with 
the same dragon magic that had crushed the (paid. 

Before that drastic step could be taken, the drag-
ons of Argonnessen attacked, determined to thwart 
the potential cataclysm that the giants' single-minded 
fury might wreak. In a brutal campaign. Xen'clrik 
was laid waste and the giants' civilization was 
destrtiyed. 

NATURE 
Common Knowledge: The continent niXetrdrik 

lies south of Xhorvaire, across the Thunder Sea. 
The most common routes between the continents 
go through the dangerous archipelago known as 
Shargon's Teeth. The journey to Xerrdrik can be 
as dangerous as any expedition in the continent's 
interior. 

Nature DC 20: The folk of Khorvaire speak of 
the jungles of Xen'drik, but the continent is home to a 
wide variety of terrains and environments. Although 
tropical jungle does cover the northern and eastern 
reaches oldie continent. its western half is dominated 
by a blistering desert. Towering mountain ranges and 
active vokattoes scar the landscape, and the conti-
nent's southern coast is an icy wasteland that merges 
with the Icemaw Sea and the Everice. 

Xeirdrik is home to a wide variety of flora 
and fauna. including plants and animals found 
nowhere else in Eynon. All the varieties of giants 
are common here. including some not found in 
Khorvaire. litswesrr. these barbaric tribes arc mere 
shadows of the giants that once ruled this land. 

The drow arc Xen'tkik's most notable humanoid 
race. Unlike their elf cousins. these former slaves 
lingered in Xetrtlrik after their giant masters were 
struck down.The drow build vast underground cities, 
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but are more commonly encountered as they travel 
the jungles in hunting parties that kill Khorrairians 
MI sight. 

'five waters around %argons Teeth arc home to 
salmagin clans that make sorties against ships run-
ning between Stormreach and Khorvairc. Captains 
who regularly sail the route across the Thunder Sea 
make arrangements with the sahuagin whose under• 
water territories they pass through. pay i ng guides to 
guarantee a peaceful passage and to help navigate the 
treacherous waters of the Teeth. 

Nature DC 2S: Though originally native to Sarlona. 
the yuanai fled that land centuries ago and spread 
across Khorvaire. Most are found in Xelicirik now. 
living in dark cults that ambush travelers and explorers. 
using them for food and as the subjects of dark rituals. 

Nature DC 30: Xeridrik is thought to be consid-
erably larger than Khorvaire. but no accurate surveys 
of this land exist. A mysterious force covers the entire 
continent like a shroud. defying logical or magical 
explanation. Commonly called the Traveler's Curse, 
this effect twists time and distance. If two parties of 
explorers set out for the same destination along an 
identical path, one group might make the trip in two 
days, while another spends nearly a week to cover 
the same ground. Explorers might search in vain for 
a well-documented and commonly visited site, and 
another group might discover previonslv unknown 
ruins a day's walk from Stormreach. 

The Traveler's Curse is thought to be a lingering 
remnant of the ',media arcane forces that destroyed 
the continent. Whatever its source, this effect makes 
mapping Xeridrik all but impossible, and it is notably 
stronger on creatures not native to this land. 

STREETWISE 
Common Knowledge: The city of Stormreach is 

Xen'tlrik's only known major settlement. The frontier 
villages and towns scattered across the continent 
depend on supplies from Stormreach. Far from the 
laws of the Five Nations, the city is a freewheeling 
trade center where merchants, mercenaries. and 
expatriates from every continent do business. 

Stormreach is a combination of ancient and con-
temporary construction. a bustling modern port 
built atop giant ruins forty millennia old. The city 
began as a haven for pirates operating in the Thunder 
Sea, but pirate wank was put down by Galifar and 
the dragottmarked houses. By 802 YK. the corsairs 
former base was converted to a trading port from 
which the modern settlement arose. 

Streetwise DC 20: Stormreach was originally 
settled in the mime of Galifar. but the city now pros-
pers independent ofany king or country. A hereditary 
council known as the Storm Lords governs the city. 
and the peace is kept by the Stormreach Guard. How-
ever, everything—including the law—is for sale here. 

SETTLEMENTS 
AND FEATURES 
Xen'clrik is sparsely populated, and a majority of its 
permanent settlements can be found within striking 
distance of the Skyfall Peninsula. Settlements in the 
interior are kw and far between, and the folk there 
are hostile to unexpected visitors. 

STORMREAC H 
Free Port City: Population 11,600 

'the gateway to Xen'drik. Stormreach sits on the 
coast of the Skyfall Peninsula. built on the ruins of an 
ancient giant settlement. This port was once a haven 
for the pirates and smugglers who plied the Thunder 
Sea intercepting the earliest expeditions from Khor-
vaire to Xetidrik. The kingdom of Galifar drove the 
pirates from the peninsula, and the city of Stortn-
reach was founded in 802 YK. Today, Stormreach 
and its people are not part of any country. 

Nearly all inerrant ik, exploratory. and scholarly 
expeditions into the heart or XenArik begin in Storm 
reach. There, one can purchase high-quality supplies. 
hear news oldie world, or get a decent meal and a 
hot bath. All the dragonmarked houses have enclaves 
in the city. as do Nlorgrave University. the 1.ibrary of 
Korranbcrg. and the University of Wynarn. 

The Chapter-house: This joint venture between 
I-louse Marian and I louse Ghana nda provides 
accommodations and entertainment. and it is a favor 
ite spot for information peddlers and high-priced 
mercenaries. The Chapterhouse is the place to find 
out what ships have recently arrived in or left port. 
what they were carrying, who was on board, and 
what their business in Xen'drik is. PCs will soon dis-
cover that their business In Xeridrik quickly becomes 
common currency at the Chapterhouse. 

The Black Iron: Outside the walls of Stormreach. 
nomadic giant tribes occupy a shifting lent chy called 
Rushettu',. The Black Iron. a smithy run by a family of 
half-giants, serves as a trading post for people ► ant-
ing to deal with the giants for goods and information. 
It is also the only place in the city that deals in equip-
ment. armor, and weapons sized for larger creatures. 
For PCs returning with giant-sized plunder from the 
Xen'drik ruins, the Black Iron is a necessary stop. 

The Citadel of the Twelve: This arcanists' 
enclave is jointly owned and operated by all twelve 
dragonmarked houses. The citadel is one of the only 
places in Xen'drik where reliable ritual casting ser-
vices can he found, and it is an invaluable resource 
for travelers with enough coin to payits going rates. 
Members ors dragonmarked house. or adventurers 
working in service to one, receive prompt attention 
and a substantial discount, paying only the compo-
nent cost for the desired ritual. Other clients pay an 
additional 101-20% fee to the ritual caster. 
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House Ionise() Enclave: the I [eaters ( -Mild 
maintains what is essentially an urban hospital near 
Stormr•ach's harbor. It provides the best medical 
attention on the continent. and it is the only place in 
the city that advertises casters capable of performing 
the Raise I lead ritual. (Other hospices and temples 
have t hat capability. but they do not speak of It openly 
tor fear of incurring the house's wrath,) 

The use al revivifying spells in Stormreach is often 
accompanied by strange effects. titles abound of 
bodies returning to life but hound to fitreign spirits. 
Other times. a newly revived character has unex-
plaind episodes niclairvo► ance or is plagued by 
memories referents that never occurred. 

Temples: Numerous faiths are represented in 
Sturm reac h. and temples are spread across the c ity.  

Ile keep of t he Silver Fiallw is the largest, and it was 
established before the beginning of the Last War.'l'he 
church sends titiiiivrom missions into the Xen'tiri 
heartland in all attempt to spread the faith of the 
Flame to tile settlers and prtispeCti Ks there. Its in is. 
sionaries-  success raw remains low. as do the number 
olexpeditions that return at all. 

Smaller temples are dedicated to the deities of the 
Sovereign I lost or the Dark Six. I lowever. inure than 
a few shrines feature those familiar deities In strange  

guises. int-Wing a pantheon ufancient giant gods that 
bear a striking resemblance to the Sovereign I lost. 

DAR QAT 
Inspired Enclave; Population 6.400 

hough most Khorvairians think of Stormreach as 
the first settlement on Xeridrik. the smaller enclave 
of I tar Qal was a i hriving !tort lOr centuries before 
the pirates were driven front the Skyfall Peninsula. 

An outpost of the litr , offltietiran Empire. I )ar Qat 
is the embarkation point for nearly all goods and pas-
sengers traveling between Netidrik and Sarlona. The 
Riedrans run Dar Qat as a closed colony, and they 
have no tolerance for intruders. Those approaching by 
taut or sea are attacked if they attempt to gain entry_ 

LAST CHANG.  
Travelers' Way Station; Population 45 

I /oleos of mimic farming commit mities are scat-
tered across the countryside around Stormreac h. but 
List Chance is ntrtable because oldie inn that gives 
the settlement its name. The last Ch4IIICC is a Joint 
venture between I louse Challanda and I louse Jorasco. 
and it is the only place where guild-sanctkmed healing 
and accommodations can be fiend in the wilderness. 



PLOTS AND ADVENTURE SITES 
Scholarly Exploration: The most common reason 

for trawling into the heart of Xen'drik is at the behest 
of one of Klux va ire's universities. Wynarn. Mor-
grave. and die gnome colleges at Korranberg send 
an endless parade of scholars, relic bunters, natural 
historians. and mercenaries through Stortnreach-
though more people head into the wilds than ever 
come out again. 

Explorers who do return from successful expe-
ditions invariably come back laden with treasure. 
Though the best spoils are typically spoken for by the 
organization funding the excursion. Xendrik is rich 
in minor relics, antiquities. and magic. PCs hiring on 
to a scholarly expedition are provided with letters of 
credit and essential supplies. along with maps (such 
as exist in Xen'drik) and information to guide them 

Giant Ruins: Ruins from the Age of Giants can 
be found throughout Xendrik. both crumbling piles 
of rock and overgrown foundations where towns 
and cities once stood and temples and other struc. 
tures protected from the ravages of time by powerful 
magic. The secrets and treasure abound. but the 
ruins of Xest'drik are not for the faint of heart. Deadly. 
magic traps. undead guardians. and bands of feral 
drow await the unwary, but the risks of exploring the 
ruins of the past are offset by the potential rewards. 

The Lost Feyspire: Millennia ago, the feyspire 
of Shae Tirias Tolai crossed over from Thelanis to 
Xendrik. where the giants used powerful magic to 
shatter its protective wards and destroy it. After the 
feyspire's people were taken as slaves, the ruins of the 
site were quickly swallowed by the jungle. 

Today. those ruins stand as a memorial to a brutal 
time. Numerous expeditions seek the lost fcyspire. 
but the Traveler's Curse Is particularly potent in the 
dark valley where the ruins are said to stand. The 
PCs might be charged with locating Shae Tirias Total. 
either as part ofan academic expedition or at the 
behest of one of the feyspires bound to Eberron after 
the Day of Mourning. Perhaps the ancient magic that 
still protects the ruins oilers a clue to reconnecting 
the existing feyspires to Thelanis. or to thwarting 
the vengeance ofTaer Lion Doresh in the Fortress of 
Fading Dreams (see page 143). 

The Law of the Jungle: Disaster can take many 
forms in Xen'drik. Bad weather and natural disas• 
tors strike without warning, augmented by powerful 
magical effects. The Traveler's Curse can cause the 
best-prepared party to go astray on even familiar 
trails, or to expend Its resources as a journey of t hree 
days drags on for a week or more. 

An expedition that trespasses into dross.. yuan•ti. or 
giant territory, or that desecrates a holy site. inevitably 
comes under attack. Nothing makes a trip out of the 
Xen'drik heartland more memorable than a drow 
warbaud hard on the PCs' heels. 

Bad Business: The free-wheeling environment 
of Stormreach can be a dangerous place. particularly 
for a party making its first Xen'cirik expedition. Rival 
adventurers can be a threat as deadly as any drow-
attack or yuan•ti cult. and the veterans of Stortnreach 
will go to any lengths to cut down on the competi-
tion. PCs looking for information and resources in 
Stormreach can end up sidetracked by false direc-
tions, doctored maps. or even poisoned rations and 
sabotaged gear. Sadly. scholarly expeditions are no 
less susceptible to this sort of sabotage. The sages 
and field agents of the Khorvairian universities will 
stop at nothing to be the first to explore a new ruin 
or bring back the relic that can make or break a 
reputation. 

DROW 
Within the cyclopean ruins of Xeifdrik. the draw 
are the self-proclaimed Inheritors of the Age of 
Giants. The descendants of eladrin slaves. the drow 
dwell now in the homes or their former masters. 
guarding the relics and holy places that fate has 
entrusted to them. With a culture based on savagery. 
magic. and rebellion. the drow arc deadly enemies to 
any who would attempt to steal or debase the history 
oft his land. 

LORE OF THE DROW 

HISTORY 
History DC 20: The drow are the descendants 

of slaves of the Xen'drik giants. Spread across the 
jungles of the continent in tribal bands, they consider 
the ruins and magic of t he giant empire to be theirs. 

History DC 25: Several societies ofdrow have 
bra liched off from the main culture. The Sulatar 
("firehinders-  in the Giant tongue) remained loyal 
to the giants during the slave uprisings. Maintaining 
the teachings and customs of their ancient masters. 
the Sulatar arc the practitioners of an arcane tradi• 
lion that grants them mastery over elemental fire. 
Condemning other drow as faithless traitors. they 
eschew the jungles in favor of great settlements of 
stone. including a legendary capital known as the 
Obskllan City. 

The L'mbragen are the descendants oldmw 
that fled the giants and found refuge underground. 
spending generations dwelling in the caves of Khyber. 
There, they tapped into a mysterious magical shadow 
they called the Umbra. and although they have since 
returned to the surface. they retain a spiritual and 
physical connection to the darkness. 

RELIGION 
Religion DC 25: The tribal draw worship a fierce 

scorpion-god called Vulkoor, whose faith is unknown 
beyond Xendrik. Such drow refer to themselves as 
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the Vu!knurl Some theologians ofthe Sovereign HEM 

and the Dark Six ben ►►  VirMoor In he an asp•ct or 

the Mockery. 

Religion DC 30: The Sulatar worship - the NUM-

Ke Eire." an abstract force that they believe will 

eventually lead them to an afterlife of elemental fire. 

Thy 1 Tittbragen worship the Umbra as a holy force. 

binding t he inscives to it. body and soul. 

PLOTS AND THREATS 
I how can him l ute parch as rom-off monsters. sue t[  
as a tribe guarding a ruin the PCs wish to explore. At 

the same time. the race's claim to be the masters of 

Xendrik can introduce the PCs to far-reaching plots. A 

Vulkoori band might seek to unearth an artifact friim 

the Age of ;ia nts. or the Stdatar could pion to open a 

permanent portal between Xen'tlrik and hernia. 

The drow of Xelidrik cotnprise a rangy of distinct 

societies and cultures. The Vulkoori are savage tribal 

hunters: the Sulatar are pseudo•civilized fanatics: 

the Umbrage's are grim skulks and murderers. I low-

eve r, all ol . Xetitir tic's drow share a violent distrust of 

unsidcrs. 

VULKOOR I 
1 . 114. Vulkuori clad Ihrtttsclves in leather or with 

chitin armor assembled from the giant scorpions they 

revere. They cover their Ilesh with white tattoos of 

scorpkm venom, and wield the deadly stingblade. a 
longsword laced with poison. 

prow Stingblatir 	 Level 14 Skirmisher 
Medium icy humanoid 	 XI" 1.000 

Initiative *16 	Senses Perception 1 5: darkvision 

lip 138: Bloodied 69 

AC 28: Fortitude 22. Reflex 26, Will 22 
Resist 10 poison 

Speed S. climb 6 Ispide-r climb 

stifle:4441e (standard: at.vnib ♦ Poison. Weapon 
*19 vs. AC: 1d8 8 damage, and ongoing 5 poison dal-nage 

Issue ends 
ii Xendrik800rnerangistandardzat•will) 4 Pelson. Weapon 

Ranged 5110: *19 vs. AC: 2d6 - damage, and ongoing 5 

poison damage ts.ave ends_. 

Whirling Dervish (standard; requires a stimbladet recharge jfihi 
The drow stinghlacle shifts 4 squares. ntaking a stingblade 

attack within each square it shifts into against ollenerivir within 

reach. 

• Derltfire llnirsor. encounter) 

Ranged 101+17 vs. Reflex_ until the end of the draw stingblades 

next turn, the target grants combat advantage to all atlas krr s 
and cannot benefit from invisibility or concealment. 

Battk Dancer 

on its turn, a drow stingblade ends. Its move at least 4 squares 

away from Its starting position. it deals 2d6 extra damage on its 

melee and ranged attacks until the start of its next turn_ 

Alignment Unaligned 	languages Giam 
Skills Nature 115 
Str 171.101 	Dex 25 (• ■ 	 Wis 16(4101 
Con 18 (010) 	hit 1107) 	 Cha 13 (+8) 
Tquipment hone armor, stinglilade. 10 Xen'clrik hoornarrangs 

PEOPLE OF THE 
SPIDER QUEEN 

The drow of Xen'drik are markedly different from the 

traditional drow described in the Monster Manual, but 

those draw can easily be used In an tberron campaign. 

Mechanically. the drow warrior and drow blademaster 

make perfect Umbragen with their mania! skill and 

darkness•related powers. Changing the blademaster's 

cloud of darkness to smoke and having its sword attacks 

deal fire damage makes it an excellent Sulatar. 

Alternatively, the Monster Mantua's spider-worshiping 

draw can be recast as an offshoot of the Xendrik draw. 

Corrupted by centuries. within Khyber. these isolated tritic-_s 

have given up the worship of Vulkoor for the dark cult of 

Loft -afiendish overlord From the Age of Demons. 
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Sulator Flomespinner 	 Level 18 Controller 
Medium fey humanoid. Brow 	 XP 1,000 

Initiative 12 	Senses Perception 13; darkvision 

HP 174; Bloodied 137 

AC 31; Fortitude 31. Reflex 29, Will 29 

Resist 15 lire 

Speed / 

C,  Burning Touch (standard; at-will) + Fire 

-23 vs AC; 2<18 • 8 fire damage. 

e Flaming Orb Warn:tank at-will) + Fire 
Ranged 10; -21 vs. AC: 2d8 * 8 fire damage, and the target is 

dared until the end of the Orenespinner's next two. 

Oarlike (minor: encounter) 
Ranged 10: -22 vs. Reflex; until the end of the flamespiniver's 

next turn, the target grants combat advantage to all attackers 
and cannot benefit from invisibility or concealment. 

*Soul Burn istaittlarck 	4.1ke 
Area burst t within 10: +20 vs. Reflex: 2d8 - 4 hre damage. and 

ongoing 5 fire damage. 

41. Web of Fire(standard; recharge .1 I l • Fire, Tone 

Area burst 2 within 20; *22 vs. Reflex; 3d8 fire damage. and the 

target is restrained (save ends). Effirct: The burst creates a zone 
that lasts until the end of the encounter. Each creature that 

begins its turn within the 'one takes 10 fire damage. 

Alignment Unaligned 	Languages Giant, Primordial 

Skills Religion -10 

Str 11 (-10) 	Dex 	;•11) 	Wis 19(-13i 

Con 22 (-IS) 	lot 19(1 .31 	Cha 176-11.r 

DROW ST INCALADE TACTICS 
A stinghlad• launches boomerang attacks from 
hiding if it can. then wades into COM bat with a whirl-
ing dervish attack. While it w:a its fur that power to 
recharge. It makes scorpion chain attacks against a 
single. lightly armored fUe. 

SULATAR 
With skin the dark gray dash. the Sulatar dress in 
bronze armor engraved with patterns of flame. Simi• 
lar patterns are burned into their flesh. 

&ILA! AR FLAMESPINNI R TACTICS 
A Ilanleslginnrr stays in constant motion on the 
battlefield. using axle of flee it create ounce ipie zotics 
that Item its foes in. While that power recharges. it 
targets the strongest-iota:it% enemies with its soul 
hunt andflamino orb attacks. 

UMBRAGEN 
Shadows given flesh. the t ittbragen are lighter of hilt. 
than the %Pit Ikuori. Their dusky tones cause them to 
all but disappear into tile shadryws. 

Umbragen Shadow Walker 	Level 9 Elite Lurker 
Mcslitun fey humanoid. draw 	 XP 800 

initiative 413 	Senses Perception 5: tiarkvision 
HP 154; Bloodied I 

AC 25; Fortitude 20, Re ilex 24. Will 22 
Resist see shodnwform; Vulnerable see shodowforrn 
Saving Throws 

Speed ] 

Action Points 1 

Shadowbiade ;standard; at•ill) 4 Necrotic, Psychic 

• 1 VC F.LNItItud.4 • ; 146 - i necrotic and psychic damage. 

e Shadowboh (standard; At•Will) + Necrotic, Psychic 

Ranged 15: 4-11 vs. ICII MIMIC; Cib. + 5 necrotic and psychic-
damage. 

- Double Attack (standard; at•ilii 

The Umbragen shadow walker makes two shadowbiade attacks. 

Soulblade (standard; at will! • Necrotic. Psychic 
'1) vs. Fortitude; Ids S necrotic and psychic damage. and the 
target cannot spend healing surges until the end of the shadow 

walker's next turn. 

41 Dancing Shadows (standard: encounter) Psycbk 
Area burst 3 within 11: -12 ss. Will: 1d8 - 2 psychic damage. 

and the target is blinded until the end of the shadow walker's 
rfest turn 

<- Cloud of DaricnassimMor. encounter) 
Close burst 1: this power creates a cloud of darkness that 

remains in place until the end of the shadow walke:'s next 

turn, The cloud blocks line of sight for creatures except the 

shadow walk,er, Any creature entirely within the cloud (except 

the shadow walker) is blinded until it exits, 

Shadow Form (minor: recharge :1 X! 
Until the end of its next turn. the shadow walker gains the 
insubstantial and phasing qualities. gains a -S bonus to Stealth 

checks, and gains vulnerable S radiant. 

Alignment Evil 	Languages Deep Speech, Giant 

Skills Stealth -14 

Sir 12 i-.S) Dex 20(+9) 	Wis 11 (+S) 

Con 171-7i 	lot 11(+4) 	Cha 17 (471 

UMBRAGEN SHADOW WALKER TACT ICS 
'Me shadow walker attacks from hiding whenever 
possible. then uses shadowfor rn to allow it leg move 
freely among its foes. using soulblade and double attack. 
it reserves dartrina shadows until it is surrounded. and 
is not afraid to use that power or cloud of darkness to 
flee a light it cannot w 
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In the time before time, the great progenitor dragons 

turned upon one another. Khyber struck down his 

brother Siberys and was opposed by Eberron in turn. 
But the Dragon Between could not. or would mot. kill 

her ontly living sibling. She la rapped Khyber in her 
unbreakable coils and transformed herself into a cage 

oilstone and metal. grass and water. She became the 

world. holding Khyber forever trapped within, 

Only a myth! Probably. But if so. its a perfectly 

understandable one. 'Elie bilk of Eberron can hardly 

he blamed for seeking sonic explanation. any expla-

nation, for the alien svorld beneath their feet. 

And make no mistake, it is an entire world. 

K hybc r is larger than the lands of Eberron. stretching 

hellcat!' the ocean flours as thoroughly as it winds 

beneath the continents above. 'I' hutisands upon thou 

sancls of miles stretch and wind and bulge through 

the heart of Eberron. and every person on all tie con-

tinents, working together. cook! n't Map its reaches. 

It's an alien world. funnels wind in impossible pat-

terns, their seeming randomness hiding maddened 

designs invisible to a sane mind. Great caverns of 

stalagmites serve as tin grazing fields of basilisks. aml 

Sargon herds. Chasms large enough to encompass 

mountains are bonne to forgotten cities of grintlas. 

mad dwarves. or other. older races never seen by sur-

face dwellers. Carved, or SOIll•illIWN grown, from the 

rock. these cities spread across the massive hollows. 

flick citizens subsist on fiekls of fungi grown taller 

than wheat. and think thoughts never illuminated lay 

the light of the sun. Yet they are thriving communi-

tics. ready to trade with visitors—at least until those 

visitors do or say something wrong and find them-

selves sacrificed to powers of the eternal dark. 

Rivers sink to depths unimagined, feeeding vast 

seas black as darkest 'tight. Islands. some tiny. some 

the site ofsmall continents, lurk within those dark-

ened waters. and even the eldest dragon sages l o ci t 

know what dwells upon them. 

Far beneath the earth. farther than most mortals 

dare to dream of descending. imprisoned horrors 

of past epochs hide their time, waiting for the day 

their shackles fail. Overlords remain where they 

were thrown down in the Age of Demons. Some are 

mere essence. imprisoned within Khyber dragon-

shards; tither% still retain their bodies. held within 

cells of arcane device. Remnants from the time of 
the Xoriat incursion. when madness walked the 

surface of Eberron clad in mortal flesh. the daelkyr 
and their minions still stalk the tunnels below. 

too are imprisoned. prevented from returning to the 

surface, but in K liyher their steps are unhindered. 

and they carve out kingdoms of their own. Abided's 

lurk in pools of hull fluid and dream of enslaving 

the minds of mortals. Alind havers. the first har-
bingers oldie daelkyr. oversee cities of humanoid 

chases and hatch their plans to extend the borders 

of Khyber until all of F.berron is a sunless, blasted 

land of madness. 

Near the prisons oldie overlords, within the 

dominions of the dad kyr. and in the almost infinitely 
deep readies of Khyber's passages. the world warps 

and shifts into something other. Khyber is not Eber 

ran. and the laws of Eberron hold no sway in the 

depths. Colors never seen by human eyes glow from 

crystals unlike any dragmishard and press ominously 

against the mind. Rivers of liquid stone flow through 
passages that fisllnvc no rules of physics or gen:m•ry. 
Tunnels open into a darkness so thick that it has 

weight, went, taste, and u k. Sow say that these pas-

sages lead to I Rilur rh or Niaba e Others claim that 

the deepest reaches of Khyber drop away into hernia. 

Risia. and the other depths of the Elemental Chaos. 

including the cancerous Abyss eating away at its heart. 

These aren't manliest tones. but true Walkways into 

other worlds when Khyber eats away at his prison. 

And it no people alive today can confirm these leg-

ends. well. neither can any say that they are false. 

This is K licher: passage and prison. city and sea. 

bridge and barrier, darkness and death. 

LORE OF KHYBER 

ARCANA 
Areana DC 20: A would world of dark passages. 

echoing caverns. sunless seas. and maddening bar-

tors lies beneath the skin of Iliernm: this is Khyber. 

the Dragon Below. 

Khyber is the only reliable SOSITCC of Khyber dragon 

shards. For some, the powers and value of these 

dragonshards make them worth the risk of retrieving. 

Areana DC 25: Tile deepest readies of Kliyber 

are said to contain pathways to the Elemental Chaos. 

DUNGEONEERING 
Dungeoneering I)C 20: As Areana I)C 20. 

Dungeoneering DC 25: Khyber is home to many 

foul creatures, ilk-Wing a wide variety of demons and 

aberrations. Sonic are spawned by the horrors impris-

oned there. while others are drawn from elsewhere. 

Dungeoneering DC 35: A character who succeeds. 

at !hist- heck knows basic details and the approxi• 

mate location of a spec Ilk• prison or region of Khyber 

(including. if appropriate. the name of a specific dad-

kyr or overlord). This knowledge doesn't include an 

exact location. but rather an approximate or cryptic 

description. For example, a character might know 

that a particular overlord is imprisoned "bet wath the 

greatest bastion of 	greet!: I Ir is descript jolt 

probable refers to one of the largest vaults of the Nlror 

1 lolds. but it still provides only a starting; point. 
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CHAPTER 5 Reyund IChorvaire 

HISTORY 
Ilistory DC 20: As Arcana DC 20, 
History DC 25: Many overlords from the Age of 

Demons remain imprisoned deep in Khyber. held by 
ancient and powerfid magic. 

History DC 30: A character who succeeds at 
this ciwck knows otte or more specific entrances to 
Khyber (see Doorways to the Deep. page 201). 

Daelkyr and other horrors oiXoriat, imprisoned 
by Gatekeeper druids 9.000 years ago. are trapped 
within Khyber. Thew creatures roam entire regimes 
of the Underdark. rather than being imprisoned in a 
specific cell or dragonsha rd. 

History DC 35: As Dungeoneering DC 35. 

NATURt 
Nature DC 20: As Arcana DC 20. 

ADVENTURES IN 
THE UNDERWORLD 
There's no WaS011 a "standard" adventure such as a 
dungeon crawl or a quick trading expedition can't 
happen in the passages of Khyber. just as it can in any 
mundane complex of tunnels. Doing so isn't "wrong." 
On the other ham], Khyber can provide unique kw• 
lions and encounters for players. and a Khybe•based 
adventure is the perfect opportunity to vary the feel 
of a campaign. Here are some suggestions far making 
Khyber-based adventures stand out. 

Alternate Cultures: Khyher•based adventures 
are perfect opportunities to introduce alien cultures. 
Try presenting humanoids not normally seen on the 
surface. such as kuo•toas or grim locks, ur just play 
with cultural mares. 1•Vant to have a city that com-
bines the sacrificial traditions and priestly castes of 
the Aztecs with the psionic "thought police" from the 
most nightmarish cities of Sarkna and can't think 
of a place for it in Eberron? An enormous cavern in 
Khyber might he Lust the place. 

Attrition: Many I)&1) campaigns &mit track 
details such as food or ammunition: for many people. 
such bookkeeping violates the aesthetic of high adven-
ture. But a prolonged series of advent tires in Khyber 
presents the perfect opportunity to experience a grit-
tier existence.The PCs don't have an easy means of 
retreat and resupply. Suddenly, scavenging for fond 
becomes important, and a warcity °farrows might 
force more close-quarters combat. or more frequent 
retreat. It might even prove difficult to nod a safe place 
to rest. forcing the party to face more than a days 
worth ofencouniers at a stretch. INall putt the players 
through this situation too often. because it can become 
frustrating for them, but a few days of (Amin! planning 
and hoarding provides a different feel to a game. 

Historical Importance: Khyber contains places 
:Ind creatures olgreat historical importance. PCs who - 



enter its depths could have to deal with creatures that 
devastated the world in the ancient past. uncover lost 
relies, or learn the fate of past explorers. The chance 
to interact with the greatest villains ofhistory might 
be a more men torable reward than any treasure. 

Impossible Environments: Some regions of 
Khyber•particularly those near the prismis of over-
lords. the center of a daelkyr lord's domain, or the 
borders of other planes—don't follow natural laws. 
iNant to play out a chase or a running battle through 
a series of caves where a given archway doesn't 
fiCCCSS3rily take you to the same mom twke? How 
about an encounter on a bridge tarsal(' flame above 
a river of rushing stone, or on a series °fledges 
at different angles. resembling an M.C. Escher 
palming? Or a battle with a horde ofundead that 
continue to rise when they're slain. until the energy 
emanating from a particular dragonshard is con. 
mined? Khyber is the place. 

Khyber is also useful ifyaau want to run a game 
that features aspects of the Elemental Chaos. but 
don't want the adventure to fully cross over into that 
realm. The regions of Khyber nearest Risia or Fern la. 
kw example, might affect cold or Bre powers (see 
page 263). 

New Game Features: Want m introduce a new 
mechanic to your campaign? Maybe a new mon• 
stet.. a new class, or an old classic you've never used 
before? Its possible to do so on Eberron's surface. but 
if you don't think such a feature fits the mood you've 
established above. consider using the lust cities and 
isolated islands described below. 

Wild Mechanics: Khyber is a great excuse to just 
go wild. I lave in mind a trap of (a hertmrldly tendrils 
slowly drawing its victims through the surface ofan 
otherwise solid wall? Or a chamber in which light 
is dark and dark is light? How about basing the PCs 
fuer a gorgon whose breath petrifies diem. yet some-
how they remain animate and must Ihtd a means of 
restoring themselves as they slowly grow more resil• 
lent but also less mobile? Such options are possible in 
the peculiar depths of Khyber. 

DOORWAYS TO THE DLLP 
Eta rances to Khyber can be present anywhere. Natu-
ral crevices might descend far enough to open up 
within the confines of the Dragon Below. Ancient 
dungeons and ruins might contain winding stairs 
that seem to descend indefinitely. or magic portals 
that transport hapless travelers farther down than 
they ever wanted in go. Vv'eNtern Khorvaire. which 
was the center aft he greatest battles with the dael kyr, 
has the largest number a these entrances, some of 
which were found and sealed by the Gatekeepers. 

With the proper History check (see hire of Khyber 
History DC 30. page 200). a character might know of 
one or inure ofthese entrances. 

Cazhaak ❑raal: This ancient hobgoblin city in 
Droaam. now ruled by a tribe of medusas. sits atop a 
shaft leading into Khyber's upper reaches. 

Goradra Gap: The Goradra Gap is a vast chasm 
In the mountains of the Mrur fluids that is over a 
hundred miles in length and deeper than any instru- 
nwnt can measure. Those who would use this passage 
as an entry to Khyber must first win past the beast 
said to dwell within. reportedly larger than even the 
mightiest dragon. 

Lair of the Keeper: Located in the northern 
witches oldie Orman Wastes. this is the abode via 
great dragon—possibly undead—believed by some to 
be a manifestation oft he deity known as the Keeper. 
011C oft he Dark Six (see page 244). In the depths of 
his lair. he keeps dragonshards filled with the souls of 
the lost. Adventurers who delve deeper than that find 
themselves beneath the skin of Eberron. 

Pyramid of Elm] Flame: One of the scattered 
creations of the giant wizard.king Addis.Ro. the Pyra-
mid of bun Flame is a surviving ruin of Xelidrik's 
ancient empires. Although primarily a necromancer. 

Addis-Ro was said to have experimented with powers 
drawn directly from the depths of Khyber. and this 
huge. unbreakable. black glass monolith supposedly 
marks the passage through which he made his jour-
neys below. 

Sham: This most famous city reaches liar the heav-
ens. but its roots are planted firmly in hell. Through 
the deepest of us tunnels. sealed since the War of 
the Mark. intrepid or foolhardy explorers might find 
paths into Khyber. 

PLOTS AND 
ADVENTURE S I ns 
Following are a few suggestions for adventures set 
within or involving Khyber. Consider this scut inn a 
jumping-off point only: Khyber is vast enough to sup-
port entire campaigns. 

Arak Yon In a chasm whose ceiling is higher 
than any mountain stands the abandoned city of 
Arak Yoe. Up and down the enormous walls, mul-
tiple layers 4(11.'01111gs arc carved into the stone. 
This ancient but clearly humanoid construction sur-
rounds a central community olutterly alien make. 
with towering spires and pod-shaped masses grown 
or melted directly from the rock. Those who have 
had the misfortune to meet the illit h id servants attic 
daelkyr recognize these central features as of mind 
[layer construction, yet even those fearsome crea-
tures abandoned the city centuries ago. Legend says 
that something is imprisoned at the peak oft he city's 
central spire that is neither demon nor daelkyr. and 
whose presence drove even the mind flayers to mad-
ness. Today the city is inhabited only by golems and 
other constructs of ancient design. mindless caretak-
ers of a forgotten dwelling. 

C11:11, 11:14 S Beyond Ehervaire 
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The Citadel of Lidless Eyes: Home of 
Belashyrm. one of the most horrific of the daelkyr 
lords. this citadel appears to have been molded from 
molten stone, chitin. and flesh. From its warped and 
liquid shape. thousands of eyes of every size and 
shape peer into the endless darkness. Beholders and 
even stranger aberrations dwell within the halls—
perhaps the only place where so many such creatures 
are willing to live side by side—and set out on errands 
fiir their insane lord and master. les rumored that 
anyone within the citadel's throne room can touch 
the walls therein and see through the eyes of any 
'Wing creature on Fberron or in Khyher. 

The Darkest Tides: At the edge of a great sunless 
sea, the low tide reveals the ruins of ancient towers 
hardy protruding above the water's depths. Within 
this crumbling city, an empire ofabolet Its seeks 
to rebuild the falling structures and re-create the 
ancient lore inscribed upon the walls. Their slaves 
work tirekssly. and those who aren't assigned to the 
rebuilding elfin venture forth to find more victims 
for enslavement. 

New Nold runt hrone: Far above, the dwa rven 
city of Noldrunthmne lies abandoned, a clan hold 
with no clan. Below. the pale descendants of those 
dwarves dwell In a thriving city. Magnificent build-
ings rise from the stone and are surrounded by great 
groves of fungi and fields where all manner of lizards 
graze. The dwarves here are traders who welcome all 
to their city. But if visitors find themselves still within  

its walls for the monthly ceremony of Balatham's 
Feast--a great sacrifice to some hideous power ofthe 
darkness—they must make their escape through an 
army of ravenous. cannibalistic zealots. 

The Southwest Passage: One of the few explor-
ers to return from Khyber claimed to have discovered 
a winding. convoluted passage that leads from south-
ern Khorvaire to northern Xen'drik. not far from 
Stormrcach. If this claim is true. such a passage 
would provide a means of transporting vast cargoes 
between continents without the expense of eletnetital 
galleons or elemental airships. and without the cost 
of negotiatifin with the sahuagin. Any who could 
verify the truth olthis claim and find a way to make 
such a passage safe, if that's even possible. would have 
one of the greatest economic finds in years. Unless. 
of course, its just a story meant to lure fools into the 
depths For 50111C sinister purpose. 

FOULSPAWN 
Some of Eberron's most nightmarish and repulsive 
monsters were crafted by the daelkyr. As the lords of 
Xoriat invaded Eberron, they twisted and corrupted 
the races they conquered. shaping them into forms 
more pleasing to their maddened eyes. 

Of these, perhaps the most infamous are the 
twisted corruptions known as foulspawn. These ter-
rors prefer to work with one another. but sontetintes 
serve as leaders of lesser aberrations. or as soldiers 
serving more potent masters such as mind 'layers. 



Doigrim Warrior 	 Level 4 Skirmisher 
Small aberrant humanoid 	 X P 1; 

Initiative • 6 	Senses Perception 43: low-light vision 

HP 53; Bloodied 26 

AC IS. Fortitude 16. Reflex 15. Will 16 

Vulnerable 5 psychic 

Saving Throws • 2 .Igainst charm and fear effects 
Speed 6 

(standard; at-will 4 Weapon 
• 8 vs. AC: 1d6 - 3 damage 

?ij) Crossbow (standard; at-wil ►  ♦ Weapon 

Ranged 15 3(Y; .8 vs. AC; 1d8 4- 1 damage. 

Double Anions 
At the star t of combat, the doigrim warrior makes two initiative 

checks. Each check corresponds to one of the warrior's brains. 

and the warrior takes a turn on both initiative counts. The 

warrior has a full set of actions on each of these turns, and Its 

ability to take all immediate action refreshes on each turn. 

Dolgrim Tactics (immediate reaction. when missed by a melee 

attack; at-will) 
t he dolgr in' warrior shifts I square. 

Combat Advantage 

A dolgrim warrior deals 1d6 extra damage against any creature 

granting combat advantage to it. 

    

 

Alignment Evil 

Str 17 I -SI 

Con 13 (- 31 

 

Languages Deep Speech, Goblin 
Dex 1S (-4) 	Wis 13 (13) 
Int9(41) 	 Chan(tl) 

 

    

Equipment light shield, club, crossbow with 10 bolts 

CHAP TER 5 Beyond /► horeal., 

FOULSPAWN LORE 

DUNGEON[ INC 
Dungeoneering DC 15: toutspawn prefer to lair 

in existing caves or structures. rather than tunneling 
or building their own. They modify and decorate their 
lairs with horrible symbols that are dizzying to view. 
Occasionally. they incorporate the mauled bodies of 
their files, what they call "flesh art," into these decora• 
tions in mimicry of their daclkyr creators. 

Dungeoneering DC 20: l)olgauuts lead groups 
oldolgrims and dolgarrs. although they are in turn 
subservient to more powerful aberrant creatures. 

Dungeoneering DC 25: The daelkyr twisted the 
fouisixtwit into their current forms. The dolgatuus were 
sculpted from hobgoblins. the dolgarr from bugbears. 
and the dolgrim from melding two goblins together. 

HISTORY 
History DC 25: As Dungeoneering DC 25. 

USING  FOUL SPAW N 
oulspawn are the shock troops of more powerful 

.iiverrat ions and the occasional Khyber cult. Those 
without leaders form such cults themselves. 

DOLGAUNT 
I/Gigantic are grim. emaciated humanoids with 
disease-hued flesh. Their eye sockets gape. open and 
empty, above a mouth with a protruding. wormlike 

Dolgaunt Monk 	 level 8 Controller 
Medium Am rant Isornanoid (blind 	 XP 350 

Initiative -9 	Senses Perception 4 7: blindsight 20 

HP 86; Bloodied 43 

AC 22; Fortitude 20. Reflex 21. Will 20 

Speed R 

•:1) Tentacle (standard; at-will) 
Reach 2: - 13 c.s. AC: 2d4 4  5 damage. and the target is grabbed . 

The dolgaunt monk can't grab more than two creatures at once: 

see also clutch of death. 

Fist (standard: at•w411) 
-13 ss. AC; 2d6 • 5 damage. 

• Inexorable Drag (minor: at-will) 

Torts a creature grabbed by the dolgaunt monk; •-11 vs. 

Fortitude; the monk slides the target 2 squares. 

Clutch of Death 

A dolgaunt monk can grab with up to two tentacles at a tinw. 

While grabbing an enemy, it can act normally, but h can't use 

that tentacle for another attack. Enemies can attack the tentacle_ 

An attack that hits the tentacle doesn't harm the dolgaunt monk, 

but it causes the tentacle to release the grab. The tentacle's 

defenses are the same as those or the dolgaunt monk_ 

Vitality Leech ♦ Necrotic 

A target that begins its turn grabbed by the dolgaunt monk 

takes 10 necrotic damage. and the dolgaunt monk mans 10 
temporary hit points_ 

Alignment Evil 	Languages Deep Speech, Goblin 
Skills Acrobatics 114, Steak% +14 

Sir 17i -7i 	 De* 10(r1) 	Wis 17 (-47) 
Con 14 (-61 	Int 11 041 	Chis 11 (• S)  

tongue. Writhing cilia cover their bodies, with longer 
tendrils around their heads: two wiry tentacles pro. 
trudc from their bare shoulders. 

TACTICS 
Graceful and swift. dolgaunt monks prefer to take 
advantage of their reach, using their tentacles to slide 
files around or to grasp and drain the life from them. 

DOLGRIM 
Possibly the strangest of the kulspawn. titilgritlis are 
squat. deformed things. Their skin is covered in a 
variety of corpse-white tattoos, and they wear armor 
made of ragged leather. A dolgri nes dwarfish body 
boasts four arms and a pair oft %sister! mouths that 
gibber and slather at the front of its headless torso. 
'the mouths have been known. on occasion. to carry 
on demented conversations and arguments with one 
another. Despite what this behavior might imply, a 
dolgrhn has only a single sadistic. blcxxithirsty. and 
brutal personality. 

TACTICS 
Dolgrim warriors are straightforward. unimaginative 
combatants. They move in and out of melee range. 
attempting to bash their foes with clubs or perforate 
them with crossbow bolts.. 

K
i Y

 14
 t
 It

 



Dolgarr Berserker 
	

Level 6 Brute 
Large aberrant humanoid 

	
xi ,  150 

Initiative - 5 	Senses Perception -6: low.light vision 

HP S6; Bloodied 43 

AC 18: Fortitude 19. Reflex lb. Will 17 

Immune fear 

Speed 6 

Club (standard: at-will) • Weapon 

+ 9 is, AC: 2db • 5 damage. 

4 Meaty Fist (standard: at will) 

Reach 2: .7 vs. Reflex: 1d8 + 7 damage. 

4 Foe•Hurler (standard: recharge 	ly) 
Reach 1: +8 vs. Reflex. 2d8 • 5 damage. and the dolgarr 

berserker pushes the target 3 squares and knocks it prone: 

the berserker slams the target to the ground and then throws 

the target at another creature. making a secondary attack 

against an enemy adjacent to the primary target after the push_ 

Sprondary Attack:2 -7 vs. Reflex: 2d8 • 5 damage. 

+ Rerun* Rage (free. when first bloodied; encounter) 
The dolgarr berserker gains 5 temporary hit points and makes a 

club attack and a rricotylist attack. 

Languages Deep Speech. Goblin 
De' 14 • 5) 	Wis 16 06) 
Int 701) 	 Cha 9 01) 

Alignment Evil 

Sir 101.8i 

Con 16 t+ 6i  

Equipment club 

DOLGARR 
A hulking humanoid with glistening pink flesh and 
arms that droop to its knees. a dolgarr resembles an 
ape with its skin turned inside nut. ‘Vatery mucus 
drains from a dolgarr 's recessed naval cavity into 
the corners of its mouth, which gapes open to reveal 
rklges of teeth that look like jagged fingernails. 

TACTICS 
Smash. Grab. Marl. Smash some more. Dolgarr ber-
serkers make even dolgrims look like subtle tacticians: 
they understand nothing but mindless savagery. 

BELASHYRRA, 
THE LORD OF EYES 
They are the lords of Xoriat. a realm so utterly alien 
that mortal minds can't survive even the briefest 
eXl OSII1T. in ages past. they (AMC' to Eberron from 
the Realm of Madness and shaped the world In their 
whims. At their touch. life becomes corrupt. dreams 
become nightmares. and reality warp. Its laws and 
patterns forgotten. 

They are the daelkyr. and though the doors to 
Xoriat have long since been waled. a few remained 
behind. Although they are trapped in the dark corri-
dors of 	by the magic of the Gatekeepers. their 

influence reaches into the light of day. 
Legend has it that six daelkyr yet walk in Khyber. 

although this untidier is impossible to confirm. Each 
of them is imn ►ortal. each schemes endlessly, and each 
is possessed of nigli•godlike power. Perhaps the most 
infamous and act ive of tile'''. although 'Ka necessarily 
the greatest, is foul Belashyrra. the Lord of Eyes. 

From his Citadel of Lidless Eves. Belashyrra is 
said to be able to see through the eyes of am living 
being. Ile touches the dreams of cubists who pray in 
his name and commands foulsNwn. mind !layers. 
aboleths, and. of 	his personal and favorite 
creation. beholders. 

And what does 1w want? To what purpose does 
he send arcane knowledge to his cultists and burn 
ing ambitions to his aber rant soldiers? As far as any 
mortal mind can comprehend. Belashyrra sees him. 
sellas an artist. and all of Eberron and its people as 
his canvas. When Belashyrra is done. all the world 
will be a testament to his talents and beautiful to his 
eyes alone—and those eyes will be everywhere, so that 
he might look upon his entire work and smile. 

Like most daelkyr. Relashyrra appears in the firm" 
of a male human. Yet he wears his !Inman features 
like a mask, his expressions failing utterly to match 
the emotional content of his words and body lan-
guage. %%then any creature looks into Belashyrra 's 
face. its own eves stare back at it. 

BELASI IYRRA LORE 
Dungeoneering or History DC 30: Belashyrra. 

alled "the Lord of Eves:was one of the most infattunis 

daelkyr during the Xoriat invasion. Most legends agree 
that he was imprisoned in Khyber and lives to this clay. 
Belashyrra is re-sponsible kw the existence of several 
aberrant creatures, the most infamous of which are Ilw 

beholders. 
Dungeoncering or History DC 35: Belashyrra 

rules an enormous underworld realm from his Cita-
del of Lidless Eyes. Ifs said that he can see all the 
world from within it. and that no threat or Icie can 
avoid his attentions. 

(See also I l ktory. page 32, Khyber. page 199. and 
ihe Cults of the Dragon Below. page 251. for lure 
related to the daelkyr.) 

SYMB1ONTS 
Symbionts are organic items that are grown and shaped 

into weapons. armor, and other tools by the power of 

the daelkyr. They have enough intelligence to commune 

with their wearer and respond to its desires, essentially 

granting that creature additional actions. The minds of 

symbionts are as alien as those of their creators. and 

symbionts function reliably only for the daelkyr and other 

powerful aberrations. When used by others, they often 

act unpredictably or even drive the wearer mad. 

Belashyrra makes use of a symbiont breastplate that 

absorbs damage, a deadly tentacle whip. and an artificial 

eye-amulet that enhances some of his own powers. These 

features are part of Belashyrra's physical nature: they 

cannot be separated from him. nor can they be claimed 

as treasure if Belashyrra is defeated. 

it 	I Beyond Kitorrairr 



Belashyrra 	 Level 28 Solo Controller 
Medium aberrant humanoid 	 XP 6S.000 

Initiative •19 	Senses Perception -27: all-around vis;on, 

darkvision. truesight 4; 

see also AO in blindness 

Shroud of Madness aura 4: each enemy that starts its turn within 

the aura takes 20 psychic damage, and takes a 7 penalty to all 

defenses until the start of its next turn. 

HP 1.024; Bloodied 512 

Regeneration 20 

AC 42: Fortitude 40. Reflex 40, Will 42 

Resist 20 poison, 20 psychic: Vulnerable radiant (if Belashyrra 

takes radiant damage, his regeneration doesn't function on his 

next turn) 

Saving Throws -S 

Speed Si 

Action Points 7 

I Corrupting Touch (standard: at will) 

-32 vs. Fortitude; 3d8 - 10 damage. and the target is weakened 

until the end of Belashyrra's next !Urn. 

.:.4) Tentacle Whip (standard: at•wilh + Weapon 

Reach 3: -30 les. Fortitude:3dB 4 10 damage. and ongoing 1S 

poison damage (save ends). 

Gaze of Agony (minor: at•411) Psychic 

Ranged 10:4-32 vs_ Will: 3dS + 8 psychic damage. 

4 Lashing Flurry (standard: at-will) 
Beiashyrra makes a corrupting touch attack and a tentock whip 

attack_ 

• Swift Corruption (immediate interrupt, when an enemy rrsoves 

or shifts into a square adjacent to Belashyrra; recharge 41) 

Belashyrra make s a corrupting touch Just k 
k Hypnotic Gaze (minor: 	I + Charm 

Ranged 10: .32 vs. Will; the target is dominated (save ends). 

Aftereffect: The target is dared (save ends) . 

