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antian d'Lyrandar smiled
DM his ship approached the

docking tower. And a fine
ship it was!

is guardian Malena seemed more
H cautious and wetched the ship closely,

loaking for some hint of danger. She
loathed Captain Savar's advances and wasn't
looking forward to the wizard's company on

concerning hix dedication to
House Lyrandar . . .

§ "

Shr also held lingering doubis




INTRODUCTION

dragonmark (s a symbal of both the magieal

power granted to (ty wielderand the warldly

power held by the twelve dragonmarked

houses, Thia

aspects of what it means to bear a dragon-
mark the nanire ol the macks, (he structuce and history
of the draggrnmarked houses, and the impact of house
membership on player charaeters,

DRAGONMARKS

Adraganmark iva magical symbol that manifests on the
bbb s euloe imemed lately d i Terent iaies it Fram sny

intraduction examines all

muendine tittoe, A dragonmark is etched 1n shades of
blue. green., and purple so vivid that they appesr 1o glow
though the mark provides ne real Hluminastion

Adragonmark |s associeicd with one or more mags-
val abilities. and & perwon who carries s dragonmark can
exerciur thew powers, When & bearer invokes the power
of 8 dragonmark, ils calors shimmer and Mow, sand Lhe
skim prows warm w the touch, The mark grows warmer
each 1ime s powsr i uied over the course of a day: by
the time the brarer has supended his full allotment af
spell-like shiluies, the mark o fever-hotand vannot be
wsed agnin until it cools. Shapechangingability and illu-
tignscan mimic a dragonmark s appearance. but usaoslly
cannol make it warm o the touch

In keeping with thowr magicnl nature, dragonmarks
sre not simply skin deep. [0 o mack o cul or searred, i
reappests si the skin thet beacs i magicilly heals, 1Ta war-
rior loses the hand that hears his dragonmaik. tThe mark
will munifest elsowhere an his body, Creatures under (he
etfect of polymarph, wild shape: and other shapechanging
effects retaln their dragonmarks unless |hey specifically
will them (o be hidden

Nearly ull dragonmurked heirs frst menifest the
least imark ol their house, When achiaracter inereases her
draganmiark's power, the mark physically expunds Ay pacal

least draganmark eaversan area 2 inches square on theskin
Lesser mavksave iy preally 1=5 inches across, while greates
dragopmurks gre 6B inches. Siberys dragonmarks are vam
denigris that often cover the bearer’s entire ched or 1orio

MARKED BY BLOOD

Piragonmurks ave tied 10 bloodlines. The dragonmarked
houses are the descendsnts of the families tha Bric
manifested the marks, and s characrer with adragonmark
can always find o connection 1o & dagonmarked house
samewhere in the roow of his lamily iree.

Though 1hie appearance of marks cannot be congis-
tently predieted, approvimately halfthe children born to
dragonmerked parents eveniuslly develop dragonmarks of
their own, Commaon beliel holdi that parent: with pow-
erful marks are more likely 16 produce gilted children:
hewiie, cheldren alien :}rvrlqpth me powersas their
parents. Within Heuse Sivis. mombers of Lhe Tarralyn
family iypleslly manifest whiupering wind, while Sypralars
are mare likely te passess the power 6F gecone mark. Houses
aften arrange marriages with marks in mind,

Despire these bellefs. draganmuorks are clearly sbou
more than selective breed (ng. A child born to parent pos-
sesslnng leas) mavks mlght loter maniles) the grealer mark, or
no markatall It is alve known that the hybrid reces cannot
intheril the marks of thelr parenis, so thal & human cannot
pass the Mark of Making 1o s hall-ell chald A member of
g dragonmarked house rovncnrnaied sy ancther race keeps
hus dragonmark, but childres born o such irransformed
credtures never posiess Lhe deugonmark of the parent’s
ariginal race. Though legend states that Erandivd™Vol, the
lagt known heyr of the Mark of Desth  way o half-dragon
anly the Mark of Finding s known 1o crow racial barriem
manifesting on both humans and kalf-orcs

THE TEST OF SIBERYS

Children are not born with dragonmarks. Rather. a
dragonmark most ofien appesrs in reiponse 1o @ dresaful

E—q

WHAT You Negep To PLAy

Diagepmarked makes use of the Information in the three
D&ED core rulebooks—ihe Ployess Hondbaok (PH), Dungean
Muster'’s Guide (DM, and Moniter Manwal (MM, as sl as the
Earmxon Compaign Setting (ECS). In addivion. i containg

references o elass deseripilans and other material from
several supplements. Allbough possession of any or all
of these supplemenis will enhanes your enjoyment of
Drugunmaried. they are not srictly necesaury
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INTRODUCTION

situation in which the powers of the mark could prove
useful. A Jorasco heir feels her dragonmark flare o [ife
as her best friend lies dying. A Medani scion insincuively
realizes the meal he s aboul to 24t is poldoned. and inan
instan: ufburnin‘ pain, Wis mark appears.