Eye Thkf (minor: recharges when first bloodied) 

Ranged 10; *32 5s. Will; the target is blinded (save ends). 

Belashyrra can see through the otherwise blind eyes of the 

target and use the target as the origin point for his ranged 

attacks. Setorad Foiled Saving Throw: If the target fails two saving 

throws against this power, the blindness becomes permanent. 

The Remove Affliction ritual will remove this effect. but the skill 

check takes a -15 penalty. Otherwise. only Belashyrra's death 

can remove the effect. 

Reality Rift (standard: recharges when first bloodied) + 

Psychic, Teleportation 

Close burst 3; -30 les. Rellerq Sc113 + 10 psychic damage. Effect 

Belashyrra teleports up to 10 squares or to any square adjacent 

to a crea ture currently blinded by eye thief 

Alien Mind 

Ilan enemy attacks lielashyrra 	and hits with a charm or 

psychic attack or with a mind reading power. that enemy takes 

10 psychic damage and is dazed until the end of its next (urn. 

Sight in Blindness 

When blinded. Belashyrra has hlindsight 20, 

Languages All 

Elea 21 (419) 
	

Ms 26 P-12) 
Int 27 (+22) 
	

Otte 30 t-,•24) 

USING THE LORD OF EYES 
Although unly epic tier characters can stand up to 
Belashyrra directly, his presence can loom over an 
entire campaign. Between his cults, his minions, and 
his inscrutable goals. the PCs can face an almost infi-
nite variety of adversaries who are tied, to a greater 
or lesser extent, to the Lord of Eyes—while Belashyrra 
watches every moment. 

With some alteration, Belashyrra's statistics can 
also be used as the basis for one of the other daelkyr. 

TACTICS 
Belashyrra uses his ranged attacks to soften up foes for 
his allies, engaging in melee only when his enemies 
have been weakened or when he is lighting alone. 

Washy rra is willing to retreat from danger, but his 
great power. madness, and immortality often prevent 
him from recognizing -mere mortals-  as true threats. 

OTHER DAELKYR 
According to legend, Dyrm the Corruptor is the mightiest 
of the daelkyr, responsible for the creation of the dol-
gaunts. dolgrIrns, and dolgarrs. Dyrrn is sa id to be trapped 
beneath the Eldern Reaches, and alleged to be respon-
sible for the horrors that lurk in the deep woods. 

kyrzin is  a  prince of  slime  and  ooze.  It is said to lurk 
beneath the Shadow Marches, spreading terror through-
out  the swamps. kyrzin has created all manner  of oozes. 
Stories tell of sentient slimes, and of oozes that can enter 
human bodies. In  some cases  these slimes control the 
actions  of their  hosts: in others,  they simply  wait for  the 
proper moment before bailing out of the victim, burning 

through flesh and bone. 

Alignment Evil 

Skills Insight 417 

Str 26 (+22) 

Con 24 (4211 



CHAPTER 6 

DRAGONMAR KS MIGHT well he the 
defining element of the current age. They are believed 
to be a manifestat of tlw mysterious Draconic 
Prophccy.yet even the draconlc sages of Arsonnessen 

are uncertain about their true nature and purpose. 
Clearly more than random genetic mutations. dragon. 
marks have appeared only on members of certain 
bloodlines and races. In the 3,000 years that they have 
appeared on the flesh of living beings. why do dragon. 
marks appear in some families and not others? Why 
do some children of a line develop a mark when other 
children do not? What is the meaning of the aberrant 
marks that have to begun to appear in great numbers 
throughout the populace-or of those heroes who have 
developed dragonmarks without any blood connection 
to one oldie great ht 141%L'S? I s possession of a dragon-
mark a sign of destiny. branding the bearer as part of 
the greater puzzle a living symbol oldie Prophecy? 

These are among the great secrets oflibermn. and 
they might never be revealed. But whatever role the 
dragonmarks serve in the larger universe. their exis-
tence has changed the balance of power in this world. 
Over the centuries, the families that carry these marks 
have come to dominate the economy of Khorvaire. 
establishing gu ilds that control every major trade. In 
the past. the strength of the united kingdom of Galifar 
held the houses in check. Now, it remains In be seen 
whether the ambitions of these merchant princes will 
meta uiih challenge the dominion of ki rigs. 

The dragomnarked houses can affect a campaign in 
many ways. They can be patrons that drive an adven-
ture. especially if one or more of the player characters 
are heirs ola drartimarked bkxxlline. They can be 
a source of services or information. And they can be 
dangerous enemies WPCs interfere with their plans. 

Although the dragon ma rked houses work together 
under the banner of the 'IWelve. each house has its 
own goals and ambitions, which can easily set the 
houses at cross .purposes. There are bitter rivalries 
between !louse Tha rash k and House Deitch h. 
house Thuranni and I louse Phiarlan. and I louse 
tyrandar and i louse Orien. Feuds can arise within 
a house, as shown by the widening schism within 
I louse Cannith. The following chapter explores 
each house in turn. 

CHAPTER 6 Drogoninarks 





lite first dragon marks appeared over 3.000 years 
ago. and It was not until many centuries later that 
the houses assumed their current forms. During 
this rime, aherrant marks [began to spread across the 
land. in part because of the mingling aflame dragon 
marked bloodli ties_ The stories told by the houses' 
historians say that the bearers of aberrant marks had 
terrible powers. and were often gripped by madness. 
The fear and enmity engendered by those tales led to 
the War (tithe Mark. More about this struggle can be 
found in the sidebar on the facing page: it served to 
unify the newly filmed houses. as they joined Ibrces 
to exterminate the perceived aberrant threat. In the 
wake of the war. many of the current ellStOins and 
structures of the houses were set into place. including 
the taboo on marriage between members ofdifferetu 
houses. Following the war. House Cannith drew the 
other houses into the alliance known as The Twelve. 
a foundation formed to pursue the mutual interests 
of the houses and to undertake interdisciplinary 
research. 

The second major factor in the history of the 
houses occurred when Galifar Wynarn I united the 
nations of K horvaire. At the time. the houses didn't 
have the strength to cliallenge Galifars rule: recog• 
nixing the threat they could pose. the king instituted 
the Korth Edicts. These laws prevent a member of 
a dragonntarked house from owning land or hold-
ing any title ofnobility. and place limits on the size 
of house enclaves and the troops they can maintain 
(with special dispensations for I louse Deneith). 

With the fall of Galifar. it is questionable whether 
the Five Nations are sufficiently unified to continue 
to enforce the Korth Edicts. 

HOUSE STRUCTURE 
AND H I ERARC HY 
With the exception of House Tharashk. the ultimate 
power within a dragonmarked house is held by a 
single individual. typically known as a baron. 

Beneath the baron stand the lords seneschal, who 
oversee all operations within a particular country; 
the viceroys. who manage regions within a country: 
the ministers. who manage house affairs: and the 
masters, who maintain the guilds. Any member of 
a dragonmarked house who has at dragon mark is 
allowed to use the honorary title of"lord" or 'lady." 
but the presence or absence of a mark on someone 
has no effect on that individual's standing within the 
house. The dragonmarked Lord garret d'Cannith 
could end up working the bellows of a forge. while 
the unmarked Calnan tiVannith rises to the rank of 
viceroy, 

APTER G J DrugarimurkA 

The mercantile holdings of a house are split, with 
one portion staffed entirely by members of the house 
and the other made up oft he licensed businesses of 
the house's guild. A smith licensed by [louse CA1111101 
will put that house seal on his trade sign. However. 
the smith is not a member of House Cartnith. MOM of 
the artisans and laborers of Khorvaire fall into this 
category—Ike used and often trained by one of the 
houses. but not bound to them by blood. 

Excoriation: On occasion.tlw baron of a dragon. 
marked house banishes a member of the house who 
has committed a major crime or brought terrible 
dishonor on the house. In the past. the processor 
e xcitriat kat involved rutting away the dragon mark 
of the offender. which often resulted In death. Today. 
excoriation does not carry physical punishment. but 
an excoriate cannot hold any rank in the house or 
make use of t he house's name or its resources. Me• 
hers of all dragon marked houses are forbidden to aid 
or associate with an excoriate ofany house. 

THE POWER 
OF THE HOUSES 
In dealing with the dragonmarked houses. it is 
important to understand the nature of their power 
and how they gained it. It has taken the houses over 
a thousand years to reach the level of influence they 
enjoy today, and each of the f011owing factors has 
played a role. 

Unity and Wealth: These twit elements are 
related. The dragonntarked families were drawn 
together by their marks. This unifying factor (along 
with the mystical powers of t he marks) gave these 
early guilds a competitive edge over independent 
artisans. and so they prospered. Over the centuries. 
each house has become quite wealthy, and many of 
them have used this wealth to eliminate rivals. House 
Cannith doesn't care about a single independent 
blacksmith in Wroat. lint if that smith somehow 
began producing warforged or remarkable magical 
goods and refused to join the C:ann it it guild. there's 
a good chance that the house would arrange to have 
the smith eliminated, whether through a smear cam• 
paign or by hiring Thuranni assassins. 

Rituals and Focus Items: Rituals didn't appear 
out of thin air; every ritual had to be created. and 
many of than have gone through mull iple stages of 
development. as new i tintIVat ions lowered the cost 
and requirements to use them. Many breakthroughs 
in ritual magic were pioneered by dragonntarked 
heirs tapping into the powers oft heir marks: For 
example. the Wordsmiths of House Sir's were the 
first to perfect the Sending ritual. Alt hough most 



rituals can he used by any ritual caster. there are 
magic tools that can be used only by someone who 
has a particular dragon ma rk. Only those who bear 
the Mark of Storm can reliably control an elemen• 
'al airship. and only those who have the Mark of 
Scribing can use a Sins speaking stone. Eberron is 
a world in which magic is a part of everyday life. 
But some of the most vital parts of that magic—tools 
used in corn mu iticatiott. transportation. medicine. 
and Industry—can be operated only by the dragon 
marked houses. 

Training: After centuries of consolidation. most 
major trade schools are run by the dragonmarked 
houses. An apprentice agrees to serve in a house guild 
in exchange !Or training—tints strengthening the con. 
trot of the house guild over that trade. 

Industry Standards: Whether it denotes a 
licensed business or a direct arm of the house. a 
guild seal promises a certain level of quality that the 
people of Khorvaire have come to rely upon. This is 
reflected by the standards for goods set down in the 
Player's Handbook. A sunrod made in House Can nit h 
specifications burns for 4 hours and costs 2 gp. if 
you go to an unlicensed alchemist. you might he able 
to get a sunrod at half the price—but it might last for 
half the expected time, or might not work at all. Of 
course. an unlicensed business could also exceed 
guild standards: There's no way to know. 

It is important to understand that beyond the 
dragonmarks themselves, the influence unite 
houses is derived from over a thousand years of 
work—product development. propaganda. and 
the elimination of rivals. The houses have helped 
shape the modern world. developing rituals and  

techniques now taken for granted. Although the 
houses are neither omnipotent nor omnipresent. 
it's always worth considering whether a business 
is a house arm. licensed by the house. or indepen-
dent—and if it's independent. whether it meets the 
standards people have come to expect. and what the 
cost might be for doing business with it. 

THE TWELVE 
Founded 1.500 years ago. at the end of the War of 
the Clark. the Twelve is an institute of arcane learn-
ing that enjoys the patronage of dragonmarked 
houses. The Twelve operates nut of a thirteen tiered 
keep that floats above the city of Korth in Karrnath, 
pursuing its mission to study rl ragout -narks. their 
magical and practical applications, and their poten. 
tial for profit. 

The Committee oilavelve oversees the institute. 
In theory, the committee it made up done member 
from each of the ciragunmarked houses. although 
its membership has fluctuated over time. At pres-
ent. House C:annith has three representatives (One 
for each branch of the house). and the split of House 
Thuranni from House Ph ladan means that the com-
mittee actually numbers fifteen representatives. 

An adventurer who has a significant reputation 
within a dragon marked house might be able to draw 
on the vast resources oldie Thrive. The institute has 
a tremendous array ofinystical supplies. and it main- 
tains vast libraries (if arcane learning and rituals. 
Its members and fellows arc experts on nearly every 
topic imaginable. 

THE WAR OF THE MARK 
The War of the Mark. a terrible and bloody conflict. 
changed the face of Khorvaire. firmly establishing the 
dragonmarked families that hold power to this day. The 
war began about five hundred years before the establish-
ment of Califar, when the dragonmarked houses launched 
a son of inquisition to put an end to the proliferation of 
aberrant and mixed minks. The houses had the advantage 
of greater numbers, but the aberrant marks of the time 

carried tremendous destructive power. 

In the third year of the war, Lord Halas Tarkanan began 

organizing his aberrant kindred into a proper military force 

to oppose the dragonmarked houses. Tarkanan, known as 
- lite Earthshaker." carried an aberrant mark that gave him 
great Influence over the elemental forces of earth and fire. 
but his strategic brilliance was even more important to the 
course of the war, His consort was an enigmatic woman 

ailed the Lady of Plague. Though the is commonly seen 

as a monster, the records of the war suggest that she was 
loath to use her power unless forced to. and might even 

have despised the aberrant mark she carried. 

Though Tarkanan's efforts extended the conflict, the 
aberrants fell in the end. Tarkanan himself was trapped 
in the siege of Sham, which he had made his stronghold 
and base of operations. When it became dear that brand 
his followers were doomed, he and the Lady of Plague 
unleashed the full power of their marks—power sufficient 
to destroy the city. Terrible quakes caused parts of the 
city to collapse, and rivers of lava flowed up from the fiery 
lake deep below. Swarms of vermin and deadly plagues 
ravaged the invaders and defenders alike. Some claim that 
the Lady of Plague's death•curse still lingers in the depths 
of Shaul. 

The War  of  the Mark ultimately solidified the positiun 
of the dragonmarked houses in Khorvaire. and it laid the 
Inundation for  the  prominent place of both House Canrath 
and House Deneith. which played central roles in the war. 
it led  to  the foundation of the  Twelve as an avenue  for  the 

houses to cooperate  toward  common aims. 
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Creator of the warforged and the lightning rails. 

!louse Cannith profited most from the century-long 

Last NVar-and was perhaps most hurt by the Day of 
Mourning and 	Treaty of Thronehold ending the 

war. Members of I louse L:annith bear the Mark of 

Making. and are among tlw must gifted inventors. 

magicians. and artisans tithe age. But the Mark of 

Making compels !louse Cannith to continue blending 

the magkal and the mundane-even when its cre-

ations are forbidden or spectacularly dangerous. 

Every warforged PC has some connection to House 

Cannith-although not actuai nwrnbership-because 

that PC was given life in a Cannith forgehold. Any 

N. who seeks panverfUl magic-especially magic 
contained within a crafted object-will eventually 

encounter the schemes and schemers oil louse 

Cannith. 

H isTORY 
The Mark of Making first appeared among the 

human traveling tinkers and artisans ofthe Cannith 

clan olCyre almost 2300 years ago. Between the 

magic of t he mark and its members' natural knell 

tiveness, Clan Cannith steadily increased its power 

and influence. creating its own areas ofitirisdict ion 

throliglitaic Cyre and central 14 htirva ire. An active 

and enthusiastic participant in the ‘Var of 
the Mark. I louse Cannith found itself 

one of the most powerful of the dragon-

marked houses after the war. 

louse Cannith used that power to 

forge part riersliijis. At the end of ihe 

War ofthe Mark. flimsy Cannith 
worked with the other dragott 

marked houses to establish the 

Twelve. They allied with the elemental 

!cinders of illargo and the scions of 

House lyrandar to create elemental 
ships to sail Fberron's seas. Emboldened 

by that success. I louse Cannith's [nage 
► rights collaborated with I louse Orion 

on the lightning rail. House (:annith also helped 

10 establish the network of message stations that 

I louse Siv is uses to facilitate communication across 

khorvaire. 

The I.ast War: When the Last War began. House 

Cannith found itself acting as arms dealer to all the 

of the combatant nations. a position that allowed it to 

amass fantastic wealth and an unparalleled degree ol 

influence arming the Five Natkins. But selling swap-

tins and armor was only the beginning. I n 965 Y K. 

tlw first warfOrged soldiers marched ma of Cannith's 

forgcliold at lArhitehear t h. and coon I loos' (:annith  

was supplying not only weapons but also the soldiers 
that wielded them. 

I louse Cannith's unbounded prosperity lasted 

almost thirty years, But in a single moment fill the 

Day of Mourning. !louse (iannith lost its leader. 

Baron Starrin d'Cannith, many of its dragonmarked 

heirs. and the WhItehearth forgehold. The Treaty 

of Thmnehold made matters worse for the house. 

because it set the warforged free and banned House 

Cannifil from making more. With the Five Nations 

at peace. Cannith's role as arms dealer to the world 

diminished. 

These recent setbacks have made House Cam -nib's 

leaders more determined than ever before to reverse 

the house's fortunes. and have highlighted tlw rivalry 

among the !anise\ leadership, Al any given moment, 

Cannith's inventors are sequestered in secret labora-

tories across Khorvaire. trying to create something 

even more dramatically world-changing than the 

towers of Sham. the lightning rail, or the warforged, 

KEY LOCATIONS 
Sham Enclave: Deep within the Ashblauk district 

beneath Sharifs shining towers is Merrix d'Cannith's 

personal domain. a heavily w-arded cluster of fUrges. 

laboratories. storage vaults, and a hidden creation 

forge where Nierrix personally oversees highly illicit 

experiments designed to further reline the war- 

forged form. Because inventors and artisans who 

have the Mark of Making are reluctant to destroy 

their own creations. the vaults within this 

fingelmild contain failed experiments. 

dangerous concoct ions, and strange 

devices that the Canniths have locked 

away for future study. 
House Canna!' has a second 

enclave in the I )ragon 'Iiissx•rs district 
of Shari. that Mewls &Canna!) uses 

for diplotnatic purposes. 

Aundair Enclave:A sprawling 

villa just outside Fairhaven. Cannith's 

enclave in Aundair is home in Jorlanna 

cfCatinith. This enclave has almost as 

many libraries and map rooms as it does 

laboratories and workshops. Under particu-
lar study are some rare plants and ancient treasures 

brought back from the Eldon Reaches-the result of 

jorianna's influence with the druids of the Wardens 

of tlie ‘Vtaid. 

Korth Enclave: "Zorlan d'Cannith is nominally in 

charge of this enclave. but many of jorlanna's func-

tionaries (and sometimes Jorlanna herself) spend 

thaw in Korth because the Council ol the Twelve is 

headquartered here. This walled compound is the 

site 'Amuck scheming among the factions of House 

Cannith. 
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Cannith Magewright 	 Level 6 Artillery 
Medium natural humanoid, human 	 XP 

Initiative -S 	Senses Pertepnon 

HP SS; Bloodied 17 

AC 18; Fortitude 16, Reflex 18, Will 19 

Speed 6 

(/) Mace istandard: at•will) • Weapon 
-13 vs. AC: 1d8 	damage. 

( Wand Spark (standard:at-will)* Fire, Implement 
11 .0. 14-flex: 2(14 f 8 damage . 

Magewright's Fiery Wand (standard; at-willj • Fire, Impktnent 
Ranged 10: 01 vs. Reftesc 1d4 -f 4 fire damage, and each 

enemy adiatent to the target takes 4 fife damage_ 

41. Akherniad Explosion (standard; recharge gm+ Fire 
Area burst 2 within 10: -11 vs. Reflex; 1d6 + 4 fire damage and 
onguing S Are damage, and the target knocked prone. 

<- lightning Withdrawal (immediate reaction, when an 

enemy enters an adjacent square; encounter1* Lightning. 

Teleportation 
('to.. buret 1: .11 vs._ Fortitude. 2d6 - 4 lightning damage. and 
the t annirh magcwrlght teleports 5 squares. 

Alignment Unaligned 	Languages Common 

Skills Arc.ana -12 

Str 16 (-,-6t 	Des 14(45) 	Wis 16 0-6) 

Con 13 (-,4) 	Int 19 {-71 	Cha 124 , 41 
Equipment wand 

INFLUENTIAL MEMBERS 
Since 998 Y K. Cannith has been a house divided. So 
many of Starritis heirs and the house's elders died on 
the Day of Mourning that not only was it unclear who 
would succeed Starrin, but in the weeks and months 
after the disaster. House Cannith couldn't gather 
together enough leaders to enable the succession to 
be determined. Eventually three rivals emerged. each 
having only a distant link to Starrin dVattnith. The 
contenders claim roughly equal support within the 
house, so the matter cannot be resolved through con-
sensus. Each woukl•be baron is involved in multiple 
plots against the other two. 

Merrix d'Ca nnith: Merrix Is the grandson of the 
creator also named Merrix) of the first waribrged. 
and he is Starrin's grandnephew. Ile is twenty years 
younger than his rivals-a fact that both his support-
ers and his detractors point to. Like his grandfather. 
Merrix is a brilliant inventor. but his ambitions go 
far beyond the laboratory. Merrix has concealed a 
I'u nctiortal creation lorge within Cannith's enclave 
in Sham. and he continues to make new warferged 
ihere in secret. lie is also keen to extend House 
Cannith's reach to Xen'cirik. which promises new 
materials to fuel Cannith creations-and where the 
prohibitions of the Treaty of Thronehold won't apply. 

Jorlanna d'Cannith: The daughter of Starrin's 
second wife. Elsabet. Jorlanna takes a diplomatic 
approach to the struggle for control of the house. 
Nierrix promises new creations: Jorlanna promises 
better relations with the Five Nations and the other 
dragonmarked houses. 1 ler detractors say those 
better relations arc exactly the problem. In her youth. 
Jorlanna fell in love with an heir of House Deneith 
and might have home a child. (Marriage and inter-
breeding between members of different houses has 
been forbidden since after the War tithe Mark.) 
Many scorn her for that romance, and find her too 
accommodating of the other houses. 

Zorlan d'Cannith: From the house's enclave in 
Karrnath. Zorlan schemes against both Merrix and 
Jorlanna. Martin's cousin was Zorlan's mother, and 
when he was young, Zorlan was one of Siarrin's chief 
financial advisors. But he is as dry and calculating 
as the ledgers he pores over, say his enemies. Others 
decry his worship of the Blood of Vol: although the 
faith is common in Karrnath, it is less so within the 
ranks of Douse Latmit h. Zorlan finds inspiration 
in the teachings of the Blood of Vol, however, and 
many of the hest minds in the house are working on 
inventing the nett-two/die creations that Zorlan first 
conceived. 

GUI LDS AND 
ORGANIZATIONS 
The house has two guilds that are responsible for the 
lions share ofCannith's postwar profits. 

Fabricators Guild: This guild runs shops that 
produce all manner of mundane equipment. much of 
which it creates with the aid of magic. The stamp of 
the gorgon-t he symbol of I louse Cannith-is a sign of 
good quality and reasonable price. and can he found 
on items as varied as horseshoes. longsword hilts. and 
watertight barrels. 

The guild maintains some retail establishments, 
but it is largely content to focus on production and 
leave the selling to others. Cannith goods can be 
found everywhere. both in the emporiums of Khor-
vaire's largest cities and in the general stores on the 
edges of civilization. 

Tinkers Guild: Harkening back to the Cannith 
family's original profession. members of this guild go 
from town to town, using magic to repair broken or 
damaged items. Much of C.annith's popularity among 
those who do not have dragonmarks C211 be attrib- 
uted to periodic visits from Cannith tinkers. I louse 
elders maintain that the wandering life olla tinker 
is a character-building exercise. and most of the 
important dragonmarked heirs spend some oftheir 
adolescence traveling among the tinkers. 
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restored. but the 'Itcrone Wardens oldie house seem k ∎  
believe that the day will mite when the Five Nations 
are united under a new dynasty. 

If the I't's are capable combatants. they might wind 
up augmenting I louse I ktwith's forces in one of Khor-
vaire's hot spots, or pitted against one of its best cadres. 

H !STORY 
The first humans to exhibit dragonmarks were merit-
hers of a rttilitans noble family with ancestral lands 
in what is now Kar r nat h. lVith the dragonmark  Ixrl- 
stering their military prowess, the Derwith family 
conquered most of the region: only famine prevented 
them from carving out their own kingdom in what is 
now western Karrnath. The Deficit h homeland was 
also the home of Karrn the Conqueror. Although 
he was not a member of the [semis. House Dencith 
pledged fealty to Karrn during his rise to power. 
When Galifar I united the Five Nations, he charged 
the house with the protection of his vast new realm. 

The last War: Most members of l louse Detteith 
are culturally Karrnathi. but the house refused to 
Cillkne sides in the I .ast War. Instead. House Deitch!' 
offered mercenaries from its Blademarks Guild to 
all oldie Five Nations, Denvith crafted its contracts 
to ensure that Deneit h fighters would never cross 
swords with of her Dencith. (Otte Cyran general was 
infuriated when the blademarks under his conintaral 
wntildtil attack a Deneith , guarded garrison. 'Llie 
Cyrans attacked the blademarks who refused to fight. 
but were routed by the combined forces of the blade. 
marks and the Detwith garrison guards.) 

I louse Deneith generally remains at arm's length 
from political maneuvering among the other dragon-
marked houses. But since the Last %Var. it has started 
to make cautious moves against [louse Cannith and 
I louse Tharashk. The reason is simple: In the latter 
days oft he war. both made significant Inroads against 
Derwith's dominance in the soldiers for hire market. 
Every warforged soldier built by House t :annith and 
every (sometimes monstrous) mercenary offered Icy 
House Tharashk is direct competition. 

KEY LOCATIONS 
Sentinel Tower: Older than Karrnath 	the 

ancient keep known as Sentinel Thwer is the ma in  
enclave ofl louse Deficit Is. the headquarters of the 
Sentinel Marshals, and a fortress char ■t-d with 
repulsing periodic monster attacks from the Mourn , 

 Wal, jin! across the river. Its history Is rich: Karrn 
the Conqueror commissioned the first of his generals 
amp Seinitt•l Tower. The keep is a confusing maze of 
fortifications. since its defenses have been renovated 
and augmented tilInwrom times. 

Gray•all Outpost: Early in the Last War, I louse 
Deneith accepted a contract front Breland to guard a 
key mountain pasts in the Graywall Mountains between 

I louse Dencith. whose members bear the Niark of Sew 
tine!. is Khorvaires foremost provider of bodyguards 
and mercenaries. And in a lime of fragile peace. busi-
ness Is booming. During the Last War. I louse [)encit h 
Ilialiaged to inailitain its tictitrality while supplying 
soldiers to all of the Five Natitms.Tmlay. members of 
the house guard monarchs across Khurvaire. hunt 
down criminals who flee across the Five Nations' 
porous hunters. and even guard the empty throne in 
Thronehold. Few outside I blow nencith have any 
r75peCtiltion that the monarchy ofGalifar will ever be 



central Breland and what is now Droaant. In 987 Y K. 
when King Bs waiters armies retreated from the Gray- 
► alls. House 	remained in a stubborn ellOrt to 
hold up its coal of 	contract. For the next nine years. 
the soldiers ofslw house were often near starvation, fist 
t pettily Under siege, and always %tunas:akal. but they 
held the mountain pass._ Even the wars end couldnt 
liskalge I !tame I /erie it h. and a has built a small but 

nearly impregnable keep. Although Droamn (for mill• 
tart reasons) and Breland (kw poi deal reasonst would 
like to see the outpost abandoned. House lkawit h 
shows no sign of leaving. 

Rhukaau Draal Enclave: Many nil louse 
Deneith•s goblin mercenaries rebelled in 969 YK (an 
event that led to the founding of L)arguun). I louse 
1/eneith has carefully reestablished relations with the 
thesis I lartitte (leader of the insurrection and 
now of Da rgutni). This relationship is one 
of convenience: I/at -gums gets diplomatic 
legitimacy I h 11/1101 the association. and 
I Incise Deneith gets a steady stream of 
goblin mercenaries. Rut some within 
the house are still bitter about I lartmes 
insurrection: the enclave in I /argunn is 
a tense I ga4'r to tin bli!..tOev... 

The Milli:aim Draal enclave has 
twt) parts: a diplomatic et•iave within 
Itlrukaan Draal called lort Cail (after 
I.rird Call (II/entails. who first recruited 
goblins to tight under the Misch h banner 
Inure than a century ago), and a fOrtress 
known as the Gathering Stone just outside the 
city, where many blademarks receive their initial train 
irtg in large-unit tactics. 

INFLUENTIAL MF.MBERS 
Baron Breven &Dyne i t h: Brevet] commands the 

largest arnw remaining al ter the end ofthe Last ‘Var, 
but he's not inclined to use it for his own ends. 1 le 
is %is mat tided by aggressive adv isms, however. who 
would like to we a Deneith sitting on the throne at 
Thronehokl. 

Sigor d•Deneit h: While commanding a brigade 
of [louse D•neith blademarks on a Cyran contract 
in 994 Y K, Sigor led a small reconnaissance team 
across the Cyre River into Karrnaih shortly before 
dawn on the I lay of Mourning—and thus was spared 
the fate of the rest of the brigade. which was instistulv 
obliterated. 

Sigor has become obsessed with finding out what 
caused the Day of Mourning. An influential heir to 
[louse Deneith, Sigor has the resources to indulge 
this obsession, and he frequently leads forays into 
the Mouruland its search km clues. I le is increas-
ingly involved with "louse 'I'huranni. hoping that the 
shadowntarked house might know something about 
the Day of M our n ingthat It hasn't revealed. 

La lia and Tasra d'neneith: These identical twins 
arc the leading Sentinel Marshals in Sham, 'Utley 
can be int.+ insistent about which fugitives tiles t hase 
down. leaving some high•profile but potentially long-
term pursuits to other marshals. Nonetheless. times 
are a fugitive's worst night mare:Implacable. but likely 
to toy with their quarry twiiire ending the chase. 

GUILDS AND 
ORGANIZATIONS 

Blatletuarks Guild: Most ambitions members of 
the house spend zi year or two serving as soldiers in the 
Rlademarks Guild. The guild has fewer mild ier% than 
it did fisr years ago. to be sure, but those blademarks 

under contract are as busy as ever. The end of the 
war just meant that the ...kladentarks were 

mailable at be hired by entities other 
than armies in the Field, such as other 
dr:spasm:Irked houses, local 'asides, and 

countries beyond the Five Nations. 
Protectors Guild: Some of t he 

gap in [louse Deneitifs income has 
been filled by an explosion in the 
demand for Deneith's bodyguards 
and garrison troops. Trade caravans. 
mining operations. and ambitious 
noble fatuities all need protection. 

Sentinel Marshals: Like many 
dragon ma rked houses. House Deneith 

won major dispensations in the Treaty 
of Thronehold. Perhaps the most important 

was ctnt firrttatissn dm( even though Galifar is gone. 
Deitch h's Sentits•l Marshals can still pursue criminals 
acrukss the Five Nat tints. Operating out of Sentinel 
Tosver in Karrnat h. marshals work alone or in small 
groups to apprehend k horvai re's greatest criminals. 
And Khorvaire is replete with war criminals. nutty 
of which have prow:Aim or influence in their home 
countries ... until a Sentinel Marshal appears. 

Denoith Blademaric Grunt 	 Level 3 Soldier 

medium natural humanoid. human 	 X(' 150 

Initiative • 3 	Senses Perception • 7 

HP 46: Bloodied 23 

AC 19. Fortitude 17, Reflex 14, Will 15 

Speed S 

0 Longsword (standard:al-will) 4. Weapon 
-10 	 Samakgr. 

4 Setae the Good Ground (standard; encounter). Weapon 

*10 vs. AC: 1d8 + S damage, and ilw Deneith blademark grunt 

shifts 3 squares to a space adjacent to the target. 

Mark of the Sentinel 

A Dental' Wads-mark grunt shifts 1 square before or after it 

snakes an opportunity attaKi.. 

Alignment Unaligned 	Languages Common 

Skills Intimidate -8 

So 19 (45) 	Den 10011 
	

Wls 13(411 

Con 14 (431 	Int 11 (+11 
	

Cha IS (+3) 

Equipment leather armor. heavy shield. longsword 
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The halfling% of House Ghallanda control more 
enclaves than any other dragonmarked house—and 
every one °ribose enclaves lies beyond the legal 
reach of the Five Nations, the other dragonmarked 
houses, and the other great powers of Khorvaire. 
House Ghallanda takes the mandate of t he Mark of 
Hospitality very seriously. 

With the end of the Last War. I louse Ghallanda's 
enclaves are crowded with dispossessed nobles. 
wrongly accused fugitives. deserters. war criminals. 
and other sorts of misfits and makontents. Even 
though I louse Ghallanda has enclaves in all the major 
cities of Khorvaire. the house is engaged in huikling 
enclaves on the edge of civilizat ion as well. Ahhough 
few travelers ever see these frontier enclaves. the 
House Ghallanda leaders say that they're guided by 
the Draconic Prophecy to construct them. 

HISTORY 
More than 3,000 years ago. the Mark 
of I lospitality started appearing 
among the nomadic halfling tribes of 
the Taknta Plains. Those who maul-  
rested the mark tended to congregate 
together and eventually took the name 
Ghana/Ida, meaning "helpful hounds: 
Moving from oasis to outpost across 
eastern Khorvaire. the Ghallandas 
offered food and shelter to any fellow 
travelers, and they were instrumental 
in quelling fetich. monster depredations. 
and other local concerns at each stop. 

When Karrn the Conqueror explored the 
Talema Plains. the other dragurimarked houses 
discovered the Ghallandas. After countless hours at 
the bargaining table, the other houses recognized 
the Ghallandas as a full-fledged house, and I louse 
Ghallanda started spreading across Khorvaire. first 
establishing inns and taverns and then constructing 
enclaves from the Barren Sea to the Lhazaar Sea. 

The Last War: When House Deneith mercenar• 
ins marched into battle early in the Last War, they 
had a contingent from House Ghallanda marching 
with them to provide food and shelter In the field. 
Other armies noticed how useftil the magical cre-
ations of the Ghallandas were. and eventually all 
sides were hiring I louse Ghallanda to furnish pro-
visions and supplies for their rear echelons. In the 
chaos of war. I louse Ghallanda sometimes found 
itsel fon the front lines, and its promises to remain a 
noncombatant weren't always kept. As a result. I louse 
Ghallanda has more than a kw capable veteran sol-
diers among its ranks today. 

KEY LOCATIONS 
Gat herhold: A great stronghold on the eastern 

shore of Lake Cyre. the cliffdwellings of (iatherbokl 
are the ju mping off point for many an adventure in 
eastern Khorvaire. The ramps that connect one cliff 
dwelling to another arc always teeming with nomadic 
Talenta tribesmen. caravans en route to Valenar or 
Q;barra. or adventurers embarking on expeditions 
into the eastern Mott rnland. The house's baron. 
Yoren d'Ghallanda. has his personal domain deep in 
the cliff tunnels. 

Ghallanda Hall: One Deneith Sentinel Marshal 
has said that Ghallanda Hall in Sharn (In the Linder- 
look district of Middle Dora) has more fugitives. 
scoundrels. and mysterious strangers per square foot 
than anywhere else in Eberron--and that's likely 
an accurate assessment. The Sentinel Marshals, ttw 
Dark Lanterns, the Sham Watch, spies from across 
the Five Nations. the Order of the Emerald Claw, 
and elements from many of the other dragonmarked 

houses would very much like to extract specific 
people from the hospitality of the Ghallan-

das here, but House Ghallanda 's 
ironclad diplomatic immunity and a 
cadre of well-trained veteran Ghal-

land a soldiers ensure that the house's 
guests remain unmolested as long as 

they remain within the walls of Ghal-
landa Hall. 

Wandering Inn: Moving across the 
Talents Plains much as it has for hun. 
dreds olyears. the massive wagons of 
this traveling fair promise hospitality 

at whatever oasis they occupy. When 
members of House Ghallanda grow 

weary of life in an enclave and yearn for the 
open sky. they spend a year or two traveling 

with the Wandering Inn and living off the land. 

1NFLLIENTIAL MFMBFRS 
Baron Yoren d'Ghallanda: Yoren has delegated 

responsibility for the Hostelers and Dragoman guilds 
to regional councils of viceroys. and hr spends much 
of his time on diplomatic missions to ensure the 
continued independence of the Ghallanda enclaves. 
An elderly hall-ling. Yoren Is increasingly interested 
in the Draccmic Prophecy and has given one of his 
trusted heirs. Chervina, free rein to establish new 
enclaves in accordance with the Prophecy. 

Chervina the Architect: Her rivals within the 
house whisper that she's mad. but most of the house's 
viceroys believe that Chervina d'Ghallanda. a power-
ful wizard. has a mystical connection to the Draconic 
Prophecy. Chervina has convinced Yount (and, by 
extension. House Ghallanda) that there is a prophetic 
imperative for the house to build enclaves and offer 
hospitality in specific places—even if those places 
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are almost deserted al preseru. So Far. Chet vista has 

iwerseen construction of new  enclaves on 
the southeast border of the Demon iArastes. the shore 
of Lake Dark in Kisumu's. the middle oldie Desert of 
Males. and even on the Xen'clrik coast. 

Keslo d'Ghallanda: The viceroy ill charge of 
Gbalianda hail in Sham. Keslo is a harried halfling 
indeed. Since the end of the last War, he hits been 
spending more and more of his time keeping his 
guests from attacking each other (a natural rouse. 
qu•nce wlwit bitter enemies live In proximity to 011C 

another). One of the few actions that will cause the 
(shall: mi:Ls to withdraw their hospitality is for one 
guest to attack another. and Keslo has had to fort 
ibis remove more guests in the last two years than in 
the previous twenty. Because his job invokes care• 
fill negotiations with nearly every powerf u l group 
in Shorn. he's one of the best-connected people in 
the city. Not much happens in Shaun that Keslo 
cl'Ghallanda doesn't find out about eventually. 

GUILDS AND 
ORGANIZATIONS 

Hostelers Guild: Many of the inns and restart. 
rants across Khorvaire arc run by the I Insiders 
Guild--and most of the rest have (or are seeking) 
lice II seS from the house. l)isplaying a House Ghal-
landa license in one's establishment adds a certain 
cachet and is an implicit prom ise of quality. 

Dragontail Guild: During the Last War. the 
Dragontail Guild provided food and shelter to armies 
in the field in exchange for gold and a guarantee 
of neutrality. Since the Treaty of Thronehold. this 
guild has been shrinking dramatically: most national 
armies and mercenaries are garrisoned, not in the 
field. Many war veterans within the guild are seeking 
their fOrt %Ines in other areas isfille biasses 8qm:ratio:is, 
or are trd rig to rind their own way in the world. 

Dawn- Builders: f:Iservissa the Architect main. 
tains a retinue of several hundred masons and other 

artisans—and enough guards to keep the local mon-
sters and bandits at hay—so that she can build new 
I louse Ghallanda enclaves. These Dawn•Buiklers 
never know where they'll be going next. because 
(71iervina doesn't announce the location of her next 
proier i in advance. They might spend their summer 
building an enclave in the Shadow Marches, t heti con-
struct smuttier in Ow likleen Reaches in the aulunill. 

befisre heading to the Aundair-Breland border to start 
an enclave that Chervina s.isys must be finished befisre 
spring. Sometimes Chervina employs mercenaries 
from I louse l)enritlt tir rangers intuit House Tharashk 
to keep her Davy teiluilders sale. but often she relics on 
I louse Ghallanda guards or local adventurers. 

Ghallanda Enclave Guard 	Level 5 Soldier Readerr 
Small natural humanoid,  hadiling 	 X P 200 

Initiative .9 	Senses Perception 49 

HP SS. Bloodkd 19 

AC 11:Fortilirdc 11. Reflex 19. Will 11 

Speed S 

®Longsword fstandard:at.w111) 4. Healing. Weapon 

4- 11 vs. AC: 1d8 • 5 damage. and the target is marked until 

the end of the Ghallanda enclave guard's next turn. One ally 

adjacent to the target regains 3 hit points. 

® Shortboor (standard: at-vein + Healing, Weapon 
'-12 vs.AC: Ida • 5 dansagc.and the target is marked until 

the end 01 the Ghallanda enclave guard's next turn. One ally 

adjacent to the target regains 3 hit points, 

Advantageous Ground Miiinor: encounter) 

the Ghallanda enclave guard :end all allies adjacent to him or 

her gain a • 1 bonus to all defenses until the end of the guard's 

next (tern, 

Nimble Reaction 
lialflings gain a .1 racial bonus to AC against opportunity 

attacks. 

Second Citance (immediate interrupt, when the enclave guard is 

hit by an AIM ktencouninn 

The attacker must make a new attack roll and use the new result. 

Alignment Unaligned 	Languages Common 
Skills knight *9 
Sir 15 (-0-4) 	Derr 10 t+7) 

	
Wis 	1-4) 

Con 10 	 int 11 (+1) 
	

Cho 13 (*3) 

Equipment plate armor, longsword. shortbow with 10 WOWS 

SANCTUARY AT A GHALLANDA ENCLAVE 
When the PCs (inevitably) anger the local authorities. 

they can seek refuge at a nearby House Ghallanda 

enclave. Doing so buys them a measure of safety and 

time to extricate themselves from whatever trouble 

they're in. House Ghallanda won major concessions In 

the Treaty of Thronelsolrl, making its enclaves legally 

nations In their own right. More important, House 

Ghallanda keeps a strong garrison at each enclave to 

discourage local authorities from invading the enclave 

to seize any fugitives  inside. 

Ghallanda enclaves aren't free—they're the equivalent 

of fine hotels tall hough depending on the enclave's Iota 

lion, it might not have the amenities to match its price). 

As long as the PCs arc well behaved within the walls of  

an enclave, they can remain until their money runs out_ 

Violence is grounds for being kicked out of an enclave 

(sometimes even when It's self•defense), and so is repeat-

edly sneaking in and out of one. The viceroy in charge of 

each enclave is by necessity a shrewd negotiator. If House 

Ghallanda is being pressured to turn over the PCs, then 

the viceroy will stand firm, but might ask the PCs for extra 

compensation (probably a quest performed on behalf of 

the house) to cover the extra effort required to maintain 

the PCs' sanctuary. 

When it comes time for the PCs to leave an enclave. 

House Ghallanda will show them the front door if they've 

been troublesome guests_ or a secret way out if they've been 

well behaved and helpful. 
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campaigns had Wawa healing behind the lines on 
both s ides. 

Few dragon marked houses are as simultaneously 
loved and loathed as Hume forasco. Khorva ire's 
preeminent healers. House Jorasco healers have 
ended many a plop te, healed titan:, a life-threatening 
wound, and assisted at many a difficult birth. and 
those whose lives have been saved by Jorasco magic 
are grateful. But House Iorasco has little sense of 
charity, and its mercenary approach to what some 
regard as indispensable acts of mercy engenders a 
fair amount of resentment. 

When PCs need healing beyond what they can 
provide For themselves. they might come into contact 
with the baffling% of House Jorasco. Since the end 
of the Last N ► rar. I louse Jorasco has been taking an 
Increasingly expansive view of what constitutes heal• 
ing, so the PCs might work with for against) I louse 
Jorasco to maintain quarantines. find rare healing 
herbs. or bring an end to one of the mysterious 
magical plagues that have been on the rise 
in the last few years. Perhaps the PCs 
will become involved in 3 new Home 
Jorasco effort to heal the land itself—
starting with the Muurnla nd- 

HISTORY 
like House Gliallanda. House Jorasco 
has its roots among the nomadic 
haifling tribes of the Taletit a Plains. 
The Mark of Healing appeared on 
the plains not long after the Mark of 
Hospitality-. When Karrn the Conqueror 
marched southeast, he—and by extension 
the rest of central Khorvaire--made contact with 
the Jorasco tribes and the Mark off lealing for the 
first time. After lengthy negotiations with Karrtis 
governors and the barons of the other dmgonmarked 
houses. Jorasco became a full-fledged house. Unlike 
the Gila Banda s. the Jorascos took pains to integrate 
themselves into their new society as quickly and 
completely as possible. In a great migration outward. 
House Jorasco numbers established hospitals across 
Khorvaire. adopting Khorvairan customs and leaving 
of their tribal heritage behind, 

The Last War: When the Last War began. 
House foram.° immediately started fielding entreat-
ies limn the armies of the Five Nations. each of 
which wanted medics who bore the Mark of Heal-
ing tending to their war casualties. House Jorasco 
quickly found itself with  lucrative contracts with all 
of the Five Nations—contracts that were extended 
and renegotiated over the course of the next century. 
Every major campaign of the war had a contingent 
of I-louse )(name° healers on the march—and many 
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KEY LOCATIONS 
Vedykar Enclave: Baron Ultra d'Jorasco rules 

the house from a walled neighborhood in the 
Karrnathi cite of Vedvkar. She rarely leaves her villa 
except when her expertise is required. but she's far 
front a recluse. Advisors and functionaries eonte 
in and out of her villa in a continuous stream from 
sunup to sundown. 

11w rest of the Vedykar enclave is a series of build-
ings devoted to particular ailments (one for wasting 
illnesses. one for trauma. a well-guarded one for mad-
ness and other afflictions of mind and spirit, and so 
on). In the middle dike enclave is a small lake that 
is (IOC oil louse Jorascu's greatest attractions. Anyone 
who bathes in the lake at dawn gains ahnost complete 
amnesia. remembering only his or her name and 
basic life skills such as eating. walking. and speaking. 
The spot is popular among veterans of t he Last War 

who experienced horrors they wish to forget, 
and I louse !mama) commands a high 

price fitr the privilege of bathing in the 
iake's waters. 

Great Healing Hall: A city with 
hundreds of thousands of residents 
keeps its healers busy, and House 
Jorasco has searral hospitals scattered 
throughout the City of Towers. The 
grandest ofall is in the Dragon Towers 
district. PCs can find accomplished 
ritual healers there. including those 

capable of performing the Raise I Vitt alai 
Remove Affliction rituals. Healers at the 

Great Healing I loll are also familiar with many 
(tithe exotic diseases and poisons brought back 

fi-om Xelfdrik. 
Hall of a Thousand Mirrors: In the jungles 

northeast of the (Tharran city of Newthrone is a 
House Jorasco enclave built on ancient ruins of 
uncertain origin. The halllings of the enclave main. 
tale their distance from but are not overtly hostile to 
the dragonborn, the Cyran settlers. and the lizard folk 
living nearby. They are cautious about unexpected 
visitors, however. because their enclave is built atop 
ancient ruins that contain powerlid magic. 

The !tall of a Thousand Mirrors is accurately 
named. Below t hr stone and wood of the enclave is 
a 111:1"/C Ort'Orriihir%; a hill-length mirror stands at 
each junction. making navigation difficult. For most. 
walking through the Hall oft Thousand Mirrors is 
merely unnerving. But those suffering from magical 
curses or madness find that the mirrors somehow 
display their afflictions—and then their nightmares 
walk out ofthe mirrors. I fa cursed or maddened 
visitor can somehow light off the images and walk 



Jorasco Field Medic 	Level 4 Artillery (Leader) 
Small natural humanokl. baffling 	 XP 175 

Initiative 2 	Senses Perception 

HP 4 Bloodied 22 

AC 17: fortitude 16. Reflex 16. Will 18 

Speed € 

Spear 'standard-. at•will) 

11 s-s. AC It18 • 7 damage. 

Hand Crossbow (standard; at wiIl) 

-11 ss, AC: 1d6 • 6 dansage. 

Emergency Heeling Iminor liround: at.will) ♦ Healing 

Ranged 10: targets one ally; the target regains S hit points and 

can make a saving throw. 

+ Heeling Word (minor; encounter) 4. Healing 
Ckne bust 5: targets one ally in bum: the target spends a 

healing surge and regains an additional 1d6 hit points. 

Nimble Reaction 
Halflings gain a ) racial bonus to AC against oppottunity 

attacks. 

Second Chance (immediate Interrupt. when the field medic is hit 

by an attack: encounter) 

The attacker must make a new attack roll and use the new 

result_ 

A lignment Unaligned 	Languages Common 
Skills 14eal -11 
Su 14 (+41 	Dez 104+21 	WU 19 (+6) 
Con 15 t• 	 Int 15(44) 	Cho 14 (44) 
Equipment uniform. spear :  hand crossbow with 10 bolts 

through the Hall ofa -1'huusatal Mirrors, then the 
last mirror shows a normal reflection. and sanity and 
normal Ilk return. 

1NELLIENTIAl. MEMBERS 
Baron Ulara d•orasco: Baron Ulara is beloved 

bv the rest of !ter house-and indeed. by many in 
western Khorvaire. tiara is a scholar first and fare-
most, and her expertise in ancient plagues proved 
instrumental in combating an epidemic that ran 
rampant through northwest Kiwirvaire a decade ago. 
Rut she has less appetite for politics and diplomacy 
than most of the tither leaders of the dragonmarked 
houses, so she prefers to remain among her tomes 
and grimoires at her Vedykar vii a, directing house 
business through intermediaries and delegates. 

Sahemi the Emissary: Sahemi was one of I louse 
Jorasco's brightest young healers when he was called 
to tend to the flood of refugees and wounded fleeing 
what was once Cyrc on the Day of Muir rning. Ucalirtg 

%sail that crisis changed him somehow. and one night 
he started walking northwest. disappearing into the 
wilds tolsoutherts1 hrane. 

After a two-year absence. Sahemi returned to 
tell !louse Jorasco that the Mark of I lealing should 
be used not just to heal people, but to heal the land 
as well. Using druidic knowledge he learned in the 
Eldeen Reaches. Sahemi has started training young 
members of I louse Jorasco in the ways of the druids 
and shamans there. I:maim:My, Saherni wants to find 
a way to ritually- cleanse the Mournland and make 
it habitable again. lie has not vet learned the entire 
ritual. but every night he gains another piece of the 
information while he dreams. A charismatic speaker. 
Sahemi is something °fa polarizing figure within 
House Jorasco. Many. (tithe ekl•rs distrust him. but 
Sahrmi's expansive view of what the Mark of I dealing 
Is capable of appeals to you 	Jorascos. 

ilanra d•oraseo: Hama nose through the 
ranks of the Medics Guild and was instrumental 
to Breland's victory at the siege of On•bone in 989 
1' K. using the power of her drat, remark to keep the 
entire garrison in fighting shape throughout months 
ofDroainn :onslaughts, After the war. King Boranel 
made I lanra an honorary' member of his riwal guard 
in recognition of her heroism-and was more than a 
little surprised when she reported to work the next 
day in full uniform. Since then. she has become the 
kings personal physician and one ofhis trusted diplo-
matic advisors. 

GUILDS AND 
ORGANIZATIONS 

Healers Guild: Nothing fills House Jorasco's 
coffers as capably as its network of hospitals and 
healing houses devoted to the treatment of minor  

diseases and traumas. lising a raimbination of magic. 
herbalism. and the I kid skill. members of 

the I healers Guild will treat anyone who can pay for 
the privilege. I killers Guild facilities can be found in 
almost any town across Khorvaire. 

Most members of the I killer% ('wild are accom• 
plished at healing but don't concern themselves 
overilltlt 11 With h ouse politic,. or the Uraconic Proph. 
ecy. Rut because every Jorasco from Baron Ulara nn 
down must devote al least a few days a year to assist-
ing the I healers Guild. PCs convalescing in a guild 
hospital might come into contact with influential 
members of I louse Jorasco. 

Medics Guild: Originally part of the Ilealers 
Guild. the Medics Guild became a distinct entity 
about fifty years ago. when the l.ast ‘Var was at Its 
height. lite armies of the Five Nations wanted heal-
ers who (-mild march with them. As soon as the 
national armies demonstrated that they would pay 
handsomely for that privilege. I louse Jorasco started 
establishing mobile hospitals. relying on I louse Vada-
lis for sturdy draft animals and out-1011Se l)eneit Ii  

for military training. like I louse Ghallanda's Drag. 
ont a i I Guild of lidd provisioners. the Medics Guild 
has contracted somewhat now that the Last hear is 
over. Rut House Jorasco has been Mort- aggressive in 
finding new ways to put mobile healers to use. House 
l'harashk. for example. is increasingly hiring the 
Medics Guild tit assist its dragonshard prospecting 
operations in the Shadow Marches. where diseases 
(:nub battle wounds, for that matter) rim rampant. 
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House Komi:Irak is the banker ()filmier Ibr the 
wealthy and the powerful.-including tuitional gov-
ernments and other dragournarked houses. Bearers 
of the Mark of Warding. the dwarves of the house 
haw- uripandieled expertise in constructing vatths. 
fortresses. and strongholds. The financial empire of 
House Kundarak stretches across Khorvaire, and 
its influence ensures that the house has a say in any 
major undertaking that requires great wealth. 

Hi STORY 
Once a small but honorable clan within an ancient 
underground empire of dwarves. the Kundaraks vol-
unteered to settle aboveground to watch over twelve 
rebellious dwarf clans exiled to the surface. For 
centuries, the Kundaraks guarded the sealed gates 

between the surface world and the dwarf empire to 
prevent the exiles' return. 

The Mark (Mardi ng emerged about 2500 years 
ago. shortly before Karrn the Conqueror seized what Is 
now the Mror holds and subjugated the exiled dwarf 
clans. With the Kundaraks' consent. the sealed gates 
were opened. Rut the empire was gone, destroyed by 
the daelkyr.This tragic discovery meant that the Kun-
daraks' task was finished. With the aid oldie gnomes 
of Zilargo and of House Sivis. the Kundaraks became a 
full.fledged dragonmarked house in 106 YK. 

The Last War: House Kundarak's involvement 
with the Last War was financial rather than military. 
'twenty years after the Last War began. the Mror 
I bolds declared their independence from Karrnath: 
thanks to an immediate financial in fusion from 
I louse Kundarak. the dwarves were able to make 
their independence stick. When years of war turned 
into decades. the Five Nations became increasingly 
cash•strapped and turned to House Kundarak for 
hard currency to pay, provision. and equip their 
armies. The Treaty of Thmnehokl guaranteed that 
the Five Nations would make good on their wartime 
obligations. Not only is House Kundarak among the 
wealthiest of the dragonmarked houses. but it has a 
ongoing source °I- income. 

LOCAT IONS 
Korunda Gate: High in Kundarakhold. In the 

I ronroot Mountains. the largest enclave of I louse 
Kundarak is home to Lord Morrikan d'Kundarak and 
nearly 20.000 dwarves. Although the house's wealth 
Is spread out across Khorvaire.  more of it resides in 
the underground vaults below Korunda Gate than 
anywhere else. But Korunda Gate holds more than 
rooms full of gold and platinum. Its armories and 
weapon arsenals contain spectacular examples of 
both mundane craftsmanship and magical potency, 

The Deep Mine: This mini ng operation in the 
mountains of northern Zilargo is a collaboration 
between I louse Kundarak. Clan Mruranon (possibly 
the best miners and smelters in Khorvaire). House 
Tharashk (which found the site in the first place), 
and House Shis (which handles relations with the 
Zilargo govern mem). This mine extracts pure plat 
num from veins more than a mile below the surface. 
Clan Mroranon's smiths make ingots of the platinum 
bullion. which House Kundarakses as internal cur-
rency when transferring weahh from a KU ntlarak 
bank to a national government or to another Kundarak 
bank. Security is omnipresent. both to prevent theft by 
surface dwellers and because the miners sometimes 
disturb monsters from the depths of Khyber. 

INFLUENTIAL MEMBERS 
Lord Morrikan d'Kundarak: Morrikan has ruled 

the house for more than a century—he is the only head 



of a dragonmarked house who remembers Ilk before 
the last War. Accordingly. he has an attitude that out 
skiers would call world-weary. His memory Is sharp 
enough that he remembers the last four times over the 
century that his advisors have suggested a given course 
of action. in keeping with the nature ofhis house. Mor-
rikan is cautious and c irctunspea 

Although Morrikan is known for 
caution. once he has decided on a 
course of action he backs it to the 
hilt. In the last five years. he has 
been urging younger members 
who bear the Mark of Warding to 
travel to the Eldeen Reaches and 
the Shadow Marches to establish 
- ties of honor with the Gatekeeper 
druids. A natural connection exists 
between the work of the Gatekeepers 
.ffid the work of House Kundarak: The 
Wicket:per% are essentially engaged in a 
Lirge•scale warding project. 

Daphane d'Kundarak: Morrikatis grand- 
niece Daphane &Ku tularak is as aggressive a banker 
as can he fomul In western Khorval re. President of the 
Rank of Kundarak in Sham (located in the financial 
district of Korranath). she maintains a strong voice in 
public policy by offering or withholding bank loans for 
major projects. Her blunt style wins her few friends: 
She is seen as stubborn (by parliament) and as too 
much °fa risk-taker (by many of notaries advisors). 

Murat h &Ku aida talc: Morrikaris nephew Blau-
math believes his. mission is to recover Items stolen from 
I louse Kundarak's vaults. Every such theft is a stain on 
the honor of Kundarak, Mattrath believes, so he hums 
Henn the thieves, kills them, and returns the goods to 
the house. lilaurat It's home is in Kortmda Gate, but he 
spends his time crossing Khorvaire. pursuing thieves 
or performing inspections of Kundarak's 

GUILDS AND 
ORGANIZATIONS 

Banking Guild: The Interest that House Ku n-
darak  charges fur loans is responsible for the lions 
share of the house's income. Its banks can be found in 
cities across the Five Nations and eastern K horva i re—
ail magically warded and watched over by house 
guards. The Banking Guild regulates commerce in 
gem cutting and jewelry manufacture. money chang-
ing, and moneylending. It also advises (sortie would 
say dictates to) national governments about consistent 
standards for coinage. It works closely with House 
Sivis on accounting matters and with House Cannith 
on price stability for basic goods. 

F louse Kundarak's vaults are magically linked 
across Khorvaire and even to the city of Stormreach 
in Xeredrik. A customer who rents a sale-deposit vault 
can access that vault from any Kundarak bank. 

Warding Guild: This guild is best known as the 
licensing authority for locksmiths. but it also includes 
magical warders and some security guards. House 
Kundarak and House Deneith have a tacit agreement: 2 
( ;Harding things is the domain of House Kundarak, Z_ 
a it d guarding people is that of I louse Deneith. 

Golden Door: This division of 
the Warding Guild is responsible for 

elaborate security devices. such as 
complex locks and magic wards. 
Affordable only by the very rich. 
most of its work is performed on 
behalf of Kundarak itself or other 
dragonmarked houses. 

Iron Gate: Also part of the 
Warding Guild. the Iron Gate sup-

plies guards to augment the security 
devices tithe Golden Door. Members 
of the Iron Gate keep a low profile and 
are rarely seen beyond the locations 

they guard. Although they avoid taking 
}ohs for which I louse Dena Ifs Defenders 

;tilId is better suited, they do provide bodyguards for 
nos' of the important clan lords of the M tor I lolds. 

Ghorad'din: This shadowy group of sneaks and 
assassi us is little known beyond the membership of 
I louse Kundarak. Answering only to Lord Morrikan 
and his six hereditary chieftains, members of the 
Ghorad'din are expert at bypassing security—even 
I louse Kundarak's security—and at a variety of assas. 
siltation techniques. 

Kundarak Iron Gate Guard 	 Level 6 Soldier 
Stt-dicuto tt.1 LIT tli 	 f 	 XP 250 

Initiative 	 Senses Perception +10: low•light 

HP 76: Bloodied 38 

AC 11; Fortitude 21, Reflex 16. Will 18 

Saving Throws IS against poison effects 
Speed 5 

Warinte (standard: at-w111) + Weapon 

13 vs. AC: Tell - S daris.Age, and the target is tnarked until the 

end of the guard's neat torn. 

4 Shield Bash (minor I hound: esKeembell 

-12 vs-fortitude: 1d6 - 5 damage, and the Iron Gate guard 

pushes the target 1 square. tithe target is marked by the guard, 

the guard can shift Into the spare the target vacates, 

Guard Ward 

When within 4 squares of a creature or object it is guarding. or 

wit hin a guarded area an Iron Gate guard gains a +2 bonus to 
all clef c me-% and a S bonus to attack rolls. 

Stand Your Ground 

When In effect forces a guard to move-through a pull, a 

push. or a slide-the guard moves 1 square less than the effect 

specifies. When an attack would knock a guard prone, the 

guard cars make a saving throw to avoid falling prone. 

Alignment Unaligned 	Languages Common. Dwarven 

Skills Uungeoneering 7. Endurance '10 
St: 15 t+5.1 	Dett 111- 3) 	Wis 14 t45) 

Con 20 (.43) 	int 101+3) 	Cha 11 14 31 

Equipment plate ar 	. large shield. war axe 
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The ha Ifelves all louse Lyrandar. masters of sea and 
sky. hear the Mark of Storm. The Lyrandars use their 
mark to alter K borvaires weather and, with the aid of 
Ile gnomes of Lila rgo. to operate elemental airships 
and salt the swiftest elemental galleons in the work!. 

Thank‘ to its elemental airships. House Lyrandar 
is one of the most glamorous of t he dragunmarkecl 
!louses, but it Is not it liont enemies and rivals. Pirates 
harry its trade routes, and 1 louse Orien regards 
transport of passertgers and cargo by 
elemental airship as encroachment on 	-S.-%`••";.4.‘ 
its turf Oilier dmgonmarked houses 
are starting to chafe at what they 
perceive as I loose tyfaikkir's arro, 
gante and recklessness.4ranciar's 
de facto ownership ❑ land at Storm-
home and in Valerian. for example. 
is more flagrant in flot ing the 
Korth Edicts than the other houses 
would like. 

HISTORY 
According to I louse /anchor lore. the 
dark of Storm first appeared more than 
2,000 rears ago on two half elves. ly ran and 
Selav-ash, who saw visions olArawai and Kol Korran 
promising that the haliel ► es would become masters 
ofhtith nature and C0111111MT. The duo traveled 
across Khorvairc. encouraging half elves to divorce 
themselves from both human and elven society. 
Over time. the children of Selavash and Loran-the 
l gran dar-bet -area dragonmarked house. 

The Last War: In the early stages tithe Last War, 
I louse Lyrandar was less involved than other dragon-
rna rked houses, since its elemental airships hadn't yet 
been invented and the Five Nations had little need 
for sea transport. But as the war ground on. various 
governments approached !louse lyrandar allow using 
weather control to gain an advantage on the battlefield 
or to augment farm pros hit-tints at home. House Ix ran-
char agreed, but limited its manipulation to improving 
the weather. For the right price. House Lyrandar 
would provide plentiful spring rainfall or an early 
thaw in the mountains, but refused to cause a drought 
or bog drown an at my in mud or snow. Nations and 
dragonmarked houses paid well For such services. 

KEY LOCATIONS 
Star mhome: just of the northern coast of Anti-

dair at the mouth of Scions Sound, Stormhome is 
the house's largest enclave. This weather-ctintrtilled 
Islam! is a private fiefdom for 1-louse Lyra nda r and 
its guests. 

In the final years of the Last War. Storrnhome was 
a neutral meeting place for spies and power brokers 
from all sides. After the war. House Ghallanda con-
st meted several luxurious inns. making the island 
a popular holitlav destination fir the wealthy The 
island is more than a vacation destination, however. 
Large dry cl acks' repair and maintain Israndar's 
elemental galleons and its Fleet ofelcmental airships. 
One of the oldest buildings on the island. Slate Keep. 
is where young members of I louse lsrandar learn 
sear raft. 

Valenar Holdings: On the plains east (lithe 
Valenar capital oil aer Valaestas are a number of 

villas and small keeps maintained hy 

V2"/4Ir  important heirs of Lyrandar. Some 
young members of / louse Lyranda r 
spend a year riding with a Valenar 
warclan. and Its not uncommon to 
see one 01-  I he Valaes Taint working 
on the deck ofa Lyrandar elemen-
tal vessel. 

Sham: After Storm home. 
Share is the second-husiesi Imh for 

elemental airship and elemental gal-
leon traffic. House Lyrandar does its 
diplomatic and administrative business 
in the Dragon Towers district and has 

NO. MO private chicks in the Cliffside and 
Lower Dura districts. But many pre-fer to con- 

duct business at the elemental airship docking tower 
in the Ilighest 'towers district. since it has the best van• 
tage point in Sham, 

JNI LLIENTIAL MEMBERS 
Baron Esravash dl.yrandar: Within the 

house. the title given the head oil louse 4randar is 
"Firstborn." I•ecattse she is the youngest leader of a 
dragonmarked house, Lyrandar elders sometimes 
call Fsravash "lust-born -  behind her hack. But what 
an elder sees its impetuous. a teenage I y ra tufa r sailor 
calls bold. israv ash is adored by the rank-and-file 
members of the Windwrights Guild in particular. 

F.sravash's immediate goal is to expand elemental 
airship service as much as possible. building (kicking 
towers in nave cities and paying I-louse Ca nnith and 
the gnomes of/Bat-go for more elemental airships. To 

finance these plans. Esras'ash scrtttini/es the house's 
bottom line. and she doesn't tolerate shipping hisses_ 

Esravash plans to stop losses to the pirates of the 
1-ha/Aar Principalities. Elemental galleons are now 
Fitted with catapults. and I louse Iyrandar's spies are 
buss' following the rumors of experimental, magic 
naval weapons said to have been developed hy Ann-
tlair and Kar rnath near the end of the Last War. 

Torval 	 dragonmarked heir 
of an obscure branch of the Lyrandar family. leads 
a shadow• operation known as the Storinwalkers. 

CHM' I ER 6 l Draavninarks 



Throughout the latter hail of the Last I.Var. the Storm-
walkers smuggled fugitives and spies to Stormitinne, 
where they could attend clandestine meetings and 
engage in cloak-and-dagger activities on neutral 
ground..I'lie intelligence that 'forval gathered along 
the way kept 'louse Lyrandar caste step ahem] of its 
rivals. Even though the war is over. many still pay 
haunts-timely for a secret voyage to Stormhome. 

Sofia d'Lyrandar: Solia is in charge of Lyrandaes 
affairs in Shari'. Trouble%hooting various shipping 
crises keeps her constantly en route from the elemen-
tal airship docking tower at the city's pitmacle to 
the Cliffside docks at its base_ Ever since it became 
known that Solia was t'llittil4 'mil% new routes to 
Xeridrik. every elemental airship captain has been 
vying fin her fityor. 

Gil :LDS AND 
ORGAN I ZAT IONS 

Windw rights Guild: Most of Muse Israndar's 
members work with the Windwrights Gtaikl. which 
► ro% ides crews, dockside support. su ► edoring. and 

repairs for seafaring and airborne ships. Any lob on 
an demo ital galleon or an elemental airship is prized 
over one at the dry docks or in the warehouses. 

The %Vindivrights Guild also allows independent 
shipping concerns to pay for the right to fly the I louse 
Lymndar flag and to gm shipping contracts directly 
from the Windwrights. Most independent ship cap-
tains consider the Lyrandar flag to be a deterrent to 
pirates. Some think that it wards off had weather, too. 

Raincallers Guild: Masters of weather magic. the 
guild also includes architects and engineers who con-
struct canals, aqueducts. and reservoirs. Many of the 
itiendiers are constantly on the move. traveling flout] 
place to place according to climate and season. 

Seta's Path: Douse Lyratular maintains its own 
priesthood, venerating A rawai. Kol Korran. and the 
house's founders ',ran and Sclavash. Those who 
follow Sela's Path believe that Amwai and Kol Krirran 
sent Lyran and Seiayash their cfragonmarks to bring 
unity and prosperity to the half-elf - people. 

Lyran's Gift The arcane researchers of brans Gift 
work with House Cannith to make better, lamer de-
metital a irships  and galleons. At secret laboratories in 
Stormhome and on islands in the Bitter Sea. they also 
test magic catapults and other defensive nasal devices. 

Storm Front: This hidden cult holds that the Mark 
of Storm is a gift from the Devourer. not A rawai and 
Kol Korran The Storm Front believes that great hear-
ers of the Mark of Sturm live on after death as krakens 
in the deeps and will arise when called to ensure 
Lyra ndar dominance over sea. sky, and even land. 

Storm Front Cultist 	 Level S Skirmisher 
Medium natural hunianmd, lull elf 	 xY :1) 

Initiative -11 	Senses Perception -4; low•ight vision 
HP 88: Bloodied 41 
AC 22: Fortitude 20, Reflex 21, Will 20 
Speed fi 
C4 Rapier (standard: a•wilft • Weapon 

-20 vs_ 	IdS - 7 damage 

Storm Strike (standard: I • MID + Implement, Lightning 

Ranged S.: 4  16 vs._ Fortitude. 1d8 - 7 lightning damage, and the 

cultist shales the target 1  square. 

Thundering Advantage ♦ Thunder 

The Storm Front cultist deals, 2d6 extra thunder damage against 

any creature granting combat advantage to it, and slides the 

target 1 square, 
Rapid Shift 

A Moen' F tont culti%t can shift 2 squares as .1 move action. 
Alignment Chaotk evil 	Languages Common 
Skills Athletics -12. Diplomacy 9, Insight • 6. Stealth 014 

Ste 17 (•) 	Dex 21 (I-9) 	W1110(i4) 
Con 161+71 	Int 11(/ 4) 	Cha 17 i+71 
Equipment leather armor, rapier, wand 



House Medan' is the smallest and one of t he young-
est of the dragoama rked houses. WI its members. 
hearers of tier Mark of 1 /ewes ion. arc seemingly 
everywhere, acting as sentries. magic researchers, 
atIvisors, itatti isit Wes. and spy-catchers. 'the half-ekes 
oil louse Medani pride themselves on their •ircum-
spect nature and their powers of observation both 
mundane and magical. 

Moreno than most dragonniarked houses. [louse 
Medaiii has a strong geographical as,ex mom, -nw  
Mark of 1 /etection first emerged among the half elves 
of Breland. and to this day. more thin bailor the mem-
bers of the Imam. still live within Breland's borders. 

H I STORY 
The Mark of Iktect ion appeared 
more than 1.500 years ago in the 
collection ofha If elf families that 
would become 1 louse Medani. 
Members of the house ►yere so 
effective at using their power qui-
etly that the other houses initially 
thought they were bearing an aber-
rant mark when I Incise Camnia' 
discovered them in the middle of 
the War of the Mark. Because House 
Medan' had no aspirations beyond 
a few provinces In Breland. It took a 
great deal of negotiation and not a kw 
veiled threats-to persuade it to join the other dragun-
marked houses. 

liven after formally becoming a draw unmarked 
house. the Medanis remained at arms length from 
the polities oi the tither houses. Many call them dim,' 
or inscrutable. and the other elragonmarked houses 
question whether I louse Medani is closer to the Bre!• 
ish crown than it is to the other houses. The distance 
betuureit I 	Medani and the other houses is the 
result of more than suspicions met Brelish 
ewe. hwever. Fundamentally, a house that notices 
everything. apprehends spies (many Madams and 
Thor:Innis among them). and keeps its secrets to itself 
is a house that's bound to make everyone else nervous. 

The Last Wan 1 he other houses' suspicions about 
House Medanfs connections to the crown of Breland 
have some merit. As the Last War raged on. House 
Nledani increasingly became the counterintelligence 
ann of the Brelish government. Although Ow house 
didn't engage in espionage directly. it did apprehend 
&bens of spies from other nations and powyr groups, 
and it performed a lot of investigative law enforcement 
while mom able-luxlied watchmen and guards were 
off at war..1.'hat roluter11011 !XI Weell house and crown 

survived the war intact. and House Medani has a 
subtle but pervasive influence art the Brelish king. 

KEY LOCATIONS 
Tower of Inquisition: A blocky stone tower in 

Wruat midway between Brokenblade Cast k (King 
Borand's palace) and Parliament I fall, the Tower of 
Inquisition is used for the interrogation ol prisoners 
apprehended by I louse Medani nr hr King Bora ners 
agents. It is also where Baron Trelib d'Medani man-
ages the Warning Gtaikl's affairs. Those who visit as 
diplomats see only a kuv well-apitointeci pavilions 
near the top of the tower. Those who are subject to 
Medan[ interrogation in the warrens below rarely 
speak of what they've seen -and since they're usually 
imprisoned by Breland or another authority after-

ward. they have few opportunities to 
describe their experiences. 

Arytha ► n Keep: This fort in 
%make:1st Thane, heavily damaged 

-my  in the Last War. has recently seen an 
influx of House Medani personnel. 
all members of the Thousand Yard 
Stare, which is charged wit Ii patrol 
hug the borders of the Nlottruland. 

The house has entered into an arrange 
ment with Thrane: The Meda ins will 
repair the keep in exchange fur the 
right to garrison the riders the Thou-
sand Yard Stare there. Columns of 

cavalry are always arriving and depart- 
ing to the easi -a quick fOrd ofthe 

and the riders are In the Moundand. 

INFLUTN T I AL MEMBERS 
Baron Trellb d'Medani: A longtime friend of 

King liorani l,'1 relib knows exactly what this friend-
ship costs him: anti-Nledani suspicion among the 
other dr:iglinsitarktul houses and diplomatic dillicul-
ties for Bora nel. Yet he remains at the king's side. 

Some suspect darker [notices for Trelib's dose con. 
nection to the Brelish crown, and wonder just how 
many Medani agents and sympathizers live and work 
in Brokenblade Castle. But most court observers say 
there's a simpler reason for Trelib's omnipresence. 
King Boranel has charged Tali') with figuring out 
who murdered 'Wand's first wife. Queen Chaseva. 
!louse Medani elders know that Trellb is consumed 
with finding 	killer. even to the point of neglecting 
house business. 

Taldor d'Medani: Taklor leads the Basilisk's 
Gaze. a group charged with hunting war criminals 
from the List War. liven among the cerebral Medani. 
laIdor is considered something of an eccentric. 
le claims to haw sharpened his powers of obser-

vation mud reasoning through rigorous mental 
training and to have left -extraneous thought and 



Medani inquisitive 	 Level 8 Skirmisher 
Medium oatur .i1 114,111411104  lsuttt.tn 	 XI) 	I 

initiative • 	Senses Perception +14 

HP 8 iliac:died 43 

AC 24; fortitude 18, Reflex 19, Will M 

Speed 6 

J Digger (stanalard:atwill) + Weapon 
411 vs At': id4 4 damage . 

® Repeating Crossbow (standard: 	+ Weapon 

Ranged 101201 -11 vs. At - - li14 •- 4 damage, 

- 1109111ibtive's Ey. (minx; recharge 

Ranged 10; targets one enemy; the Medani inquisitive deals 

2d6 extra damage on the next attack it makes against the target 

before the end of the iisquisitiv•'s next turn. 

4. Blinding Powder (standard; encounter) 

Claw burst 3; -11 ss. Will; the t arget is blinded and slowed 

(save ends botli,c 

Slippery Customer (entree; at•will) 

The inquisitive shifts 3 squares and ignores difficult ter rain.  
Alignment Unaligned 	Languages Common 

Skills Insight +14 

Str 11 1.41 	Dex 14 i+-6) 	WU 20 (+9) 

Con 1S1•61 	Int 21(±9) 	 Cha 12 (+S) 

Equipment dagger, repeating crossbow with 20 bolts. 1 dose of 

blinding powder 

Encounter Level 6 (XP 1,300) 
• L Medani Inqulsitives (level 8 skirmisher) 
• 4 human guards (kvel 3 soldier. MAI 162) 

Encounter Level 6 (XP 1,300) 
• 2 Medani Inquisitives (level 1 skirmisher) 
• 3 dwarf hammerer% (level 5 soldier. AIM 97) 

PTER 6  I  Dragonmerirs 

counterproductive emotion" behind. lithe typical 
I louse Medani member projects calm rationality at 
all times, then Taklor is like a living statue. Some 
say he doesn't even blink without considering eyelid 
it1O► C1T1C111 first. 

Channara d'Medani: Head of the Thousand 
Yard Stare. Channara d'Medani is torn between the 
crisis-a•tlay matter of rebuilding A rya hawn Keep 
and assessing the field reports from the Mournland 
patrols. and wanting to venture out into the field her. 
self. Neither Channara's counterparts in the Thrane 
and Rrelish governments nor her superiors within 
House Medani have any idea how vast the Mourn• 
land's western border is. The Thmisand Yard Stare is 
stretched to the limit. and Channara regards every 
Mourtiland mousier that makes it into Thrane or 
Breland as a personal failure. 

Channara is also aware that the Thousand Yard 
Stare doesn't venture far into the Mournland. She's 
curious about what the interior of the Mournland is 
like. but she doesn't have the personnel to find out 
herself. She's willing to contract with explurers to 
scout deeper Into the Mournland than her patrols can 
go. but given the repulsion of the Mournland. she 
has Fou nd no takers so far. 

GUILDS AND 
ORGANIZATIONS 

Warning Guild: Bodyguards. inquisitives, and 
sentries across Khorvaire either are members of 
the Warning Guild or pay dues to obtain certillca• 
tion from House Meda n i. There's mane conflict with 
I louse Driven h over the market in bodyguards. but 
House Medani is small and subtle enough that it 
hasn't caused a major rift yet. In general, people hire 
a House Deneith bodyguard when they expect to he 
attacked, and they hire a I louse Medani bodyguard 
when they suspect someone might be plotting against 
them. but they aren't sure who. 

The Warning Guikl also provides some intelligence 
functions to the I louse Medani leadership (and. by 
extension. to Breland). But the tnembers of this guild 
aren't spies—they're the people who catch spies. Their 
information is often better at explaining the motives 
behind another nation's actions than it is at predict-
ing and countering what that nation will do. After all. 
when Medani learns what a captured spy was trying 
to find out. that knowledge reveals a lot about what 
the spy's masters don't know yet but would like to. 

Thousand Yard Stare: I louse Medani secured 
a contract from the governments of Breland and 
Iltrane to have its members patrol the periphery of 
the Mournland and provide early warning of mon-
sters or straw magical phenomena crossing into 
settled lands. House Medani gave the riders a typi-
cally circumspect name (the -11kstern Mournland 
l‘rorking Group"). But after the first patrols came  

back to eivileysion with a haunted look in their eves. 
the Thrane locals started calling them the "Thousand 
Yard Stare.-  and the name stuck. in the three years 
that the Thousand Yard Stare has been watching the 
border of the Mournland, its members have provided 
early warning of everything from strangely twisted 
giants on the march to living spells spinning out of 
control. But the Thousand Yard Stare can't he every-
where, so the dangers of the Mournland sometimes 
cross the limy River or the dea•gray mist. 

Basilisk's Gam: Secret codicils to the Treaty of 
Throttehold listed war criminals wanted by each 
of the Five Nations. and ever since the end of the 
Last War. a group of Medani operatives known as 
the Basilisk's Gaze has been charged with tracking 
dimwit and apprehending these war criminals. Many 
of those named in the codicils are living openly else-
where in Khorvaire. in the Iwo years since the war's 
end. the Basilisk's Gaze has apprehended dozens of 
terrorists and war criminals, but that's only a small 
portion of the names listed in the codicils. 

ENCo1n 1TR GROUPS 
Medani inquisitives often work alone, but if t hey 
expect trouble. they join in small groups and bring 
some musck along. 



CHAPTER h Draootemarks 

Members oil !MSC Odell carry the Mark of Passage. 
and they dominate the business of overland travel. 
From caravan trains to couriers, the members of 
House Orien are the masters oldie road. Their trade 
has little glamor. and the del izens 	Orien 
are practical. with no patience for arrogance or con-
ceit. But they arc proud: They haw kept the l i tics 

of trade flowing across Khorvaire for nearly 2.000 
years. Although only humans carry the Mark of Pas-
sage, House Orien is a cosmopolitan house: Elves. 

half-elves. eladrin. hal forrs. and even doppelgangers 
and shifters have all married lino the line over time. 

The Trade Roads: Centuries before the creation of 
the lightning rail. I louse Oriel' hulk the w major trade 
roads connecting the Five Nations. Rum -carved stones 
are buried beneath the surface oft hese roads. Orielis 
caravans and the tack of their messengers' mounts are 
inscribed with arcane sigils. A hearer of the Mark of 
Passage can perform a ritual to increase the speed of a 
caravan or a mount that travels these roads. 

The lightning Rail: Since its creation in 811 
Y K. the lightning rail has been the symbol of House 
Orien. Faster than any caravan, it is a safe and secure 
method for transporting goods and people across 
Khorvaire.  Only a bearer of the Mark of Passage can 
control the elemental that powers a coach. Many 
lightning rail !Ines were damaged during the Last 
War. and the house is stilt rebuilding the network_ 

Teleportat ion: Origin's First Step mage ► rights 
arc the foremost experts on [deportation in ilw Five 
Nations. They developed the Linked Portal ritual. and 
most permanent teleportat ion circles in Khorvaire 
are Oriels's- However, teleportat inn is still a fledgling 
science. and many people are nervous about using it: 
a ride on a lightning rail or a 1.yrandar elemental air-
ship might take longer. but it is seen as safer. 

HISTORY 
The Mark of Passage appeared in the region of 

nda i r about 1,900 years ago. The merchants and 
teamsters who developed the mark were experienced 
travelers who soon discovered their common bond. 
Initially, there was some competition between the 
marked families, but members soon realized what 
they could accomplish by working together. 

Through a combinatkin of magic and diplomacy. 
House Mien secured safe passage for its caravans. 
As its fortunes grew. the house improved existing 
roads and developed new ones. In the days before the 
Sivis speaking stone network. /louse Orien ran a post 
system that was used across the Five Nations. 

The lightning rail was developed with House 
Cannith and the elemental binders of Zilargo. This 
technology revolutionized !louse Orient business. 

TELEPORTATION CIRCLES 
Other. vanished cultures also developed portal rituals 
and left teleportatian circles behind. Dragons. demons, 
the wizards of Ohr Kaluun in Sariona, the giants of 
Xen'drik—all left tele portation circles in the world. wait 
i  rig to be found. 

You could reflect the fact that the science of teleporta 
tion  Is still In its early stages by having unusual mishaps 
occur.  Aside  from  sending people  to  the wrong destirsa 
lion. a teleportation error could accidentally open a planar 

portal. or  call a dangerous creature  through the gate. 



Hand of Orien 	 Level 7 Controller 
Medium sutural humaniX•1 

Initiatiw. • S 	Senses Perception 411 

HP 77: Bloodied ill 

AC 21. Fortitude 18, Reflex 19.Will 21) 

Speed 6 

O Dagger (standard: at-wilt) ♦ Weapon 

.12 vs. AC: 1d4 - 2 damage. 

›f Disrupting Warp (standard; at-will) ♦ Force. Teleportation 
Ranged 10; 	vs. Will; 2d6 5 torte damage. anti the Hand of 

Orton teieports the target 1 square. 

Painful Jaunt (standard; recharge IX'i i i • TeleportatIon 
Ranged 1D; Al I vs_ 	3d8 -4 5 damage. and the }land of Oriel, 

causes the target and one ally within range to swap positions_ 

'* Temporal Disruption !standard; encounter) 
Area burst 1 within 10: -9 vs_ Wm; the target is dazed and 

slowed i1.111`f ends bothi.Ajteregect: the target is slowed (saw 

ends!. 

Dimension Hop (standard: recharge 	11 ) • Teieportation 
1 hk• Henri of Orien teleports 3 squares and pan J 2 bonus to 

all defenses until the start of its next turn. 

Alignment Unaligned 	Languages Common 

Skills Endurance • 9. Insight -11 

Str 13 (-4) 	Dex  141.5) 
	

Ms 16 (+6) 

Con 11 i,dt 	int 19101 
	

Cita 13 I-441 

Equipment dagger 

11,11 1 1ER 6  I  Drosonmarks 

and soon the trailblazers were laying conductor stones 
across Khorvaire. 

The Last War: I In Last War was difficult lin-
I louse Orien. Bridges were destroyed. Lightning 
rail lines svere broken. And toward the end of the 
war, !louse Lyrandar took to the air. House Orien's 
dominance in the field of transportation is no longer 
assured. With this changing situation in mind. I louse 
Orien has redoubled its work with teleportat ion. 

KEY LOCATIONS 
I louse Orien is one ol lire iitoist widespread oldie 
IKM1Se.S, with outposts across Khorvaire. It has was sta-
tions in many remote villages as well 
as outposts in the Eldeen Reaches and 
Droaam. These way stations ins primarily 
support the caravans that pass through, 
but they an• also trailing posts. The 
original Orien families were mer• 
chants as %voil as teamsters, after all. 
l'•nnanent teleportation circles can 
be found in every major city. 

Journey'sHome: }louse Orietis 
base of operations is located in the 
city of Passage in Aundair. This mas 
she enclave takes up almost a third ol 
the city. Lightning rail ouches. conductor 
saws. and many other goods arc produced 
here. It is the heart of the house, and all Orien heirs 
come to Journey's I tome at some point in tlwir lilts to 
learn the ways of the house. 

INFLUENTIAL MEMBERS 
Baron Kwanti d'Orien: Baron Kwanti is a 

dynamic. energetic barman who hates to stay in one 
place. I le spends most of his lime on his personal 
lightning rail coach, the Silwr Unicorn. traveling from 
enclave to enclave to 1110/1RO• allhirs. Despite his wan-
derlust, he is a clever businessman. It was Kwaini who 
diverted funding to the First Step program. Now he's 
searching for a way to get enough funds to repair the 
lightning rail lines shattered during the war. and to 
create new lines to bypass the Mournland. Ile could 
he a patron for a group of PCs. if Ire comes up with an 
adventure that could bring profit to the house; a party 
working for the baron would have full access to the 
lightning rail, caravans. and teleportat ion circles, 

Jaunt: Jaunt is one of the lew •ladrin in I louse 
Orien. a child of explorers who fell in !m• with 
ll•rron and chose to abandon Shac Loralvndar two 
centuries ago. Jaunt is one of the most respected 
wizards in the First Step: she is fascinated by tele-
purtat ion, and has been exploring traditional ritual 
► agk- , her human !intim:maws' Mark of Passage. 
and her own racial abilities in her quest to unlock 
greater secrets. She is brilliant, but overconfident and 
impetuous. 

GUILDS AND 
ORGANIZATIONS 

Couriers Guild: This guild specializes in the 
delivery of small goods. including the post. The guild 
licenses independent messengers and couriers, and 
maintains an elite ii-irce trained to make deliveries 
into dangerous locations. the development of telepor 
tation circles is revolutionizing the Couriers Guild. 

Transportation Guild: Perhaps the largest of 
all the dragonmarked guilds, the I ransportation 
Guile) deals with both cargo and passengers. 'lens of 
thousands of peopie work liar the guild, preparing 

goods for shipment. running the lightning 
rail, maintaining the trade roads, and 
performing the titany unseen jobs that 
keep people and goods moving across 
Khorvaire. 

Trailblazers: Someone nerds to 
lay  the  conductor stones and plant the 
runic anchors. The Trailblazers are 
the scouts who explore new routes 
and lay the first stones. A player 

character who has tics to the house 
could easily be called in to ► ork with 

the Trailblazers. 
Unicorn's Horn: Even though I louse 

Mien employs I kawith mercenaries for gen- 
eral security. the house maintains an elite force to 

deal with high risksituations. Among die members of 
the Unicorn's I lore are flea- I lands of Orion. dragon-
marked heirs who have learned to use their mark to 
warp tunic and space. 



The elves of House Phiarlan carry the Mark ofShadow. 
a gift that lends itself to illusion and deception. It 
comes as no surprise that 1 louse Phiarian has two 
faces. 16 the public. it is the house of entertainment. 
a source of actors, bards. and artists of great skill. But 
those who have the swab h to afford its services might 
learn of the houses dark side—the Serpentine Table. an 
organization of spies with eyes in every shadow. 

The Entertainers and Artisans Guild is more than 
a cover for Phiarian spies. Its five demesnes are the 
foremost centers for the arts in the Five Nations. 
and Phiarlan bards are found in every city 
in K horva ire. Olcourse. some of these 
entertainers are spies. or have agents in 
their retinues: a skilled entertainer can 
gain access to places a spy could never 
reach. 

liouse Madan has close tics with 
!louse Ghallancla. because Phiarlan 
performers often work at Ghallanda's 
hostels. The houses generally stand 
together when there arc disagreements 
among the Twelve. 

HISTORY 
I louse Phiarian traces its history back to when the 
enslaved elves of Xendrik rose up against their giant 
masters. A traveling band of scouts and bards raised 
morale and brought news and information to the scat-
tered tribes. They called themselves "phlarlans: an 
Elven word that translates roughly as "spirit keepers_ 

When t he elves lint tided the island nation of Arr. 
ena I. the Phiarlans traveled between the city.states 
as troubadours and mediators. SometiMeS mediation 
worked. but the Phiarlans also learned the power of 
passing information to the right people. With the rise 
of the Undying Court. they served the Sibling Kings as 
spies in an effort to help maintain order in the land. 

Then the dragonmarks appeared. Though their 
nature was a mystery, it was clear that they were con-
nected to the l)raeonic Prophecy—and the dragons 
had long been enemies of Aerenal. Suspicion fell 
upon the dragonmarked and grew worse when it 
was shown that the line of Vol (hearers of the Mark 
of Death) were allied with dragons. Fearful that they 
might share Vol's fate. the Phiarlans fled to Khor-
vaire, where they joined to become !louse Phiarian. 
Their artistic skills earned them a place in the Five 
Nations. and in time the Serpentine Table offered its 
services to those in power there. 

The Last War: During the Last War. I louse 
Phiarlan served every nation in the conflict. As the 
war raged on, however. different family lines within  

the house developed conflicting loyalties and found 
themselves working at cross-purposes. The result-
ing Shadow Schism split the house. resulting in the 
creation of I louse Thuranni and the near extermina-
tion of tlw Paelion family. In the wake of the Shadow 
Schism. !louse Phiarlan retains greater resources 
and better intelligence-gathering capabilities, while 
House Thuranni has trained assassins and the will-
ingness to use them. 

KEY LOCATIONS 
Phiarlan influence is strongest in Aundair, Thrane. 

and Breland: the house lost most of its holdings in 
Karrnath and the Lha -zaa r Principalities during 
the Shadow Schism. 

The Demesnes: Phiarlan tradition 
divides the arts into five disciplines. 
Although Phiarlan enclaves can include 
those who practice any of the disci- 
plines. the most important enclaves are 
the live centers known as demesnes 
where the greatest artists and teachers 
ofeach discipline can be found. 

The Demesne of Memory is located 
in Fairhaven in Aundair. Embodying 

f 	 the discipline of the written word. it 
houses Phiarian's stories a nd history. 

The Demesne of Motion in Breland's capital. 
NVroat. focuses on physical arts such as dance. 

gymnastics, and contortion. Acrobats of the Carnival 
of Shadows. a traveling circus sponsored by the house. 
and spies of the Serpentine Table study here. 

The Demesne of Musk- is in Flarnekeep. the capital 
of Thrane. This discipline includes both vocal and 
instrumental music. and the demesne's vaults hold 
instruments and works from every culture. 

The Demesne of Shape is in Thalinst. in Throw. 
It is lOcused on material arts such as sculpting and 
painting. Most masters of these arts left the house 
during the Shadow Schism. 

The Demesne of Shadow. originally located in 
Wird. the onetime•capital ofCyre. was reestablished 
in Sharn following the Day of Mourning. This demesne 
teaches the arts of deception—illusion and puppetry 
as well as oratory and acting A storyteller learns his 
tales at the Demesne of Memory. but at the Demesne of 
Shadow he learns how to bring them to 

Taer Syraen: The elves of I louse Phiarian dis-
covered this feyspire. and over the course of several 
centuries, a mixed clan of eladrin and elves bear-
ing the Mark of Shadow grew to prominence there. 
Unhindered by the Korth Edicts, this clan serves 
the prince oldie Winter Citadel as spies and secret 
police. Nov that they appear to be stranded in 
Karrnath, the clan leaders are exploring their rela- 
tionship with their distant kin in I louse Phiarlan and 
House Thuranni. unsure how to proceed. 

ClIAPTER G Dragonmarks 



Phiarlan Spy 	 Level 6 Lurker 
Medium fry humanoid. cif 	 kP 1.11 

Initiative *12 	Senses Perception - 13: darkvision 

HP SS: Bloodied 27 

AC 20: fortitude 17. Reflex 20. Will 19 

Resist see shadowform 
Speed 

(r) Dogger standard: 	• Weapon 
- 11 vs, AC: 1d4 • S damage. The Phiarlan spy shifts 1 square 
lw- fwe or after the attack. 

f Shadow Slade (standard: requires dagger and combat advantage 
mainst the target at.w111)* Weapon 
+9 vs. Reflex: 3d4 r 5 damage, and the target is slowed and 
takes ongoing 5 necrotic damage (save ends Iwthl On a hit, this 

attack recharges shodonfonn. 

Shadowform (minor; see shodewblade) 
The PhIarfan spy assumes a shadowy form until the end of 
its next turn. In this form, it gains total concealment and 
insubstainiaL 

Veil of Shadows (minor: at-wM)* Mission 
The Marian spy can disguise itself to appear as any Medium 

humanoid. A successful Insight check (opposed by the spy's 
Bluff checks pierces the disguise. 

awn Accuracy (free: encounter) 
The Phiarian spy ran rerun an attack roll and must use the 
second roll. 

Wild Step 
A Phiarlan spy Ignores difficult terrain when It shifts. 

Alignment Unaligned 	Languages Common. Chen 
Skills Acrobatics *13. Sluff —15. insight .11. Nature +8. Stealth 

•13. Thievery +13 
Str 13 (44) 	Des 20 (+8) 	Wis 16 (•61 
Con 14 (+5) 	Int 14 (+5) 	Use 18 (+7) 
Equipment dagger 
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iNFILILNTIAL MEMBLRS 
Baron Minor Elorrenthi d'Phiarlan: I lead of 

!louse Phiarlan and leader of the Detncsite of Shadow. 
Elvittor is a bard of exceptional skill. 1 ler years weigh 
upon her, and she is looking for a successor—not some 
one to lead the house, but someone to learn the secrets 
that she has borne Ibr centuries. She knows tales long 
forgotten—stories that might be the key to great adven• 
tures. IFshe takes a PC Madan as her apprei it ice. 
thew secrets could inspire a campaign. 

The Hydra: A potential customer cannot contact 
be Serpentine Table directly. Instead. the 'Fable 

contacts the client. Using the Disguise Selfritual. the 
Table's spokesperson can appear in any number of 
guises, but always refers to himself or berselfas the 
Hydra. les possible that there is only one Hydra, but 
in all like liltood many agents assume this rule. A cun-
ning PC could falsely represent himself ur herself as 
the Hydra.-but those few known to have done so were 
all assassinated short ly thereafter. 

GUI LDS AND 
ORGANIZATIONS 

Entertainers and Artisans Guild: 'lit is guikl 
is I louse Phiarlan's public face. It runs most of the 
theaters. musk halls, circuses (including the traveling 
Carnival of Shadows), and similar establishments in 
Khorvaire, which employ only guild•lkensed talent. 
Phiarlan heirs are among the finest pet-limners In 
the world. but anyone can be licensed who meets the 
guild's standards and pays its annual fee. 

The Serpentine Table: The agents of this covert 
espionage organization are spies. not assassins. Even 
lower•echelon agents of the Serpentine Table know 
little cults structure and membership. Its deep agents 
have spent centuries establishing their covers. 

Every Phiarlan enclave has a liaison that acts as 
the go•between with the Serpentine Table, but this 
agent knows little of the operations in the city; the 
true spymaster will always be hidden. The services of 
the Table are available by invitation only. Those in a 
position to benefit from the Table's services might be 
visited by the Hydra. who negotiates terms. 



Bearers (lithe Mark of Scribing, the gnomes of House 
Sivis are masters °I-communication. It is the arcane 
mark of a Silas gnome that proves the veracity of a 
Kundarak letter of cred h. and the speaking scones of 
Sivis that let a person in Sham send a message to 
someone in Qbarra. Working as mediators. transit'• 
tors. and vessels for long•distance communication, 
the heirs of house Sivis have played an invaluable 
role in bringing people and nations together. They 
have maintained a reputation for absolute neutral• 
itr and confidentiality for nearly 3.000 yvars, a vital 
shield for a business that carries the messages of 
spies. criminals. and kings. Yet some wonder 
what secrets the house might have. Who was 
responsible inr the death] of King Jarot? 
Who destroyed the Glass Tower of 
Sharn? It's possible that the answers 
lie hidden In the vaults of House Sink. 

I louse Sivis is divided into twelve 
families. including the "forralyns. 
Severins. Lyrrimans, Syrralans, Cot, 

 ralyns. and Santors. The gnomes of 
[louse Sivis love political intrigue. and 
although this penchant is rarely allowed 
to threaten the operations of the house. 
any heir might be drawn into the 
schemes of his or her family. 

H I STORY 
Zil society has long been dominated by influential 
clans. and the families within Clan Sivis were well 
established long before their mark appeared. To avoid 
the jealousy of rival clans, the Sivis gnomes made 
themselves as useful to their neighbors as possible, 
establishing the code of neutrality that they have 
upheld to this day. House Sivis has always been a 
sensible. impartial voice among the Twelve, and has 
often helped mediate disputes between the other 
dragon marked houses. 

The greatest turning point in the history of the 
house came in 783 Y K. when Tasker Torralyn d'Sivis 
invented the first spatking stones. Today. Sivis mes-
sage stations are found in every major city in the Five 
Nations. carrying words swiftly across the continent. 

The Last War: House Sivis prospered during the 
war, as generals and kings relied on it to transmit 
messages to officers in the field. Muse Sh•is held fast 
to its neutral stance. and in those cases where mes. 
sages were intercepted, it was never the fault ache 
house. This refusal to take sides resulted in record 
profits for the house. and Baron Lysse Lyrri man 
d'Sivis has Invested this gold In a new project—
unlocking the secrets of the Draconic Prophecy. 

KEY LOCATIONS 
The Labyrinth: The ancestral citadel of House 

Sink is located in Korranberg. The name refers not to 
the towers that rise unvard the sky, but to the maze ni 
caverns stretching out below the enclave and under 
the Seawall Mountains. Once home to the ances-
tors of the clan. these caverns are festooned with 
carvings—historical records dating back to the Age 
of Dhakaan. etched carefully into the stone walls. 
Today, these tunnels also serve as the ranks of the 
house. holding records of vital communications and 
other secret lore. 

INFLUENTIAL. MEMBERS 
Doyenne Lysse lyrriman d'Sivis: Lysse lyrri- 
man is a brilliant administrator and a cunning 

strategist. as demonstrated by her having 
held her post for the last ninety years. in 
addition to maintaining the traditional 

businesses of the house. she has invested 
considerable capital in Tasker's 
Dream. It is under her direction that 

t his organization has been investigat-
ing the 1)raconic Prophecy. 

Talia Torralyn d'Sivis: Thlia is an 
agent of Taskees Dream. and the young-
est heir to master the potent skills of 

the Wordsmith. She prefers to conceal 
her true intelligence and power From 
strangers. playing the part of a curious 

apprentice or an absentminded sage. 

GUILDS AND 
ORGANIZATIONS 

Notaries Guild: The Notaries Guild oversees 
services tied to the written word. in addition to 
producing legal documents and authenticating let-
ters of credit for House Kundarak. the guild licenses 
cartographers, bookbinders. scribes. translators. 
accountants, and others in related professions. A 

S1V1S STONtSPEEC1-1 
The gnomes of Tasker's Dream created the artificial 
language known as Stonespeech for the purpose of core 
densing large amounts of information into small linguistic 
packages. It is a difficult language to master, and counts 
as two languages For the purpose of the Linguist feat (PH 
1981: however, when someone who knows Stonespeech 
uses Sending or any other power or ritual that carries a 
limited word count, he or she can triple the length of the 

message by using Stonespeech to communicate it. (The 
recipient of the message must also know Stonespeech for 
the communication to succeed.) The language is a trade 

secret of Halm. Sivis., and it would be quite unusual for 

an outsider to know it. 
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Sivis Wordsmith 	 Level 12 Controller (Leader) 
Small  fey humanoid, gnome 	 XP 700 

Initiative -2 	Senses Perception e8. low-light vision 

HP12 -1; Bloodied 61 

AC 16: Fortitude 25, Reflex 24, Will 15 

Speed C 

(S: Dagger (standard; 	+ Weapon 

-16 %.c. Reflex; 2d8 	tiatitJr 

4* Word of Stasis (standard: at•will) Charm, Psychk 
Ranged 10: - 16 .1. Will. 2d8 psychic damage. and the target is 
dated {save ends t 

4' Dictate Destiny (standard; recharge II) • Charm 
Ranged 10: • 16 Vt. Will. the target is dominated I save ends), 

4(-- Voice of Reason (minor; encounter) 
Close burst ra: eac h ally In the burst can Make a saving throw 

against any charm or fear effect, with a 3 bonus. 