The Test of Siberys—a rite of passage andertaken hy
the adolescent children of the dragonmarked houses—is
rumored 1o induce the bind of extreme stress needed for
dragonmarks to manilost, Thre tesl varies from house to
howse, and s based both on the powers of Hhe mark and the
traditions of the family, Owisiders, even those of deagon-
mabked houses, know little of whal goes on ina perticalar
houses test, Thaugh o pervon can fail the (est and sl
manifesta mark ara lurer age (aw shown by the fac) ther s
pln}rn:r charactér can man il s mark st -any fime) thisis
vare. S a cule, 1oy asssmed tha) those who T2l will riever
develop o dregonmark

The Test of Siberys ahapes the luture of a charac-
ler Asucesastul ehald FMErges 84 & dregunimas ried lord
wirh a vizal role 1o play in his family s fuiure. one who
Favlw sl msiniainerhe Ptll’ill"!l of her hload line, bus
muss Hight 1o prove her worth L the mundane offices of
her huges

DRAGONMARKED HOUSES:
MASTERS OF TRADE

The wealth of Khorvaire is bulll an magie, and rhe
dragonmarked howses are (he mariar that holds the
mugicel economy togerher. Communications, 1eanspory,
banking, animal hushandry, security—the cornersioned
af Eherdan’y paeudo-medieval vulture are all #iTectively
owned by the drsgonmarked houses

The wealth and influence of 1he modern houses
estends far beyond the power of dragonmaris, how-
rver. [hough the unigque magienl abilities of the Mark
of Making might have given Cannith smithe an edge
Gve i | hesr mundane competliorn in denturis jrast, the
'|.||r” Jike abilities aof the LIIIEL!I:I marked sre hordly novel
in o modern society where adepin, artificers, and other
spellonstersare ot lrom rare,

Rather, it lache carefully crafied histories and repu
istions of the dragonmarked hoases thet are responsible
for their commercinl dominance pruunlr-duy khor
valre. Theskillful manipalaion of magic and areibiee has
sllowed ehe houses 1o use the dragonmacked an 1l keys
by which even grester mogic (5 canfvolled, House Sivis's
speaking stones. the lightning rail of House Orien. Lyrandar
mrships, and rhe Canndth creation forges have sl keg
thn dragenmarked houses al the center af Kharvaires
eronumic. military. 2nd social development. Asaresult
ihe dragenmurked enjay » ststus in Khorveiee tha
"mundane” witardi and ariificers cannol maich

THE DRAGONMARKED HOUSES

Houas Mark Race Influence

Cannith  Making Human  Fabricators Guild,
Tinkers Guild

Dencith Sentine] Human  Blademarks Guild

Defenders Guild
Challands Hospitality Halfling Hostelery Guild
| (=T |||-|||u|g Hu.l-HinH Healers Giuild

Kundarak Warding Dwarf  Banking Gulild,
Warding Guild
Lyvundar Sterm Hall-elf Ramncallers Guild,

Windwrighis Lauild
Medani Datection Half-elf Warning Guild

L8 P Ijau.;.lw Human Coursers Guild
Transporianon Guild

Phiarlan  Shadow Eif Enterwiners and
Artisans Guild

Sivin N'."rrhlng Linome aolarset Guald

Speakers Giuild
Tharmshk Finding Human, Finders Guild
huli-are
Thuranmi  Shadow EIf Shadow MNetwork
Vadalis Handling Humin Handlers Guild

HISTORY

Iteaahen sssumed (el epeh howuse hag a single foundes
that some ancien! Master Cannith was the hrst peeson 1o
developthe Mark ol Making. wirh House Cannish born of