Fade Away (immediate reaction. when the wordsmith takes 

damage: encounter, + Illusion 
1 he Sivis Wordsmith becomes invisible unto after he or she 

attacks or until the end of his or her next tom. 

Reactive Stealth 
If a Sivis Wordsmith has cover or concealment when he or she 

makes an initiative check at the start of an encounter. he or she 
an make a Stealth check to remain hidden. 

Alignrnent Unaligned 	Languages Common. Diem Oraconic, 
Giant. Stonespeech 

Skills At caw 418, History 416. Religion -16, Stealth +9 

Str814-S) 	 Dex 131 4 21 	Ws IS (4-8) 
Con 19 (1, 10) 	Int 20(411) 	Cha 11 ( - 12) 
Equipment stagger 

number of smaller branches within the Notaries 
Guiki handle specialized work: Aureon's Press is 
the primary source of arcane ritual scrolls in the 
Five Nations, and the I hidden Word Is a division 
that works on cryptography and code breaking 
techniques, 

Speakers Guild: The Speakers Guild maintains 
and operates the network of speakirw stones and 
provides Sending ritual services. It also oversees 
a number of professions tied to the spoken word. 
The guild trains and licenses barristers, mediators, 
heralds. Interpreters. and other similar professions. 
Although some of these services overlap with those of 
I louse Phiarlan. as a rule the Speakers Guild handles 
practical matters of communication. while House 
Phiarlan focuses on artistic endeavors. 

Oversight: Oversight is the security arm of House 
Sivis. Oversight is charged with protecting the house 
from all mariner of spying and theft of information, 
but it also polices the house's members. House Sivis's 
reputation relies on the assurance of absolute con• 
fidentiality for clients; if an heir leaks confidential 
information. Oversight will act swiftly and ruthlessly. 
Oversight has strong ties to [louse Phiarlan. House 
rho ratini. and the Trust of Margo. and might call on 
these groups for assistance. 

Tasker's Dream: Tasker's Dream is a think tank 
dedicated to developing new forms of magical and 
linguistic communication. In addition to working to 
improve upon the Sending ritual and the speaking 
stones, Tasker's Dream is exploring the potential of 
telepathy and even developing new languages. 

These practical projects provide cover for the 
true work of the unit. Tasker's Dream is dedicated to 
unlocking all secrets of linguistic magic. including 
the Dracunic Prophecy itself. The Wordsmiths of 
Tasker'• Dream will pursue any lead that could shed 
more light on the Prophecy. and arc especially inter • 
esIcti in Prophecy marks found etched into the earth. 
A PC who has ties to I louse Sivis could be recruited 
to help the Dream unlock the secrets (tithe Proph-
ecy, or to undermine its work lithe Dream's plans go 
beyond house interests. 

ENCOUNTER GROLIPS 
Player characters might encounter a Sivis Wordsmith 
anywhere the Prophecy Is manifested in t he world—
in a Prophecy mark that appears in an enormous 
cavern in XenArik; in the Sky Caves ofThieren kat. 
lifted from the dust of the Mournland to float in 
the sky for a brief time. their twisting passages both 
Inscribed with and actually forming letters of the 
Prophecy; or in an ancient vault where the treasure 
of a dragon is unearthed. A Wordsmith always travels 
with protection appropriate to the anticipated danger. 
which might include hired muscle or men monstrous 
mercenaries. 

Encounter Level 11 (XP MOO) 
• 1 Sivis lArordsmith (level 12 controller) 
• 3 tolnotaur warriors (level 10 soldier. 411111 190) 
+ I ogre warhulk (level 11 elite brute. 11M 199) 
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ores also serve in 'moans. since the natives are often 

more comfortable with ores than with humans. 

Over the years. a rivalry has developed between 

(louse Tharashk and House Deitch's. Tharashk 

bounty hunters compete with the Sentinel Marshals 

of DDrlrcitlt, and the 1.iondrake's Roar has broken 

Derwitls's numopoly on the mercenary trade. Arro• 

gain and ambitious, House Tharashk also seeks to 

increase its own influence among the dragonmarked 

houses by taking I louse 01111111h down a notch. par-

tit sl larhr since Cannith's once.promi ens position 

has already been diminished by the catastrophe of 

the Mourning. To date. I louse Cannith's nerd for the 

dragonshards provided by house Tharashk has kept 

this feud from escalating. but that could change. 

H !STORY 
1 . 1w Mark of Finding manifested about 1.000 years 

ago among three Shadow Marches clans—the Torrns. 

the Veldcrans. and the Aashtas. Tlw exploits of dragon-

iirarked lassiters (pile kly became legelidary. Three 

liundred years ago. a team of Sivis gnomes came to 
bite Shadow Marches searching for this dragonmark. 

Assisted by the gnomes, the clans bearing the Mark of 

Finding joined to twin their own house. They named 

the house Tharashk—a Goblin word meaning "united." 

lhe newborn house quickly carved Omit a niche 

for itself. The heirs of Tharashk have always been 

survivors. and they quickly adapted to life in the Five 

Nations. 'the Shadow Marches have rich deposits of 

dragonshards. and sipon /earning the value dthese 

stones the clans of Tharashk used this mineral wealth 

to craft a foundation fur their !anise. Since then. their 

power and influence has slowly grown. There arc still 

those in the Five Nations who distrust the -grit)bloods.- 

 Hut by and large House Tharashk has flourished. 

The Last War: Initially, the war had little impact 

on I louse 'nu rashk: its prosper sing work occurred in 

the wilds. far from the battlefields. The house was often 

called upon for sea rt-h-a nd-resc ue work. but the profits 

from this activity were minor compared to prospecting. 

The aspect of the war that had the greatest 
impact on the house was the rise of Droaam. 1 louse 

TharasIsk has binned ssrong ties with the Daughters 

of Sora Kell. The house is helping the Daughters 

THARASHK CLANS 
AND NAMES 

Clan lineage is very important to Tharashk heirs, and few 

use the d'Illarashk name in daily life. The three primary 

clans are Velderan, Torras, and &nista, but there are a 

number of lesser clans tied to the house, so a PC heir 

doesn't have to use one of these three names Although 

the clans work together for the good of the house. heirs 

also work for the good  of their clans, and PCs could be 

(aught up  in clan  feuds. 

The humans and half ores of !louse Tharashk have 

the Mark of Dialing, a gilt 'hey use as prospectors. 

inquisitives. and bosuns. hunters. They are one of 

she younger !souses. ambitious and energetic. and 

dral,;(mishard prospecting has brought Shen' consider. 

able wealth An alliance with 1)roaam has increased 

their influence. allowing them to broker the services 

silmonsousis mercenaries and laborers. 
llw families that form !louse Tharashk include 

many full blooded ores. ls might he the Mark of Find-

ing that locates a vein of dragonshards. but its ore 

strength that recovers the precious crystals. Many 



locate and mine the resources of their lands. and bru• 
kering the services of monstrous mercenaries ... and 

profiting from both. 

KEY LOCATIONS 
ZarasWak: The seat oil louse 

Tharaslik is located In the port city 
olZarasWak in the Shadow Nla rc hes. 
Given the difficulty of overland travel 
through the Marches. the port is a 
vital point of contact with the outside 
world. and ships arrive regularly front 
Sham and Sun m reac h. 

Graywall: Graywall is the home of 
the lion/hake\ Ruar. and it is here that 
Tharashk recruits its monstrous Incite 
narks. Thu' Daughters of Sot Kell have 
given I louse Tharashk authority over the 
fureign quarter ul Graywall: the halfore 
K hum-Iran . leirrn administers justice in the quarter. 

iNFLUENTIAL MEMBERS 
The Triumvirate: Tharashk is governed by a emu 

tit of three, one repre WIltat lee from each major clan. 
Alaagrint Torrn: The female half-ore Maagrim is the 

oldest of the triumvirs. A skilled druid, she has ties to 
the Gatekeepers of the Shadow Ma relies. 

Khandar'ansina: Clever and charismatic. the male 
half ore K ha ndar has great ambition and a dark 
heart. I It is ruthless in matters related to expanding 
the power ufthe house. 

1)aric Veideran: This male human is the gentlest 
of the triumvirs, liaric would like to we the house 
become a posit ive: ive, force in time war-torn world. 

kava Veideran: A human heir of the house. Kama 
makes her home in the Dragon Towers district of 
Sham. She runs the Globe information Agency, the 
largest inquisitive service in the city. Kava is utterly 
dedicated to her work. and once she takes on a case. 
she will go to any length to see it tliniugh. 

GUILDS AND 
ORGAN! ZAT IONS 

The Finders Guild: The Finders Guild oversees a 
range oldilferent services. The most lucrative of these 
is the prospecting dirisiult. In addition to locating 
dragottsluirds and (alter precious resources. the guild 
undertakes more mundane tasks. such as helping 
villages find sources of water or helping arc haeolo 
gists locate relics. •iw guild has even worked vv ith 
Riedrans in Xett'drik. finding the crystals that the 
Riedratis use In their architecture. 

The Finders Guikl also dominates the urban 
inquisitive trade. providing a wide range of itivestiga• 
live services. Its primary competition in this field is 
/louse Medani, but sv hereas Medani provides counter• 

espionage to wealthy clients. the Finders (;u1k1 makes 
its services available to the common folk. 

the Finders Guild trains and licenses 
bounty hunters- - both those who hunt high ives (and 

vs ho must compete with the Sentinel 
Marshals of )louse lkneithi and those 
who eliminate dangerous monsters. 

Liondrake's Roar: A new branch 
of the house. the Liondrake's Roar vials 
established to broker the services of 
ITIMISi roils mercenaries from Droaam. 

A'  the group includes soldiers and labor-
ers, and it is through this service that 

some of these creatures have become 
more common in the wider workl. 
Thanks in the Roar. ogre laborers can 
be seen hauling goods in many western 
dies—places where before the war. 
they would likely have been attacked on 

sight. A portion of the profits returns to the 
Daughters olSora Kell: the hags believe that the Roar 
will raise Droaanis standing in the eyes niche world. 

Cults of the Dragon Below: 'The Cults of the 
Dragon Below have deep roots in II S 

Marches. Many among the Aashta clan and its allies 
ding to these old ways. Every sect is different. and 
many are not actually dangerous—but they can cer-
tainly be disturbing to outside observers. Some daunt); 
them do hope to use the resources of the house to call 
up the ancient darkness from the world below. 

The Gatekeepers: Although some Tharashk heirs 
follow the path of the Dragon Below, others respect the 
teachings of t he Gatekeeper druids. This tradition is 
especially strong in the Torrn clan: PCs who have ties 
to the Gatekeepers might receive aid from Torenheirs. 

Titarashk Hunter 	 Level 6 Artillery 
Medium natural humanoid. human 	 XP 250 

Initiative +7 	Senses Perceptkm 1I 

HP 56: Bloodied 18 

AC is:10 A .I. ranged attacks); Fortitude 19. Reflex 19. Will 18 

Speed 

')' Longsword (standard; at•will/ + Weapon 

AC: 1 t18 - 4 damage 

Longbow (standard: ao.vAli Weapon 

Ranged /0.'40; +13 vs. 	: 1d10 r- 5 rtainage, 

Pinpoint the Prey (standard: recharge 	11 Ifl 
- 13 vs. AC 1d10 t 5 damage. and the target grants combat 
advantage to each ally that can see it Isave ends). 

Cripple the Proyistandartk recharge )1) 

- 11 vs_ AC 1r110 • 5 damage, and the target is skewed (sate ends). 

Ranged Awareness 

A Tharashk hunter gains a -2 bonus to AC against ranged attacks, 

Swift Stalker 

A lharashk hunter can move its speed without taking any 

penalty to Stealth checks. 

Alignment Unaligned 	Languages Common, Goblin 
Skills Athletics .1/. Insight 11, Nature -11. Stealth 4 12 
Sir 18 0-7) 	Dex 19 (47) 	Wis 16(4 hi 
Con 1 ,1i•Si 	Int 10 t 4 3) 	Cha 1003/ 
Equipment hide armor. longsword. longbow with 20 arrows 
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Once part of [louse litiarlan. the elves of House 
Thuranni are now the rivals of their kin, compet. 
ing in the fields of entertainment and espionage. 
The Thuranni elves hear the Mark of Shadow. and 
they have the same skills and powers as their Phial-. 
Ian cousins. However. House Thum n Hi is smaller 
than House Vitiarian and has lesser resources. This 
discrepancy gives Phiarlan an edge when it comes 
to entertainment and information-gathering. But 
Thuranni is unmatched in one 	assassination. 
like the displaces beast they use as their seal. House 
Thuranni elves are deadly and all but 'mimic-liable. 

HISTORY 
Even though the agents oil louse Phiarlan's Ser-
pentine Table are spies and espionage experts. the 
leaders of the house have always sought to be a fierce 
for order and balance. On more than one occasion 
they helped a rightful heir ofGa i fa r defeat wouldlte 
usurpers. and if Queen Mishann had called on the 
house fin- help. the Last War might have come to ail 
abrupt end. Ilouse Ph iarla n did good business during 
the war. Every nation needed intelligence. I lowever, 
this work put the house tinder tremendous pres- 
sure. Shadowmarked elves from different families 
often [Mind themselves working at cross-purposes. 
and some lost sight of their neutrality and developed 
attachments to a particular nation. 

This situation came to a head in 972 Y K. when 
Thuranni assassins turned on another family within 
House Phiarbtv—the Vachon line.The few l'ael ions 
who survived this attempt at extenni nat ion scent 
Into hiding. Baron Elvinor Monett& cfPhiarlan con-
demned the action and called Inc the excoriation of 
the entire Thuranni family. Elar Thuranni refused to 
accept this judgment. declaring his family to be a new 
house. After years of argument. the Twelve agreed. 
and House Thuranni was born. 

This is the official story of the Shadow Schism. but 
many questions remain. What triggered the massa-
cre of the Paelions? Elar claims to have uncovered a 
Pad ion plot to assassinate kings and dragon marked 
barons. But there are those who say that both Elar 
and Elvinor wanted the spilt. and used the Parr 
ions as scapegoats. ifthis is true. what could he the 
reason? 

The Last War: For most of Last War. the 
Thu ranni were part of House Marian. The Thuran ni  
line was concentrated in northwestern Khorvaire 
and performed much of work for Karrnath, It 
worked closely with the Order of the Emerald Claw. 
and some say that House Thuranni continues to work 
with !la- Emerald Claw today. 

KEY LOCATIONS 
The Shadow Network has safe houses hidden across 
Khorvaire.  but the major enclaves oil louse Thuranni 
are found in Karrnath and the Lhazaar Principalities. 
Since the Schism. I louse Thuranni has been expand 
ing Its operations and has established small enclaves 
in Cebarra and Droaam. 

Regalport: The oldest and largest [louse 
Thuranni enclave is in Regalport. the capital city of 
the Lhazaar Principalities. This is the home of Baron 
Elar d" Thuranni. who divides his time bet wren this 
city and a smaller outpost in the Dancing Shadows 
district of Sharn. 

Stonespur: There are rumors that Baron Elar has 
been constructing secret enclaves for activities that 
the Shadow Network wants to hide even from trusted 
clients. Sailors claim to have seen a black citadel near 
the island of Sumespor, protected with powerful 
magic: this could he one of Elar's secret fortresses. 

Tanta m ar: "Ili is town, centrally located in the 
mainland portion of the Lhazaar Principalities. is the 
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heart of floitse 'fhurantii's activities on Kliorvaire 
proper. The house has established a grand theater in 
Tanta mar. and the Finest artists of the Shadow Net-
work perform on this stage. 

The True Shapers: When the 
Thuranni were part of I louse Pinar 
Ian. titer m•rsaw the Detnesor of 
Shape. home to the material arts. 
Follmving the Shadow Schism. 

It tit retained pose 
sessical of t•des3W 4:1 le. locat ed  

in Attu in Karma' h. %‘' hen 
1 louse Phiarlan establislwei a new 
kmesite of Shape in 'El -talk-1st. 

I louse - Thuranni renamed its 
enclave the True Shapers. It is home 
to some of the finest masters ()I 
architec tire. cost tning. sculpture. 
arid [mint 	students conic front 
across Khorvaire to learn from them. 

INFLUENTIAL MEMBERS 
Baron Elar d'Ihuranni: Baron liar is an eni• 

matic figure, driren and charismatic. It was Elar 
who ordered the extermination of the Vachon line. 
and who forced the i'sseiye to:icrept a new dragon-
marked house. Always working to strengthen his 
hirer. Liar is willing to make great sacrifices to accom • 
plish his goals. and he expects the same of those 
amund him. 

Elars connection to the Mark of Shadow is excep-
tionally strong. I le is accompanied by two sword 
wraiths named Wrenn and Wrek. who serve as 
liodyguards and advisors. '1' he origin of these spirits 
rettutins a mystery: sonic say that they are enthudi-
:news of the Mark of Shadow itself: made manifest 
to guide the baron. 'These sword wraiths do not 
have the spawn wraith power. but are otherwise as 
described in the Waiter Manual.' 

The nature of Lla schemes could affect a 
Thura nt PC drawn into his service. I r you decide 
that Liar seeks only to expand the influence of his 

PCs might be caned upon to hunt down sur-
viving Paelions or to undermine I louse Phiarlan. 
Hut if you decide that Liar has ties to the Order of 
the Fanerald Claw—or to the Shadow fell itself--a PC 
might base to decide whether to embrace Hats pur-
poses or challenge them. 

GU I LDS AND 
ORGANIZATIONS 

Shadow Network: Unlike Flimsy Mariam 
I louse Thuranni combines its espionage and artistic 
activities in a single Old, A111)1;001 some heirs sire , 

 cialize in one pat h or the other. every Thuranni is to 
some degree invulved in espionage. As with I louse 

Phiarlan. I louse Thum 	ctwen services are made 
available only to clients chosen by the !atom:: one 	7 
can't simply hire a Thuranni spy. 

House Thuranni excels both in the .liaising arts 
and in the field of assassination. Members 

oil louse Timmins' are concerned 
with the prosperity of t heir house. 
not with abstract ideals of order or 
balance. 

The Bloody Shadows: Although 
there is a strong rivair!, between 
I louse Thurman' and I louse Phial-. 
Ian. there is a strict limit to the feud: 
no assassination. !fa Phiarlan inter • 
fives with the mission of a linuanni. 

he'll try to prove his superior skills, 
Ina he won't expose the rival spy. it's 
a game. But there is a third player. 
and it doesn't Wow the rules. Tl• 

Bloody Shadows are the survivors of 
the Pitchout line. those skilled or lucky enough 

to escape the extermination attempt. Though few in 
number. the Bloody Shadows are lethal assassins, 
careful and patient. The Shadows want to make their 
cousins suffer: a Bloody Shadow might draw out his 
vengeance against a Phiarlan PC over months or 
years, causing as much pain as possible before strike 
ing the final Wow. 

Thurman;  Assassin 	 Laval 10 Linker 
Medium ley hurrurnoicLe41 	 XP SIX/ 

initiative - I 5 	Senses Perception .14. darkviston 

rip 160; Bloodied SO 
AC 24:Fortitude 20, Reflex 23. Will 21 

Speed 6 

Dagger istandartk at-will) ♦ Weapon 

, 13 vs Relies: 1d4 	damage. 

Crossbow (standard 	4 Weapon 

fLanges1 1 §r 101 +15 vs. AC; 1(1121 - 

Sitadawbitind (standard; recharge :•: 
8,4fflgra 10; -tit vs. Mk 2d6 S damage. and the target is 
hlloited (save endsi. 

Mak of Shadows istandard; at-willi 

The Thuranni assassin gains total concealment from all 
<waterers until it hits with an attack. 

Combat Advantage 
A Thuranni assassin deals 2d8 extra dansage on attacks against 

any creature granting combat advantage to it. 

Mark of Shadow 

When a Thuranni assassin misses with an attack while hidden, 
It remains hidden. 

Elven Accuracy (free; encounter) 

A Thuranni assassin can recoil an attack roil and must use the 
second roll. 

Wild Step 
A Thuranni assassin ignores difficult terrain when it shifts. 

Alignment Unaligned 	Languages Common. Elven 

Skills Acrobatics *1 6. Bluff *13. Stealth • 16. Thievery *16 

Sir 16 1.-41) 	Dex 12 	 Wis 18(e9) 

Con 1206) 	int 12 ( -I-6) 	Chi 16(r-8) 
Equipment leather armor. 2 daggers. crossbow with 20 bolts 
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The humans of House Vadalis hear the Mark of 
1 fondling, which gives members a bond to natural 
creatures. The most significant business oldie house 
is the bleeding and sale of animals. Through use 
'tithe mark and primal magic, House Vadalis has 
clevelopet I tile art of magebreeding—swaying magic 
into natural bloodlines, binding new strengths into 
mundane creatures. The Mark of Handling has also 
allowed Vadalis to domesticate creatures that few 
unmarked trainers could manage. I f one wants a gri f 
Fon mount or a warhorse with preternatural strength 
and speed. I louse Vadalis is the place to find it. 

I louse Vadalis is a family first and a business 
%eclair!. Although many heirs choose to 
work on one oldie massive ranches. 
others prefer to wander the world. and 
are often found in places too small to 

dragonmarked enclaves. A 
village with no Siv is message station 
might have a Vadalis heir who raises 
birds. using the Animal Messenger 
ritual to help his community speak to 
the outside world. lVherever they go. 
whether they work for a house busi • 
acs. Or find their own paths. Vadalis 
heirs are expected to respect the 
bond of blood and to help one another 
in times of trouble: the family comes 
befi ► re all else. 

The Mark of Handling has a primal aspect. and 
!louse Vadalis has produced a number olgifted 
druids. Over the course of the last century. the house 
has sought to strengthen ties to the druids of the 
Fldeen Reaches. The Wardens of the Wood are on 
good terms with House Vadalls, but the Ashbound 
druids despise the magebreeders. and have attacked 
Vadalis ranches on numy occasions. 

H [STORY 
Around 2.000 years ago. a few human families trav-
eled west to settle in what is now the Eldeen Reaches. 
It was a hard land. but titer endured- and two cen-
turies later, the Mark of I landling appeared no their 
children. This event was seen as a gift from the Sover-
eign Host. a way to help the Vadalls families survive 
and prosper in the hard lands. 

Thday House Vadalis is seen as fairly benevolent, 
but there arc dark secrets in its past. The Scrvan line 
oldie house has always been interested in the dark 
power of the natural world. While others focused on 
breeding better livestock. the Servans studied the dis. 
placer beast and the dire wolf. Their research came to 
the Titre during the War of the Mark.I•louse Vadalis 

takes bloodlines seriously. and it was quick to join 
other houses in the Mint to eliminate 
bearers of aberrant dratonmarks. 
During that tsar. the Seryans revealed 
the fruits of their labors: horrific living 

lir
weapons. Much of their work was so 
terrible that records of it have been 
suppressed. Following the war, their 
creations were destroyed and their 
practices outlawed by the new Council 

of the Twelve. 
Following the War of the Mark. 

the heirs of I louse Vadalis settled 
into their work, breeding mounts and 

livestock and wandering the world. 
I louse Vadalis has never been one oldie 

most powerful or profitable houses. and it has never 
tried to be. The Varian% heirs are a family. and they do 
what they love. 

The Last War: The Last War was good for house 
business. I louse Vadalis produced magebred hears 
for the Brelish special livers, d own hawks for Aun-
chair, and all manner of mounts and %%miscasts. It 
was during the war that the organization known as 
the Feral Heart rose within the house—a group that 
sought to re-creat• and improve upon the forbidden 

MAGEBRED ANIMALS 
Vadalisrnagebreeders combine ritual magic and science in 
their work, drawing on both mystical power and ancient 
traditions of animal husbandry to strengthen a breed and 
draw out those characteristics that will prove most useful 
in the clients of the house. 

As far as the public knows, Vadalis rnagebreeding tech-
niques can be used only on natural beasts. The simplest way 
to approach magebreeding Is to add one of the improve-
ments below to a standard creature. The most superior 
beasts have templates. The DM could certainly create addi 
tional and unusual magehred creaturin by adding fantastic 
improvements or allowing templates that can normally 
be applied only to humanoids to he applied to beasts. For 

C 	Pt 	lItanotimark: 

example. a magebred war tiger might have the savage ber-
serker template from the Dungeon Master's Guide. 

MAGI 	IMPROVEMENTS 
Improved Physique: •-2 bonus to Strength, Dexterity. 

and Constitution_ 
Tirelesm •3 bonus to Endurance checks. 
Sharpened Senses: • 3 bonus to Perception checks and 

Insight C hmks. 

Bred for Speed: • 1 bonus to speed. 
Durable Beast: an additional healing surge_ 
Quiet: -3 bonus to Stealth c 
Hard to Hurt: 4-1 bonus to Fortitude. Reflex, or Will. 



techniques of the Seryan line. including the practice 
of magebreeding humans. 

During tIte Last War, tire Eldeen Reaches seceded 
from Atiodair. Even though its seat of power lay within 
the newly independent Fitleer' Reaches. I louse Vada-
fis remained neutral In this struggle and still takes no 
side in the clash between the two nations. 

'Howard the end of the war. the hunters of Balinors 
Blessed ignited a bitter feud between House Vadalis 
and the Valow elves when they sought to steal a 
herd of Valenar horses. I louse Vadalis is fiiscinated by 
these animals. and is always interested hi acquiring a 
Valenar steed: bows vier, to date it has not managed to 
breed one of the fey horses. 

KIN LOCATIONS 
1-louse Vadalis has a smaller footprint than most of 
the other dragonmarked houses. A city might have 
a small outpost where Vadalis hreeders crane to 
sell their stock. but the house has only a kw major 
enclaves—the ranches where breeding occurs. 

Foa Iswood: Tlw ancestral seat of the house and 
the largest of its ranches lies mar the city of Varna 
in the Ekleen Reaches. •oalswood has were under 
attack by the Ashbound druids 041111Illiiple 

The Heart h: 'Ibis ranch is located near the city of 
1,Vroat. Sirwe the destruction of C.yre in the Mourn-
ing. the I [earth has become the new home of the 
Feral Heart. 

INFI.LIFNTIAL ML- MBERS 
Dalin d'Vadalls: Malin is the current leader of 

House Vadalis, but hike roost of his kin, he doesn't 
bother with titles. Dahl] is a friendly. man wit h h a good 
heart. who truly believes that his house is helping to 
make the world a better place. Hr is only beginning 
In uncover the activities oldie Feral I kart. and might 
employ Vadalis PCs in ell'orts to investigate or shut 
down the organization. 

Mazina d'Vadalis: Tlw rlilef t agebr vc (14'r of 11w 
!l•anly. Niazina is also a driving lints,  behind the 
Feral I lean ... and a faithful cultist of the Dragon 

HOUSE VADALIS 
With Its headquarters in the Odeen Reaches, House Vacia• 

lis is in frequent contact and occasional conflict with the 

druidic sects of the Reaches t see page 13 2 t. 

House Vadalis makes extensive use of primal power in 

Its work, and claims a significant number of druids. sha• 

mans, and warden's among Its members. The Handlers 

Guild generally gets along fine with the Wardens of the 

Wood and the Greensinger sects, who view the work of 

the house as an acceptable use o1 nature's power to serve 

the needs of civilized society. 

The Ashbound sect. however. views the operations 

of House Vadalis as an abomination, a warping of nature's 

Below. She is drawing on the forces of Khyber and 
binding them to the beasts date Feral Heart as part 
ola greater scheme to spread chaos across the maid. 

Sasik d'Vadalis: Dalin% brother Sasik is the con-
sort of Queen 	ol Arindair. Ahluingh lw has 
formally severed tics to House Vadalis and forgone his 
birthright. he has held unto the tinnily name—an art 
forbidden by the Korth Edicts. Some fear that Aurala 
intends to abandon the Korth Edicts, and that this mar • 
rive is an effort to bind 1-louse Vadalls to her throne. 

GLI 1 LDS AND 
ORGAN IZAT IONS 

handlers Guild: 	I handlers Guild oversees 
research ittto the breeding. sale. care, and training cif 
animals. In addition to managing the i louse Vadalis 
ran•lws, licensed handlers eau be found working with 
farming communities. stables, and carava ns  across 
K homfire, seeing to the rare and training ofanimals. 
Although inagelnecders might have the higher public 
profile, guild meniliers also serve as drovers, shep-
herds. and stable hands. Anything tied to the care of 
animals is within the purview unite I handlers Guild. 

Balinor's Blessed: These dragonmarked hunters 
specialize in the live capture of exotic animals. Bat-
limes Blessed bring grains' eggs and live displayer 
beasts back to the mnyhes, alai when some new and 
interesting beast is discovered. it is the Blessed who 
are sent to investigate. .1 PC who is a member of the 
Blessed could have many adventures tied to the cap 
itire of such marvelous creatures. 

The Feral Heart: This is the dark shallow hidden 
within i louse Vadalis. 'fhe magebreeders of the Feral 
Heart seek to unleash the full potential of the natu-
ral world—no matter how horrific. They have been 
tiny( iveririg 	fiirbidden techniques of the Seryan 
line. and evert searching for the tools oldie daelkyr ire 
hopes of creating living weapons of war. The Dragon 
Below cultist Mazina is secretly using the h leant as 
a cover to bring fiendish spirits into the world. Will 
PCs who fight the beasts ol the Feral I 	r t discovi,• 
tlw secrets of their risakers! 

AND THE DRUIDS 
pure and perfect state. The Ashbound wage a constant 

war of sabotage and vandalism against Vadalis holdings, 

and they have been known to slaughter magebred ani-

mals wherever they find them. In rertain areas of the 

Reaches, farmers refuse to buy magebred draft animals 

from House Vadalis. fearing that the. Ashbound will simply 

kill the animal. 

All of the druid sects oppose the practices of the Seryan 

line and would condemn the Feral Heart and its operations 

If they were aware of that branch of the house. There's a 

good reason the work of the Feral Heart fs centered out-

side the Odeen Reaches. 
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A shadow has fallen across the Draconic Prophecy. A 
dark time lies ahead. This assertion might be borne out 
in the resurgence in aberrant ciragonmarks. unpredio 
able marks that hold deadly magical passers. Fifteen 
lamdred years ago the flounders of 
the modern dragonmarked houses 
knight a war to exterminate all who 
carried aberrant marks, and for 
centuries it seemed that they had 
succeeded. Nov aberrant marks 
are returning to Ebernm. This 
time. the aberrant lords intend 
to be ready for bunk. I louse 
Tarkanan is bath a knelt for 
aberrants and an assassins 
here. those with aberrant marks 
are taught to harness their powers 
and prepare for the battles ahead. 

HISTORY 
The War of the Mark occurred 1,500 
years ago. when the dragonmarked houses exter-
minated the bearers of aberrant marks. The greatest 
aberrant leader was "Wins Tarkanan. who took refuge 
in the city of Dorasharn with his troops and his con-
sort. the Lady of the Plague. When it became clear 
that the war could not be won. Haim and his lady 
destroyed the city with their death curses. shattering 
the towers with earthquakes and calling up hordes of 
vermin from the depths. Modern Sharn was eventu-
ally built upon the ruins of Dorasharn. 

Far over 1.000 years. aberrant marks have been 
rare and relatively weak. Over the last decade. how , 

 ever. aberrant marks have been appearing in far 
greater numbers. some with remarkable power. House 
Tarkanan was founded in defiance (tithe Twelve: it is  

actively searching for those who bear aberrant dragon 
marks and training them in the use of their powers. A 
criminal guild specializing in assassination and theft. 
House Tartanan is set up as a mockery of a dragon- 
marked house. Most of House Tarkattarcs members 
use the surname Tarkanan as a sign of their allegiance 

Unlike other dragon marks. aberrant marks are 
not bound to any bloodline, and 
can appear on anyone. of any 

race. Members of "louse Tar- 
kanan come from all walks of 
life. Those who serve in the 
house guild are experienced 

killers arid thieves: Some are 
former spies and soldiers. and 

others have been trained by the 
guild itself. Members of House 
Tarkanan come from many 
nations and all levels of sod-

ety. Some have lost everything 
because of their marks. Others 

have managed to bide their marks 
from the world at large. and these 

agents serve the interests of I louse Tar-
kanan in the wider world. 

Kry LOCATIONS 
At the moment. House Tarkanan is far smaller than 
any lithe other dragonmarked houses. But it is 
actively expanding. as Tarkanant seekers roam K her-
va i re looking for aberrant heirs. 

Sham: House Tarkanan is based in the city of 
Sham. Thom Tarkanan runs the business side of 
the house out of her mansion in the Dragon Towers 
district ofSharn. Other operations are based in a 
burled lower In Kliyher's Gate, below Shorn--an 
old remnant of Dorasharn uncovered by the Son of 
Khyber (see below). Recently the house has begun to 
expand operations. and it has established sale houses 
in Fairhaven. Korth, and other cities. 

USING NOUSE TARKANAN 
If the PCs are closely allied with one of the houses of the 
Twelve. House Tarkanan can be an enemy. The Son of 
Khyber seeks vengeance against the other houses and plans 
to sabotage house holdings; PCs could easily be caught in the 

crossfire of such actions. Other houses -particularly House 
71turanni-want to eliminate the aberrant house, and PC 

heirs could be placed in the vanguard of such assaults. 
On the other hand, if one or more of the PCs have an 

aberrant dragonrnark. they could be recruited into House 

Tarkanan. Haase Tarkanan can provide the PCs with valuable 

resources, but will expect them to help the house_ If they 

aren't willing to be assassins. the PCs could be asked to help 

in other ways-finding other aberrants and bringing them to 

Tarkanan safe house: battling Thuranni assassins; acquiring 
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lost treasures from the War of the Marie or stopping House 

Cannith or House ',prase° from developing weapons or dis-

eases designed to attack aberrants. 

The choice is yours_ House Tarkanan can easily be a 

sinister cabal of assassins with disturbing powers. Or it 

can be a  courageous band of outsiders Joining together to 

bank the oppressive power of the dragonmarked houses. 
Do what best suits the story you want to tell. 

Whichever path you take, aberrant dragonma ► ks should 

be frightening: there's a good reason why common folk 

are afraid of them, and until a character learns to control 

his or her mark, that character is a threat to others. You 

might use House Tarkanan as an unexpected savior-but 

it should always be  a  grim house. 



Tarkanan Soldier 	 Level 5 Soldier 
Medium  natural humanoid. human 	 XP 200 

Initiative • E 	Senses Perception • 3 

liP 63: Bloodied 31 

AC 20; Fortitude 19. Reflex 	Will 16 

Speed 5 

Battleaxe (standard: at•irdil • Weapon 
.11 vs. AC: 14110 4 damage, and the target is marked until the 

stall of the Indianan stitcher %. next turn, 

flandaxe (standard: 	+ Weapon 
Ranged 5,'10; +I/ vs. AC: 1d6 t 4 damage. 

khybees Grasp (standar& encounter) ♦ Necrotic 
Close blast 3; + 9 'el, . Fortitude: 2d8 4 necrotic damage, and 

the target is immobilized(save 

Watchful Eye 'immediate reaction. when a marked enemy leaves 

an adjacent square: auseall) 
f he Tarlianan soldier makes.) melee bask attack against the 

enemy, even if the enemy is shifting 

Alignment Unaligned 	Languages Common 
Skills Athletics +11. intimidate -7 
Sir 18 (46) 	Dex 15 Hi) 
Con 1S i-4) 	Int 10 (*-2) 	0.10011 
Equipment chainmail. batik-axe, handase 

Tarkanan Assassin 	 Level 9 Elite Skirmisher 
Medium natural humanoid. human 	 XP 

Initiative • 11 	Senses Perception 410 

HP I52, Bloodied 16 

AC 16: Fortitude 22, Reflex 25. Will 25 

Saving Throws 2 

Speed 

&Akin Points 1 

0 Dagger (standard; at-will) + Weapon 
4 vs AC: 1d4 t 5 damage 

}Tear through Space (standard: recharges when first bloodied I 

Teleportation. Weapon 
The Tarkanan assassin teleports up to 6 squares. and each 

enemy adjacent to the square where it appears grants combat 

advantage to it; the assassin then makes the following attack: 

-,14 vs. AC: 2d4 - 1 damage. 

Khybor's Veil (minor 1/round: at•willy • Minton 
Close burst 3; large:seine creature; the Tarkanan assassin is 

invisible to that target until the end of the assassin's next turn. 

Combat Advantage 

A I ar kayo n assassin deals 2d6 extra damage against any 

creature gra nt.ng combat advantage to H. 

Fearsome glade 

A Tarkanan assassin can score a critical hit on a roll of 18-20 

when making a dazger attack. 

Alignment Unaligned 	languages Common 
Skills Bluff +13, Stealth +I T. Streetwise 413. Thievery +14 

St. 14 t 1 61 	 Der 20(49) 	Wis 12 (+LS) 
Con 16(+7) 	Int 13 i•St 	 Cha 181-81 

Equipment dagger 

INFLUENTIAL MEMBERS 
Thom riarkanan: The house was !Mended b ►  

Thora Tavin—now Thora Tarkanan—in 9 ► 0 Y K. In 
998 Y K, Thom relinquished her leadership role to a 
human known within the organization as the Son of 
Khyber. Even though the Son of Khy her now leads 
the house, Thora remains Its public face. It is Thora 
who 4Tril lir,5 assassination contracts with the nohks 
of the Five Nations. while the Son of Khyber remains 
out of siglit. Iniiiding an aberrant artily. 

The Son of k hyber Link is known Amu! this 
figure or his relationship with Thora. but he bears 
the strongest aberrant mark seen in this age and the 
skills ilia military commander. Some say that he is 
I Ialas Tarkanan born again. and that he is preparing 
to lead his people into battle. 

GUILDS AND ORGANIZATIONS  z 
Tarkanans operations fall into two categories. 'The 
business side of the house sells the services of assas-
sins and thieves. Senior assassins are known as 
barons: junior members are called lords and 

. 1 he house also recruits people with aberrant 
d ragos marks and teaches them boll, to use their 
narks and to fight or steal. 



C:IIAPTER 7 

EBERRON IS a world of many religions. Italia 
dozen continents. and an uncountable array of races. 
cultures. and creeds. Faith is a potent lOrre: a shaper 
of history. an  instigator of wars. a source of magic. Not 
everyone chooses a faith. and many who choose do 
not devoutly practice—but for those who do, religion 
stands above govethment, above mortal law, above 
evert arcane magic as the ultimate power of Ebermn. 

chat+leer discusses the seven major la it its of 
Eberron in tut n. and concludes with a discussion of 
the planes that surround the world. 

• The Sovereign Host: 11w most widespread faith 
of khorvaire. the nine gods of the Sovereign I lost 
rule over every aspect olcivilized life_ This faith 

is highly inclusive, teaching that every religious 
licher is an echo ofthe teachings oi the Sovereigns. 

+ The Dark Six: 11w malign shadows oft hc Sover-
eign I lost. these six deities embody the destructive 
aspects of the natural world and the worst aspects 
ofcivilized life. 

• The Silver Flame: The Church of the Silver 

Flame is perhaps the greatest force for justice and 
good in the world. 	greatest paladins of - legend. 

mighty heroes who dedicate their lives to purging 
the workl oldemonic horrors and other great evils, 
were champions of the Silver Flame. 

• The Blood of Vol: Often misunderstood and 
feared. the faith of the Blood of Vol teaches its fol-
lowers to seek divinity through undeath. 

sr  Cults °film Dragon Below: Not a unified reli-
gion. these scattered cults serve forces of madness 
and destruction embodied in the Dragon Below. 

▪ The Path of Light: The teachings oldie kalashtar 

encourage their followers to usher in a rim age of 

light and peace. 

• Elf Religion: The elves of Aerenal and Vale-
na r revere their ancestors. either embodied 
in undead forms or incarnated in their heroic 
descendents. 

+ The Planes: Though they are not the homes 
of Eherion's gods, the planes above. below, and 

around the world have a profound influence on 
the world. 
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Faith, Pantheon. or Deity Alignment Ards of Influence 

Cults of Khyber The Undying Court 

The Sovereign Host 

The Path of light 

The Blood of Vol 

The Silver Hume 

THE PANTHEONS AND DEITIES OF EBERRON 

The Sovereign Host 
• Arawai 

4-  Aureon 

• Balinor 

Boldrei 

-  Dal Arrah 

Dal Dorn 

• Kol Korran 

• 011adra 

+ Onatar 

The Dark Six 

4-  The Devourer 

I-  The Fury 

+  The Keeper 

+  The Mockery 

+  The Shadow 

• The Traveler 

The Silver Flame 

The Blood of Vol 

Cults of the Dragon Below 

The Path of Light 

Elf Religion 

Good 
Good 

Unaligned 

Unaligned 

Good 

awful good 

Unaligned 

Unaligned 

Good 

Unaligned 

Evil 

Chaotic evil 

Chaotic evil 

Evil 

Evil 

Chaotic evil 

Unaligned 

La wful good 

Unaligned or Evil' 

Chaotic evil 

Lawful good 

Unaligned 

All the world, focused primarily on aspects of civilized fife 

Agriculture, fertility, the wilderness as natural resources 

Knowledge, law, arcane lore and magic 

Bracts, the hunt, the cycle of life 

Community. home, hearth 

I iglu i physical and metaphorical, the goodness of the soul), honor. 

selflessness. military strategy. war 

Courage. dirty. physical prowess, soldiers and warriors, war 

Wealth. trade. commerce 

Fortune, luck, success 

Forges. crafts. industry, fire 

All the world, especially the primal wilderness and nature's destructive 

forces 

Storm, flood, famine, other aspects of nature's wrath: also, the sea 

Wrath. passion, vengeance 

Gluttony, greed, necromancy 

Violence, betrayal, dishonorable victory, love of carnage, war 

Ambition, dark magic. corruption 

Change, cunning, innovation, deception 

Protection, generosity, destruction of evil and the unnatural 

Divine power of the blond, immortality, undeath 

Madness, destruction. aberrant creatures, darkness 

Light. progress, self - improvement. freedom 

The elf people and society 

The Undying Court 	Unaligned 	Immortality. elven society, history 

->  The Spirits of the Past 	Unaligned 	Glory. elven history and heroes 

' Although the general precepts of the Blood of Vol are grim, they are not necessarily evil, and the majority of its 

worshipers are the same. Those who are aware of and revere the true figures at the heart of the faith, however—Vol herself 

and the Crimson Covenant—are of a far darker. more malicious bent. 
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The worship lit the Sovereign lost is the most wide• 
spread of Eberron's religions, particularly across 
Khorva ire. and also one of the oldest. T hroughout 
its history it has been challenged by newer, more 
dynamic faiths. split by a great schism. and wracked 
by strife as the Last War pined worshiper against 
worshiper. Vet the faith of the Sovereign Host Is infi-
nitely adaptable and easy to follow. and it is these 
traits that have allowed it not merely to survive but 
to thrive. 

LORE OF THE 
SOVEREIGN HOST 

HISTORY 
History DC 15: Faith in the Sovereign Host has 

spread as tar as it has and lased as long as it has nut by 
converting others to the religion. but by adapting other 
religions to it. lithe Vassals come across a tribe of gob- 

rts worshiping a strange god of war. they assume that 
the god is in fact a primitive version of Dol Dorn. They 
then approach the goblins as comrades in faith, intro-
ducing them to the other gods in "their" pantheon. 
Although this tactic is criticized by nwmbersofother 
faiths as patronizing, it is clearly effective. 

History DC 25: As Religion DC 25. 

RELIGION 
In addition to the information presented here, a 
character can attempt a DC 15 Religion check to 
determine whether he or she knows the specifics of a 
holiday. a ritual. or another aspect dile faith. 

Common Knowledge: The Sovereign ilost is a 
pantheon of nine deities: Aiw•!. Aurcon. Balinor. 
Boldrei, fyol Arrah. Dol Dorn. Kol Korran. 011adra. 
and Onatar. The overwhelming majority of Vassals-
as worshipers of the Host are known-revere the 
entire pantheon, not just one or two of its number. 

Religion DC 1S: A character who succeeds at 
this check knows the specific personality and areas 
of influence of each god of the pantheon. (See the 
table on the facing page. as well as the Earaitas Player's 
Guide.) 

The gods of the Dart: Six and the gods of the Sov-
ereign I lost were once part of the saute pantheon. 
Ina the Dark Six were banished in a great event 
known as the Schism. Even today many Vassals still 
aitcr prayers to the Six as well, ifonly to stave off 
their wrath. 

lairs of precisely what caused the Schism differ 
from one sect or temple to the next. Many Vassals 
believe it to have been a simple conflict between good 
and evil. Others point out that most of the gods of tie 

Host arc gods of civilization (and that even Arawai 
and ila i nor. the two exceptions, represent the wil-
derness through civilization's eyes-agriculture and 
hunting being obvious necessities of civilized life). 
and most of the Dark Six are gods of the wild. This 
view maintains that the Schism was a conflict not 
between good and evil. but between progress and 
barbarism. 

Religion DC 20: Religious texts refer to the Sov-
ereign Host and the Dark Six as "Nine and Six and 
One." Even though many Vassals today believe the 
"Nine" and "Six" are obvious references to the two 
separate pantheons. these references predate the 
Schism. Some speculate that they refer to the nine 
gods of civilization (most of the I lost plus the Mock-
cry and the Traveler) and the six gods oldie wild (the 
remaining four Dark Six plus Arawai and Balinor). 

What of the "One: then? The most common 
belief among the Vassals is that the One refers to the 
Sovereign Host as a whole (and indeed. some texts 
translate the phrase as "Nine and Six in One"). This 
belief holds that the pantheon is capable of acti ttg as 
a single unit, without the need for discussion, debate. 
or delay. The Schism. then, was the banishment of 
the Dark Six from this communal entity. 

Religion DC 25: Through a careful study of 
faiths around the world. scholars can build a rough 
map oldie evolution of this religion. The draconic 
faith of Thir maintains that In the Age of Demons 
sixteen great or infamous dragons, called Sovereigns. 
ascended to &Aloud to watch over the world. 

As ile dragons spread across the world. legends of 
those Sovereigns took root in humanoid cultures. For 
example. the dragon Ourelonastrix. discoverer of the 
Prophecy. is represented in faiths across the world in 
the form of a divine bringer of knowledge and magic. 

Following the Fall of the agnostic empire of Dha-
kaan. some goblins created a pantheon of sixteen 
gods. inspired by the sixteen dragon Sovereigns. 
When humans first reached Khorvaire from Sar-
lona, they brought with them their own pantheon of 
nine deities. When these humans encountered and 
mingled with the goblins. they equated their deities 
with nine of the goblins' mvn. adopting the remaining 
six-the Dark Six-as sinister gods. 

Despite the likely influence of the draconic faith. 
few Inman worshipers of the Sovereign Host know 
anything about Thir. or believe that the Sovereigns 
have anything to do with dragons. (hire Tempk of the 
Wynn Ascendant, popular in Stormreach and among 
the dragonborn. is an exception. Its followers hold 
that through their actions they too can join the Sover-
eigns in the heavens.) Most Vassals who know of this 
history view the sixteen dragons. the Nine of Pyrine. 
and the goblin pantheon as early and primitive mis-
understandings of the true pantheon. 
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PRACTICING THE FAITH 
Even though religion is part of daily life for most Vas• 
sals, it normally takes the form olminor prayers and 
rites. Formal worship and complex ceremonies are 
occasional observances. 

The Celestial Crown: Almost everyone is famil• 
iar with the blue and gold symbol of the Sovereign 
I lost, also known as the Octogram. I.ess well under• 
stood is the meaning behind a symbol of eight points 
for a pantheon of nine gods. Theories abound: one of 
the most common suggests that the symbol predates 
the birth of Kol Korran, the only -second generation" 
god tithe pant Iteon. The most widely accepted belief 
in liturgical circles. however, is that the combination 
of eight points and two colors represents all sixteen 
entities—the Nine and Six and Om. 

The lint that the Celestial Crown is the symbol 
of the Sovereign I lost is coin mon knowledge: under-
standing the possible meanings behind the symbol 
requires a DC 20 Religion check. 

CORE DOCTRINES AND BELIEFS 
A character who makes a successful DC 15 Religion 
check is familiar with the core doctrines and belief's 
of the Sovereign I lost. 

• The Doctrine of Universal Sovereignty: As is the 
world, so are the gods. As are the gods. so is the world. 

In essence, this duct rim' maintains that nothing in 
Eberron exists outside of the knowledge and influ-
ence of the gods. Although they are divine beings 
with their own identities, they are also a part of all 
things. Arawai doesn't merely Influence the crops. 
she is part of them. A Farmer who prays to her while 
sowing his field isn't trying to attract her attention. 
since she is already there: he is honoring her. hoping 
that his devotion will inspire her to bless his efforts. 
Onatar dwells in every spark in every forge. Dol Dorn 
in the flow of every battle. and so forth. 

• The Doctrine of the Divine Host: The Sovereign 
Host is one name. and speaks with one voice. The OMIS 

are die letters of that name. and the sound of that voice. 

The pantheon is more than the sum of its parts. and of 
far greater importance even than its individual mem-
bers. Most Vassals worship the entire pantheon rather 
than choosing a single patron. That's not to say that they 
don't have their favorites: a blacksmith likely feels closer 
to Onatar than to the other Sovereigns. fir instance, 
and many priests are better versed in the ceremonies of 
one than the others. But the Vassals acknowledge this 
relationship as one of preference and even intimacy. not 
of importance. Although the blacksmith devotes must 
of his attention to the Sovereign of fire and Forge. he 
still recognizes that Onatar is no more important in the 
world than the other gods of the Host. 

A minority of Vassals, called Disciples. devote time 
entirety of their worship toward a single god rather 
than the pantheon as a whole, while still acknowl-
edging the Doctrine of the Divine I lost. A rare few. 
called I lierocrats. refute the doctrine and believe 
that their chosen patron is more important and more 
powerful than the other gods. Most Vassals consider 
these individuals to he misguided. 

Souls and the Afterlife: Vassals believe that 
the soul is a tiny spark of the divine. but that over 
the course of a mortal life. dr sours divinity slowly 
fades. Because it therefore cannot return to the gods. 
it moves on to Dolurrh (see page 2(12)—not a place 
of punishment. but a place from which the divine is 

truly absent. Because Vassals foresee no reward In 
this afterlife. they consider the blessings of mortal 
existence much more important. 

RITES AND PRAYERS 
Most of the following infurmation is common krunvl. 
edge. A 	15 Religion check is required to know basic 
prayers and minor rites. It requires a DC 20 Religion 
check to know how to conduct major rites oldie faith. 

Most rites of the Sovereign Host are quick. simple 
affairs that a Vassal can perform alone. Prayers 
and paeans are entirely verbal (anything involv-
ing gestures is considered a rite). and are offered in 
gratitude: as thanks for a good harvest. for pleasant 
weather, or even for luck In avoiding those who mean 
do to one harm. Prayers are not used to request favors 
of the gods: this is done through rites. 

MIXING AND MATCHING 
The flexibility of the Sovereign Host and its undeniable 
links with the Dark Six allow worship of the pantheon 
to assume a wide variety of forms. A strange. death-

obsessed sect known as the Restful Watch worships 

Aureon of the Host and the Keeper of the Dark Six. 

claiming that the former identifies and empowers great 

souls, while the latter keeps them for future return to 

the world of the living. Dwarves of the Mror Holds hold 

)natar. Dol Dorn, and Kol Korran over all other gods: 

,p goblin temples of Ithokaan Draal worship the bloody 
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combination of Baling* Dol Arrah, Dol Dorn, the Mock-

ery, and the Shadow. 

Although most Vassals can accept such lesser pan-

theons" when they are made up exclusively of gods of the 

Host. they repudiate any mixture of the Sovereign Host 

with the gods of the Dark Six. Pie suggestion that the two 

pantheons are equal strikes at the heart of their faith: even 

those Vassals who offer prayers to the Six on occasion still 

believe those gods to be serrate from, and lesser than. 

the Sovereign Host, 



Rites can be basic. with simple gestures added to 
prayers. but they can also be more complex affairs 
intended to ask the blessings of the E Inst. Such rites 
might involve ceremonial litanies, colored candles. 
the wearing of specific garb. or the burning of miner 
sacrifices. (Sacrifices might include bits of food or 
small goods of personal importance. Animal sacrifice 
is limited to major rites, and the Sovereign Host does 
not accept the sacrifice of sentient !icings.) 

Only priests are permitted to conduct major rites. 
These include the festivals of the gods and high 
holidays. Priests sing paeans. perform benedictions. 
and offer sacrifices, These ceremonies occur at fixed 
times, whether or ma a congregat ion has gathered. 

Priests are also responsible for ceremonies hon-
oring births, marriages. cortniat i it IS. and iimerals. 
Even these. hums er. cannot be scheduled on a whim; 
they nuist take place during rites dedicated to one 
or more oldie gods. Most marriap es. for instance. 
take place during sacrifices to A ntwai or Wad rei 
(although weddings during festivals of Kol Korran are 
not unknown). Milli celebrations and funeral obser• 
winces occur during the festivals of whichever god 
the family reveres MOM strongly. 

HOLIDAYS 
A character who makes a successful IX: 15 Religion 
check is familiar with the holidays of the Sovereign 

Each god has a number of holy days throughout 
the year. days on which priests and Vassals con-
duct minor rites and prayers. These honor not only 
the god. but also the god's area of influence; for 
instance. the festival of Dol Dorn honors warriors. 
Each god has a favored season. and when the gods 
festivals occur during that season, they are of far 
greater intricacy and importance, with major rites 
and sacrifices. 

In addition to these regular ceremonies. the Vas-
sals celebrate the following holidays. 

Sun's Blessing (i S Therendor): A celebration of 
Dol A rrah. and a day of peace on which enemies set 
aside their differences. 

Aureon's Crown (26 Dravago): A ceremony 
of knowledge. with lectures and sermons of either 
great interest Or great boredom, depending on 
one's preferences. This has also become a common 
day for related secular events, such as graduation 
Ce renamies. 

Brightblade (12 Nymm): A day of athletic. com-
petitions and gladiatorial contests, dedicated to Dol 
horn. 

The Hunt (4 Barra kas): A day of communal 
hunts. often of pa re IC tilarly dangerous beaSiN. in cel-
ebration of Lialinor. 

Bold rens Feast (9 Rhaan): A celebration olcoin-
mon ity lean] ring great feasts and extravagant parties. 
It is also a day fire sec ular elections. 
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DIE CLERGY 
A ( ha racier who succeeds on a DC I S Religion 
check understands the basics of the Vassals' religious 
leadership. 

The Vassals have no single religious hierarchy. I/if-
ferent regions are guided by liturgical councils, but 
a council% role is to advise the region's temples, not 
to dictate their practkes. For all practical purposes. 
each temple of the [lost is an entity unto itself. 

here are institutions that train and ordain priests 
in the ► ays ol the Sovereign flost-and indeed, it 
is front these locations that most ()I't he liturgical 
councils operate-but hirmally ortiaiiwd priests are 
the minority of religious leaders among the Vassals. 
Many priests. particularly those in smaller communi-
ties, come into their posts naturally. A wise individual 
might wind up giving advice to neighbors more and 
more often, until he or she becomes a de facto priest. 
Others are fumed into service, as something about 
them-a skill, a mannerism, or the ability to cast 
mister magic --convinces tile people of the community 
that these brings are blessed. As long as these indi-
viduals make an eflitrt to learn sufficient doctrine to 
conduct the Sovereign Noses rites. other priests are 
quick to recognize them. 

The duties al a priest of 	Sov•reign Ikea are 
straightforward enough: Ile or she must perform the 
rites to the gods on their holy days. conduct major 
ceremonies such as weddings and funerals if asked 
In do so. advise the faillthil on spiritual matters, and 
protect Vassals from harm to the best of his or her 
ability. 

The Dark Six are the savagery to the Sovereign 1-first's 
civility. the gloom to their brightness. Once part of 
the same pa lit heon until the Schism cast them out. 
they are the primitive. the bloody. and the cruel. Vet 
the Dark Six are no less vital a part of the world than 
their more beloved counterparts, no matter what the 
priests ol the I- lost would have the faithful believe. 

LORE OF THE DARK Six 
Because the two faiths are essentially the same in 
terms of history and development. characters seek• 
ing to learn about tlw Dark Six must know the same 
historical and religious lore presented in the Sover , 

 eign Host entry. Also as in that entry. characters can 
attempt Religion checks to we what they know about 
the Six's riles. practices. and beliefs. 

A character who makes a successful I )C: 1S Kell• 
gum cheek knows t1x spedric personality and areas 
of influence of each god of the Dark Six. (Sec the table 
on page 240, as well as the Ear FirCON Player's Guide.) 

PRACTICING THE FAITH 
It's something of an open secret that most Vassals of 
the Sovereign Host also offer occasional prayers to 
the Dark Six. ifonly to avert their wrath. A farmer 
might pray to A rawai for a good crop. but he or she 
might also offer prayers to the Devourer to avert flood 
or drought. Doing this is only sensible. given the Dark 
Six's sway over the raw forces oft he world. and as 
long as the faithful aren't blatant about it. the priests 
of the I lost do not object. 

But what of those who actually offer their devo-
tion to the Dark Six? Priests of the 1 lost say that only 
monsters. primitives, and the insane do so-and 
indeed. those groups do make up a sizable number of 
the Six's worshipers. Yet quite a few perfectly rational 
beings also devote themselves to the Dark Six. They. 
ton, call themselves Vassals-partly because the title 
predates the Schism. and partly to hide beliefs that 
are frowned upon in most civilized regions. The fol-
lowers of the Dark Six are not necessarily evil or even 
violent (although many are). Ratiwr, they have come 
to believe. either through upbringing or experience. 
that the powers of the capricious wild are superior to 
those of civilization. 

Unlike Vassals of t he I lost -who revere the pan 
therm as a silurde, etrn Iftl e.t .  feel mrrit -trlark close to 

one deity-a worshiper of the Six normally grants one 
god the greater portion of his or her devotion. 

The Dark Star: Also called the I lexagram. the 
bulky. six•pronged symbol of the pantheon bukls 
obvious meaning. Each point and each dark hue 
represents one of the constituent gods. T he tact that 
the "bar-  oldie Shadow and the Traveler bisects the 
others is taken try many to suggest that they are lite 
symbolic "axis-  that supports the rest (tithe Six. 

identifying the Dark Star as the symbol (tithe 
Dark Six requires a DC 20 Religion check. since it is 
far less well known than the Celestial Crown of the 
tiost: knowledge of the meanitig behind the symbol 
requires a DC 25 Religion check. 

CORE DOCTRINES 
A character who succeeds on a DC 15 Religion check 
is familiar with the core doctrines and beliefs of the 
Dark Six. Because they have even less formal struc-
ture than the I lost. the Vassals of the Dark Six do not 
properly name or codify their doctrines, but in hriei 
they are as follows. 

•  AS is 	Wed& SO ore the gods. As are the Hob. fo is the 
world. 

Although worshipers of tile Six despise t lw title "Doc-
trine of Iniversal Sotrreigrity. -  this belief is identical 
to the Sovereign principle of that name. 
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+  The lot elf mortals is reverence olredfence. acceptance. 

and fear. 

Mortals might pray to the gods for their favor or to 
avert their wrath. but ultimately the place of mortals 
is to revere and to olwy. to fear the gods rather than to 
lo► r them. Mortals have no more right to expert the 
favor ofthe gods than thcy do to expect the weather 
to bend to their whims. 

•  Only obedience and rew ren iv are WWII rded i=fir r death. 

Unlike Vassals oldie Host. who believe that the soul 
is destined for Dolurrh because it loses its divinity, 
worshipers niche Dark Six helleve that a very few 
mortals are chosen by the gods—particularly by tin. 
Keeper—lire a greater paradise, a place of primal 
chaos but also of intense natural beauty. Only those 
who truly revere and accept the primacy and power 
(tithe Dark Six, and who arc fully obedient to dwir 
priests, an hope to obtain this reward. 

RITES AND PRAYURS 
A successful DC I S Religion check is sufficient for 
a character to know most of the 
I ion. A DC 15 Religion check is required to know 
basic prayers or minor rites, It requires a DC 20 
Religion check to know how to conduct major rites 
of the faith. 

Like vvorsltiliers of r 	I.lost. Vassals of the Six 
oiler prayers entirely as thanks—particularly in grat i -
tude feu avoiding misfortune. Prayers are chanted in 
peculiar cadences that an as important as the worths 

tlwinselves. Requests fOr the favor of t he gods. or cer-
enmities to ward off their ire, are considered minor 
rites and are marked by oflerings. Offerings need not 
be valuable, but they must he symbolically appropri• 
ate: sacrificing an animal to ensure the suffering of -
an enemy. or injuring oneself as an offering of pain to 
bring good litrume in a coming !tattle. 

ivlajor rites require the participation of a priest. 
Although held in secret. these rites nevertheless 
involve a large number of worshipers and large or 
multiple s4wrifices. hi rare cases these do include 
human sacrifice.) 

In addition to the various social ceremonies per-
formed by clergy of the I lost (funerals, weddings. and 
the like). priests cif the Six are also responsible ha 
mediating disputes. since Vassals of the Six cannot go 
to other authorities in case their religious proclivities 
should canto to light. Priests are also responsihk for 
requesting the gods blessing on wars and for aveng• 
fug insults to the faith. 

}COL I DAYS 
A character who makes a successful DC 15 Religion 
cheek is Itimiliar with the holidays (tithe Dark Six. 

During the course of a year, vassals conduct mul-
tiple festivals to honor each of the Dark Six and his 
or her areas of influence. In some regions. festivals 
occur weekly, while in others they are far less fre- 
quent. Priests cond uct rites to the appropriate god on 
festival days whether or not any worshipers attend. 

Iii addition, the Vassals celebrate the following 
holidays. 

‘Vildnight (18-19 Sypheros): This wild festival 
to the Fury begins at sunset. and offers the faithful an 
opportunity to vent passions built violent and carnal. 

Long Shadows (26-28 Vult): This three•day 
ehration of the Shadow is a time ofdark magic. 

Titr CLERGY 
A character touleistancls the basics of the priesthood 
of the Dark Six with a successfill DC 20 Religion 
check. 

Most temples of 	Dark Six are entirely indepen 
dent. They are led by a high priest. st, ho maintains 
the position only as long as he or she has the personal 
power and liturgical knowledge to keep al:other 
priest from usurping the title. 

In areas where the Dark Six are worshiped openly. 
such as portions of l )argium. temples might form 
liturgical councils like those of the Host. Unlike their 
Sovereign conflict parts. however, these councils are 
devoted to a specific god. not to the whole pantheon. 

Priests oft he Dark Six can come into their posi-
tions in several ways: through being brought up in 
a powerful religisais family: through personal apo-
theosis. such as a sudden experience that grants an 
individual a heightened devotion to one oldie Six: or 
at the whim of a higher priest. since the credo of obe 
dience permits religious leaders to cottunaitil Vassals 
to assume any duty. 

The priests and champions of the Silver Flame have 
battled the forces of darkness for hundreds of years. 
A relatively young religion. the Church of the Silver 
Flame has found staunch support across Khorvaire. 
especially in the nation of - Thrane. Its followers wage 
a ne‘ereitcling struggle against evil. fighting demons. 
devils. and all manner of ministers. Corruption 
within the church Itself. however. continues to be the 
organization's most relentless foe. 

LORE OF THE SILVER Timor 
HISTORY 

Common K nowledge: 	became a theoc- 
racy ruled by the Keeper of the Flame and the Council 
or Cardinals in 914 Y K. when the last kVy /tarn heir. 
King Malin. died. 
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History DC 15: The Church of the Sliver Flame 
was born in 299 YK. when the paladin Tira Niiron 
and a couad merged with a silvery pillar of Eire to 
stop a demonic overlord from escaping from Khyber. 
-lira is now the immortal Voice of the Flame. an 
intermediary between the mortal %%odd and the 
divine Flame. 

History DC 20: In 832 YK. the Church of the 
Silver Flame launched a crusade against lycanthropes 
that lasted for fifty years. The crusade brought lycan-
thropes to the brink ofextinction in Khorvairc. 

History DC 25: Although the Church of the 
Silver Flame is a relatively ;axing institution. other 
religions in various parts of the world have sprung tip 
around worship of the comas that bind demons in 
Khyber. in Xerfdrik. giants, elves. drove. goliaths, and 
other races all developed serpent cults In their early 
histories, and the yuan•ti of K remit in the Talenta 
Plains are a surviving example of a similar religion. 
In addition. the religion of the Ghaashlala arcs of 
the Demon %%rages is similar to the faith of the Silver 
Flame—similar enough that some consider them to be 
the same religion. 

RELIGION 
In addition to the information presented here. a 
character can attempt a DC 15 Religion check to 
determine whether he or she knows the specifics of a 
holiday. a ritual. or another aspect of the faith. 

Common Knowledge: The Church of the Silver 
Flame Is dedicated to protecting the world from evil. 
Its members include militant clergy and members of 
knightly orders devoted to waging physical and spiri-
tual war against evil and monstrous threats. 

Religion DC 25: As History DC 25. 

PRACTICING THE FAITH 
Followers of the Church of the Silver Flame call 
the 	the Purified, while outsiders call them 
Flamites. The Purified believe it is their duty to 
finish the work of creation by purifying the world of 
darkness and evil. They don't deny the existence or 
divinity Mother gods. particularly the gods of the 
Sovereign Host, but they do contend that only the 
Silver Flame can perfect creation and transform the 
world into a paradise free of wickedness and pain. 

Symbol of the Flame: The most common symbol 
of he Silver Flame is a stylized representation °fa 
name, similar to a candle flame or a bonfire, often 
inscribed on silver or inlaid with silver. The shape of 
an arrowhead is also frequently used in Silver Flame 
iconography. representing shafts ofsunlight that 
pierce the darkness as well as weapons striking true 
against evil foes. Members of the Order of Tetnplars. 
in particular. display their faith with an image of a 
flame engraved on a silver arrowhead. 

CORE DOCTRINES 
A character is familiar with the core doctrines of the 
Silver Flame with a successful DC 15 Religion check. 

• Trust in the Silver Flame. The Voice of the Silver Flame 
never lies. it will lighlyour was to glory and salvation. 

• I feed the words of the Keeper. The Keeper of the Flame 
is the emissary of the Silver Flame speaking to you. 

+ Fight evil in all its tones. Not everyone can have the 
strength of a paladin. but there are many ways 10fifiht 
evil. AU followers of the Silwr Flame must remain vigi, 
lane. for the one thing evil does well is hide in plain sight. 

• Lead a noble life. and encourage others to do the same. 
Temptations abound. but the wise can recognize and 
avoid them. If you die with a pure spirit. you will be 
joined with the Silver Elaine to Irian forever bright. 

+ Share the faith. The Silver Flame can purify the darkest 
spirit. Share the power of the Flame with those who have 
not yet embraced it. 

RITES AND PRAYERS 
A DC 15 Religion check is sufficient for a character 
to know most of the following information. A DC 15 
Religion check is required to know basic prayers and 
minor rites. It requires a DC 20 Religion check to 
know how to conduct major rites of the faith. 

The Purified believe that the proper way to vener-
ate the Silver Flame Is to live in accordance with its 
precepts--virtue. constant vigilance, and struggle 
against evil wherever it is found. A life that embodies 
these ideals does not need rites and prayers to sanc-
tify it. for h is holy In Its own right. 

The ceremonies performed in the church revolve 
around acts of purification. Priests are called upon to 
perform rites to purify the faithful dead in prepara-
tion for burial, to purify the bodies of fallen foes after 
battle (symbolic of purging their evil from the world). 
to purify the sick and rid them of illness. and to purify 
aspirants to the priesthood in the act ofordination. 
Newborn children of Purified parents are dedicated 
to a life of purity in the church's most elaborate rites. 

In Thrum, the Church of the Silver Flame also 
performs rites to commemorate occasions of state. 
invoking the Silver Flame to purify the hearts and 
minds oldie people and oft he members oldie gov-
ernment to make Thrane a truly holy nation. These 
rites are not performed in other nations. 

HOLIDAYS 
A character who makes a successful DC 15 Religion 
check is familiar with the holidays of the Church of 
the Silver Flame. 

The Purified observe the first day of every week. 
Sul. as the Day of Cleansing Fire. a day to recommit 
oneself- to a life of purity. On Sul, devout worshipers 
of the Silver Flame fast for at least one meal, spend 
the mealtime in prayers of dew' ion and repentance. 
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and spend the money that would otherwise pay Ibr 
that meal on alms for the needy or donations to the 
church. 

In arklhion to this weekly observance. the church 
marks several significant holy days throughout the 
year. 

Bright Sours Day (18 Olarune): As the dark 
days of winter draw to a close, the Purified celebrate 
the lives and the sacrifice of those who gave their 
lives to fight evil and protect the la it WI. 

Tirasday (S Therendor): This holiday celebrates 
the birth of lira Minim the Mike of the flame. 

Promised& (28 Dravago): As nature's beauty 
reaches its height in late spring, the Purified honor 
the Silver Flame for the promise (tithe paradise to 
come, when the world is made pure and perfect fur 
the faithful to inhabit 

First Dawn (21 Ny ni in): This (Nbservance corn. 
memorates the day in 914 YK when the Church of the 
Silver Flane as.siinleil a ouirol 01 . thratie'sgoveniment. 

Silvertide (14 Lha ry ion): This highest holy day of 
the faith celebrates the sacrifice of the cottat Is and the 
birth of the Silver Flame. 

The Ascension (1 Sypheros): On this day. wor-
shipers remember the sacrifice ofTira M iron, who 
joined with the Silver Flame to become its Voice_ 

Rampartide (24 Aryth): As nights gross. longer 
and the world turns toward wittier. the Purified steel 
themselves against evil, both without and within. 
Obeying the scriptures that enjoin them to ''Make 
yourself a bastion, a rampart against wickedness.' 
they atone for past sins and fast to fortify themselves 
for the year ahead. 

Khybersef (21 Vult): On the longest night (lithe 
year, when light and got IdneSS seem to be at their 
weakest, the Purified believe that the bonds hold-
ing the fiendish overlords in Khyber arc also at their 
weakest and that the world is In its greatest danger. 
Many quests and crusades are launched on Khyber-
sef (a shortened, dialectical form of `K hyber's Eve"). 

CHURCH HIERARCHY 
Agents (tithe church can be ordained by three dis-
tinct orders—the Order of Ministers, the Order of 
Templars, and the Order of Friars. Ministers include 
priests, who lead local temples, act as community 
leaders. and serve as chaplains in the military and 
other institutions. Templars are the warriors of the 
church, including temple guards. crusaders against 
evil creatures. wandering adventurers in search of 
wrongs to right. and soldiers in the armies of Thrane. 
Most individuals with character classes who are 
ordained to the church's service (particularly cler-
les. paladins, temptars, invokers, and other divine 
classes. but also including characters who use other 
power sources) are members of the Order of Tem. 
plars. Members of the Order of Friars are missionary 

priests. traveling agents oldie church who tend to the — 
spiritual needs ofthe faithful and bring the light of 
the Elaine to dark places. 

The spiritual leader of I he Church oldie Silver 
F la me —a ad the political ruler all t ra ne—is the 

	

Keeper of the Flame. That post is held at present by 	> 
Mehl Daran. an eleven•yrar-old girl. In practice. a 
Council of Cardinals oversees most affairs ulboth 
church and state. 

?blast members oldie Council of Card Mak are 
drawn from the Order of Ni inistcrs. with a notable 
few coining from the Order ollemplars. The council 
exerts its authority through archbishops. who are 
members of the Order of Ministers, Archbishops arc 
regional authorities who in turn oversee bishops (also 
ministers) Mid prefects, the highest rank among the 
templars. These leaders hold spiritual authority over 
priests within a single large city or cluster of smaller 
towns and villages. and in Thrane they are local gov-
ernors as well. 

SECTS OF THE SILVER FLAME 
Some sects of the Silver Flame are factions within the 
church. obeying the same hierarchy but emphasiz-
ing slightly different forms oldoetrine. Others are 
heretical sects: still others are separate religions that 
venerate the same divine force. 

Order of the Radiant Flame: The monks and her-
mits of this contemplative branch of die church seek 
spiritual union with the Silver Flame in this life. in 
anticipation of the true union that conies after death. 

Knights Militant: This rigid order maintains 
extreme standards oFpurity and morality. although 
it emphasiles heroic sacrifice in battle rather than 
imposing its moral standards on others. 

Servants of the Pure Flame: Fanatics and 
extremists, the Servants (also called Puritans) 
espouse forced conversion and sometimes employ 
questionable methods to achieve their goats. This sect 
is most powerful in Au ndair. although it has sympa-
thetic ears at every level of the church's hierarchy.. 

The Whispering Flame: A few small cults. pri-
marily based in Thrane. revere not the Silver name 
and 'fira M iron. but the evil spirit imprisoned within 
the Flame. Although the priests and knights of the 
Silver Flame vigorously eradicate any hint of these 
cults, the very real presence of the Shadow in the 
Flame (see page 29) contributes to the continual 
resurgence of the Whisperittg Flame. 

Kalok Shash: 	Crharah'kala ore tribes of the 
Demon Wastes believe that they have a divine duty 
to prevent evil from escaping the Wastes and p ►llut-
ing the world, These ores worship a power they call 
Kalok Shash. the "Binding Flame." which they believe 
is made up of the souls oral! the righteous who have 
died fighting against evil. Many scholars and priests 
believe that Kalok Shasii and the Silver Flame are 
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RELIGION 
Ns. In addition 10 the information presented here. a 

character can attempt a DC 20 Religion check to 
determine whether he or she knows the specifics of a 
itoliday, a ritual, or another aspect of the faith. 
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one and the same, and most among the Purilled are 
happy to accept these ores as kindred spirits who 
have a mission akin to their own. 

Serpent Cults of Xeritirik: 'Ile ancient legend 
nit he cmiat Is who sacrificed themselves to imprison 
the fiends within the earth is depicted in the earliest 
inscriptions found in Xelfdrik. Throughout the mil-
lennia. this tale has lin-Rini the foundation of many 
religions among the statisc races of that continent. 
including the giants. their Oland drow servitors. and 
the goliaths of the Titan's Teeth Mountains. Most of 
these serpent cults espoused high ethical ideals. often 
loftier than those prevailing in the dominant culture 
al their tune. Although no current serpent cults are 
known. some scholars have argued that the Chun•h 
of the Silver Flame is really a contemporary Form of 
these ancient religions of Xendrik. 

One of the most peculiar of Eberron's faiths. the 
Blood of Vol worships nu god or higher power, but the 
divittit ►  that Iles within all mortal beings. It seeks to 
overcome death and reveres those who have already 
thine so through ascension to the ranks of the undead. 

It is a dark faith. driven and grim. Vet not .ill of its 
adherents are wicked. and mans- would be shocked 
to learn of the real evil that lurks at the heart of their 
religion. 

LORE OF THE 
BLOOD OF VOL 

HISTORY 
History DC 20: fhe faith of Vol was initially an 

elven Milk. but the Blood of Vol and the Wilt of 
Aerenal elves arc now quite different. and often find 
themselves in tipposition. 

History DC 25:The war that resulted in the 
destruction of the Mark of Death wasn't just about 
the mark: it began with the revelation that a child had 
been horn ofell and dragon. This was Erandis 
who was killed in the war. 

History DC 30: %%fit h a s-twcessfit I check against 
this DC. a character knows the bask history of the 
line of Vol. the Mark of Death, and the war that ulti-
mately wiped out the line. 

More information about Erandis Vol can he blind 
iii the entry for Lady Vol on page 249. 

Religion DC 20: As i listory DE: 20. 
Religion DC 30: The priests of Vol believe that 

the undead arc champions of their faith. 

PRACTICING THE FAITH 
Followers of the Blood of Vol (a title that refers to the 
bloodline of Vol: Most worshipers do WI Liam that 
Erandis hersellyet exists') call themselves Seekers. 
'Dun' believe in no divine beings but Instead seek to 
harness the 'divinity within." the life and godliness 
that flows through the blood Itself. 

BecanSe of its focus on inner strength. the Blood of 
Vol appeals to people who are particularly driven or 
interested in personal improwment. and t !lose who 
arc disillusioned with the gods 'limiter laiths. The 
fitit It also hidds an olwious attraction for necroman-
cers. death fetishists. and seekers of immortality. 

Symbols of the Blood: Although the Wood , ood of 
Vol frequently makes use of its traditional symbol-a 
dragon skull surrounding a blood-red gem-individ-
ual priests are allowed to choose their own sy mbols.  
This practice is encou raged partly to hide the religion 
in areas where Seekers are persecuted. but primal. 
ily to highlight the fact that the Seekers are praying. 
not to any higher po wer. but to the divinity within 
themsdves. 

CORE DOCTRINES 
A character who makes a successful DC 20 Religion 
check is familiar w ith  the core doctrines and beliefs 
of the Blood of Vol. 

•  took not to the skies, nor to the depths below. nor even to 
the distant past or future. Seek the divine withits.for the 
blood is the life, and in its call cart be heard the promise 
etf life eternal. One has Ina to listen. 

'lids mantra. recited at the Start 01 - 11Lally rites and 
prayers. encapsulates the basic truths oldie faith. 
True divinity exists only within the blood °Hiving 
things. A person's power comes from within. mani-
fested as physical strength. mental acuity, or the 
ability to use magic, Meditate on and pray to the 
divinity within, not to false gods or pmpizets without. 

lull• the divine is eternal. 

Dolurrh is Ibr those who fail to master and com-
prehend elite 1')iy inil v LVithin. 'Mose who succeed 
in doing so are destined for a greater eternal life-a 
paradise. tailoretl to the individual in question. The 
sect .% highest echelons are made up of undead. Seek-
ers who know of these undead revere them. believing 
that they have sacrificed paradise to mutat ti behind 
and guide others, 
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RITES AND PRAYERS 
Seekers rareiv pray in literal sense. The closest they 
come is a mantra intended to invoke the Divinity 

Within, as a means of granting themselves strength 

or fortitude for trials to come. 

Priests of Vol oversee a number of major rites, held 

before gatherings of Seekers. These rites do not com-

memorate most life events or social occasions (such 

as weddings). but they do commemorate birth and 

death-not nub of Seekers. but of important figures in 

the local culture or in the hierarchy ofthe faith. 

Seekers also gather for two primary holy days. 

HOLIDAYS 
A character who succeeds on a DC 25 Religion check 
is familiar with the holidays of t he Blood of VIII, 

Sacrament of Blood: Occurring irregularly 

throughout the year. this observance is the corner-
stone (lithe Blond of Vol. In each of these hidden 

ceremonies. a priest recites a religious litany (partly 

in Macon ic), then moves through the assembly with 

a ruby chalice and a ritual dagger called a bloodfing. 

Each participant cuts himselfor herselfand bleeds 

into the chalice; most Seekers believe this gesture 

to be purely ceremonial, an acknowledgment of the 

Divinity Within that unites them all. In fact, the 
blood is used by the sect's highest priests and undead 

leaders for a variety of necromantk purposes. 

Revelation Day (13 Zarantyr): Also called 

Ascension Day. this ceremony allows Seekers to 

meditate on their spiritual progress. Seekers gather 

for a Sacrament of Blood: once the chalice is filled. 

the priest conducts a ritual to purify the blood. (On 

rare occasions. sonic priests secretly alter it in other 

ways as well, depending upon their ambitions and 

abilities.)' 1' he chalice is then passel' through the 

assembly. and each Seeker takes a sip. The result is 

a religious trance during which an imbiber experi-

ences visions and waking dreams; these experiences 

are said to impart some element of truth or revelation 

about the Seeker's life. faith. or future, but only if the 

Seeker interprets the visions properly. 

THE CLERGY 
‘Vith a successful DC 20 Religion check. a character 

knows that the Blood of Vol's followers believe that 

the faith is a disjointed collection of largely indepen-

dent sects with a shared doctrine. %Vith a successful 

DC 25 Religion check, a character understands the 
multiple levels of the religion's hierarchy. 

Priests: Most priests of t he Blood of Vol are no 

more aware of t he true hierarchy of the religion, or 

the true nature of Erandis Vol. than anyone else. 
Ahactors: Servants of the Crimson Covenant. 

abactors are priests•usually the heads of temples-

who arc fully indoctrinated in the truth of the faith. 
The Crimson Covenant: 'l'hirteen 

all of %%hum are either undead or powerful necro-

mancers. oversee the activities of the abactors and the 
priests and take their orders from Vol herself 

Erandis Vol. Queen of the Dead: The ultimate 
power at the heart of the Blood of Vol. Erandis Vol 

pursues schemes and goals known only to herselfand 
her most trusted advisers. 

LADY VOL 
Thousands of years ago. it was revealed that the 

elven line of Vol-a house that had long practiced 
the arts of necromancy, and had recently developed 
the Mark oil Death-was engaged in secret dealings 
with a clan of dragons. This knowledge triggered an 

unprecedented alliance between A rgonnessen and 

Aerenal. as dragon and elf worked side by side to 
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Lady Vol 	 Level 19 Elite Controller i Leader) 
Medium natural humanoid futtdeed  i 	 Xi) 4.800 

Initiative 11 	Senses Perception *-12:darkrision. 
low-light vision 

Bolster Undead aura 10: each undead illy within the aura gains a 

2 bonus to aft defenses. 

HP 356; Bloodied 178 

Regeneration 10 

AC 35: Fortitude 31. Reflex 34. Will 35 
Immune disease. poison; Resist 10 necrotic: Vulnerable radiant 

lif Lady Vol takes radiant damage. regeneration doesn't function 
ern Iser nest turn) 

Saving Throws * 2 
Speed 6. fly 7 (clumsy) 

Action Points 1 

® Death Grasp (standard: 	♦ Necrotic 
-23 vs. Reflex; 3d8 7 necrotic damage. 
Shadow Ray (standard; at-anal) + Necrotic 
Ranged 10; -23 vs. Reflex; Id8 - 7 net rod( damage. 

* Enfeebling Burst (standard; 	♦ Necrotic 
Area burst 1 within 10; -21 vs. Fortitude; 2i18 - 7 necrotic 
damage. and die target is weakened until the end of Lady Vol's 

next turn. 

* Spectral Claw (standard; at wilt) + Fear 

Area burst 3 within 10; targets two creatures in burst: -21 vs. 

Will. 2d13 4- 7 necrotic damage, and the target is immobilired 
{save ends;L 

<• Drain Life (standard: encounter) ♦ Healing, Necrotic 
Close blast 5; targets living creatures. -21 vs_ Reflex: 4dB 4- 7 

necrotic damage. and Lady Vol regains 5 hit points for esery 
creature damaged in this manner 

Queen of the Dead (standard; at-willl 

Close burst 5; three of Lady Vol's allies in the burst can each 
make a basic attack. 

Death Makes Me Stronger thee: when first bloodied: encounter) 
Lady Vol's drain rife,  ability recharges. and she uses it. 

Indestructible (when reduced to 0 hit points) 

Lady Vol's body and possessions crumble into dust.. but she 
is riot destroyed. She reappears (along with her possessions) 

in 1d1 0 days within 1 square of her phylactery. unless the 
i)bylactery is Also found and destroyed 

Alignment Evil 	Languages Common. Draconic. Elven 
Skills Arcarsa -24. Bluff +19. Diplomacy -2 2. Nista? y *21. Insight 

*-17, Religion 1-21 

Str 12 (4 10) 	Dex14(t11) 	Wis 16 0-12) 
Con 18 (i 13) 	Int 24 I*161 	Oa 22 I4-15) 

wipe out the bloodline of Vol. The sibling kings pro-
claimed that the house would be exterminated to the 
last member. because a single drop of its blood could 
destroy all living things. 

The war was bitter. but its result was never in 
doubt. The line of Vol was exterminated, and its 
allies from other lines fled to Khorvaire. bringing the 
hack that would form the basis of the Blood of Vol. 

Most assume that the ekes feared the power of the 
Mark of Death. But a close study of the records chal-
lenges this assumption, lithe mark was so deadly. 
how was the house defeated? In fact. elfand dragon 
didn't fear what the line of Vol was: they were afraid 
of what it might become. In the mingling of elf arid 
dragon. there was the potential to create something 
new—a being who could become the avatar of death 

They were right to be afraid. The war began with 
the birth of just such a being: Erandis, last scion of 
the line olVol. Born ofelf and dragon. her Mark of 
Death was unlike any other. In time. it could have 
been her gateway to immortality. But she was killed 
long before she could master its power. Her mot her 
Miriam refused to let her daughter die forever. and 
used her powers to raise Erandis as a lick. then sou 
her to Khorvaire with a handful of trusted allies. As 
an undead being, Erandis cannot use her mark: thus. 
the Acrerial diviners reported that the Mark of Death 
had been successfully destroyed. Erandis has spent 
thousands of years brooding over her loss. realizing 
the destiny that should have been hers yet being 
unable to seize it. 

Few liallowers of the Blood know that Erandis 
exists. but those who do know revere her as the 
eldest and wisest of thei r champions. The Order of 
the Emerald Claw knows oilier, alai believes that 
the Queen of Death could bring glory to Karrnath. 
Erandis also has tier own personal retinue. t lie elves 
of Illmarrow. who are fanatically devoted to her. In 
truth, however, Erandis has little interest in the faith 
she has helped to spread. It is a tool that helps her 
manipulate her Ibllowers, but her one desire is to 
achieve her personal apotheosis—to truly become the 
Queen of the Dead. 

In most respects. Erandis appears to he a withered 
elf. but skeletal wings rise from her shoulders, and 
long talons speak of her draconic heritage. 

BLOODY CLAWS 
The Order of the Emerald Claw answers to Erandis Vol 
herself, though none but Vol the Crimson Covenant, and 
the highest leaders of the Emerald Claw are aware of this 
Fact. Erandis uses the Emerald Claw as her paramilitary 
arm, to conduct operations that she cannot afford to have 
directly linked to the hierarchy of the faith. For more on 
he Emerald Claw, see page 86. 

LORE OF LADY VOL 
Secret Knowledge: The war that resulted in the 

destruction of the !dark of Death wasn't just about 
the mark: it began with the revelation that a child had 
been born of elf and dragon. This was Erandis Vol, 
who was killed in the war. 

'1'he priests of Vol believe that the undead are 
champions of their faith. h is said that the greatest 
of these champions is Erandis Vol. who survives as a 
Bell and guides the religion from the shadows. 

USING LADY VOL 
In many ways. Erandis is a tragic figure. 1.1er birth 
caused the destruction of her house. and she has been 
robbed of her destiny:The mark traced across her 
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withered flesh is as dead as she is. The only way she 
can redeem her family is by becoming the Queen of 
Death. and she is prepared to sacrifice everything she 
has built over the centuries to accomplish this—even 
destroying Eberron, if necessary. 

The statistks below represent Lady Vois abili-
ties in her current state, Slum kl she succeed in her 
apotheosis. she will have powers rivaling a god's. It 
is up to you to deride what steps are required for her 
to rise to this level. but it should be a serious chal-
lenge; she has been working toward it for thousands 
of years. She'll need ancient artifacts, books of for-
gotten lore, or possibly to make deals with demonic 
overlords. She might create eldritch maeltines with 
the apparent goal of turning everyone in Sham into 
a zombie—hut the true goal of which is to weaken 
the borders between Eberron and Dolurrh (a goal 
she can achieve even In defeat). Her apotheosis 
should be the culmination °fa long story arc. les 
also up to you to decide what happens if Erandis 
ascends. Will she terrorize the world until she is 
defeated? Or. with her destiny secured, will she 
retire to Dolurrh and become a worthy ruler of her 
new realm of death? 

LADY VOL TACTICS 
In battle. Lady Vol uses enfeebling burst to weaken the 
most dangerous be and then uses her shadow ray to 
target combatants from a distance. 51w uses quern 
tithe dead to spur her underlings' attacks. As a lick. 
Lady Vol does not fear death in battle and so does not 
hesitate to engage in melee combat. 

Outside combat. she is a skilled ritual caster and 
uses magic for many purposes, She has access to 
secret necromantic rituals developed by her house 
and a few rituals oilier own design. including a varia-
tion of the wizard utility power disguise self (PH 162) 
that allows her to cloak her true nature when she has 
business in the miter work!. 

The Cults of the Dragon Below are a spreading 
cancer eating away at society's flesh. 501131, call them 
Khyber cultists, or worshipers of the Dragon Below. 
but even those basic descriptions are flawed. They 
are worshipers of insanity. lunatics who devote them-
selves not to Khyber proper, but to the horrors. the 
demons. and the aberrant nightmares imprisoned 
within. They are the mad who revere an ever greater 
mad ness. 

LORE OF THE CULTS 
OF THE DRAGON BELOW 

ARCANA 
Amami DC 20: Because they frequently delve 

into ancient texts that saner scholars wisely avokl. 
Khyber cultists °hen have access to rituals and other 
magic unseen outside their ranks. 

HISTORY 
History DC 20: During the daelkyr-led inva-

sion from Xoriat, the ores and goblin s of western 
Khurvaire were among the first to be enslaved. 
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So great was the power of their aberrant masters, 
and so twisted and traumatized were the slaves. 
that tales of the daelkyr's power overshadowed-or 
were used to justify-their depravity. Particularly 
in smaller villages and isolated rural communities. 
awe of this power slowly turned to worship. When 
humans arrived in western Khorvaire. bringing 
their own religions with them. the combination of 
these beliefs and the darker deities of the human 
pantheons spawned many of the Khyber cults that 
still exist today. 

History DC 25: Most of the oldest cults are 
based in the Shadow Marches. Some take the form 
of extended families of ores. hal•orcs, goblins. 
and humans_ Madness runs in the blood of these 
families. sometimes accompanied by physical 
deformities caused by both deranged magic and 
inbreeding. Some of these clans spend so much time 
feuding with each other over differing religious 
interpretations that they pose little threat to outsid-
ers. Others, however, are among the most insidious 
of t he Khyber cults. sending their more normal-
seeming members out into the world to gather 
information and to form offshoots of their cults 
within civilization's borders. 

History DC 30: Cubists infiltrate governmental 
and mercantile institutions. as well as the hierarchies 
of other faiths. 

A kw tiny religious factions that worship Khyber 
itself might still exist-they once did. in the ancient 
past-but these were limited primarily to the lizard-
folk. troglodyte, and kobold tribes of Qbarra. 

RELIGION 
Religion DC 20: Cults of Khyber do not worship 

Khyber itself. Rather, they arc devoted to one of the 
dark powers imprisoned within-most often the dael. 
kyr or some other aberrant beasts of Xoriat. 

Religion DC 25: Members of a cult often sham 
a specific madness. particularly when they are 
also scions of the same bloodline. For instance, the 
members alone familial cult might all show signs of 
paranoia, and the members of another might share 
an unsavory obsession with the dead. 

Religion DC 30: Most Khyber cubs revere aber-
rant creatures, and it is not uncommon to find an 
intelligent aberration at the heart 015(1411a cult. 
manipulating the i ►sirshipers for its own ends. 

STREETWISE 
Streetwise DC 30: As llistory DC 30.  

PRACTICING THE FAITH 
So who in their right mind would join cults such as 
these? Well, nobody: that's the point. Every Khyber 
cultist is mad in some way. subtly or extravagantly. 
Some cultists hope to shatter the bonds od'their 
masters' prisons. Others seek to destroy the world as 
an ultimate sacrifice, or so that a new paradise can 
arise, shaped by their aberrant masters. Sonic Khyber 
cultists even believe. in their madness. that they arc 
doing what is best for their families or their nations. 
A cultist might delve into dark and tortuous lore with 
the best of intentions. certain that he or she has the 
mental rtitude to learn just what is needed and no 

Many Khyber cultists arc born Into families 
already sworn to, and warped by., alien lords. Others 
are driven mad by dreams about incomprehensible 
desires and horrors. Yet with this madness comes 
ancient knowledge and persuasive charisma that can 
attract fanatical and powerful circles of worshipers. 

No universal icon represents all the Cults of the 
Dragon Below. Many people associate these cults 
with a peculiar. twisted symbol. an  inky blot that 
resembles an aberrant clragonmark. This was the 
symbol of one of t he greatest Khyber cults of old. and 
it is associated by most outsiders with the cults as a 
whole. but each individual cult has its own symbol-
or none at all-as befits its preferences. its rites, and 
its unique madness. 

CORE DOCTRINES 
The Khyber cults have no core doctrines. because the 
cults have no unified beliefs or objectives: there are 
as many gods and as many goals as there are cults. 

Some Khyber cults have goals that are. although 
clearly mad. at least vaguely comprehetnibk to those 
outside their ranks. Some want to raise a particular 
daelkyr. demon, or other power from Khyber. Some 
want to acquire power for themselves in their patron's 
name. to destroy the world, or to bring Xoriat back 
into conjunction with Eberron. Crazy. yes. but there's 
some method to this madness. Others have goals that 
are so mad as to be utterly unfathomable. A priest 
might send cultists forth to rip the tongues from 
anyone who has ever uttered a certain name. One of 
the lunatic families founded in the Shadow Marches 
might believe that lilt sacrifices enough sent ients 
during the birth ofa child, that child will be born 
perfect, even divine. Some cults' actions are impos-
sible to predict because they are being driven by their 
leader's dreams. or they are acting on the commands 
ofereatures that are not human. 

RITES AND PRAYERS 
Each cub has its own rites and practices. Some teach 
their members formai prayers and chants. involving 
alien or even meaningless words and foul cadences 
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displeasing to Ike car S, 'me a tiltists might have 

their own prayers. such as the simple repetition of a 

patron's name or a I a%<)rite expression. 

Rites range from subtle ceremonies. such as pre• 

paring food in a certain was or never touching a 

certain type of object. to major sacrifices and sacra. 

ments conducted in the midst of screaming. chanting 

worshipers. Again. it all depends on the cult in 

quest ion. 

CLERGY 
The leaders of these culls arc often aberrant beasts. 

A mind flayer. lOr instance, might serve ats t he high 

priest of K }wiser cult—or even as the object faults 

worship. having convinced the cult's stem bers that it 

speaks for, or e ► en is. a divine entity. 

When the leader ofsuch a cult is hunianoid, how-
ever. it cats he almost anyone. The head Isla Marcher 

family. following traditions and beliefs lakl down 
genenit ions gone: a vagabond all the street whose 

dreams have suddenly begun to offer his life SOUK' 

meaning:a professor at Min-grave 1.:111Venity. whose 

studies have taken him beyond the bounds of sanitv: 

an adventurer ret11111rd from the depths of Khybet_ 

having leii the best pars of himself behind. 'this is 

the greatest threat of the Cults of the Draws!' Below: 

Anyone can he a memher. 4inyone can lead. All Ihas is 

required to spark a cult is the touch of inadness and 

the eloquence to convince others that there is truth. 
or power, in the ravings. 

TNT FAMILY FINCH 
The Finches resale on Ike outskirts of larash'ak. 

where civilization pretends to dwell in the heart of 

the Shadow Marches. Their estate is sprawling and 

graitd. but its knees are rusted. its paths overgrown. 

and its walls peeling. 

The Finch family has long laid claim to titles of 

aristocracy within the scattered. clannish society 
of tliv Shadow Marches. tiow much (Atha! claim is 

genuine, and how much a pretense to mask the pov. 

erty that has slowly overtaken them. even the Finches 

themselves no longer know. But they have their pride. 

They have their lies to the community of larash'ak. 

where the people arc happy to take their coin even 

as they whisper behind upraised hands. And the 

Finches have their gods: dark. alien powers who they 
believe will restore the family's wealth and power 

and set the Finches to rule atop the festering grave-
yard of twisted Flesh once called Eherron. 

Oh. yes. and one other thing: Every Finch for 

generations uncounted has a burning. inherited 

madness. 

LORE OF THE FINCHES 
Streetwise DC 1 S:1'he Finches are one of the 

region's oldest families. They dwell on the Finch 



Julius Finch 
	

Level 8 Brute 
Medium natural hoinarbold. human 

	
XP 350 

Initiative s-6 	Senses Perception +6; lowlight vision 

HP 107: Bloodied 53 
AC 20; Fortitude 21. Reflex 19. Will 19 

Speed 5 

CO Greaasavatd (standard; at•will) • Weapon 

-11 vs. AC: 4c16 - 5 damage. 

+ Deadly Sweep (standard: recharge '41[10 + Weapon 
Clow burst is 413 vs_ Fortitude: 2d6 - 5 damage. ar.d the target 

1: knocked prone until the end of Julius's next turn- 

4 Feed the Void (standard: encounter) • Necrotic. Weapon 
-, 11 vs. AC; targets a bloodied. living enemy:6416 t 5 necrotic 

damage- 

Brutal Bruiser 

Julius deals id& extra damage on attacks made against slowed 

or immobilized foes or against any creature granting combat 

advantage to him. 

Alignment Chaotic evil 	Languages Common 

Skills Intimidate r 9 

Str 20(49) 	Dex IS I•6/ 

Con 17 (4) 	list 9 (4-3) 
Equipment scale armor. greatsword 

Wis 15 (+6) 
Cha 11 (40 

Estate, just outside Zarash'ak. Family members 
mostly keep to themselves, except when they send 
servants or younger members into town to buy 
goods and supplies. They're a stiff. proper. unsmil-
ing hunch, but they've been decent enough to the 
community. 

Streetwise DC 20: The Finch family is ruled 
with iron lists by Melanins and Lucretia. They have 
one son, Julius, who's not known for his intellectual 
capacity. Their favored heir is Lucretia's niece. Eliza 
Willi 'trope, who came to live wit It them when she 
was just a child. 

Streetwise DC 25: Rumor has it deal the Finch 
estate Is haunted. but that the Finches won't admit 
to it in order to avoid shaming the family. This. some 
locals say. Is the reason for their stern. unbending 
demeanor. 

The Finches have a bit oforc blond quite a ways 
back in their ancestry. They seem determined to bide 

despite the fact that its not particularly shameful. 
especially in the Shadow Marches, 

USING THE FAMILY 
The Finches art' the perfect candidates for every 
creepy. Insular. darkness•worshiping. backwoods 
family story you've ever imagined. They can serve as 
a typical evil cult. as a slow cancer eating away at a 
(mostly) decent sucirty,as political and mercantile 
rivals (lithe PCs, or as the heart of a lawecra ft ia n 
nightmare. The Finches kill. to protect their secrets 
or as sacrifices to their dark gods. They corrupt. 
spreading their influence over local governments. 
They raid and steal, acquiring wealth and magic 
items. They delve deep into secrets mortals were not 
meant to know. But because none of the Finches are 
overwhelmingly powerful individually. the PCs can 
lace them at early levels, introducing the characters 
to the larger threat of the Khyber cults. 

By changing the flavor. the stats here can easily he 
used to represent other. more traditi onal  Cults of the 
Dragon Below. 

THE FINCHES 
Thelonins and Lucretia look to he in their early fif-
ties. He dresses in somber blacks and grays like an 
undertaker, and wears a well-kept but thick beard to 
hide the deformed shape of his jaw. She dresses in 
fancy gowns with extravagant trains. long enough to 
hide the fact that her left leg ends not in a foot. but in 
a grotesque. fleshy flipper. Both have dark hair and 
soulless eyes. 

Julius resembles a younger version of his Father, 
but with an exaggerated musculature, lie is inca-
pable of smiling and is well known for his temper. 
He's not particularly intelligent, and he looks unin-
telligent—more primitive than his parents—and he 
knows h. 

Eliza lacks the physical quirks of her relatives: she's 
a trim, t rat: live ►1song wortlart. Her eyes. however, 
burn with a madness that the rest of the family has 
nurtured in her since her eh ildhcxxl. 

Thalanius and Lucretia Finch 	Level 10 Controller 
Medium natural humanoid, human 	 XP SOU each 

Senses Perception •-9' lowlieht vision - 
Repellant Presence aura .3: enenuc's treat each space within the 

aura as difficult terrain. 

HP 104: Bloodied 52 
AC 24: Fortitude 21. Reflex 23. Will 22 

Speed 6 

0 Dagger (standard; at-with ♦ Weapon 

+1S vs. AC; i d4 * I damage. 

® Sluice of Corruption (standard: at-valf) Necrotic 
Ranged 8; targets two creatures; +14 vs.. Fortitude: 2d6 5 

necrotic damage. and the target grams combat advantage to 

the Finch {save elidsl, 

* Hands of the Void (standard; encounter) + Necrotic, Zone 
Area burst 2 within 10; -s14 vs. Reflex: 348 S necrotic 
damage. and the target is inunobilized (saw ends). Effect: The 

burst creates a lone of difficsat terrain dui lasts until the 

end of the Finch's next turn. Each creature that starts its hem 

Immobilised within the zone takes 5 necrotic damage. Sustain 

Minor: The Finch repeats the attack against any c matures in the 

zone that are not immobilized, and the zone persists until the 

end of the Finch's next turn. 

4- Tide of Shadow (minor:at-will) 
Close blast 3; 4-1.1 vs. Fortitude: the Finch pushes the target 3 

squares. 

Alignment Chaotic evil 	Languages Common. Deep Speech 

Skills Bluff 411. Intimidate +11. Religion .15 

Str 10 t+ 5) 	Dex 11 i4.5 I 	Wis 18(s9) 

Con 16 (-41 	Int 211•11); 	Char 12 (+6) 

Equipment fine clothing. dagger 

Initiative -11 
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Eliza Finch 	 Level 8 Artillery 
Medium natural hutrunoid. human 	 XP ISP:1 

Initiative -9 	Senses Perception -12: low•light vision 

HP 69; Bloodi-ed 

AC 20; Fortitude ' Re fle t . Will 20 

Speed 6 

(4) Short Sword isundard. at wail. Weapon 

• 15 vs_ AC: 1d6 - f damage•. 

Crossbow istandank at well l • Weapon 

Rarigril IS 30. - 1rt .1.. AC. 2db - 	 cLimage. 

Dy Poison Shard !standard; requees a crossbow. recharge :: 

• Poison. Weapon 

Ranged 15 30: - 15 	2db • 5 damage_ and the target 

ta‘:es. ottgoiN 5 poison damage. 

Hole in the World istandard: encourrterl Colds 

Teleporiation. Weapon 

Ranged 15. 30; • 13 vs. Reflex; 3ti10 • 5 co lki damage. and 

the t.r.rget. faits briefly thrmegli a gap between the planes, 

disappearing :removed ham playa until the end of Eliza's next 

turn. then reappearing Mille Same square sew the closest 

unoti upied square L Aftereffect: After reappearing_ the target h 

dated until the Sian a to nest turn 

>f Back Off! (immediate interrupt. when an enemy shifts or moves 

adjacent to Eliza; recharge 	• i 

Eliza shifts 7 squares and nukes a crinsbow attack against the 

triggering enemy. 

Alignment Chaotic evil 	lartguagos Ceetwoms. Deep Speech 
Skills Bluff -10 

Str 111441 	 Des 204+9) 	WIs17 (+7) 

Con IS -GI 	int 134-S1 	Os 13 (eS) 

Equipment kathe: armor, shon sword. crossbow with 20 bolts 

Finch Household Guard 	Level 8 Minion Soldier 
Medium natural  humanoid,  human 	 XP 

Initiative -6 	Senses Perception 6 

HP 1; a missed attack never damages J minion. 

AC 22: Fortitude 20. Relies 18. Will 18 

Speed S 

(f) Longsword (standard; at-will} 

• 13 vs. A( ft damage. 

Weight of tturabeei 

If two or more Finch hooritholc1 guards hit the Salle target in 

the same round, the second Mack also slows the target until 

the end of the second attacker's next turn, 

Alignment Chaotic evil 	Languages Common 

Str 20 (-91 	Dox 1S1-6) 	Wis 144+61 
Con 1644-2) 	Int 11(-4) 	Cha 11 (44) 

Equipment chainmail. longsword 

TACTICS 
Thelonius and Lucretia begin with hands of the void, 
trying to immediately slay or immobilize as many 
foes as possible. They then lurk behind their allies, 
striking from a distance. Julius charges into combat 
wildly. as do most of the household guards. while 
Eliza maneuvers around the outside of the fray. glee. 
fully picking of foes one by one. The guards fight to 
the death irany members oldie family  arc present. 
and Julius is too arrogant to ret reat. but the others 
flee if combat turns against them. 

Followers of the Path of light--a misniulerstood and 
often persecuted sect—s+tyship no deity. Lightspea k-
ers. the followers of the Path of Light. worship a 
world to come. a reality that does not yet exist. The 
Dreaming Dark. the power at the heart of Dal fluor, 
must change with the shifting of the age. becoming 
a source of light rather than one of darkness—but 
only if the forces that seek to keep Eberron's dreams 
shrouded in shadow can be overcome. Through acts 
of faith. the Lightspea kers hope to bring about this 
new world. ifthey arc correct in their beliefs, then 
the Path of Light is not merely one of the strangest 
faiths of Eberron, but also its most vital. 

LORE OF THE PATH OF LIGHT 

HISTORY 
The history of the Path of Light and the history of Sar. 
lona are. in many ways, one and the same. 

History DC 25: The first of the quori to leave 
Dal Quor were adherents of what would become 
the Palls of Light. renegades fleeing the forces of the 
Dreaming Dark. The hosts they took among Eber-
ron's people became the kalashtar (see the Earnox 
Player's Guide). 

During the chaos of'Sariona's earlier age. a 
number of nonkalashtar turned to the Path of Light. 
The Path continues to attract members of other races 
even today. as people in other lands become aware of 
the Oppression of the Inspired. Still, the majority of 
worshipers are katashlar. 

History DC 30: Perhaps the greatest of the quori 
rebels was Taratai. She was among the first to flee 
to Elwrron and to join with mortals in what would 
heemnetik• kallasliiar race. Although all her ancient 
hosts were slain and she is believed to be dead, her 
example inspires the Lightsprakers to this day. 

RELIGION 
In addition to the infornuttion presented here, a 
character can attempt a DC 20 Religion check to 
determine whether he or she knows the specifics of -a 
holiday. a ritual, or another aspect of the faith. 

Religion DC 20:1n the lx art of Dal Quor is the 
dream that shapes reality: the I /ream tithe Age, or 
Qum Tetrad. It influences the world of Eberron, since 
it shapes the minds of all who dream. The current 
Dream of the Age is drlashravar. the Dreaming Dark. 
which weighs down reality with shadows and despair. 
Adherents of the Path or Light seek to transform this 
dreaming heart into a better. more hopeful entity; 
when d-Yamtah, the Dreaming Light. comes to be, all 
the worlds will find themselves uplifted. 
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Religion I KT. 25: The transformation sought by 
the light speakers is a natural one. held at has by 
unnatural ntea The heart of I )a I tailor undergoes 
its own regular cycles. The r iirretu existence. 11 he 
l)reaming Dark. is supposed to be fading away. 'file 
majority alike quori. terrified of the klea of losing 
their current personas and sense ofself. seek to 11;11t 
the (-vele. to keep Dal Quor. and thus Myriam, in an 
age of shadow. 11•1Parmair is the dream to conic, but it 
will never he If those of the Path cannot thwart the 
Dreaming Dark, 

Religion DC 30: Some kallislaar believe that 
Taratai lives on, basing survived the deaths of her 
mortal hosts. and works to Ilkl those who oppose [lie 
Dreaming Dark, 

STRIETW 1St 
St reetwise DC 20: The Path ()flight is heavily 

persecuted within Riedra. It enjoys wider acceptance 
in other Sarlonan regions. particularly in Adar. where 
it is practiced openly. On Khorvaire, the faith isn't 
persecuted. just largely misunderstood. 

PRACTICING TI-IF FAITH 
Practice of the Path of light means living every day 
by its core doctrines. In this. at least, the Path or Light 
and the Path of Inspiratioit agree: "Prue belief reqt1ires 
little in the way of ceremony. but simply adherence to 
one's core morality. 

The light Made Manifest: The symbol of the 
Path of Light. a glowing. roughly triangular crystal. 
represents both the light of ii-Vannah and the psionic 
powers of the kalashtar. Of equal importance. 
however. is the fact that it can be represemed by a 
simple sketch of an uneven inverted triangle. some-
thing easily overlooked or hidden in a more complex  

draw 	this sort of camouflage allows L igh ts pea k- 
ers within Riedra to hide their true allegiance from 
servants of the Dreaming Dark. 

A successfid DC. 25 Religion check is needed to 
recognize this symbol. 

CORE DOCTRINES 
A character who succeeds on a DC 20 Religion check 
is familiar with the core doctrines and beliefs of die 
Path ulLight. 

+ As the Dream of the .‘ge shapes the world. the world can 
shape the Dream in turn 

The core principle of the Path of Light is the belief' 
that a practitioner need not necessarily pray, nor take 
up arms against the servants oldie Dark. Living a life 
devoted to the Light-improving one's own spiritual 
understanding. aiding one's comrades to do the same. 
and Following the precepts of goodness and freedom - 
will invariably cause the world to lilt away from the 
darkness. 

That said. many of the Path of Light's adherents, 
particularly in recent getw rat ions, believe that a 
inure active stance is in order. They. too, devote 
themselves to battling the darkness. but they do so 
directly. For some. this means fighting specifically 
the Dreaming Dark and the Path of Inspiration. 
but many I. ightspeakers oppose evil in whatever 
form it takes. In the 	that ridding the world of 
any darkness means another step toward universal 
light. Less militant Lightsjwakers worry that such 
activities might corrupt their fellows, causing them 
to take dark actions that outweigh the good the do 
by lighting the enemy. 

THE PATH OF INSPIRATION 
The quori masters of Ritalra and their Inspired servants 
maintain control though the manipulation not only of 
people and history. but of faith. The Path of Inspiration 
Is the official state religion of Riedra, and its practice is 
embraced by the people there. Riedrans are raised to 
accept its tenets. and few would believe the truth even if 
confronted with it. 

The antithesis of the Path of Light, the Path of Inspi , 
 ration teaches that the Inspired are the possessed and 

empowered servants of great and benevolent spirits who 
saved the Sarlonan people from the great wars and hot , 

 rots of the past.1That it was the quori them weives who 
instigated these wars and horrors through dreams is never 
mentioned.) The Inspired thus speak. literally, with the 
yokes of higher beings. and their word is law. 

Practice of the Path of Inspiration consists of hard work 
and obedience: .1 properly downed life results in rebirth 
ever higher up the spiritual chain, from beast to human 
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to Chosen-the pre-possessed form of the Inspired-and 
then finally to becoming a great spirit. or it-aho, oneself. 
Practice or even tolerance of any other faith is a departure 
from the Path of Inspiration, earning punishment from the 
Inspired in this life and a lower position in the next. 

The Path of Inspiration teaches that some of the if-of m 
fall from grace themselves. These evil spirits. or ultovors. 
include the guiding quori of the kalashtar and the gods of 
all other pantheons. They suffer eternal torment, which 
they assuage by corrupting and misleading others. 

It is Important to realize that although the quori and 
the Inspired at the heart of this faith are certainly evil. 
the majority of its adherents are not. Most Riedrans truly 
believe what they have been taught. and trust that they 
are doing the right thing by accepting their lot in life and 
granting their devotion to the Inspired. 

For mow information about Riedra and the Inspired. 
see pages 184 and 188. 



ELVEN REL1(ON 

RITES AND PRAYERS 
Lightspeakers do not pray. but they do recite mantras 
intended to focus theta s piritua lly,   mentally. anti 
physically before they participate in a rite or under. 
take a strenuous task. 

Living a 	in accordance with the Path of - Light is 
a constant rite of faith. Still. Lightspea kers do have a 
few specific rites that they practice on occasion. such 
as communal ravers and meditations. 

Each of the sixty-six quori whose spirits still sur-
vive among the kaiashlar has a five-day ceremtniv 
of remembrance dedicated to it each year. 't he first 
linar days are a period for contemplating that spirit's 
family. activities. and act timplishments. thefifth. 
called a Day of Remembrance. is a major rile of coin-
ntunal prayers. purification through incense and 
herbs. and solemn recitations both oral and roctuaI. 

HOLIDAYS 
In adciitloie to the I )ays of Remembrance, Light-
speakers observe a five-day period called the Void of 
'Faratai. to honor the deceased spirit and her linc. It is 
a time to contemplate ones own commitment to the 
raw, io honor the sacrifices of t hose who have gone 
before. and to communally renew the Dream of the 
Age to come, 

THE CLERGY 
Most priests of itiannah are simply Lightspcakers 
who have proved their devotion to the faith and their 
ability to take steps to advance the coming of the 
Light. The highest priests dwell in Adm. in !nomme• 
les protected by artificial fortification, geographical 
isolation, and mystical storms. here they spend their 
cline i n 4:m11(.111i/tailor). communicating with each 
other or with lightspeakers bevoial the monaster-
ies through telepot hie contact. when circumstances 
demand. 

The dyes of Klux-A-aim practice a variety of religions. 
In At-renal and Valenar. airs ie rit custoitiS of I ife and 
death. of heritage and iminortalii v. hold sway. Aer-
enal and Valenar elves revere•their ancestors, but 
seek to preserve their heroes by di liering means. Two 
major sects reflect this distinction in elven religion--
the lIndying Court and the Spirits of the Past. 

HISTORY 
1he history of the eltrefigion is entwined with the 
history oldie elves, and the following applies to both 
the Undying Court and the Spirits of the Past. 

History DC 20: - rite elves brought their beliefs 
with them when they lied from Xri•drik to the island 

continent of Aerenal and those beliefs have shaped 

the history of the tuition to this day. 

IF UNDYING COURT 

RELIGION 
lit addition to time in format iott presented hew. a 
character can attempt a DC 20 Religion check to 
determine whether he or she knows the specifics of 
a holiday-1 ritual. or another aspect oldie faith. 

Religion DC 15: Aerenars elves revere the dead 
and the undying. They do not fear death, which they 
see as one more step on a spiritual journey. Actual 
death allows. a spirit to remain in the world as a guide 
to the living. or to pass into death and rebirth. For 
numerous elves in :kermal. however. death of the 
body is not the end of physical existence. 

PRACTICING THE FAITH 
Reverence for ancestors. living and dead. makes 
most Aercni very devout compared to the average 
citizens of other lands. Elves lumior their forebears. 
including living elders, and this respect has pro-
duced a society that features strong ties of Mood and 
faith. A desire to please the ancestors who watch over 
them and their living elders drives elves to excel at 
whatever they do. 

individual families keep certain days as sacred. 
These days include the birthday of any living family 
member. as well as the dying day of an honored 
ancestor. Influential Aereni families and noble 
houses might tune daily observances al this sort. 

Elves who revere the Undying Court pray to and 
swear by their ancestors. When praying in this lash-
ioo, an ell - often names a particular ancestor who has 
powers or influence. applicable to the situation in 
which the prayer is uttered. Sometimes, though. an 
ell simply invokes all ancestors. No elf prays to the 
Undying (:curt as a whole. 

According to the will of the ['tidying f:ourt as 
spoken through the Priests of the Transition. a fallen 
elf might be given one of three great }mamas. An elf 
who has great potential or who has performed grand 
deeds might be restored to life through a ritual. One 
who has important ktiowledge or great wisdom can 
allow his soul to be tied, sleeping, to his ern/mimed 
corpse. (Such a "soul idui is easy to speak to. granting 
anyone performing a Speak with Dead ritual wt the 
corpse a • 10 bonu s to the associated Religion check.) 
Tlw greatest honor is the transition, in which an elf 
becotnes tine of tlw 

Becoming an send) ing doesn't mean that one is a 
memlwr Coon. Only the court can 
admit members. It does so only after an undying elf 
has demonstrated devotion to the spiritual journey of 
existence and to the ideals of tits chin people. 
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CORE DOCTRINES AND BELIEFS 
A character who makes a successful DC 15 Religion 
check is familiar with the core doctrines and beliefs 
of the Undying Court. 

Aerenal elves sec life as a spiritual journey. Living 
in the world is a great trial that hastens the spirit 
toward perfection.T ► ose who have come before can 
show those now alive the way. 1 however. the journey 
to perfection is so long that a single life span. even an 
elven one. isn't enough time to accomplish it. 

To complete the journey, an eli'must move 
beyond life. dying and yet continuing to exist in the 
world by undergoing the Transition and becoming 
one of the undying. As one of the undying. an elf 
first serves the Undying Court. Eventually he or she 
joins the court as a peer and becomes an undying 
councilor using his or her wisdom for the benefit of 
Arrenal. Such an elf eventually transcends death as 
well, becoming an immortal being that can travel 
the planes at will. 

Elves believe that souls begin their journey before 
incarnating in mortal form. Although the world is 
the best place for strengthening the soul. it is but one 
realm of existence. Most elves die normally, and they 
are honored by their heirs. The spirits of the dead 
arc thought to watch over and aid the living. Only 
they and the undying councilors can understand the 
nature of divinity and Intercede on behalfof mortals. 

Thus. among elves. death is to be desired. as long 
as one dies In such a way as to be remembered or 
becomes one of the undying. An important subtlety 
to the ehrn veneration oft he undying is that elves do 
not regard all undcad with the same esteem. In fact. 
destroying evil undead is considered virtuous behav- 
ior among those who venerate the Undying Court. 

RITES AND PRAYERS 
Most of the following information is common knowl-
edge. A DC 1 5 Religion check is required to know 
prayers and minor rites. It requires a DC 20 Religion 
check to know how to conduct major rites of the faith. 

Each family has its own way of honoring its ances-
tors. but guides. aided by initiates. perform most of 
the religious rites in Acreni culture. All such rituals 
involve the lighting of fires, invocation of the undy-
ing, chants or songs. and slow dances. Many guides 
perkwm magical rituals as well. 

Births and deaths are particularly important to 
the elves oFAerettal. Guides celebrate a birth with a 
joyous ritual marking the start of a new stage of t he 
newborn's spiritual journey. Funerals are long affairs 
that commemorate the life of the deceased. 

Gukles are also masters of the elven embalming 
art and of the scribing of life chronicles. They spend 
days preparing a dead elf for interment in one of the 
many necropolises below Aerenal: two accounts of an 
elf's life are written during this time. One account is  

buried with the' deceased, and the other is shelved in 
the libraries of Sim Mordai. 

THE CLERGY 
A character who succeeds on a DC 20 Religion check 
understands the basks of the Undying Court's reli-
gious leadership. 

The priesthood of the Undying Court has three 
levels—initiate (ersvitour). guide (soungrar). and priest 
Onordrafi. These levels are more practical than formal. 
Each level of priests serves the faith in its own way. 

Most servants of the Undying Court are guides. 
Rather than seeking the Transition for themselves,. 
guides act as spiritual advisors to other Aercni. A 
guide encourages other elves to behave in ways 
worthy of their ancestors, leads religious rites, helps 
administer elven law. and advises important heads of 
families as well as rulers. 

To become a guide, an elf must approach an exist• 
lug guide and ask for training. A guide usually assents 
to such a request. making the seeker an initiate. All 
initiates are expected to perform their duties and 
learn the ways of the priesthood with diligence. An 
individual initiate serves tinder many guides. and in 
time. these teachers deckle whether the initiate is 
worthy to become a guide. 

The Undying Court chooses guides to become 
priests, known as Priests ofthe 'transition. These holy 
personages act as ambassadors of the Undying Court. 
They roam Aerenal. and sometimes other lands, to 
determine who is %sunhy of joining their ranks. They 
also recommend candidates for the Transition and 
perform the rites that transform an elf into one of the 
undying. 

Few true places of worship are dedicated to the 
Undying Court. The proper temples to one's ancestors 
are one's heart, home. and community. Most elven 
homes have shrines dedicated to the family's ancestors. 
Oven towns have monutnents to the honored dead. 

The clergy maintains stone buildings called sour 
route. the largest of which have multiple levels and 
resemble step pyramids. Some priests live comm ►

-nally within these locations. The buildings arc used 
for rituals involving large groups and kw embalming. 

SPIRITS OF THU PAST 

RELIGION 
In addition to the information presented here. a 
character can attempt a DC 20 Religion check to 
determine whether he or she knows the specifics of a 
holiday. a ritual. or another aspect oldie faith. 

Religion DC 1 5: The Tairnadal elves of northern 
Aerenal and Valenar respect the Undying Court. but 
they share only a portion of the beliefs that their kin 
in southern Arrenal hold dear. Most significant. they 
do not seek to become undying. Instead. they believe 
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that the sours journey in Ilk is fulfilled by emulating 
the glorious examples set by one's heroic ancestors. 

PRACTICING THE FAITH 
Even though religion is part of daily life for most 
Tairnadal elves. it normally takes the form of minor 
prayers and rites. Formal worship and complex cer-
emonies are occasional observances. 

Typical followers of this faith live with respect 
toward their ancestors. They resemble the faithful of 
the Undying Court. but followers of the Spirits of the 
Past live more for the present than for the past. They 
esteem immediate action and achievement more 
than the patient pursuit of perfection. 

An individual practitioner learns all he or she can 
about his or her patron ancestor. This study is not 
only (or inspiration: a practitioner at tempts to surpass 
the detxls of his or her patron ancestor. 

CORE DOCTRINES AND BELIEFS 
A character who nukes a successful DC IS Religion 
check is familiar with the core doctrines and beliefs 
of the Spirits of the Past. 

This veneration of elven ancestors is focused on 
legendary figures of the ancient past. Deroes from 
the revolution against the giants of Xetidrik are 
prominent in this pantheon. Like the followers of the 
Undying Court. those who follow the Spirits of the 
Past don't worship their ancestors so much as they 
rely on those forebears for guidance and protection. 

Followers of the Spirits of the Past place no empha-
sis on the survival of the body, which is a point of 
contention between the two elven faiths. Those of 
the Undying Court believe that their kin allow them-
selves to die wastefully. Practitioners of the Spirits of 
the Past sometimes see their counterparts as stagnant 
or hidebound. 

More so than the faithful of the Undying Court, 
those who revere the Spirits oft he Past believe in 
reincarnation. This is especially true among younger 
elves. These elves believe that reliving the exploits of 
their patron ancestors can awaken memory of past 
lives. moving them closer to completing the single 
spiritual journey of one multiply reincarnated soul. 

RITES AND PRAYERS 
Most of the following information is common knowl-
edge. A DC I S Religion check is required to know 
prayers and minor rites. it requires a DC 20 Religion 
check to know how to conduct major rites of the faith. 

Observances In the Spirits oldie Past share many 
similarities with the faith of the Undying Court. Each 
family. each individual, honors the ancestors in dif-
ferent ways. Special reverence is reserved for birth 
and death. and priests are practiced embalmers and 
ritual casters. 

Significantly different is that, at the birth of a child f 
or upon an elrs Joining the religion. priests consult 	2 
signs and stars. They name for the newcomer a spe- < 
cific heroic ancestor, a patron to be a model for the 
newcomer's words and deeds. 

THE CLERGY 
A character who succeeds on a DC 20 Religion check 
understands the basics of the Tairnadal religious 
leadership. 

Priests of the Tairnadal religion are known as 
Keepers of the Past. These holy persons maintain 
shrines. monuments. and temples as their coun-
terparts in the Undying Court do. They not only 
participate in the everyday expression of t Intir faith. 
but they also maintain records and help others keep 
In touch with the departed. Most arc warrior-poets 
who can express the history of their people in song 
and story. 

The world of Eberron. like the world of the D&D 
game described in the Dungeon Master's Guide. 
stands at the center of the universe, between the 
Elemental Chaos and the Astral Sea. The people of 
Eberron have their own stories of the birth of the 
world, and the planes themselves differ in some 
details from those described in the Dungeon Master's 
Guide. 

PLANAR INFLUENCr 
The angelic astral cities of the Sea of Siberys, 
the echo planes of the Coils of Eberrun, and the 
elemental ibrces of the Chaos of Khyber all influ-
ence the world of Eberron. I.ike the complex tidal 
forces of the world's twelve moons. the power of 
each plane waxes and wanes. affecting the world in 
dramatic and subtle ways. Sages often speak of the 
planes as drawing near to the world or becoming 
remote from it. as lithe planes were satellites orbit-
ing the world. 

Certain regions oldie world, called manifest 
zones. are closer to certain planes or planar regions 
than others, and they demonstrate t his influence 
in a variety of ways. For example. the Gloaming, a 
region within the Eldeen Reaches, has a close con-
nection to the region of the Astral Sea known as 
Mahar. the Endless Night. That connection has cor-
rupted life within the manifest zone, creating deadly 
plants. monstrous vermin. and pervasive sickness. 
Not too far distant. the Twilight Demesne is a 
manifest zone tied to the Faerie Court of Thelon's: 
this demesne serves as a sort of planar crossroads 
for traffic between the world and the Feywild. 
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Large.  permanent manifest zones such as these are 
described in more detail in the region descriptions 
in Chapters 1 through S. Permanent manifest zones 
have a profound influence on the land around them 
and on the people living there. 

Smaller and less important manifest zones appear 
across Eberron. and new ones can appear even as old 
ones wink out of existence. Eldritch machines and 
exotic rituals can create manifest zones. amplify their 
effects, or draw on planar connections to  create  dra-
nut& new features. 

Use the aspects of planar influence described 
here as adventure seeds or as interesting features 
for adventure sites. Villains might build an eldritch 
machine in a manifest zone linked to Mahar or Sha• 
varath. Dragons of the Chamber might be waiting 
for the Eternal I )ay of Irian to draw near. fulfilling 
an aspect of the Prophecy. An ancient goblin ruin 
might hold a crumbling Gatekeeper seal that could 
allow the foul influence of Xoriat to seep into the 
world. or it might lie in a manifest zone linked to 
Fernia. making it a sweltering place haunted by fire 
a rchons. 

CREAT ION 
In the mythic past. the world was one. Siberys. Eber-
ron. and Khyber, the first and greatest oldragotik Ind. 
ruled over this mystical unity ofall things. In their 
interrelationship these progenitor wyrtns discovered 
or created the Prophecy. and its words brought reality 
into being. 

Siberys danced through the void, one legend says. 
setting the stars In their places. Khvber prowled 
behind. consuming stars nearly as fast as Siberys 
could scatter them. Eberron sang, apart from the 
others, and life began to blossom in the void. 

Finally. Siberys turned to confront Khyber. to 
stop the dark dragon from consuming the stars. The 
two dragons fought. tearing at each other in their 
hatred. At last Khyber emerged victorious: Siberys 
was torn asunder, her body broken into numberless 
fragments. Then. thirsty for blood, Khyber wheeled 
upon Eberron. 

Where Khyber hinged. Eberron snaked aside. The 
bloodless bank, a fierce dance. continued for cons. 
neither dragon gaining ascendancy over the other. At 
last. Khyber grew tired. and Eberron enfolded and 
imprisoned Khyber in her own body. The struggles of 
the progenitor wyrms came at last to an end. 

Roth dragons slumbered after their long war-
ring and hardened into earth. And so the world was 
horn. Eberron fanning its surface and Khyber its 
dark depths. The fragments of Siberys's broken body 
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encircle Lberron in a great ring that shines in the 
night. (For more inlOrmation about the cosmology of 
the progenitor dragons. see page B.) 

The Dragon Above. the Dragon Below. and the 
Dragon livisseeri are more titan ancient dragons of 
legend. and diee are not merely the physical seg-
ment's oldie %stai• they are also the three great 
divisions of the universe: the Astral Sea above. the 
Elemental Chaos helms, and the world between. 

THE DRAGON ABOVE: 
THE ASTRAL SEA 
The shattered physical body of Siherys is visible 
across the sky of Bernal at night as a glowing golden 
ring, but the Ring of Siberys points to a greater reality 
beyond—the Astral Sea. also called the Sea of Siberys. 
lithe gods exist in any kind of physical or manifest 
form. their homes arc hidden deep within the Astral 
Sea nr, perhaps. beyond it. 

The beings that live in the Astral Sea are the 
angels. immortal servants of the gods who claim to 
have a more perfect knowledge of the divine will 
than mortals do. Their crystalline cities gleam in 
the endless expanse of azure sky above the Sea of 
Siberys, rellec litig the civil izations of the workl but 
also embodying the principles of the divine realm. 
Mortals imagine these angelic realms to be a nearly 
perfect paradise. and many of them are. 

❑aanvi. the Perfect Order: Daanvi is ruled Iw 
angelic reprvsetitittives ofAureon and Boldrei. A 
well•ordered tow n surrounded by square fields n u r-
turing neat rows of crops. Daanvi welcomes travelers 
and planar merchants as long as they respect its 
strict laws. Among its streets and fields. angels and 
other immortal beings live in peace and harmony 
burn °Fortier. 

Influence: Superstition links historical periods of 
peace and stability to the proximity of Daanvi. but 
otherwise the region has little impact on the world. 

Irian, the Eternal Day: Irian is a shining domain 
ruled by aq.,Pents of Dol Arndt and Dol Dorn. Forests 
of crystalline growths. mountains of sh fining quartz. 
and risers of 	glass form the landscape SW- 

MU nding the gleaming spires oldie angelic- city. 
Influence Life blossoms in places where Irian is 

said to touch the world. Days are brighter when it 
draws near, colors are more vibrant, and sensations 
are more intense. Creatures might gain a +1 bonus to 
all radiant attacks, while necrotic attacks are weak-
ened. These effects are most common during the 
hour surrounding noon. partkularly in the spring-
time ntotah of Eyre. 

Syrania, the Azure Sky: Syrania is a grand 
metropolis that serves as an important crossroads for  

planar trade. The citys majestic towers and spacious 
plazas drift together through a sky of perfect blue. 	z 
unmarred by cloud. Epic denizens of every plane 
make their way to the Azure Sky to buy and sell in 
the universe's largest and most diverse marketplaces. 
The angelic rulers oft he city serve (Maw. 011adra. 
anti Kol Korran. 

Influence: 1A'hen streaks of good luck occur in 
a limited geographical area. the locals arc apt to 
ascribe that fortune either to 011adra's blessing on the 
place or to the proximity ofthe Azure Sky. 

Lamannia, the Twilight Forest: Lamannia is 
not a city but a vast expa nse of pristine wilderness. 
almost fey in its natural beauty. Its angelic rulers 
serve A rawai. Balinor. and the Destatrer. and some 
angels devoted to the Fury also dwell here. 

Influence:Periods ofgreat itat ra I fertility. when 
plants grow more verdant and animals reproduce 
prolifically. are sometinws attributed to the proximity 
of Lamannia. while periods of small litters and poor 
crops are blamed on its distance. 

Mabar, the Endless Night: Mahar is anything 
but a perfect paradise. Ruled by angels devoted to the 
Mockery. the Keeper. and the Shadow. the city is a pit 
of daftness and evil to rival the depths of t he Abyss, 
devouring every spark of light and life that dares to 
intrude on its eternal, starless night. 

Influence When the Endless Night stretches dark 
tendrils into the world, shadows grow blacker and 
colder. and in some regions creatures gain a +1 honus 
to all necrotic attacks, while radiant attacks are 
weakened. 

Baator, the Nine Hells: Baator is populated not 
by angels but by devils. and ruled by the archdevil 
Asnuideus. Unlike the angelic rulers oldie other 
astral dominions. who claim only to be dedicated 
servants of the gods. Amadeus claims to he a god in 
physical form, ruling his territory and his own servi-
tors with an iron grip. 

Influence Thc presence of the Nine Hells in the 
world is felt primarily as an influx of evil. Where 
Baator's influence is strong. evil and chaotic evil 
creatures feel empowered to make attacks on their 
enemies. 

Shavarath, the Battleground: Shavarath is not 
an inhabited angelic city. It is the most important of 
several contested territories within the Sea ofSiber)s, 
It is said that Shavarath is the heart of the primordial 
dragon Siberys. and anyone who can claim uncon-
tested possession of it would control the power of the 
world's creation—or destruction. For this reason. the 
various angels of the astral dominions. the devils of 
the Nine hlells, and even demons and eleittentais 
from the Elemental Chaos believe that possession of 
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Whirling Blade Swarm 	 Level 11 Skirmisher 

Medium immortal animate (blind. swarm) 	 XI' 6(10 

A doted of spinning maul shads darts through the air like a flock 
of birds. with a sound like a knife. On 41 whermone. Light gleatro sire 

the razor-41aq, edges 4 ,/ these whiriino blades.. 

Initiative +12 	Senses Perception 6: hlindsight 10 

Swarm Attack awe 1: each enemy drat starts its turn within the 

aura takes S damage. 

HP 114: Bloodied S7 

AC 25; Fortitude 23. Reflex 2S. Will 20 

Resist half daneage from melee and ranged attacks: Vulnerable 10 

against close and area attacks 

Speed ay to 
Swarm  of Blades (standard:atwill) 
-16 VS. AC: 	S damage_ 

Relenehos ellaciestam Istandauk at-will) 
The whirling blade swarm shifts up to S squares and can move 

through enem•rx -cupied squares as it moves. it makes a melee 
basic attack against any creature whose space it enters. The 

swarm cannot attack a target more than once in this fashion, 

and it must end its movement in an unoccupied square_ 

Alignment Unaligned 	Languages - 

Str 161•81 	Des 21 (+10) 	Wis 12 r:+61 
Con 18 -9) 	int 1 (40) 	 C ha 3 s-0) 

this crystalline archipelago is vastly important—so 
important. in fact. that warfare constantly rages over 
its expanse. 

Influence: When Shavarath draws near, echoes 
of its endless battles manifest in the world. In some 
regions influenced by Shavarath. weapons deal 
more damage or score critical hits more often. In 
others. warriors slip into battle frenzies that last 
until they or every other living creature in sight are 
slain. Occasionally. storms of whirling metal blades 
appear at the sites of great battles past or present. 
slicing indiscriminately into bath sides of a conflict 
or anyone that happens to be present. 

WHIRLING BLADES OF SHAVARATH 
Adventurers might encounter this threat on Sha-
varath, hi a permanent manifest zone linked to 
Shavarath such as the Valley of Blades (a remote 
valley in the Byeshk Mountains between the Eldeen 
Reaches and Droaam), or on any ancient or modern 
battlefield when Shavarath draws close to the world. 
You can adjust the level of the swarm to suit the char-
acters in your campaign. 

WHIRLING BLADE SWARM TACTICS 
A whirling blade swarm is all but mindless. moving 
to a !lac tithe nearest living creature it can sense. lino 
creatures are within range of its blindsight. It darts in 
a random direction. attacking anything that comes 
into range. 

WHIRLING BLADE SWARM LORE 
Arcana DC 20: Whirling blade swarms are one 

of the hazards of Shavarath. the astral dominion 

sonxii UK'S called the Plane of War or the Batik-
ground. They appear in !Herron in locations where 
Shavarath's influence is strong. usually in places 
where great hanks have been or are being fought. 

THE DRAGON BETWEEN: 
EBERRON 
Between the spiritual realm oldie Astral Sea and 
the raw physicality of the Elemental Chaos lies the 
world of Eberron. Eberron feels the constant pull of 
the other planes as they exert their influence through 
cosmic conjunctions and manifest zones. but it 
remains in balance in benveen. truly part ofneither 
the astral realm nor the elemental. 

Alongside Eberron stand its echo planes. Imperfect 
reflections of the world at the center of the casinos, 
viewed through different lenses. These three planes—
the Shack:44a. the Feywild. and Dal Quor—are 
sometimes called the Coils of Eberron. 

DOLURRH, THE SHADOWFELL 
Dolurrh. also called the Shadowlell. is a place of 
gloom and despair. never brighter than twilight. 
Within this dark world is the desolate Realm of the 
Dead. where souls go at the end of life on F.berron. 
Souse say that the ultimate fine of souls is to remain 
in Dolurrh and fade into the shadows, white others 
cling to a hope that souls eventually pass beyond the 
Shadowiell. beyond even the Astral Sea. to the place 
where the gods reside. Mitt rrh is also home to ere• 
tures of darkness such as shadar•kai. nightwalkers, 
and death titans. 

Influence: When the Shack-mien draws near to 
the world. the boundaries between life and death 
grow thin. Ghosts become common on Eherron then, 
because it is as easy for spirits to remain in the world 
of the living as it is for diem to pass into the Realm of 
the Dead. Rituals that call the dead back to life some-
times go awry, bringing ghosts or other tindead along 
with the desired spirit. 

At times. the Shaalowiell grows remote from dw 
world, and it becomes harder to cross between death 
and lik. The Raise Dead ritual might not function 
at all. requiring characters to travel to Dolurrh to 
retrieve the soul ofa departed companion. 

THELANIS, THE FEYWILD 
Thelanis. also called the Feywild. is a place of natural 
beauty and arcane power. Its forest stretches farther 
than any woodland of the world, a realm of wild 
nature unbounded and untouched by civilization. 
The Faerie Court is a gathering place for the civilized 
races who call the Feywild home. Its shadowy spires 
of enchanting heauty are surrounded by mesmerizing 
lights that look like dancing lanterns. 
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Lycanthropes fleeing the crusade that nearly 
exterminated their kind from Lberrou made new 
homes in the Feywild. 

Influence: The appearance of - the feyspires in the 
world is said to coincide with tittles when The Janis 
draws near to Merlon. kw a period of seven years 

every 225 years. On a smaller level. fame rings 
(circles nr toadstools) and faerie mounds (small bulges 
In the earth) appear in groves and wild forests. often 
accompanied by mysterious lights. These kat tires 
point to the thinning boundary between the world 
and the Feywild. and the influence—benign or hos-
tile—of eladrin. gnomes. spriggans. fornorians. and 
other fey creatures. - travel between the Feywild and 
the world is easy :at these points. 

DAL QUM. 
THE RE.GioN OF DREAMS 
Dal fluor is the Regions of Dreams. Some say that 
mortal minds or spirits travel there in sleep. while 
others believe that all that is dreamed accumulates in 
this alien plane. Some say that 1)al Quor is the dream 
of Eberron itself. It is the haute of the (awl. the night-
mare lords of Riedra. From their domed cities called 
up from the formless void of dreamstulf, they feed on 
the psychic energy of dreaming mortals. 

Influence: Dal Quor last drew near to Eberron 
some 40,000 years ago. at which time the (wort 
crossed over into Xen .drik. The giants or Xerfdrik 
finally managed to end the war and sever the con-
nect iotts between the planes, but at great cost- • the 
devastation ti1Xeridrilt and the fall or the giants' civi-
lization. In the process. Dal Quor was thrown out of 
phase with Eherron. making physical travel between 
the two realms impossible. The pawl have found 
other means to work their will in the work. however 
(see the Dreaming Dark. page 191). and it is said that 
mortals' minds still travel to the Region of Dreams 
when their bodies arc asleep. 

THE DRAGON BELOVV: 
ELEMENTAL CHAOS 
Passages in the deepest parts of Khyber open into the 
Elemental Chaos, also called the Chaos of Khyber. 
Full of dem ruction and clanger. this is the birthplace 
of the fiendish overlords of t he Age or Demons. These 
overlords include beings that are Identified as pri• 
mordia IN. demon princes. and even deities in the core 
l)&l) rules. and include Lolth and Tiamat. 

Influence: The influence of the Elemental Chaos 
is felt most strongly in the subterranean realm of 
Khyber. but it occasionally reaches as far as the 
surface of Eherron. The most cot nmon effect of its 
proximity is the manifestation of all affinity related to 
certain powers. such as the billowing efiects: 

Fire:Creatures gain a +I bonus on fire attacks, and 
cold attacks are weakened. 

('old: Creatures gain a +1 bonus on cold attacks, 
and fire attacks are weakened. 

Storm: Creatures gain a +1 bonus on lightning 
attacks and thunder attacks. 

A Jew regions within the Chaos of 	have a 
certain permanence that is fundamentally alien to its 
entropic nature. 

Fernia. the Sea of Fire: Fernia is a large realm 
of flame and ash where the air ripples with the heat 
of continual firestorms. oceans (illiquid flame ebb 
and flow. and fire rages across the landscape of 
ash and debris. The mythical City of Brass is said 
to stand at its center. home to the efreets and other 
creatures of fire. 

Risia. the Plain of Ice: Risia is an enormous 
glacier drifting through the Elemental Chaos, stud-
ded with mountains of solid ice, lakes and streams 
formed of air congealed into Ikpild. and layer upon 
laver of cold and ice. 

Kythri, the Churning Chaos: Kythri is a great 
sea within the Chaos of Khyber. roiling with denten 
tal farces in constant. violent motion. This region is 
said to be the homeland of the slaads. 

The Abyss: The Abyss is the deepest part of the 
Chaos of Khyber, swirling with evil and destruction. 
home to demons of every kind. 

XOR I AT, 
THE REALM Or MADNESS 
Eberrotis Far Realm is called \aria'. the Realni of 
Madness. Beyond description or compreliension. it 
is ruled hy the beings called daelkyr (see page 204), 
whose outwardk pleasing humanoid forms mask 
the utter allenness of their true nature. Over 9.000 
years ago, Xoriaes Influence spread into Eherron and 
nearly. shattered the world, as the daelkyr sent their 
minions into the Shadow Marches and beyond to con-
quer all of Khorvairc. Before 	druids known as the 
Gatekeepers managed to separate the worlds again. 
the mind (layers and lesser minions of the daelkyr 
had decimated the goblin Empire of Dhaka:in. 

Influence: When Xoriat draws near. madness 
literally bursts forth upon the world. During the inva-
sion of the daelkyr. magic went wild throughout the 
Shadow Marches. tinte flowed strangely. and native 
creatures were warped into m onstrous aberrations. 
The intervention of the Gatekeepers caused Xoriat's 
influence to recede from the world. a nd id their dimen-
sional seals stave all that influence. But it is surely 
only a matter of time before the Realm of Madness 
returns. bringing catastrophe in its wake. 

ClIAPTER 7 I Gads and CosrnoloRY 



 

APPENDIX: THE HARK OF PROPHECY 

 

The following pages present a 1st•level adventure 
as a possible starting paint for your E tic KRON cam. 
paigte beginning with a flashback to the Day of 
Mourning and concluding with encounters in Sham 
four years later. 

GETTING READY TO PLAY 
Flare your players create lst•level characters using 
the rules In the Player's tiandtatok and the ERR- 
Bin Player's Guide. as well as any additional source 
material of your choke. As they think about their 
characters backgrounds. encourage players to focus 
on the question of what their characters did during 
the Last War. 

At the start of t he adventure, the characters 
approach a ruined tower in the mountains at the 
border between Cyre and Breland. while armies 
clash on the Saerun Road far below. The date is 20 
Ola rune 994 YK—later remembered as the Day of 
Mourning. 

SOLDIERS 
Characters who were soldiers during the war are 
fighting at the Batik ofSaerun Road just before 
the adventure begins. Attackers from Thrane and 
Breland have been reinforced by Zil wands. Valenar 
cavalry. and a handful of Aundairian soldiers. and 
now vastly outnumber the Cy ran defenders. Mer-
cenary forces recruited from all nations (including 
monstrous forces from Dmaam and goblins from 
Dargunn) have been present at the battle, fighting on 
cit her side. 

It's all right &different players want to play char-
acters from opposing sides of the battle. No matter 
which side they're on. the characters can be ordered 
to scout a tower overlooking the battlefield (see 
"Ilook: St-outing the To► er"). Brelish soldiers might 
be ordered to find an officer held captive in the 
lower see "I look: Finding the Captive." A Karrnathi 
soldier could be a deserter fleeing the banks with 
Cvre in the north, or an escaped prisoner of war. 
looking for refuge in the lower. No matter how the 
characters arrive at the tower. once they get there. 
they'll have a good reason to cooperate against a 
common enemy. 

SPIES 
Characters might have tics to the espionage forces 
of any of the nations—the Royal Eyes of Aundair. the 
King's Dark Lanterns of Breland, the Silver Torch 
of 'Hiram. one of the smaller networks of spies that 
serve the warlords of Karrnath, the Trust ofZilargo, 

or any other sr, agency. Whateeer their allegiance. 
the "Finding the Captive" hook is designed for char-
acters embroiled in espionage. 

DRAGONMARKED 
CHARACTERS 
Tlw dragonmarked houses provide services to all 
nations during the War. Jorasco healers, Cannith 
artificers. Vadalis beastmasters, and many others 
can he found in every army. Characters dragon-
marks can also make the tower important to them 
for other reasons. You can use the "Investigating the 
Prophecy" hook for any dragonmarked character. 
Dragorunarked characters from !louse Ph ia Han or 
I louse Thuranni might be acting as spies. and could 
be drawn to the tower using the "Finding the Cap-
tive" hook. 

OTHER BACKGROUNDS 
Characters who lack other obvious ties to the Battle of 
Sacrun Road might he writing about the battle for one 
of Khorvaire's news chronicles (such as the Korranherg 
Citronicle or the Sham Inquisitim). scholars or treasure-
seekers drawn to the ruined tower at an inauspicious 
time, adventurers hired by an agent of the Chamber 
(see page 26) to investigate the rower for signs of the 
Prophecy. or heroes hired by relatives of Lord Major 
Wen ir'Gadden to rescue Itim.The honks below coi n 
be adapted for a variety of characters. 

MAKING A PARTY 
The events at Ihe Tower of Scars are intended to turn 
a disparate group of soldiers. spies. dragon ma rked 
heirs, and whatever other character backgrounds 
your players conic up with into a group of comrades 
with a common. tragic past. the characters do not 
have to know each other befbre the adventure begins. 

I lo ► ever. its a good idea to encourage the play. 
ers to at least consider what their party will look 
like when all the characters meet. so  that all the 
character roles are represented. See pages 15-16 in 
the Player's Handbook and page 10 in the Dungeon 
Mosier's Guide for information about the roles. ads-ice 
about building a party, and suggest ions about how to 
adapt an adventure for a party that doesn't carer all 
the roles. 

If the players want their characters to have other 
connections before the adventure begins, they can 
invent those con nections. Two or more characters 
might be soldiers in the same army and related by 
blood. by friendship. or by the chain of cum mart& The 
entire party could be members ofa single mercenary 
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company. Some of the characters might even be rivals 
i n enemy  armies Soy spy agencies) who have clashed 

before but are breed to cooperate when the adventure 

hegins. littrat ter: connections such as these can help 

you develop your campaign as it progresses and give 

you books to hasig listure storks on. as well as giving 

the players material to work with in developing 

n4•plan in}; their t haracters. 

CHARACTER HOOKS 
The adventure Iwgins as the characters approach 

the ruined tower on the hillside. Use one or more of 

the following honks to explain to the characters what 

they're doing there. 

HOOK: Scow I •st_; IIIF TOWTR 
••, 	I .'  rove r Off 

the hillside. 	po.:silsie that the mem) is using it as a pistre 
t.p store supplies or a+ anthill vantage point over the licutle-
tt,  i,l -  ffheattjie Nr iltdo4 'to any:hit:it, lour so rnethins mar 
eon the  terlittp thirri• 'm i dst be more  ;wing  on in that tom•, 

(him  dri ∎  rr, • :Ilion 

You can use this hook for a soldier or spy on either 
side attic conflict. including a mercenary. 

Miller Quest (level 1. 100 X P): !wow the tower 

For signs of enemy aCliVity. 

HOOK: FINDING T1lt CAPT 
lou J un,  beet' ,141,•r- •d tee tree• Lora Major then it tadden. 

d Brelish illiser anti nobleman who 11•1+ i armed in a 
sirirtniA of fen y iftws ago lie': being held  in the tower  on 
the hillside. 

The Lord Nlajor has important information about 

Brelish ape ratiotis in the region. so evt7yan• involved 

in the Last War vs.ould like tow their hands on him, 
You can use this hook kit spies from am nation. for 
lirelish soldiers, or for well-meaning iklventurers 
who've been hired by ieGadden's family. (lithe char• 
asters have been hired. they receive 120 gp as a quest 
rewart1.) 

It's not a good idea to give this quest to multiple 
characters and ask them to bring irliadden to dif-
ferent places. You don't want to create a situation 
where the characters are actively comiwting with one 
another. 

Minor Quest (level 1. 100 X P): Rescue Lord 
Major Breit itliadden anti bring him to safety. 

HOOK: 

INVESTIGATING TIlE PROPHECY 
the matted tokyr un the 11111i:site is utorr than It appears. 
the tow, contains eta element of the I )raconit PiTtpliefv, 
emit pu've been sent fi.t glean die w4- ret% if  lictidl. 

You can use this hook for any dragoomarked charac-

ter. or adapt it for a variety of - other situations. Agents 

of the Chamber or the Lords of Dust could hire an 

unwitting character In bring them a record of the 

Mark of Prophecy in the tower. providing a specially 

prepared clragonshard for the purpose. The undy-

ing elders of Aerenal might give the same charge to 

one of their elfdescendunts. A character who has a 

peminal interest tit the Prophecy might also have 

learned about the significance of the tower. 

Minor Quest (level 1, MO X P): Find the Mark 

of Prophecy in the tower. 

HOOK: AGAINST THE EMERALD CLAW 
iniellIgence wrs than ihr  Order  0 the tili•rolJ l i.tu  ts  up 

to something near die Nude on Saerun Road. They're send 
iv three Oleos and tr bunch of  zombies ur  the NIL  les 

your lob to find out  what they're  up to- and put a stop  to it. 

Agents of the Emerald Claw are on their way to the 

Tower of Scars. hoping to seize the two captives and 

take them away fin their own nefarious purposes. 
You can use this hook for a member of any nations 

intelligence service (stnch as the Royal Eyes of Attn. 

chair or Breland•s King's Dark Lanterns). A character 
might have a longstanding grudge against the Emer- 

ald Claw, or might hate had a recent brush with these 

agents. 
Minor Quest (level 1, 100 X P): Find tint whai 

the Emerald Claw agents are up to and stop them. 

TREASURE 
This adventure provides enough experience points 

for characters to reach 2nd level. (her the course 

of the itiltenture, make sure you distribute treasure 

to match. The ten treasure parcels her an assumed 

party of live I st-level characters appear in these 

locations In the adventure. For it party with more or 

fewer characters:. use the guidelines In the Dungeon 
Master's Guide. 
• Encounter 2: parcels 2 and 4 (level 4 and 2 magic 

items) ins Mantua and a sergeant 

• Encounter 2 or 7: parcel 	20 gp) as a quest 
reward for -Finding the Captive' after f•twounter 2 
or as a reward from the city council for completing 
the adventure after Encounter 7. 

• Encounter 3: parcel 10 (40gp) as a quest reward 

fear "A Prittection lab" or as a reward front the 

bystanders in Encounter 
♦ Encounter S: parcel 9 (60 gp) On the half-orc 
+ Encounter 6: parcel :3 (level :3 magic item) on a 

dolgatint and parcels S. 6. and 7 MO gp total) in 

the form of residuum from the eldritch machine 
+ Encounter 7: !Nord I I fevel 3 magic item) 

on Ark 
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ENCOUNTER 1: 
HORRORS OF THE TOWER 
Encounter Level 1 (598 XP) 

SETUP 
2 dolgrim warriors (D) 
8 kruthik hatchlings (K) 
Aric Slackt ree. captive (A) 
Brett ir'Gadden, captive (B) 

The poster map included with this ixtok fratures a 
map oft his encounter area. 

lithe characters have already formed a team (for 
example. if t hey-re all soldiers in a single unit, or all 
spies for the same nation). they can approach the 
tower as a group. lf they coming independently, 
have them roll initiative and enter the area oft he 
map from different directions in initiative order. The 
encounter with the horrors of t he tower doesn't start 

until at least one character enters the tower. At that 
point. roll initiative for the monsters as well. 

The map shows starling posit ions fire only four 
kruthik hatchlings—the ones that attack the first 
el ta mares who enter the tower. Oct the second round 
of- combat. the other four kruthiks burrow up from 
the ground to attack any characters that mina ill out-
side the tower. appearing in squares adjacent to those 
characters. The dolgrims wait liar the characters to 
enter the tower before attacking. 

Dolgrim Warriors i . DI 	 Level 4 Skirmisher 
Small aberrant hti ma notd 	 XP 	each 

initiative -6 	Senses Perception -3: low light Lislon 

HP 53: Bloodied 26 

AC 18: Fonitude 16. Reflex 15. WIN 16 

Vulnerable 5 psyche 

Saving Throws 42 against charm and fear effects 

Speed 6 

Club (standard; 	♦ Weapon 
48 vs. AC: 'id& 3 damage  

er Crossbow (standard: 	♦ Weapon 

Ranged 15,'30: 81.7_ AC: 1d8 - 1 damage. 

Double Actions 

The dolgrim warrior roils initiative twice. gets two turns during 

a round, and has a full set of actions (standard. move, minor) 

on each turn. Each set of actions corresponds to a different 

brain. The doigrim warrior's ability to take immediate actions 

refreshes on each of its turns- 

Dolgrim Tactics (Immediate reaction- when missed by a melee 

attack: ativiln 

The dolgrim warrior shirks 1 square. 

Combat Advantage 
The dolgrim warrior deals 1d6 extra damage against any 

creature granting combat advantage to it. 
Alignment [Al 	Languages Deep Speech. Goblin 
Str 171+5) 	Dex 15144) 	Wis 13 (4-3) 

Con 13 03) 	Int 9 (41) 	 Cha 9 (41) 

Equipment light shield. club. crossbow with 20 bolts 

8 Knithlk HatchlIngs (K) 	 Level 2 Minion 
Small natural  beast (reptile:, 	 XP 31 each 

Senses Perception -r0 ;  low light vision, 

tremorsense 10 

Gnashing Horde aura 1; an enemy that ends its turn in the aura 

takes 2 damage. 

HP 1: a missed attack never damages a minion. 

AC IS: Fortitude 11 Reflex 15. Will 12 

Speed 8, burrow I (tunneling). climb 8 

1.,D Claw (standard: ar•vrill) 

4 5 vs. AC: 4 damage. 

Alignment Unaligned 	Languages - 

Str 13 0-1) 	Dex 16 (•3) 	Wis 10(40) 

Con 13141) 	Int 4 (-3) 	 Cha 61-2) 

As t he characters approach the tosser, read: 

?tiiricd tower juts up itemu the Jht,I1J 

Med against the gray tier_ Aiew leaflets  lases friar Warr 

Them the rower's crutriblirw walls. and a mound 

is  piled near the entrance. There's no sign of the doors dun 

once sealed the entrance. and you tan see one other phi& 

where the walls have !woken erionsit in nifinv rasyage into 

rite lower 

perception Check 
DC 16  i.oi.kind al rile rtt Wile piled outside the tole el. 

7;4Y  F11/Merl,115 smug gaps, Ouch might he tumid entwines. 

TACTICS 

The dolgrims try to remain as mobile as possible. 
They use lite two passages between the inner and 
outer chambers. and the two openings between 
the outer chamber and the tower exterior. to circle 
around and keep the light going on multiple fronts. 
They rely on the kruthiks to hold characters in place 
while the dolgrims attack. 

The kruthiks avoid bunching up. No more than 
three attack a single inc. and they flank for combat 
advantage whenever possible (making them harder to 
catch in area attacks without also hitting their target). 

FEATURES OF THE AREA 
Illumination: The areas both outside and inside 

the roofless tower are illuminated by daylight. 
Trees: Each tree's trunk fills I square. A character 

can climb the tree with a 1)C 12 Athletics check. A 
character perched in the branches is considered to 
be climbing (thus granting combat advantage to all 
attackers). but the bare branches grant the character 
concealment against ranged attacks. 

Kruthik Mound: This heap of rubble outside the 
tower is impassable except for the kruthiks' tunnels. 

Small characters could move through the tunnels 
by situp/111g, bill they woukl be easy targets liar the 
kruthik hatchlings. 

Rubble: Rubble-filled squares in and around the 
tower are difficult terrain. 

InttiAt ivP - 3 
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Manacles: iircn ir - t 'Aden and Aric Blacknee 
are chained to the walls in the towers inner room. 
Characters can break the manacles with a DC 
22 Strength 11C1 L . or gtic k the lock with a DC 14 
Thiever ► chef Ont. Lit the dolgrims has a key to 
open the manacles in a pouch at its belt. 

Ark is in a stupor from overexposure to the Proph-
cry mark and does not recover during the encounter. 

If the c hale ters tree Brett while they're still fight , 
 ing the dolg ri 	kruthiks. he offers what help 

he can. IIfs statist h . . appear in the next encounter. 
The dolgrims left him in his armor. but his shield and 
sword lie on the t loor in the northeast corner oldie 
room. so  his f irst ae tion is to retrieve and ready them. 
De is bka 'died and has no healing surges available. 

Prophecy Mark: bait squares at the south end 
of the inner room are bare earth, not covered with 
the flagstones that puce tiw rest of the tower interior. 
Swirling lines like veins in the earth can be seen in 
these squares. bulging upward and visibly pulsing 
with magical power. A character who enters one of 
these squares is momentarily overwhelmed with diz 
zyIng visions of past or future events. 

Prophecy Mark 	 L 	1 Clhstaeie 

XP  100 

A symbol like the art-how tine, of a drueonmarir adorns the 
round. not carved hut dcrtially rlyzirvi upfnmt the hard earth. ii n 
jai* blur and 1, 11154.5 %it,' posses. 

Trap: A 2-by-2 section of the floor dazes any crextures that enters k. 

Perception 
♦ DC 10: The character notice ,. the power flowing through the 

lines of the Prophecy mask. 

Trigger 
The hazard ,flacks when a creature enters one of its squares. 

Attack + Charm 

Immediate Reaction 	Melee 
Target: The creature that triggered the trap 
Attack: t,4 es. WM 

Hit The target is dated 1SJVC ends). 

THE MARK OF PROPHECY 
A character who studies the Prophecy mark for S 
minutes can begin to learn its secrets. Such exami-
nation reveals the following bit of verse (which the 
character understands in his or her native language): 
Five at the brink' of the desolation stand as one etsdinst the 
tempest's roar. 

If your group includes more or fewer than five 
characters. use the appropriate number in the verse 
of prophecy. 

A character who has a specially prepared Eberron 
dragonshard (see the 'Investigating the Prophecy" 
hook. page 265) can record the contents of the Proph-
ecy mark by placing the shard on top of the mark. 
The shard glows bright red for a moment, then the 
lines oft he Prophecy mark are reproduced inside the 
shard. Studying the shard reveals the same informa-
lion as studying the mark. 

THE CAPTIVES 
Assuming that he survives the encounter, Lord Major 
Bren ir*Gadden is grateful for his rescue. Once he 
pulls himself together. he regains his noble-born 
pride and demands to be returned to the care of 
Brelish forces. If the characters express their inten- 
t ion to do so. he's grateful and cooperative. lithe) , 

 don't. he cooperates only until he can get safely away 
from the tower. 

Brcn explains that the other prisoner is his aide. 
Ark. Blackt me, who comes from a wealthy merchant 
family In Sham. The dolgrims captured them. slaugh-
tered their escort of sokliers, and brought them to 
the tower hound and blindfolded. While Bren lan-
guished in one corner of the room. the dolgrims kept 
Aric chained in the area of the Prophecy mark and 
seemed interested in Bs effects. In particular. they 
kept checking his skin. as if watching for the appear. 
ance of a dragonmark. 

Ark remains more or less catatonic. He can stand 
independently. and he walks Ira character takes his 
hand and pulls him along. Left alone, he stands still 
for a while. then sits, then curls into a ball on the 
ground. 

By virtue of his presence. Ark presents the charac-
ters with another minor quest. 

Minor Quest (level 1, XP 100): Bring Aric to 
safety. 

A PP ENDI 
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COMPETITORS 
Encounter Level 2 (704 XP) 

SETUP 
8 zombie ratters (7) 
2 Emerald Claw sergeants E) 
Mallora, Emerald Claw necromancer (NI) 

This encounter takes place as the characters leave 

the Tower of Scars. having taken a short rest, exam. 
toed the Prophecy mark, and freed the prisoners. 
Use the same map. but place the Emerald Claw 
agents on the positions shown on t he map on the 

next page. 
When confronted by the Emerald Claw agents 

outside the tower. Breit helps the PCs as much as he 
is able, since he woliki rather go wherever they plan 
to take him than fall into the clutches of the Emerald 
Claw. Lacking other stimulus. Ark curls into a ball 
on the ground. and the Emerald Claw agents ignore 
him for the moment in favor of more aggressive 
opponents. 

Bre n ieGadden (e) 	 Level 1 Soldier (Leader) 
natural humanoid. half-cif 	 XP Iii0 

Initiative -4 	Senses Perception *5: low - light vision 

HP 31: Bloodied 15 
AC 16; Fortitude 14, Reflex 13, Win 11 

Speed 

Longsword (standard: a•veill) + Weapon 

*8 vs. AC: 1d8  •  3 damage. and the target is marked until the 

end of Bren's next turn. 

ca!,  Magk Missile (standard: encounter) + Arcane 

Ranged 10; f 5 vs iteffex:2d4 1 damage, 
4. inspiring Strike (standard requires a tongswor et recharge 

♦ Weapon 

+8 vs. AC: 1d8  -  7 damage. and one ally within S squares of 
Breit gains a +7 power bonus to its next attack roll against the 
target 1).efnre the end of firett's next turn. 

Alignment unaligned 	languages Common. Elven 

Str 16 (+11 	 Dux 14 (+2) 	Wis 11(+01 

Con IS (-2) 	Int 101-0) 	Cha 12 (+11 

Equipment chainmail, heavy shield. Iongsword 

As Ilse c haracters emerge from the tower, read: 
orarige fight ni /it') laslies tl:rtts the skv.foifilwril 

ITS  d raml4e  of thunder  that shakes the  grants(  beneath 

vour feet. Alp's:  of  wind,  unseasonably warm. shake-5 
the dry branches of the trees—and then vini notice the 
ceirpsrs shambling towardpii. Two human men wear 
ing the insignia oirthr Order althe Emerald (law grin at 
youirom  behind the :innilies.  hefting  their flails. Refund 
them. a panne woman dre.Y.ril  in wren  and  Nark  scowls in 
your direction- 

8 Zombie Rollers al 	 Level 3 Minion 
Medium natural animate iundead 	 38 each 

Initiative -2 	Senses Perception -1: darkvision 

HP 1: a missed attack never damages.. minion. 

AC 13: Fortitude 13. Reflex 9, Will 10 
Immune disease, poison 
Speed 4 

(CI Slam (standard: at•will/ 
-6 •c. AC: C damage. 

Alignment Unaligned 	Languages 
Str 14 t-21 	Des 6 ( 71 

	
Wis 8 (-1) 

Con 10 (-,0) 	Int 1 f - S1 
	

Cita 3 (-4) 

2 Emerald Claw 	 Level 2 Skirmisher !leader) 

Sergeants (E) 
Medium natural humanoid. human 	 XP 125 each 

Initiative -6 	Senses Perception +1 

HP 37: Bloodied ill: see also pool( 
AC 16: Fortitude 14. Reflex 17. Will 12 

Speed 5 

Flail (standard: at will~ + Weapon 
• • vs, AC, 1d10 - 1 damage. andone of the Emerald Claw 
sergeant's allies within 5 squares of It can shill 1 sKivare. 

)r Crossbow (standard: at-will) + Weapon 
Ranged 1530: -6 vs. AC: 1d8 4- 1 damage_ 

Combat Advantage 
An Emerald Claw sergeant deals 1(16 extra damage on melee 

and ranged attacks against any creature granting combat 

advantage to it. 

Fanatic {immediate reaction. when reduced to 0 hit points) 
The Emerald Claw sergeant makes a bask attack against an 

enemy that is adjacent to it 

Alignment Evil 	Languages Common 

Skins Intimidate 11 

Sir 12 (44) 	Dex i 2 (+2) 	Wis 11 (+11 

Con 13 (+2) 	hit 10 (+1) 	 (ha 12 till 
Equipment scale ar mor, heavy shield, flail. crossbow with 70 bolts 

Mallora, Emerald Claw 	Leve l 3 Artillery (Leader) 

Necromancer (Ml 
Medium gi,■ tur.illsumarsoicl. human 	 X13  150 

Initiative +1 	Senses Perception +3 

Death's Cowl aura 3: living creatures within the aura grant combat 

advantage to undead creatures within the aura- 

HP 38: Bloodied 14:see also fanatic 
AC 15; Fortitude 14, Reflex 15, Will If, 

Speed 6 

® Bone Quarterstaff (standard; at•vill) • Necrotic. Weapon 

-10 vs. AC; ici6 damage plus 1d6 necrotic damage, and 

MalSora gairis 5 ieveporary hit points. 

›,o' Ray of Enfeeblement (standard: 	+ Necrotic 

Ranged 10; -■ 23 vs_ Fortitude. 1d10 - 4 necrotic damage. and the 

target is weakened until the end of Mahlora's next turn. 
- Death Burst (standard: recharge 3 sp + Necrotic 

Area burst 2 within 10: affects enemies:46 vs. Fortitude: 2d8 

necrotic damage. Effect: Each undead ally In the burst gains 5 
temporary hit points and can shift 1 square as a (t ee ac tion, 

Fanatic (immediate reaction, when reduced to D hit points) 

"Jailor.] makes a basic attack against an enemy that is adjacent 

to ItCr. 

Alignment Evil 
	

Languages Common 

Str 10 VI) 
	

Dex 13 t.r2) 	Wis 15 (+3) 

Con 14 (4 3) 
	

Int 17 (t4) 	Cha 1 / (+21 
Equipment robes, bone quarterstaff 



TACTICS 
The Emerald Claw agents want the prisoner for them-
selves. %%rink the zombies try to pin down as many 
characters as possible. the sergeants attack Brett 
ir'Gadden, II they reduce him to 0 hit points or fewer, 
they knock him unconscious rather than killing him. 
but then try to use the threat of killing him to secure 
their escape from the player characters. 

Mallora uses her death burst power as often as pos-
sible. placing it to benefit as many of the zombies as 
possible. She uses ray ofelfeeblement on PC strikers 
and controllers. -throughout the fight. she mutters 
curses against the PCs. insulting !befit and their 
fighting ability. and taunting them with the superior-
ity of the Emerald Claw. She retreats if the sergeants 
capture Bren. treating it as a clear victory. 

Mallora and one Emerald Claw sergeant carry two 
magic items you can award as treasure: a level 4 item 
and a level 2 hem of your choke. 

THE MOURNING 
While the characters face the Emerald Claw agents 
outside the Risser of Scars. utter devastation is sweep-
ing across Cyre—the Niourning has come. Each round. 
the characters see the Mourning progress until the 
armies on the Saerun Road far below are annihilated 
and. visible Irian the tower, a wall of dead-gray mist 
surrounds the newly formed Mournland. 

At the end ()leach round ofcomhat. read one of 
these sentences to the players. (You might want to put 
-The Mourning in sour initiative tracking behind all 
the characters and monsters. as a reminder to read 
the next descriptioni 

I  h: cash./ ro sk, 4ec/to; .ah h onpre-clouiklog. and 

the  all  IN.'S Wife I/1 a terrible .-onflagrat ton. 

he s‘n 6 illuminated in lurid orange  and  lea. casting 
stratige  ,"hadovo. 	rollisui banks ottpayfog. 

t  ;real ten.1111_4 or Nov lkaluttato teach acres, the cloud 
Jrulre•el  sly. 

hug( Wolk .'1 Ara} m6t lit from within by a rainntifire 
,weepirij down the ,iisenin Roailfrom the east. 

l'ou Carl th ,  longer see the armiesfightinn on the road 
lviow  - du-y're hidden in the grayfos- 

Ofiatonal flashes ilfire are all irtu can we in the nti,:t 

that ludo the battlefield. in t Ore  .Ti dittant  screams: 

truth your e,115. 

When the characters defeat the Emerald (law 

agents, read: 

tails over the hillside around the ruined 
tower. bum still can't we the road below. and no more cries 
reach you from the battlefield. That dead gray mtst hang, 

In the air like a wall around 	-ioo still, too quid. Sonic 

'bias terrible has happened. 

CONCLUDING THE ENCOUNTER 
If the characters fight ()tithe Emerald Claw agents 
and keep Been safe. they manage to escape from 
the tower. I losvever, the armies that were fighting 
on the Saerun Road below have been annihilated 
by the mysterious Mourning, Characters who travel 
in that direction quickly find their paths blocked by 
the dead-gray mist of the Mournland (see page 94), 
which should dissuade them from moving farther In 
that direction. 

Once the characters see the Meets oldie Mourn-
ing, take them ,inward four years to 998 YK. Spend 

some time with the players to help them decide what 
their characters did during the four years after the 
events of the Day of Mourning. It's safe to assume that 
they delivered Bren ir'Gaddcn wherever he was sup-
posed to go (unless the Emerald Claw agents mace oil 
with him) and never heard from or about him again. 
If they had other quests leading them to the lower, 
they completed those as well. and got all the prom-
ised rewards. But then what? 

The rest of this chapter Is full of tools you can 
use to build your first adventures set in the City 
of Tossrrs.Ilw rest of "The Mark of Prophecy' 
adventure appears on the following pages. Then 
a few encounter sites are detailed. which you can 
use to stage your own encounters as you expand 
your campaign. 
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SYNOPSIS 
Aric Blackt ree-t he Lord Major's catatonic aide whom 
the characters rescued From the tower-is the villain 
of this adventure. l inknown to the Lord Major or 

A TIME TO MOURN 
Four years later. the memories of the Day  of Mournitw 
still haunt tour sleep. You were lucky.  If 	had been a 
few  hundred yards farther east. you would  have died like 
so alarm others did-tour friends. comrades. and mein ir5 

in  the  war, the cirilians of Cvre. and the soldiers who 
ft-night there. 

lOur dreams aren'Oust about the nightmare thin was 
the Mourning.  Words run through them. urgent whispers 
that remind von that t VII were sphered for some purpose: 

Five at the brink of the desolation stand as one against the 
tentivst's roar. 

Your goal is to bring the characters together In 
Sham on the anniversary of the Day of Mourn-
ing. four years after the events at the tower. What 
brought the characters there. and what brought 
them together again? 

Did they stick together. united either by their 
shared experience at the tower or by prior connec-
tions? Or did they go their separate ways. trying 
to make sense of what happened to Cyre? Did the 
soldiers among them return to their units. assuming 
they had units to return to? Or did they desert, flee-
ing a war that no longer made sense? 

Why have they come to Sham? Virtually any 
reason will do, since Share is an enormous city with 
much to offer any visitor. Perhaps it is home for one 
or more of' t he characters. Or maybe characters came 
looking for their families. in the hope that they some-
how survived the Mourning and came to Sham with 
so many other refugees from the smaller disasters 
of the war. Perhaps an employer-a chronicle or a 
dragonmarked house, or even a secret agent of the 
Chamber-sent characters to the city with a specific 
purpose in mind. or maybe some characters came to 
Sham to find Brett ir*Gadden and call in the favor he 
owes them for saving his life. 

The conclusion of this adventure introduces the 
characters to the city of Sharn. In the course ola few 
encounters, they'll fight a living embodiment of the 
Mourning, attempt a skill challenge to investigate the 
source of that creature as they delve lower among 
the towers of Sham. rush to deactivate a terrible 
eldritch machine while fighting the villain's agents. 
and be attacked from the air as they ride a skycoach 
through the city. In the end. they'll confront the evil 
mastermind behind both the events in Sham and 
their experience on the Day of Mourning. But will 
defeating him answer their questions. or leave them 
asking mare? 

the characters. Ark planned his own capture four 
years ago. working with the dolgrims to get himself 
and limn ir'Gadden into the tower and away From 
the batik. lie sought exposure to the Prophecy mark 
in the tower for one reason: 1 le hoped to manifest 
a dragon mark of his own. Since the characters saw 
hint last. he has achieved his goal, and an aberrant 
dragonnwrk now adorns his left shoulder. 

Ark has constructed an eldritch machine in his 
tow nhome at the base of Dalannan Tower, in the 
Center Bridge district (tithe Lower Mem his Plateau. 
The machine is an implement of devastation, set to 
destroy much (tithe Menthis Plateau. Depending on 
your plans for your campaign. Ark might be acting 
independently (driven mad. perhaps. by the aberrant 
mark he carries) or acting on behallof some greater 
villain-perhaps whatever force is represented by "the 
tempest's roar" in the verse of prophecy the charac-
ters encountered. Because of that verse of prophecy. 
Ark views the characters as a threat and sends a 
monstrous assassin to kill them before they can inter- 
fere with his plans. 

The adventure in Share begins with the characters 
attending a ceremony of remembrance. observing 
the fourth anniversary of the Day of Mourning. The 
attack of a strange mist•shrouded creature interrupts 
the ceremony, however, and the characters must 
defeat the creature while preventing it from killing 
too many innocent bystanders. 

Once the creature is dead. the characters are faced 
with the question of where it came from. At its death. 
its dissipating body manifests the same Prophecy 
mark the characters saw in the tower at the edge of 
the Mournland Ibur years ago. This leads t !win into a 
skill challenge in which they must use various skills 
to retrace the path of the monster. Eventually. the 
characters follow its trail to Aric's townhome. where 
his fiendish plot is unfolding. 

Aric's eldritch machine• is about to complete its 
work. destroying Miamian Tower and much of the 
surround ing area in the Menthis Plateau. The char 
acters must disable the machine before it causes 
horrible destruction. 

After neutralizing the eldritch machine. the 
characters are still faced with finding the machine's 
creator. If you want, you can expand the adventure 
with more encounters as the characters search 
For Aric. Eventually, though. Aric attacks them: A 
retinue of goblin archers flits through the air on 
soarskds as the characters ride a skycoach through 
the city. 

With Aric defeated, the characters can move on to 
other adventures you devise. Perhaps Aric was work• 
ing for an evil cabal such as a Khyber cult (see page 
251), the Dreaming Dark (page 191). or the lords 
of Dust (page 28). If he survived. Aric might even 
return to trouble the characters in a later adventure. 



ADVENTURE HOOKS AND QUESTS 
You can use one or more of these quests as hooks to 

draw characters in to the rest of this adventure. You 

don't need a hook l'or every character in the party. 

Assuming that the characters have come together as 

a group of friends with a shared past. giving one or 
two characters strong reasons to be at the ceremony 

should sufficient mgt.! the whole group there. 

HOOK: INVITATION ONLY 
A house ()vial' °liner Jcitvers a leiter to eadi of you. It 

an invitation from a •eahln. and respected nobleman by 

the mime of Wen ir'Cadden, four yews ago. von rescued 

hirnfrom the tower at the edge of the Mourning. and he has 

invited  you  to attend a  ceremony  oirememlnunce  as  his 
special  guests. 

This hook works lisr any or all oldie characters. if 

they rescued Wen ir'Gacklen and returned him to 

safety. lithe characters delivered ir'Ga(klen to other 

captors. he is less likely to show such gratitude. 

HOOK: A PROTECT ION JOB 
You've  been working as a  bodyguard,  and  today brings a 
!•-implejob: A  toung hotshot  noble  named IXtrik  irlain is 

rirw  to a  ceremony In the  I. niversity  Mona  In remem 

branc• of the 1Xt•  or  Mourning.  Your  jute  is  to tag along and 
make  sure he doesn't get into  any  trouble.  Mat kind of 
trouble  can a  spoiled rich kid get Into?  Plenty. 

This hook works particularly well for a character who 

is a member of I louse 1)eneit h, but could also lit any 
character with a military background. 

Minor Quest (level 1. 100 XP): Keep Darik 

ir-fain alive through the ceremony and make sure he 

gets home safely. '('he ir'Tain family will pay the char 

ac ter 40 gp for this days work. 

HOOK: A SIMPI I TAIL 
Life as an niquisitti•  in  tier' t  ay of Knives  consists of end 
less boring tasks punctuated  In occasional moments  of 
sheer terror. Talus.,  a  moment  of  terror  would  be a  wela»ne 
relief. since you've been tailing a Alorgraw University 
prat-mot suspected of dealing In illegal antiquities.  At the 
moment. that means.followilw Itirn  to  some kind of  core 
mom• in remembrance of the Day of Mourning. Maybe you 
can get in a qtacir nap while the speaker drones, 

This hook is ideal for a character connected to I louse 
Medani or I louse Tharashk, or any other character 

interested in the life ohm inquisitive. 

Minor Quest (level 1, 100 XP): Keep an eye on 
Professor Gydd Nephret. 
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ENCOUNTER 3: Pr 

INTERRUPTED OBSERVANCE 
Encounter Level 3 (750 XP) 

SETUP 
1 Mourning haunt (Mt 

15 bystanders (13) 

The adventure begins at a towcrtop rcrcmonv in 
observance of the Day of Mourning. nn the filo rth 

;1111liversary of the catastrophe that wiped Cyre from 
the map. The characters are them as invited guests 

participating in the remembrance. as bodyguards for 

a guest, as inquisitives keeping an eye on a guest, or 

kw another reasun you have created. 

The ceremony is just getting limier way when 

a demon conjured by Ark Blacktrce appears and 

begins attacking !Islanders. 

To begin the encounter, read: 

Several invited guests bare gathered  on this pleasant roof 
top in a  rare  moment of winter sunshine,  lite guests 0) 
honor-displaced  Cyran nobles and gene:Ilk-sit arrayed 
behind  a still fountain us a grizzled war veteran drones on 
about remembrance. 

Suddenk. the door beneath the balcony  slams  open urea 
a sit-kh• gray mist wafts ow. Someone  screams.  lips tltr 
Mourning  come to the Om of finvers,' 

TACTICS 
The Mutt:ming haunt targets as many creatures as 

possible with haunting fog. The haunt avoids melee. 
shilling away from adjacent foes and using reactive 

swipe the first time it Is hit by a melee attack. Once it 

is bluoilied, its mist aura vanishes and it can no longer 

use hattutirw fog. Instead. it uses whirlwind frenzy or 

bites adjacent fires. 

The Mourning haunt was sent to kill the player 
characters, but it also wants to create as much havoc 

as possible. Initially. it tries to kill as malty bystand-

ers as it can. Once the PCs attack it. it turns its full 

attention to diem. but continues to catch as many 

bystanders as possible with Its close attacks. 

The bystanders use their actions to flee as far away 

from the mist aura as possible. A bystander caught in 

the haunt ingftig dies with no opportunity for escape. 

Mourning Haunt (PA) 	 Level 3 Solo Luricer 
Mechum elemental humanoid tdemoni 	 XI' 

Initiative r-6 
	

Senses Perception 41; blindsight 3. 

dark vision 
Mist Aura aura 2; the aura grants the Mourning haunt 

concealment horn creatures adjacent to it and total 
concealment from other creatures. The aura ends while the 
Mourning haunt is bloodied. 

HP 196. Bloodied 98: see also meet aura and witidwindfnrrity 
AC 17; Fortitude 17, Reflex 16, Will 16 

Resist S variable (1,'encounter; sec MM 2821 
Saving Throws 45 

Speed 6: phasing 
Action Points 2 

(I) Bite (standard; at.willi 

-8 vs. A( ; 1d6 • 4 damage. 
Gnashing Jaws (standard; atwIR) 
The Mourning haunt mattes three bite attacks. 

<-■ Haunting Fag (standard; usable only while not bloodied; awill) 
Close burst 2: -4 vs.. Fortitude; the target is restraincd and 
takes ongoing 5 damage (save ends both1. 

< Whirlwind Frenzy (standard: usable only while bloodied; 
at vrtill 
Close burst 2; 46 vs. AC: ldb - 2 damage, and the Mourning 
haunt pceshes the target 1 square. 

4 Reactive Swipe (Immediate interrupt, when Ilse Mourning haunt 

is hit by a melee attack: at•illt 414 Teleportation 

6 vs. Reflex: ldb 44 damage, and the Mourning haunt 
tdeports 3 squarc-s. 

Alignment Chaotic evil 	languages Abyssal 

Skills Stealth 410 

Sir 14 (43) 	Dex 12 (+21 
	

Wis 12 (4-2) 
Con 17 (AA) 	int 14 (e3) 

	
Cha 15 ( ► 3) 

15 Bystanders (3) 	 Level 2 Minion 
Straws) natural humanoid, various races 	 ?if 

Initlatise +0 	Senses Perception 40 

HP 1: a missed attack never damages a minion_ 

AC IS. Fortitude 11. Reflex 11. Will 11 
Speed 6 

Alignment Unaligned 	Languages Common 
Sir 141 I 	 ilex 10014 	Wit 10( 41) 

Con 111421 	int 9 (40i 	 Cha 11 (411 

MOURNING HAUNT LORE 
A Mourning  haunt  resembles  a  white-furred  ape,  and it is 
about 7 feet tall. Tendrils of dead-gray mist  unwind  from 

its fur, concealing It In  a  cloud  of fog.  Its eyes  are blank 

white orbs, and its mouth is  full  of long, sharp teeth. Four 

curling horns jut from  its  skull. 

Arcana DC 20: Mourning haunts are demons that 

have a peculiar connection to the Mourn land. No one 

knows whether they originated from demons that were 

in Cyre  at the time  of  the Mourning.  or if  the Mourning 

had effects that  reached far beyond Cyre to touch even 

the Abyss. Some say  that every event in the world has 

echoes and reflections  in the other  planes.  and that 

the Mourning haunt is such an echo.  Perhaps. Instead, 

Mourning haunts are somehow relater! to  whatever 
caused the Mourning. 
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FEATURES Of THE AREA 
Illumination: Bright light. Its an unseasonably 

sunny day, and the sultdight illuminates even the hat-
riots of buildings through archways and windows. 

Balcony: A large balcony overlooks the %vestern 
part of the rooftop. and five of the guests observe the 
ceremony from that position. The balcony is 10 feet 
above the rooftop. so a character who falls from the 
balcony to the rooftop or the wide stair takes 1d10 
damage. If a character falls off the north or west side 
of tlw balcony, he or she falls 30 feet down to a lower 
rooftop, taking 3(110 damage. and must find a way 
back up to the fight (see 'Lower Rooftops"), 

Fountain: The rots:main is a large stone basin 
with walls about 2 fret high. Entering or leaving the 
fountain costs I extra square of movement. A crea-
ture pushed into the fountain can make a DC 10 
Acrobatics check to remain standing: lithe creature 
faits the check. it trips over the wall and falls prone 
in the fountain. 

Trees: Each tree's trunk fills one square. A char. 
acter can climb a tree with 3 DC 12 Athletics check. 
A character perched in the branches is considered to 
be climbing (thus granting combat advantage to all 
attackers). but the branches grant the character con-
cealment against ranged attacks. 

Lower Rooftops: The tower in which the cer• 
ernony takes place is surrounded by shorter towers. 	4.4 
1 f a character falls from the rooftop, he or she falls 20 
feet down to a lower rooftop and takes 2(110 damage. 
(Falling from the balcony adds 10 fret to the drop 
and 1(110 to the damage.) The challenge is finding a 
way back up. A character can use the Athletics skill to 
climb. but it's a difficult ascent (DC 20). Alternatively, 
a character can navigate the mazelike stairs. bridges. 
and passages or Shunt's lOwerN with two success- 
ful Streetwise checks (DC 13). each one requiring 
a standard action. After two successful checks. the 
character arrives at the bottom of the wide stairs with 
a move action to spare. 

CONCLUSION 
When the Mourning haunt dies, any character 
within 3 squares of it sees Its body dissolve into gray 
mist. Briefly, the wisps of mist form an image of the 
Prophecy mark that the characters saw in the Tower 
of Scars !bur ye:trs ago. 

In addition to the XP reward for defeating the 
Mourning haunt. award the characters 10 extra XP 
kw each surviving bystander. I f you didn't use "A Pro• 
tection lob" as a hook for the characters, the survivors 
offer the characters a gift of 40 gp to thank them for 
their efforts. 

The next encounter is a skill challenge represent-
ing the characters' efforts to identify the demon and 
discover where it came from. 
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ENCOUNTER 4: 
-HUNTING THE MASTERMIND 
Encounter Level I (500 XP) 

SETUP 
Thk emended skill hallenge represents the player 
characters' search for the instigator behind the 
Mourning haunt's attack. The characters make use 
of their Investigative and deductive powers (Per-
ception and Insight). their ability to navigate the 
bridges. towers. and den frens of Sharn's lower wards 
(Streetwise. Diplomacy. and Intimidate). and to a 
lesser extent their knowledge dor research about the 
demon itself (Amam). 

HLINT1NG THE MAST ERMl ND 
Vou are hit with the last mists ,  rormant 4.9 the creanrre 

rp,4: • and u Inandlitl off, Wooled witnesses. 'Wino was 
that thing,' ► rnreite asks, "and ► .here did it c ►meirem.)-  

The characters must assetnble what clues they have 
into a coherent picture of the threat that faces them 
as they make their way down to the lowest levels of 
the city to find the source of t hat threat. 

Level: 1 (X P SOM. 
Complexity:4 (requires 1(1 successes before 3 

failures). 
Primary Skills: DiplomacIA insight. Intimidate. 

Perception. Streetwise. 
Diplomacy or Streetwise(1W 10. standard action): 

The character coaxes useful information from a wit-
MSS at the scene or in the tower below the attack: 
either an indkation of which way the demon came 
(pointing down toward the base of Da lannan Tower) 
or a description of its haunting whisper as h moved 
through the city. which includes the words from the 
Prophecy mark -Five at the !wink of the desolation 
stand as one against the tempest's roar: 

After the characters have achieved 5 successes, 
they're close enough to the base of L)alannan Tower 
that they call learn more about Ark's activities in the 
area. Witnesses in the lower ward describe the suspi-
cious activity of a man with long black hair who has 
been seen surrounded by an escort of goblins. and the 
strange lights and sounds emanating from a town. 
home near the base of Dalannan Tower. 

Insight (DC 10. standard action): The character 
pieces together some of the information the group is 
learning. Characters can't attempt two Insight checks 
in a row: after a successful Insight check. the party 
must score a success with a different skill bektre 
anyone can attempt another Insight check. With a 
successful check, the character sylu hesizes informa-
tion toward a more coherent picture of the threat 
they lace: 	demon made its way toward them 
from somewhere mar the base of Dalannan Tower. 

explicitly searching for them hut apparently knowing 
where they ►► vre with some degree of accuracy. 

Intimidate (D(' 15. standard action): A chara•ter can 
use Intimidate as a substitute for Diplomacy to extract 
ittformatitin from witnesses. Intimidate effectively 
substitutes for Diplomacy. although at a higher DC. 

Perception (1X.  15, standard action): The demon 
left some traces of its passing as it moved from the 
base of Da Litman Tower to the site of the attack. The 
character can use Perception to follow this trail. With 
a success, a character might find a wisp of white fur 
that dissolves into mist when touched. a corpse tossed 
in a dark corner. or a witness describing the haunt's 
passage. Such witnesses can then be the subjects of 
Diplomacy or Intimidate checks. 

Secondary Skill: Arcana. 
Arcana (DC /O. standard action): A character who 

makes a successful .rearm check identifies the 
Muurning haunt as a demon that must have been 
sununneted into the world. A second successful check 
reveals no lingering magical energy in the area of the 
demon's attack: it was not summoned directly to that 
location, This skill can't grant any further successes 
until the characters have achieved nine stwces.ses. but 
at that point it allows a character making a successful 
A rcana check to pinpoint the location of the eldritch 
machine at the base of Dalannan Tower. based on the 
powerful arcane energies emanating from the build-
ing. This skill can be used to gain a maximum of 3 
successes in this challenge. 

Success: If the PCs earn 10 successes. they find 
their way to thc base of Dalannan lbwer. when 
A ric's eldritch machine threatens to explode. When 
they enter the tower, they begin the next encounter. 

Failure: Each time the characters fail a skill 
clwck, they can have one of the brief combat encoun. 
tors described below. If t hey falI three checks, you 
can let them continue until they get 10 successes, 
throwing combat encounters at them with each addi-
tional failure. Eit her my. the characters still find 
their way to Ark.\ eldritch mach i le, but Arie's agents 
are on the lookout for their arrival. and the encounter 
there will be more challenging. 

COMPLICATING ENCOUNTERS 
Sham can be a dangerous place. and asking the 
wrong questions or poking into the wrong dark cor 
ners can quickly get characters into trouble. Each 
time the characters fail a skill check as part of this 
challenge, they have a minor combat encounter. 
Choose one of these groups of opponents and set 
the battle in one of the generic street setting t he 
poster map included ► ith this book. lithe characters 
fail their first skill checks. you can choose to wait 
until the characters have moved beyond the scene of 
the last encounter before presenting them with these 
complicating encounters. 

A I' l' I: NI)! X 



ROUGH CROWD 
Encounter Level 1 (299 XP) 

1 human berserker 
4 Itottiatt rabble 

The charm, ter. Irs to intimidate the wrong person. 
leaning too hard on a human berserker whose cronies 
back hits up in a tight against the u haracters. 

Human Berserker 
	

Level 4 Brute 
Medium natural humanoid 

	
XP 

Initiative 3 	Senses Perception +1 

HP 66; Bloodied 13: see also battle fury 

AC 15: Fortitude 15, Reflex 14. Will 14 

Speed i 

®Greataxe (standard: at-will) + Weapon 

-7 vs. AC; 1d12 - 4 d ► .nagekrit 102 161. 

}Battle Fury (free. when First bloodied; encounter) 
The human berserker makes a melee bask attack with a - 4 

bonus to the attack roll and deals 1d6 extra damage on a hit. 
)t-  Handaxe (standard:at-will ,  Weapon 

Ranged 10; • 5 vs. AC; 1dF, i damage 

Alignment Unaligned 	Languages Common 
Skills Athletics +9, Endurance 19 

So 171+S) 	Dee 121-3I 	Wls 11 (41) 

Con 16 (-S) 	Int 104-2) 	Chu 12 (+31 
Equipment hide armor. greataxe, 2 handaxes 

4 Human Rabbk 
	

Level 2 Minion 
Medium natural humanoid 

	
XP 11 •.-ft 

Initiative 40 	Senses Perception +0 

HP 1; a missed attack never damages a minion. 
AC 15: Fortitude 13. Reflex 11. Will 11; see also mob rule 

Speed 6 

(Daubtstandatc1;at-willi + Weapon 
+6 vs. AC: 4 damage, 

Mob Ruh 
A human rabble gains a -2 power bonus to all defenses while at 
least two other human rabble are within 5 squares of h. 

Alignment Any 
	

Languages Common 

Ste 14 (+2) 
	

Dex 101.01 	VVis 10(•0) 
Con 11 (41) 
	

Int 9( , 1) 	 Clsa 11 1-01 
Equipment club 

Ti i nit S AT ‘VORK 
Encounter Level 1 (375 XP) 

3 baffling thieves 

The chltritricr% follow a suspicious sight or sound into 
the iniddle of a c rittw in progress. 

3 Raffling Thieves 
	

Level 2 Skirmisher 
Small natural humanoid 	 XP 125 each 

Initiative *h 	Senses Perception 1 

HP 34:Bloodied 17 
AC 16:Fortitude 13, Reflex 15. Will 14; see also nimble reaction 

Saving Throws -5 against feat effects 
Speed 6: see also mobile melee attack 

(1) Dagger (standard: at will) • Weapon 
+7 vs. AC: 1d4 3 damage. 

e Dagger (standard; atwill)* Weapon 
Ranged 5.'10. -7 vs. AC; 1d4 - I &usurp. 

Mobile Melee Attack (standard: at.willl 
The haffling thief can move up to 3 squares and make ore 

melee bask attack at any point during that movenvent. The 
haifling thief doesn't provoke opportunity attacks when moving 

away from the target of its attack. 

Combat Advantage 

The Isalfi.og thiA deals Id& extra damage on melee attacks 
JF.J111St any creature granting combat advantage to it. 

Nimble Reaction 
Riffling% gain a -2 racial bonus to AC against opportunity 

attacks. 

Second Chance (immediate interrupt, when the halOing is hit by 

an attack; encounter) 
tit...• attacker must make a new attack roll and use the fleN resit. 

Alignment Any 	Languages Common-one other 

Skills Acrobatics •11, Stealth • 9. Thievery •11 

Ste 12(12) 	Dex 16041 	Wks 111+11 

Con 10( ► 1) 	Int 10(41) 	Cha 14 (•3) 
Equipment leather armor. 4 daggers. thieves tools 

THE WRONG PUDDLE 
Encounter Level 1 (300 XP) 

1 ochre jelly 

The characters stumble into a wet. dark place where 
an ochre jelly is leedittg 

Ochre Jelly 	 Level 3 Elite Brute 
Large natural beast (blind. ouzel 	 tiP 1:-1 ,  

Initiative , 0 
	

Senses Perception +2; blindsight 10. 
tremorsense 10 

HP 102: Bloodied Sl; see also split 

AC 18: Fortitude 16, Reflex 14, Will 14 

Immune gaze; Resist S acid 
Saving Throws • 2 

Speed 4. see also Pawns form 

Action Points I 

(I) Slam (standard; at-will)* Add 

48 vs. AC: 2d6 • 1 damage. and ongoing S acid damage (save 

amid 

Flowing Form 'move: at-wolf) 
The. ochre jelly shifts 4 squares. 

Split (when first bloodied:encounter) 
The ochre jelly splits into two jellies, each with hit points equal 
to one-half its current hit points. Effects applied to the original 

ochre jelly do not apply to the second one. An ochre jay can't 
split if reduced to 0 hit points by the attack that bloodied it. left 
alone, the two halves recombine into a tangle creature at the 
end of the encounter, 

Alignment Unaligned 	Languages - 
Str 131+1) 	Dex 8 (401 	WI: 12 (+2) 
Con 11 (+11 	Int l i-4) 	 Cha 1(-4) 



Seven ruffians guard Ark.'s precious project. unaware 
of the threat the machine poses to their awn safety. IF 
the characters failed the skill challenge in encounter 
4. these ruffians have obtained two guard drakes to 
help protect the eldritch machine. When the char-
acters enter, the shifters are in one bedroom. the 
halfore is in another. and the goblins are spread out 
in the back room and the two hallways. lithe drakes 
arc present. they are positioned in front of the door 
and hiss when the characters enter. alerting the other 
creatures on this floor. 

TAC TICS 
The two shifters burst out of their room at the first 
sound of trouble. They attack the nearest foes wit h 
their scimitars and shift away lithe attack is site 
cessful. It hush shifters are bloodied. they use their 
nuorclaw shifting speed in alit attempt to flee. I low, 
ever. if one shifter falls before the other is bloodied. 
the survivor fights to the death in a blind quest fur 
vetigealice. 

The half arc also emerges from his room when he 
hears the sound of combat. 11e circles around. using 
Stealth to hide from the characters until he lines up a 
clear shot. Ile tries to flee if both shifters fall or flee. 

The two goblins in tlw hallways shout for help 
when they see the door open. lithe guard drakes 
arc present, the goblins charge forward and attack. 
attempting to gain flanking positions with tl• drakes. 
11 theguard drakes are not present, the goblins pick 
at single target and attack. trying to flank that target 
themselves. The remaining goblins arrive a round 
later and use similar tactics. 

2 Red Jackal Raxorclaws (R) 	Level 2 Skirmisher 
Medium natural humanoid, shill et 	 XP 125  each 

Initiative -6 	Senses Perception  •  2; lowiight vision 

tIP 37: Bloodied 18 

AC (3; Fortitude 12, Reltex 14, Will 12; see also rarorc low shifting 

Speed 6. we aka to/on- low chitlins 

(.6_-; Scimitar {standard; at-will) ♦ Weapon 

.4 v.. AC; 1d8 4- 1 damage ((tie 9 • 1d8 1, and the Red Jackal 

razonlaw shifts 1 square. 

Charging Pounce 

When the Red jackal razor( law charges, it deals 1d8 extra 

damage and knocks the target prone_ 

Ratordaw Shifting (minor, usable only while bloodied; encounter) 

Until the end of the encounter. the Red Jackal r azorc law's speed 

increases by 1 and it gains a - 1 bonus to AC end Reflex 

Alignment Evil 	Languages Common 

Skills Acrobatics 4 11, Stealth 4 11. Streetssise 4.7 

Str 12 f-t21 	Dex 17 (•4) 	Wis 13(42) 

Con 131'11 	Int 10011 	Cha 12 (4-2) 

Equipment leather armor. sc imitar 

AL44.174. 

•,:+14111111.111 8.• 

ENCOUNTER 5: 
RED JACKALS 
Encounter Level 1 (500 XP) or 
Encounter Level 3 (750 XP) 

SETUP 
2 Red Jackal razorclaws 
4 goblin cutters ((;) 
1 hallorc archer (Il) 

lithe characters failed the skill challenge in encoun , 
 ter 4. add these monsters: 

2 guard drakes (I)) 

Aric has taken over a tow nhome near the bottom 
of Dalatman Thwer. in the Center Bridge district of 
the lower NIcnt his Plateau, and built his eldritch 
machine there. NVIien the machine's work is corn. 
plete. it will destroy the tower-which holds Morgrave 
University at its top--and many of the surrounding 
lowers as well causing tremendous damage to the 
Mem his Plateau. 

lAr hen the characters finish the skill challenge 
in Encounter 4. read: 
Your search has brought you jrorn the highest tower tops  cal 

the I !itiversit v District to the roots of those same toners.  (u 

below in a r•sidentia/ Ward called Center Bridge.  Squee7c,1 

between districts full ty - tatrrns. theaters.gambling halls. 
and other entruoinnierus, doktrilAti that Center Bridge 

mantises to be its quiet asili s. Down here the bases ol the 
towers are hundreds of feet afros-J. and they're ringed with 
t ► •nhornes that alt out from the towers'outer walls like tilt' 
teeth of enormous coos. One ofthese homes caughtyour eye 
as the possible source of the creature you fought, and you 
have reached its front door. 

Perception Check 
DC 16  .1 .1 rit r we.  rumbling hum tomes from the upper 
stot t 	Hme. 

A single door oilers the only easy means of entering 
or exiting the tow.  nliome. Aric has scaled the upstairs 
windows with boards and iron bars. hit' from door is 
locked, requiring a DC 15 Thievery check or a DC 15 
Strength check to get the door open. None of the mon-
sters are visible when the characters open the door. 

When the characters open the door, read: 
It looks like an average horns from the outside, but the 
upside is something else cruirek. Powerful odors fill the 
air- a mask.. animal seem and worse smells as well-and 
haaerina wisps afgna mist ilish:die that this place is the 
origin of the creature yeti fought uhore. 'Me door leads to a 
tarot-outer room With hanways leading off in two ihrea10113. 

APPENDIX 
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4 Goblin Cutters IG) 
	

Level 1 Minion 

	

natural humanoid 
	

X P 2 5. each 

Initiative - 

	
Senses Perception -1: low .80, vision 

HP 1; a missed attack never damages a minion. 

AC 16: Fortitude 11. Reflex 14. Will 11 

Speed 6: see also soem toe tics 

Short Sword ts-tandard:atwillt+ Weapon 
Ai -  damage S dam.sge if the goblin cutter has combat 

advantage- against the target 

Goblin Tactics timmediate reaction, when missed by a melee 

attack: atsvAll 

Alignment Evil 	Languages Common, Goblin 

Skills Stealth • 5, Thie► ery -5 

The goblin shifts 1 square 	

I 
Sir 14 (*21 	Dex17(-3) 	Ms 11(41) 

Con 13 lel) 	Int ( -1) 	 Cha 81 - 1) 

Equipment leather  armor.  short sword 

Half-Ott Archer (H) 	 Level 3 Artillery 
Medium natural humanoid 	 XP I 50 

Initiative -7 	Senses Perception • 8: low-light vision 

HP 38. Bloodied 19 

AC 17; Fortitude 13. Reflex 15. Will 13 

Speed 6 18 while charging 

THandaxe 'standard:at-will! • Weapon 

-6 vc AC. 1d6 - 3 damage. 

® longbow tstanciard: at-will). Weapon 

Ranged 10,40: -9 vs. AC: Idl 0 4 damage. 

Furious Assault (lire. when the ha/fort archer hits an enemy: 
encounter) 
The triggering attack deals 166 extra damage if it was a hanclace 

attack or !di 0 extra damage if it was a longbow attack. 

Half•Ore Resilience (when first bloodied: encounter) 
The half orearcher gains S temporary hit points. 

Alignment Evil 	Languages Common. Clam 
Skills Endurance - S. Intimidate - 11. Stealth *10 

Str 161.41 	Des 19 1-, S) 	Wis 14 l•31 

Con 14 • 3) 	Int 11 t-1) 	Cha 101411 
Equipment Prather armor. handaxe, longbow with 30 arrows 

2 Guard Drakes (0) 
	

Level 2 Brute 
Small natural beast (reptile) 

	
XP 125 each 

Initiative i 	Senses Perception 

HP •8: Bloodied 24 

AC 15: Fortitude 15, Reflex 13. Will 11 

Immune fear ■ V/hile within 2 squares of an ally) 

Speed 6 

11 Bite (standard; at-willi 

«6 vs. AC; 1 d I 0 ■ 3 damage. or 1d10 - 9 damage while within 

2 squares den ally. 

Alignment Unaligned 	languages 

Str 16(t4i 	Dex 	• 3: 	Wis 12 i• 2) 

Con 18 (+S) 	Int 3(.11 	 Cha 12 1421 

RED JACKAL LORE 
Streetwise DC 15: These shifters' dyed fur suggests 

that they might be members of the Red Jackals, a violent 

clan of shifters and half-ores who live in the sewers of 

Sham. They survive by rummaging through the trash and 

waste that pass through their home territory and by raid-

ing other clans of sewer dwellers. 

CONCLUSION 
At the end of the encounter. there's no particular 

indication of am trouble upstairs, where the ehlritcli 

machine is nearing the completion of its work. (The 

humming um nd that the characters might have 

perceived is still audible. but it has not changed in 

volume or frequency.) The characters can take a short 

rest without incident. 

The characters find h0 gp in a pouch on the hall 

ore archer's body. 

Just as the characters finish their rest, read: 

A cri44.1: 	alum/Jet' ei.-Wev Jt4.1Pil the upper story above Meru. 

64iots'eti by the rumble of stone from all around. You feel 

rh• flow shake. 

Perception Check 

DC 12  Someone ,houts upstairs , but vou ,an't make out 

the is ends over the rumbling sound_ 

DC 17 fri Gym 1111M. 	fJunas. 'What's happening,' 

Check those over sherd' 



Dolgaunt Warrior (CI) 
	

Level 3 Soldier 
Medium aberrant humanoid  I  blind) 

	
XP 150 

Initiative -7 	Senses Perception 42: blindstight 20 

Harassing lentacles aura I; each creature in the aura that is 

marked by the dolgaunt warrior is also immobilized is.ree ends). 
HP 45: Bloodied 22 

AC 19: Fortitude 1•, Reflex 16. Will .13 

Immune gaze 

Speed 6 

et,  Claw (standard: 
.10 vs, AC: Idl 0 • 1 damage, and the target is marked until the 

end of the &Agencies next turn. 

4 Tentacle Lash (standard: usable only against a marked target: 

Reach 2: s- 8 vs. Reflex: 1d8 2 damage. ongoing 5 damage 

(save ends). and the target is marked until the end of the 

tiolgaurit's next turn. 

Alignment Evil 	Languages Common, Deep Speech 

Skills Acrobatics 4-10, Athletics +8 

Scr IS (-, 31 	Dex 19(1S) 	Wis 12 f ,-2) 

Con 13i-2 'i 	Int 10(41) 	Cha 11 ( 411 

• 
• 	1. 

[NCO LINTER  6: 
DOOMSDAY MACHINE 
Encounter Level 2 (700 XP) 

SITUP 
1 eldritch machine trap 
1 dolgannt warrior (1)) 
2 cloppeiganger sneaks (S) 

In the upper story of this tcnvnhoine. Ark Mac kt ree 
has set up the device he hopes will destroy Da la n-
nan Tower and a significant portion of the Menth is 
Plateau. As the plawr characters arrive. the device 
is nearing the end of its operating cycle and the 
completion of its work. Anc has abandoned the resl• 
donee, putting a safe distance between himself and 
the doomsday machine. A dolgaunt warrior and two 
hired doppeIgangers }plan' the machine—and iimvit-
tingly await their own doom. 

When the characters open the door at the top of 
the stairs. read: 
Dark lightning ruckh around a bizarre assemblage of 
taws, brass orbs, embedded gemstones, dn. bones, and 

formless s tone dun stand$1iist inside the door. A hideous. 
eyeless monster Owl might once haw been a natural 
human in hobgoblin stands near die machine* running 
Its hands and two long ternaries ever the surface wills an 
air of frantic desperation. You can tee similar ► achines 
down Inv futlfways, each one astertiled a rough-looking 
nude human. 

2 Doppelganger Sneaks MI 	Level 3 Skirmisher 
Medium natural humanoid (sha ha 	 XP 150 each 

Initiative • 6 	Senses Perception 42 

HP 4;: Bloodied 22 

AC 18; fortitude 14, Reflex 16. Will 16 

Speed 6 

(1: Short Sword (standard: at -wall • Weapon 
•• 8 s•s. AC; ddb 3 damage. 

4 Shopeshifter Feint 

- 6 vs. Reflex; the d❑ppelgariger gains cornball advantage against 

the target until the end of the doppeiganger's next turn_ 

Combat Advantage 

A cloppellonge r sneak deals id6 extra damage against any 

creature granting combat advantage to it_ 

Change Shape (minor, at-will) Poiymorph 
A doppelgangee can alter its physical Form to take 05 the 

appearance of any Medium humanoid, including a unique 

individual (see 'Change Sham' MM 280). 

Alignment Unaligned 	Languages Common 

Skills Bluff -10. Insight +9, Stealth -9 

Sir 11 I-1) 	Dex 161'44} 	Wis 17 021 
Con 13 (-2) 	list 101-1) 	 Clla 15 0-311 

Equipment short cword 



Eldritch Machine 	 Level 2 Elite Master 
XP 25n 

14'101 a pierri -Arta. one crititefour strange derierf shale stoke 

the machine release,  a be el cracklingenergy that imps to another 

.In*i .A,; it absorb, !heart& lighontno. the second device shuliciert, 

fending tinvo r?j stone rippling out through the their around it_ 

Trap: Each round. a holt of energy extends between two portions 

of the machine. followed by a minor earthquake around one 

part of the machine. 

Perception 

• DC 10: The character notices that the energy crackling around 

each part of the machine is concentrated in a specific location 

in that section of the device. 

Initiative .5 
Trigger 

When the characters enter the room. roll initiati ► r for the trap 

as well as the monsters. On the trap's turn. randomly determine 

which part of the machine the bolt of energy originates from troll 

c141. and which of the two parts the bolt travels toward. (The bolt 

moves either in a nix th -south direstion or an east - west direction. 
as indicated by the dashed Hors on the map) The trap first attacks 

each creature occupying a square on the path of dashed lines. and 

then attacks each creature in a burst 2 around the second part. 

First Attack 

Standard Action 	Ranged 6 

Target: Each creature occupying a square on the path canner wig 
the two parts of the machine 

Attack: -5 vs. Reflex 

lilt: 1d8 • 3 lightning and necrotic damage. and the target is 

weakened until the end of the trap's next turn_ 

Second Attack 

Minor Action 	Close burst 2 

Target: Each creature in burst 

Attack: -5 vs. Fortitude 

Hit: 1dg 3 thunder damage. and the target is knocked prone. 

Miss: Half damage. 

Countermeasures 

• A character adjacent to one of the squares where the bolts of 

energy originate can drain some of the force from the energy by 

retaking a successful DC 10 Arcana check as a standard action_ 

Until the end of the encounter, the damage dealt by that part of 

the device is halved. 

+ A character adjacent to one of the squares where the bolts of 

energy originate can disable that part of the device by making 

a successful OC 10 Thievery check as. a standard action. A part 

that is disabled can no longer produce a bolt of energy. 

TACTICS 
hen the characters enter the mom, the guards set 

aside their concern about the eklritch machine. not 
fully believing that it's piing to explode. They attack 
the characters wholeheartedly and fight to the death. 

The dolt aum iikcttu s On one titanic f•r with a 
combination of claw and tentacle lash attacks. The 
doppeigangers dan around the rooms, altering their 
appearance each time they leave the sight of the 
characters to give the impression olgreater numbers. 
All three monsters keep their distance Irons the 
nut•hines after the start of tlw light, and stay out of 
the squares a fleeted by the necrotic lightning. 

The characters tan persuade the doppelgangers to 
flee for their lives (see tlw skill challenge helo ► ) as an 
alternative to killing them.  

%Viten the characters dis,atile t he machine, read: 

• .,, 	 H.;i 

FRIGHTEN OFF THE DOPPELGANGERS 
Convincing t he doppelgangers to flee is a skill chal-
lenge espdvaletti to defeating them in combat. Tlx 
dolgaunt is unaffected by attempts to persuade it to 
abandon its post. 

Level: 4 (XP 300). 
Complexity: 2 (6 successes befitre 3 failures). 
Primary Skills: Diplomacy. Intimidate. 
Iriplomacy (DC 12. qundard orrion): Ilke character 

points out the obvious danger from remaining tee ar 
the machine. stress that whoever hired the doppel-
gangers obviously set them tip to the, or whet-wise 
persuade the doppelgangers to flee. On a successinl 
check. the thippelgang•rs obviously itesinile. Neither 
doppelga tiger uses its shapeArfterfiltit ability an its 
crust turn. Tin% skill can be used io gain a maximum 

44. 4 successes in this challenge. 
intiondate  (DC 13, standard colon): The character 

takes a more aggressive approach. stressing that the 
character% theintiChts are a significant threat-- but 
the machine will get the doppelgangers even it the 
characters don't. On a successful check, the doppel. 
gangers are clearly daunted. Each doppelganger lakes 
a •2 penalty to attack rolls on its next turn. this skill 
can be used to gain a maximum of 4 successes in this 
challenge. 

Secondary Skills: Bluff. insight. 
13141-(1)C 1 2. standard action): lithe characters take 

a deceptive approach—tier example. claiming that the 
doppelgangers' employer sent them to tell the dop-
pelgangers to get gait-Alley use Bin ff instead al - other 
skills.'lley race a harder 1)C. they can't achieve more 
iltan 1 success in 'his 	aTKI they don't get any 
additional benefit kir success. 

(f)C 14, minor action): A character who 
Makes an effort to pay attention to the doppelgangers' 
attitude and reactions gets a 4  2 bonus to his or her 
next Diplomacy or Intimidate check in the• challenge. 
A successful Insight check doesn't count as a success 
in the skill challenge. 

Success: 	doppeigangers flee from the light. 
The characters receive the same XP award tier com-
pleting the skill challenge that they unuld have 
canted for defeating the di ippelp nge rs in combat. In 
addition. the characters learn the name of the dop-
pelgangers' employer: Ark-  Iliac kt we. 

Failure: The doppelgangers light to the death. 

TREASURL 
The dolgaunt carrk-s a level 3 magic item of your 
choice. In addition. when the characters disable• ihr 
eldritch machine. they can salvage 500 gp worth of 
residuum front the remaining pieces. 
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Ark Blacktree 	 Level 3 Elite Artillery (Leader) 
Mc-41nm natural humanoid, human 	 XP i(11.1 

Initiative -2 	Senses Perception 47 

HP 7(1; Bloodied 38 

AC 17: Fortitude 14; Reflex 15; Will 18 

Saving Throws - 

Speed 6, fly S icoarc.led) 

Action Palms 1 

tD Mare (standard; apwill) Weapon 

.9 sc AC. ltIR - 7 damage, 

'r Withering Blast (standard; at•ilh + lightning. Nem& 

Ranged 10: targets one or two creatures; -8 vs. Fortitude; 2116 

3 lightning and necrotic damage. and the target is. weakened 

until the end of Ark Blacktrt-e'c nett turn. 

+Aberrant inspiration (standard; recharge 	) + Nccrotk 
Close burst 10; each ally in burst Can make a has attack as 

her action, and then takes 5 necrotic damage. 

Alignment Evil 	Languages Common. Goblin 

Skilh Arcane 1-13.131uff '9 
Sir 171-21 	 Dcx 13 t.-2! 	Wis 12 (-42) 

Inc 15 (44) Con 14. (..3) 

Chj n441  Equipment leather armor. mace_ soatsied  

6 Goblin Archers (G) 	 Level 1 Skirmisher 
SntaIi natural humanoid 	 XP 100  each 

Initiative -5 	Senses Perception -, 1; low light wisher  
1113  29: Bloodied 11 

AC 17: Fortitude 13, Reflex 15, Will 17 

Speed 6, by S NSO:Irded I 

(tr Short Sword (standard: 	• Weapon 

6 vs, AC: 1d6 - 2 damage, 

Shortbow (standard: at-wilit • Weapon 
1;.- 30; • 6 vs, AC: IdS • 7 damage. 

\' Mobile Ranged Attack (standard: at will) 
the goblin archer can move up to half its speed: at any point 

during that movement, it makes one ranged attack without 

provoking an opportunity attack. 

Great Position 

on its turn, the goblin archer ends its rI101c at least 4 squares 

away horn its starting position, it deals 1d6 extra drnuge on its 

ranged attacks until the start of its next torn. 

Goblin Tactics (immediate reaction, when missed by a melee 

attack:atwill) 

The goblin shifts 1 square. IA goblin archer can't Shirt while 
flying on its soarsied.) 

Alignment Evil 	Languages Commott.Goblin 

Skills Stealth 4-10. Thievery -10 

Str 14 (-2) 	Dex 17 (13) 
	

Wes 12 (+1) 

Con 13 (+11 	Int R (-1) 
	

Cha 8 (-1) 

Equipment leather armor, short sword, shortbenv with 40 arrows, 

soarsled 

FEATURES OF THE ENCOUNTER 
The skycoach is the central feature of this cm -m.1111M 
Draw it nit your battle grid (ur ns• one 2 X4 and one 

2 x 2 Dungeon file to represent it). leaving plenty of 
spare armsncl it, and move everything else relative to 
it. When it moves forward each round (on the pilot's 
turn), move Ark and each goblin. as well as any char 
act•r that has left the skycoach. 8 squares toward the 
rear oolitic skycoach to represent the vehicle's forward 
moventent. 

70.4111&,1. rv., 	 —411111 - 
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FIGHT IN THE SKIES 
Encounter Lee! 4 (900 XP) 

SETUP 
Ark Blacktree (A) 
6 goblin archers (G) 
1 skycoaeli pilot (S) 

'flw encounter begins with the characters on a skv• 
coach. which is something like a flying longhoat 
used co Iranspisrl passengers and small cargoes 
through the air between the towers of Sliarn. The 
cliaraciers might hire a skycoach to take them from 
Center Bridge back up to the upper wards of ilk city. 
Alternatively, a skwnach might arrive wherever the 
characters are. sent (the driver explains) by the city 
council to bring the characters to the council hall to 
receive a commendation. Whatever the reason for the 
characters' travel. Ark Blacktree and his goblin ser-
vants attack the sk woad, as it flies through the city. 

When the encounter begins, react: 

l'he , 	 . 	.,,,yrah• toward 
the utrirer reuches et rite towers, tOonpored re the Nee  of 
life on the bridges anti halcorties Of the great( towers. this 
smooth riz..k,t, shne. almost peacetitl. even though iliL 
siryroaelt tc  Et(  turd!). Mining W a respectable .Hp. 

Perception Check 
DC 15 .111asit of blue fight thaws your eye: A goblin 
ston4 on a glowing disk tibiae energy, ttitrina a ,frasen 
!tele at you. 

Irany character's passive Perception check is high 
enough to notice the goblin. that character can slants 
a warning to t he others. Let the other characters  roll 
Perception checks, Ark, the goblins. and any charac 
ter whose Pen:ept Ion check result is 15 or !letter can 
act in the surprise round. 

Ark and  the goblins  are  flying  on soarsleds,  which  are 
temporary magical  constructs.  While the soarsleds 
remain,  they  grant  a  creature  riding  them a  fly speed  of 

8. They don't  allow the creature to  hover,  Aric  and the 

goblins must use  a  move action  each  round  to fly  at  least  2 
squares or (rash. and  they can't  shift  or  make  opportunity 
attacks  while flying.  The  magk  that  created the soarsieds 
expires  one  half hour  after  the end of the encounter, at 
which time the  soarsieds  vanish. 

Refer to pages 47-49 in the Dungeon Muster's Guide 
for rules about flying in combat. 

APPENDIX 



Sit ycoat.h 
„ i ;g.PiIuari  vehkk 

HP 200 Space 1 tqlklrel. by 6 squares Cost 2.000 

AC 2. Fortitude 20. Reflex 2 
Speed 0. fly 4 ihoveri, overland flight 8 

not 
The plot must ureid in the wheelhouse. 

Load 
Eight Medium creatures: two tons of carp. 

Out of Control 
An out-of-control skytoach moves forward at lull speed. Each 

round it's out of Cedilla roll a /16. Ott a roll of 6. it crashes into 

a tower or bridge in its path. taking 1d10 damage per square 
the skycoach :stewed in its previous turn. Creatures tut board 
the vehicle lake half damage. A collision stops the skycoach's 

movement. 

Skyroach Pilot (5) 	 Level 2 Minion 
Medium natural humanoid. hall-elf 	 XI' 

Initiative .0 	Senses Perception .0 

HP I:a messed attack never damages a miniver. 

AC 15: Fortitude 13. Reflex II.W41 11 

Speed 6 

Alignment Unaligned 	Languages Common 

Sir 141. •31 	1)**10(411 
	

Wis 1001) 
Con 12 t• 2) 	list 9 (+0) 

	
Cha 11 (41) 

Skycoach Deck: the deck of - the skycoach is la ir • 
minded ht a railing designed to keep passengers 
from falling off A character who is hafted iiff the  

edge of the deck gets a 5 bonus to the saving throw 
to avoid falling. 

Falling: A c watt ire that falls from the skycoach or 
a soarsled drops (1114 4' 1) x 10 fret before landing an 
a bridge. balcony. or rooftop. 

Commandeering a Soarsled: A character can 
jump from the skycoach deck to a nearby soarsied 
with a successiiii Athlt•tics cheek and attempt to 
take it from its rider. If' the Athletics check fails, the 
character falls. Treat the attack as a bull rush attempt. 
with a *I bonus for charging. lithe attack is success. 
fill, the soa rsled's rider is pushed offor (ilthe rider 
makes a successful saving throw) knocked prone on 
the soarskd. occupying the same space as the new 
rider. lithe bull rush attempt fails. the character falls 
prone in the rider's space. 

A prow' creature On a soarsled can't stand up 
without first pushing the occupying character oar 
with another bull I rush attempt (taking the normal 
-2 penalty for attacking while prone). In theory. this 
cook! result in both creatures prone atop the scxarded. 
wrestling for control. I lowever. a creature MUSS be 
standing on the suarsied to control its movement, so 
if both creatures' turns pass without either one startl-
ing up and moving the soarsled. it crashes. 

TACTICS 
Although their bows have a range of 15 squares. the 
goblins fly close to the skycoach in order to make 
their attacks. The skycoaelt is weaving among the 
city's towers. so  there will rarely he sufficient room 
for them to get more than 6 squares away front the 
skycoach on any side. They frequently swoop to 
within 2 squares to make their attacks. Once the 
characters begin to jump onto the soarsteds. the gob-
lins maintain a greater distinct.. 

lyou find that players are getting frustrated by 
being stuck on the sksroach. have one or two gobliris 
land their soarskds on the skycoach deck. drawing 
their short swords. Besides giving the characters 
%unwilling to fight out Ils• skycoach deck, this also 
gives characters access to a soarsled. Don't go out of 
your way to reward characters Itir being overly can• 
anus. but make sure they have good. daring option ►  

to pursue. 
Aria Blacktree keeps a greater distance from the 

skycoach, using his aberrant inspiration rower as illicit 
as he can. and using witherins blast against characters 
who seem to present the greatest threat. 

When Ark is reduced to 0 hit points. he falls from 
his soarsled and disappears into the depths of the 
city. Depending on your plans liar your campaign. 
you can lit the characters find his body to verify his 
death, or you can bring A ric hack to trouble them 
again in a later admiture. Even if thcv don't find his 
!Hilly. they find an item he carried: a ith•le ►el magic 
item of your choice. 

A PPLN 1)1X 



Sewer Valves. 
	 Level  Variable Blaster 

11,1 
	

XI variable 

A squeal of metal announces :he opening of one of the iirtlildr 

valves. and la HMO of stinking water erupts  /rum 11. 

Trope Each round, one of the sewer valves opens. unleashing a 

blast of water that pushes creatures in its path. Roll 1d8 to 

determine which valve opens. The hazard makes a dose blast 3 

attack, with the blast centered on the valve's square. 

Perception 
No check is necessary to notice the valves- 

Inkiativ, +0 
Trigger 

The hazard operates continuously. releasing a blast of water 

every few seconds as pressure builds up behind the valves. Roll 

Initiative for the trap as soon as the characters enter the area: it 
attacks each round on its turn. 

Attack 
Standard Action 	Close blast 3 
Target: Each creature in blast 
Attack: level 3 vs. Fortitude 

Nit: The target is pushed 3 squares and knocked prone. 

The blast extinguishes Ares. dousing torches and granting a 
saving throw to a target taking ongoing Are damage 

Countermeasures 
• A character ach.xent to one of the valves can jam it shut with a 

Thievery check (DC IS - one half level). ff this check succeeds. 
the next time the random die roll Indicates that valve should 

open. it does not. The second time the die roll indicates that 

valve should open, it bursts open with greater force, gaining a 
'2 bonus to Its attack roll. 

• As a minor action, a character can make a Perception check 
(DC 15 one-half level) or a Dungeoneering check (DC I() 

one-half level) to predict which valve will open on the hazard's 

nest turn 

The rest of this chapter details two sets of city-based 
encounter sites you can use in your EBERRON catn-
paign. The sites arc designed to be useful at a range 
of character levels: instead of full monster statistics. 
the sites include several possible encounters at dif-
ferent levels, with references to monster statistics 
in the Monster Manual (MAI) and elsewhere in this 
book (ECG). 

SEWER JUNCTION 
A major junction where eight sewer pipelines con-
verge into a main line. the flow here is managed by 
mechanical valves that release water from one pipe-
line at a time in roughly .lx weund intervals. The 
result is an encounter area made particularly hazard-
ous by occasional sprays of filthy water. represented 
by the sewer valves hazard detailed here. 

Set the level of the hazard to the level oldie PCs 
and set its attack bonus and XP value accordingly. 

FEATURES 
Illumination: None. Monsters encountered here 

might carry their own light sources. 
Ladder: A ladder near the east end of tie junction 

leads up to the next level of t he sewers. This could be 
an entry point for the characters, or it could be the 
exit they're looking for. 

Grate: A grate at the cast end of the channel 
blocks access to the sewer pipe beyond. If you want 
characters to pass through it either direction, assign 
an easy DC for a Strength check to move it out of the 
way or break through. If you don't need characters to 
pass through, assign it a more difficult DC. 

Channel: Water flows through a channel about 
2 feet deep in the micklle of the floor. It is difficult 
terrain. 

ENCOUNTER SETUP 
Choose an entry point for the characters and a des-
tination on the opposite side of the sewer valves. If 
the characters enter by the ladder or the grate. they 
should leave by one of the finking passages at the 
west end, and vice versa. Place the opponents on the 
exit side of the valves. 

SEWER SCAVENGERS 
Encounter Level 3 (825 XP) 
• Sewer valves (level 3 hazard) 
• 2 iron defender homunculi (level 3 soldier. 

MM 156) 
• 3 Red Jackal razorcla%vs (level 2 skirmisher. 

page 276) 

The scavengers ofihe Depths haunt the junction. 
looking for valuable goods that wash through the 
sewers. Three shifters are accompanied by two 
homunculi they found and repaired. 

FORGEHOLD PROTECTORS 
Encounter Level 6 (L275 XP) 
• Sewer valves (level 6 hazard) 
• I warforged captain (level 6 soldier, AlAl 261) 
• 3 warforged solkliers (level 4 soldier. NM 261) 
• 1 iron cobra (level 6 skirmisher. AIM 157) 

These constructs guard a sealed doorway leading to 
an abandoned workshop of I louse Cannith. If I louse 
Cannith left guards to protect the abandoned forge-
hold, then they must think there's something in the 
sealed ruin worth protecting. 



SPAWN OF XORIA [- 
Encounter Level 9 (2.100 XP) 
• Sewer vali es ( level 9 hazard ) 
• 2 dolgattnt !minks (level 8 controller. page 203) 
• 3 lindspawn berserker% (ksel 9 soldier. AIM 11 2) 

Thew creatures might indicate the presence of a 
Khyber cult based in the sewers nearby. 

SEWER HORROR 
Encounter I met 12 (3,700 XP) 
• Sewer ► alms r lexel 12 hazard) 
• 1 adult black dragon (level 11 solo baker. MM 75) 

A black dragon makes its lair behind the grate at 
the east end of the iunction. An operative of the 
Chamber. it has agents among the various i nhabit-
ants of 	sewers. and other eyes and ears at every 
level ofthe ch. 

LORDS 01 -  DUST 
Encounter Level I S (6,000 XP) 
• Sewer valves ilevel 1 i hazard) 
• 1 rakshasa noble (level 19 controller.MM 217) 
• 3 grimlock berserkers (level 13 brute, MAI I48) 

A rakshasa noble associated with the Lordsufflust 
travels in disguise through the undercity. with its 
blind and corrupted minions in tow. At lirst glance. 
they might appear to be nothing more than beggars 
scurrying through the tunnels. draped in rags and 
tatters. 

LURKING MAST1IRMIND 
Encounter Level 18 (10.100 X P) 
+ Sewer valves (level 18 hazard) 
+ 1 aboleth overseer (level 18 elite controller. MM 8) 
+ 6 abokth servitors (keel 16 minion. MAI 9) 
+ 2 kuo-toa harpooners (level 14 soldier. AIM 172) 

An aboleth—another aberrant spawn of Xoriat has 
established its lair behind the grate at the mil of the 
junction. With its kuo-tria servants it has "recruited' 
several servitors to its alien version ofa Khyber 
toll. twisting these once .normal citizens of the city 
into loathsome wretches devoid dam. hint of t heir 
past lives. 

GUARDIAN Of PROPHECY 
Encounter level 21 (18,000 XP) 
+ Sewer valves (level 21 hazard) 
+ I dark naga (level 21 elite controller. AIM 194 
+ 3 rot harbingers (level 20 soldier. MM 223) 

A dark naga and three terrible undead servitors 
guard a priceless artifact. a planar portal. or some 
manifestation of the Prophecy that has appeared in 
the sewer:far beneath the city. The treasure they 
guard might lie In a vault just beyond the sewers, but 
perhaps the treasure was already stolen and its frus-
trated guardians have begun wandering out from the 
vault in search ofit. 



STREET SCENE 
The vertical City ofTowers is a maze of overlapping 
bridges. bakonles. plazas. and shops that makes it 
an adventure site unlike any other. The street scene 
map on the back of the poster map should be useful 
in conveying that three.dimetisional complexity of 
outdoor encounters in Sham. 

The areas shown on the map arc on two different 
levels, connected by two stairways. There are two 
areas where the layers overlap, with bridges on the 
upper level crossing bridges on the lower 

Tip: When characters or monsters occupy a 
square that could be on either the upper level or the 
lower level of the map. use some kind of marker to 
indicate which level the creature is on. You might 
place the miniature on top ofa die to show its on the 
higher level. or use a color token. 

FEATURES 
Illumination: During the day, the sky of Sharn 

is typically overcast. but there's plenty of light to see 
by. At night. the streets are lit with everltright lan-
terns, magic devices that provide bright illumination. 
Interior areas are brightly lit as well. At your disc re. 
lion. though, you could decide that the streets are 
only dimly lit at night. to allow for more skulking In 
the shadows. 

Bridges: The wide bridges that crisscross the 
map are major roads for foot and cart traffic through 
the city. Low walls on both sides of the bridges help 
prevent accidental falls. A character forced off the 
side of a bridge gets a • S bonus to the saving throw 
to avoid falling. 

Market Stalls: Two of the towers shown on the 
map are tower markets. where merchants set up their 
wares for sale. An open-air market also occupies 
a balcony off:: bridge on the lower level. Squares 
within a market stall are difficult terrain. 

Fountain: A large plaza on the upper level holds a 
decorative fountain. The fountain is difficult terrain. 

Shops: Two oldie tower areas hold small shops 
offering various goods for sale. Unless you have other 
purposes in mind for these shops. the one nestled 
against the large stairs sells books. and the one across 
the road sells jewelry. 

Taverns: The two buildings at the bottom of the 
map sell food and beverages. Any square that con-
tains a table or chairs is difficuh terrain. 

Falling: The two levels of bridges shown on the 
map differ by 15 feet. so  a character falling from one 
level to the next takes only Id 10 damage. A character 
who falls without landing on one of the lower bridges 
shown on the map is at a more significant risk. Use 
the "Fall Severity by Character Level" table on page 
44 of the Dunsoun Master's Guide to determine how 
far the character falls. You can roll a di): on a roll of 
IA, the fall is painful: on a roll of 4-5. the fall is peril-
ous: and on a roll of 6, the fall is deadly. 

After falling. the character must navigate the 
manlike stairs. bridges. and passages of Shartis 
towers to return to the area of the map. This requires 
one successful Streetwise check (DC 10 + one-half 
level) for each 10 feet the character fell, with each 
check requiring a standard action. 

ENCOUNTER SETUP 
Choose a starting point for the characters. They could 
be crossing one oldie bridges or emerging from one 
of the towers shown on the map. and walk into the 
scene while something is already happening. Alterna-
tively. they could be going about other business in the 
city—sitting in a tavern, going to a market or shop—
when the encounter starts around them. 



THE HEIST 
Encounter Levet 2 (625 XP) 

• 2 human bandits (level 2 skirmisher. MM 1621 
• 2 ellarchers t level 2 :irt flirty. MAI 106) 

+ I guard drake (level 2 brute. MN! 90) 

With a shout oil -Anybody moves and I feed 'em to the 
drake* a pair olbandits bursts ontotlw bridge from 
the jewelry store. Two archers posted on the bridges 
outside the shop cover the bandits' ret rem. 11 tlw ban-
dits have stolen something that the characters were 
on their maw to obtain, the.' would have an incentive 
to pursue the thieves. Otherwise. the shopkeeper 
could oiler a handsome reward, 

INFERNAL. HEIR 
Encounter level 5 (1.100 XP) 

I tiefling heretic (level 6 artillery. MAI 250) 

• 1 spirted des il tkvrl 6 skirmisher. ALM 66) 

• 4 1)eneithl3ladcmark grunts (level 3 soldier. 
page 213) 

A Belling sell-styled aristocrat sweeps thritoglithe 
city with a spitted devil in low and four hired Mer -

cenaries from I louse Dencith. Perhaps mayhem is 

on his agenda. or perhaps the player characters need 
something hr has and try to arrange art anmsh. The 
flying devil flits from kvel to level of the towers. 

STORM FRONT 
Encounter Level 8 (1.750 XP) 
+  2 Sim m Fiona (this's (level 8 skirmisher. 

page 221) 
+ 1 salmagin priest (level 8 artillery, M.11 2241 

♦ 2 ogre savagse (level 8 brute. AIM 199) 

The Storm hoot is a cub within I louse Lvrandar 
il•vnted Ill the dark god called the Devourer. one 

of the Dark Six (see page 24-4). Believing that the 
[rower ofthe Mark of Storm was meant to hr used 
for destruction. these two cultists have taken it upon 
themselves to destroy a lyraridar elemental airship. 
which Is moored just above the map. The player char-
acters intercept the cultists -with their salmagin ally 
and their hired ogre muscle—as they unleash their 
attack On the elemental airship. 

LORD 01 THE NIGHT 
Encounter Level 11 (3,150 XI') 
• 1 vampire lord ( k-vel II elite lurker. AIM 258) 
• 2 grittilock anthetslxrs (level 11 skirmisher. 

MAI 148) 
+ 6 vampire spass n bloodhunters (l•vel 10 minion. 

AIM 259) 

A vampire lord with a significant retinue hunts the 
Nirv •l% at night. This encounter coukl be the climax 
of a long investigation into nwsterious deaths and 
disappearances, or it could lead the characters into 

an investigation of a mysterious item they find in the 
vampire's possession. 

DREAMING DARK ATTACK 
Encounter Level 14 (5.000 XP) 
+ 2 Dreaming Dark assassins (level 14 elite skir 

rnisher. page 192) 
• 1 githzerai tnindmage (level 14 artillery. AIM 131i 

Agents oldie Dreaming Dark (see page 191) attack 
11w characters on the streets at night. This might 
be the characters' first indication that they have 
awaited the attention of this evil organizati(at, or 
it might be part ()Ian ongoing struggle against the 
Dreaming Dark in your campaign. 

FADING DREAM ASSAULT 
Encounter 1.evel 17 (8.200 :Km 
• 1 hiding Dream fearitionger (level 16 artillery. 

page 144) 
♦ I shrouded sage (level 18 elite controller. page 144) 
+ 2 cycksps hovers (letel 16 soldier. MM 47) 

A hand of fey from the Fortress of Fading Dreams (se• 
page 143) makes a bold assault on the City ofTow-
ers—or on ale Characters specifir ally. while they're in 

the city. The two cladrin use their teleportation abIli-
tk-s to remain out ache characters' reach. letting the 
cyclopsrs serve as wdling shields. 

ANGE LIC ONSLAUGHT 
Encounter Level 21 (17.900 XI') 
+ 2 angels o1 vengeance (level 19 dice brute. M.%117) 

+ I astral stalker (level 22 elite lurker.MM 10) 

St reamitig through a breach in the already perme-
able harrier between Sham and Syrania. the astral 
dominion also called the Azure Sky. three immortal 
agents uf wrath emerge to punish 11ve city lOr some 
slight. 'I'he angels of vengeance act as priests and 

k engers 	angelic cult 011adra, ()Raw. or Kol 
Korran. and might be acting to punish some wrong 
they imagine was done to one of those gods. 

A PI I: IN IA X 



IN DEX 
Abyss_ the 263 
airship, elemental 44, 270 
Arak Via 701 
Arc arm 69 
Ardhrnen 18-8 
&Lomb 75 
Aruklust 103 
Arythavat Keep 222 
A► 4ndrs! Plaza 177 
Ashtekala 118 
Alta 81 
&► AW' 761 

Minor's Messed 235 
Banking Gteld 719 
Putalisk's Garr 273 
Secoming God. the 93 
Black Pet 77 
Rtideheards 117.114. 115 
Riaderssarks Guild 213 
Bleak Congrett 119 
Blood Crescent 118 
eked of lAn 141, 177, 248 
Moody Shadows, the 233 
Soneya.d. the 160 
tannith, House 710 
Carhaak ()teal 174 
C hamber. the 182 
Chasm*, Forgotten Echoes 47 
Citadel of 1 stress Eyes 202 
Cold Sun Federation 151 
cornmun knowledge 73 
Conclave, the 181 
cosnith 17. 16. 15/.160, 246,148 
Criontilost: Fans ,  177 
CouraersG061 125 
Cragwar 75 
creation forget 47 
Crimson Monastery 82 
Crimson Water 91 
Crystal Library of Arakskardon 180 
Cyran regalia 98 
Cyr r 
Ccaanvi 261 
daelcyr 21, 31. 114.134.112_133. 

156.199. 207.204. 761 
Dui Razor 31.143.184.189. 191. 

255..163 
Dar Jin 196 
Dar Qat 195 
❑as/saran 103 
dates. and calendars 33 
Daw n Guiders 115 
days 01 this trinek 33 
dead -way mist 'hazard, 94 
Deep Mine, the 218 
Dern-eh, House 117. 217 
Desolate 119 
Disataant data 110.112 
Dhakaree Empire 21, 33, 110. 124 
dimensional seals 47 
Dolton, 242. 148. 161 
den.gnonror3e.15, 17. is. 35 

dragorenarked houses 311. 
208.117 
drago•rnarked PCs-18 

Dragon's Crawl, the 71 
der atonsilde ch. 27 
Dragons ail Guild 215 
Dreadhold 141 
OVJelirtrAl 187 
Entertainers and Artisans Guild 227 
Elton 91 
f vrtire 
expedition arrangements 61 
Eyes ol Chrosieptis.thr 181 
f abricators Guild 111 
Face of thereon. the 180 
Face of Tira, the: 103 
fatrhatrts 69 

fang Crater /al 
Far Realm 261 
Fetal 'kart. the 235 
Fe/Pia-17. 181. 263 
Femur/erg Hob 118 
feysrees 48 
•eywild 162 

Fired of 'Niel% 92 
fish pkgueldisease1121 
Finders Guild 131 
Fitt of fanatic 148 
Flarnekeep 103 
Foalswriod 
Few-lien 
Culifar Code oflustke 54 
Galifar, kingdoess of 14. 34 
gaSe•nn, elemental 44, 710 
Cute of Xabra 69 
Catekerpert. the 23, 48.132. 113, 

11-4.154, 156. 219,131. 263 
Gatherhold 159 
genrut Porte 47 
Glualdar 111 
GhlashIsak 117.119 
Giulleak, House 714 
Ghorad'din 219 
Glass Plateau 91 
Gloaming, the 135 
Glowing Chasm 92 
Gulden Poor 219 
Goradm Cap 148 
Gorgonhorn 113 
Gray Tide. Ow 14! 
Graynall 124, 231 
Great Crag, the 124 
Greet Eyrie, the 180 
Greenheart 134 
Greensingers 133 
Grove a the Coral Druid 134 
Grove of the Guardian Trees 13S 
Makalee visa* 151 
Mall of Markt 176 
Handlers Goad 215 
Maori...it towns, the 104 
Healers Guild 717 
healing in the Mournlarv3 92 
Firarth. the 235 
Mott of Dhadraws 111 
Hers of Ohr Kakaan 186 
histoy ul Shurn S9 
Hosteleas Guild 21S 
inettisit ryes 61. 213. 2)1 
lolokar 181 
Irian 48, 177, 261 
'MIT Gate 719 
jil0M$10100 OK} 147, 148 
kiirasco. House 1.95,116 
Kalaalss, the 186 
Karl nhan 150 
Kanlakion 82 
Katsina Keep 198 
King's Forest. the 75 
Korz anberg 169 
Xerternberg Chronicle 168, 169 
Korrandar 188 
Kai ih 83 
Karon& Gat* 146. 218 
Kretent 160 
Krona Peak 146 
Kundatok, House 718 
Kythri 187. 263 
Labyrinth._ the 118 
lair id the Keeper 119 
lake of fire 119 
Liesuresis 187,261 
land cart. elemental 41.45 
last Chance 19S 
library of Kceraerberg 169 
trghl of Saxer.. the 179, 181 

ightn:ng rail14. 43. 210. 224, 225 
Durschekr't Rear 131 
lost 125 
lyrandar. House 210 
Mahar 48, 135, 259,161 
Madstone 84 
reagebeed animals 214 
Making 92 
manliest none 46.47. 52. 73. 111. 

181.194. 259 
Augural 111 
Pelaf'SJVUI 
&Leek Dar 119 
Martsrsi, House 127 
Medics Gland 217 
Metrol 92 
rstrid flayers 113, /99. 702, 253, 

263 
mind seem! idise.reri 190 
months of the y eat 33 
Pokurnland affliction inisease 193 
New Cyre 76 
New Nolikronthrone 202 
Newthrone ISO 
Nighttarsed 84 
Nee Ilelis /61 
NiAdruntlsrant 148 
Notaries Guild 728 
Ort bone 76 
Orkn 	 House 224 
Pal 	Drain 170 
Passage 69 
Path of 	 56 

House 726 
Pit of five Sorrows. the 179 
Poison Dusk kerbeids 157 
fiord at Shadows 156 
Port *VI HO 
Part Verge 119 
Pruett tors Guild 713 
Pylas Petal I10 
Pylat Takeo* 176 
queei 184, 188-192. 155.257. 263 
finitrailers Guild 221 
rakshiatat 11, 18. 10. 118, 111 
Regalport 139.131 
Kekkerenark 
Rhoka.ses Draal 113 
Risia lid 
Rotting Blade il9 
surer knowledge 13 
Sala's Path 221 
Sentinel Marshals 113 
Serves 179, 181, 182 
Serpentine labk_ the 227 
52itar1nw Noels ek 731 
Shadowlell 767 
Shadukae 105 
Sitar Caircial 176 
Slue Jorsdal 113 
Shoe Loralyndar 134 
Shoe Mr:want 176 
Slue Thoridor 172 
Slue hies Tolai 143 
Sharks Tiraleth 97 
Shavarach 47. /61. 262 
Slferyt °bun tat oven 4 
Sitiltsar 105 
Simi Fob 112 
Skit. Howse 228 
Skullborts 128 
Slag Keep 156 
%parch•tit 780 
souheeters 48 
Speakers Guar, 179 
Spire of Dreams. the 143 
Spaits of the Pint Z S8 
Slat peaks Observatory 70 
Ste mote 76 

Storwspret h 778 
Scunespur 132 
Stor m F tie& the 221 
Scorershome 70.220 
Sena: each 194 
Sulam! idiom/ 198 
symbioses 704 
*rani' 46, 52.161 
Syrkarn 1/18 
Tarr Sadism 165 
Tad Syraen 83. 226 
Tea Vataestas 164 
Tansarnal 217 
Tapestry, the 180 
farkanart. House 136 
Tatham' -Tundra 196 
Tasker's Dream 129 
teleportation 47, 114 
telepurtation tiro let 41, 45, 186, 

224. 225 
Tempest kk 140 
Temple of tier Ages 165 
Temple of the Deathguard 170 
/halloo 10S 
Thatorthit House 113. 174. 1SS, 730 
Thelanis 48. 168, 260. /62 
Thomand, the 180 
Thousand Yard Stare 713 
Thronehold 84 
'Mormon. Home 237 
Tnk.ersGtalld 211 
Totem Reath 191 
Tower ofirquivit ion 712 
towers of Aundair 70 
trade roads 224 
brospxtartion Guild 22S 
travel documents 43 
Trobriport 170 
"coronas 91 
Twelve. the 209 
Twiltlit Demesne. the 115. 
limistagraldrowS198 
Undying Court. the 257 
Vadalit. House 214 
Vabes Taint 167467. 174 
Vale of the fallen Rajah 180 
Valleys,' Wades 67 
Nally of the There 181 
Varna 13S 
Vest_ the 181 
Vathirood 76 
Vet thichAnvex RIO 
Volikar Dual 113 
VoterAtui 180 
Vulkoori !draw} 19! 
Vver.ult 156 
Waridering Inn. the 160 
War of the Marl. 209 
Wardens a the Wood 132. 131. 134 
Warding Guild 219 
Waellitsg Gold 221 
vvron• of flesh 48 
Wel of Memories 177 
Whisprie Roc k 70 
WhItehearth 93 
Whitetooth 186 
Windweightt GuSH 221 
unmet fugue itlisease1137 
Wordbearers 
Wrnat 76 
Wyrntwatt h ISO 
Wrier nskul 113 
Xisriat 23. 11.47.261 
2araskak 155.231 
iiggural of the Twelve Si 
mnir 175 
low PJC1. the 124 
Zoianberg 120 



NEW MONSTERS 
Every new monster or N 	in this book appears on the following list, which is sorted alphabetically by level and 
monster role. Monster leaders are ind icatet I with at, ( I.). 

Monster 
Goblin Archer 
Rnn tr'Garlden 

Ash'sound Berserker 
Bystander 
Emerald Claw hoover 
Si:yew( h Pilot 
Emerald Claw Serge-zit 
Fastieth 
Red Jackal 14a/on- law 
Mr!•mir Riding Horse 

Ark Blackltr• 
I tall Ore Arc her 
Malklra 
111Ilit fling I Limo 
Ashbound Juggernaut 
Clawfoot 
lieneith BLielernark Grunt 
1)olgatun 1•arr1or 
Emerald Claw Knight 

Janne° Field Medic 
liolgrim Warrior 

NIagebred Desirier 
Ashbound %Var shaper 
Skullhorn Necromancer 
Bladebeinor llohgoblin 
Emerald (:law Marshal 
Cdtallanda Enclave Guam' 
King s Shield 
lark.tnan Soldier 

(:annith Magewrighi 
King's Wand 
lliar ►sisk hurler 
( . 4-net 
Dolgurr Berserker 
Jlioraslitar Bloodspiller 
Scarisrand On- Berserker 
Hobgoblin Ilirge Singer 

S119' 

1)ragonborn Spearfighter 
King's Sword 
Kundarak Iron Gate (:oan' 

Au ruin Conconlian 
Hand of (hien 
Bugbear Skinner 

Boyal Eyes Agent 

Eliza Finch 
liragontiassk 
Julius Fitt ht 
1)olgaunt Monk 

lioly Ildra 
Valaes Tait!) Plitinswalker 
King's lurk Lantern 
Finch Household Guard 
Niedanilnquisitise 
Storm Front Cultist 
VaLles Taini Outrider 

l!mbragen Shadow ‘Valker 

Level and Role 
1 Skirmisher 
1 Soldier i I .1 

2 Brute 
2 Minion 
2 Minion 
2 Minion 
2 Skirmisher (1) 
2 Skirmisher 
2 Skirmisher 
2 Skirmisher 

3 Elite Artillery (t.) 
3 Artillery 
3 Artillery (1.) 
3 Solo I taker 
3 Skirmisher 
3 Skirinislier 
3 Soldier 
3 Soldier 
3 Soldier 

4 Ariillery (1.) 
4 Skirtnislwr 

S Brute 
5 Elite Controller (1) 
S Controller 
S Skirmisher 
S Soldier (1.) 
5 Soldier al 
S Soldier 
S Soldkr 

6 Artillery 
6 Artillery 
6 Artillery 
6 Brute 
6 Brute 
6 Brute al 
6 Kruk 
6 Controller 
6 Lurker 
6 Skirmisher 
6 Skirmisher 
6 Soldier 

7 Elite Controlkr (L) 
7 Controller 
7 Skinnislwr 
7 Skirmisher 
7 Skirmisher 

8 Artillery 
8 Brute 
8 Bone 
X Controller 
8 (:ontmller (L) 
S Controller (L) 
8 Controller 
8 Elite Lurker 
8 Minion Soldier 
8 Skirmisher 
8 Skirmisher 
8 Skirmisher 

9 Elite Lurker 

Page 
280 
268 

135 
272 
88 

280 
268 

42 
276 
43 

280 
177 
268 
272 
136 
42 

213 
278 
88 

217 
203 

43 
136 
178 
114 
88 

215 
78 

237 

211 
79 

231 
42 

/04 
148 
157 
114 
227 
153 
79 

219 

24 
225 
115 
42 
72 

255 
42 

254 
203 
157 
161 
167 
79 

255 
223 
121 
167 

198 

Monster 
Tarkanati Assassin 
kar the Black 

Irristia Inuniar 

High Cardinal krarret 
Melanins and Locrt•iia Finch 
Dreaming Dark Itoughtstealei 
lituranni .UNassio 
Fto)ul Eyes Elite Agent 
%%Inter Sentinel 

Karmathi tombs 
Mesh Torakhor 
Mourner 
Wink: 1Vitch 
laurnothi Slaleton 
Whirling Blade Swarm 

% is IA'ortismith 
Child of \1 Inter Doornspeaker 
Mishva Ganxlya Stormhorn 

Carrion tribe Sakah 11 nnter 
1eln a :lumber spy.) 
Rum 1)1uLaan 

Carrion tribe Magus:bearer 
Serest Dragon-Cult Barbarian 
Empress lissusta 
TrAwynn Krac 
liteatnitig MIL Assassio 
i)rots Stingialacle 
Ash lienusint 

Carrion lrth• 1)r-generate 
King Kaius irnynarit III 
Carrion tribe liksscd Champion 

Fading Dream feamtonger 

talon of 'llama 
Gorodan kshiord 

Shmoded Sage 
Sulatar Elainespinner 
Hilt or liaisons-1 

living (:lonclkill 
YIlossavas (adult sther dragon) 

Vol 

Mordant the Elc-shweaver 
lnrd of Blades 

Ancestral V.tssal 
Sora Kat ra 
Sera Teram 
Sara Miserly a 

Elemental Drudge 
Chaos Eke! Sailor 

Rhashaak 

Magwrot It 

I•lashyrra 

I)titaur wan the •yrmIsteaker 

Bel Shalor 

Level and Role 
9 Elite Skirmisher 
9 Elite Soldier (I) 
9 Soldier IL) 

10 Elite Controller (I) 
10 Controller 
10 Hite Linker 
10 Lurker 
II) Elite Skirmisher 
10 Soldier 

!I Brute 
11 Elite Brute 
11 Controller 
I I Controller 
II Sldrritlshcr 
II Skirmisher 

12 ContmItcr (L) 
I 2 linker 
1 2 Elite Soldier (L) 

13 Artillery 
13 Luster 
13 Elite Skirmisher (I) 

14 Brute 
14 Brute 
14 Hite Controller I) 
1 4 Elite Linker 
14 Hite Skirmishes 
14 Skirmisher 
14 Soldier 

1 ; Minks." Skirmisher 
15 Elite Skirmisher 
15 Elite Soldier 

16 Artillery 

17 Controller 
17 Elite Soldier f L1 

18 Elite Controller 
18 Controller 
1 8 Skirmisher 

19 Elite Brute 
19 Solo Brute 
19 Hire Commiler (1) 

21 Elite Controller 
21 Hite Soldier I I I 

22 Elite Controller 
22 Elite i:ontruller 
22 Elite Contml ler (L) 
22 Eliu• Soldier 

23 Mlnkris Brute 
23 Skirmisher 

24 Solo linker 

25 Brine (1.) 

28 Solo Controller 

29 Elite Controller 

34 Solo Controller 

Page 
237 
'lb 

I bb 

107 
254 
192 
233 

72 
13h 

86 
130 
94 

137 
86 

262 

229 
137 
153 

121 

I I S 

121 
183 
98 

131 
192 
197 
9S 

120 
85 

120 

144 

183 
118 

14-4 
198 
100 

95 
27 

250 

129 
100 

181 
127 
128 
127 

143 
142 

151 

142 

205 

3I 

30 
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