_—#

DRAGONMARKS AND THE DrRACONIC PROPHECY

For eemturies, ¢xplorers have noted strange symbols aim
ilar 1o dragonmarks formed by such seemingly random
forces aneural growth. lava llows, and earthquakes These
are the symbals of 1he draconie I'll::rphﬂ:\- ahud ied In the
grear dragons of Argonnessen. Diragonmarks caused an
upheaval among the dragons when they firm appeared
anyd the Chambes has monitored | he marked races ever
since. [uis diffewli Tor humansand their kin 1o grasp the
vast mysleries af the dricanic Prophecy. Some scholars
claimm that the dragonmarks represen) primal forces, and
are tied to both the maons of Eberron and the planes. As
wiel. & deagonmarked heir v pawn of |+rn'|:ht-t:1l,'- i los)
thar ean be used 1o shape the future

The statement thor 8 eile demon can be dediroved
anly by “Storm, Shadew, and the Servam of the Forge”

might refer to vague legend—aor 1 might refer 1o heirs of
House Lyrandar. Hovse Thuranni. snd House Cannith
working inconceri. Members of the Chamber sometimes
apsemble teams of dragonmarked heirs 1o meet certain
conditions, In other cases, the convergence of heirs can
have ith owh signifcance. Just as a shaman roads mean
g into the randam patterns of bane chips, 4 suden
of the Prophecy can dredge omens from the presence of
particular dragonmarks in s specific location

Mare inlormation abour the draconie Prophecy and
those who study it can be found 1y Magr of Ebermn, Some ol
the greatest d ragun prophes (a presoge class (niroduced
in that book) have been heirs of dragonmarked howies
though miny sever theit house ties afier grasping the
greater imysieries

M



hischildeen: The rruth is natsa simple. Each dragonmark
Furst appesred within multple families, although the marks
were bound to specific races and regions. The Mark of Sen-
tine] appeared among the people of Khorvaires northern
coesl, while the Mark of Making was found in the region that
would eventually become Cyre. li1ook generations for these
first dragonmarked 12 realize the significance and power
of their marks. During (his time, sberrant dragonmarks
were s common as those that would come 1o be seen as true
marks, 10 part because there was no aboo agrinyg mingling
ihe bloodlines of dragonmacked tamilies (iee Chaprer §
fiaor mure mformanon on aberran) dragnnmarksl

Eseh dragonmarked family has staries abour the
txp|1.'n'ls of its ancestors, althaugh these arve ofien tontra-
dictory, The Lyrrimean goomes of House Sivivelalm tha
vheir forebears were the first to ideniify and unily the
dragonmirked families, while membars al the Vawn faimlly
af Howse Canpith make similar elaims. Seven dragon-
marks were known by the time Karrn the Congueror
sought te bringall Khorvaire under his rule. though the
families that bore them were notyel unified The Sivis
Lesgue. the Tinkers Gusld ol Cannith, and the Phinrlans
of Aerenal had all laid the groundwark tor their future
bouses. but the Seniknel Families of the north weee siill
divided Some fought slongvide Karrn, while athars were
among his sirongest foes

The War of the Mark

Though Karrn failed in bis conguese. b wars hebped raise
swaren=ss of the dragonmarked aa his soldiers iraveled o
distant anda. Ower the rext frw centuries, the il began
o communicate with one another. with the leaders of Sivis
andd Cannith taking the greatest ininanive, However, ir would
tzke a second war ra truly bring the lemailies together and
forge the foundation ol the modern sprlem of houses

In the present day, few truths survive from the War
of the Mark. Hisiory is writteny by the wictors, and the
dragonmarked houses have had Afteen hundred years to
cadify the persecuiion of the sberrants. What remain are
superiiitions and folkiales: myths of aberrant monsters
whose power could sheiter cizies. Many aherra nts were said
iy be driven mad by the power of their murki—children
of Khyber, touched by darkness. Those who bore the (rue
marks were champions blessed by Siberys. ar so the dragon.
marked claimed. All thevisiruly known isthavtheaberram
draganmarks of ald were not boond by bloodline, and tha
thry were as unprediciable a3 they were powerful.

Some iy the fledgling dragonmarked houses saw
s puige of the sherranis as the means 10 ensure their
miystical monopoly Others believe that the theeat of the
aberranus was intlajed to force the dragonmarked fami-
lies together. A few sages have suggested thai the entics
WO .“'lrl (117 'ﬁerﬂillh e 1|‘|l- wﬂri 11[ ti‘u- llrlglltll al
Argonnessen| that the creation of the houses served the
Prophecy, and that the dragonmarked have dlways been
unwitiing lools of these ancient wyrma

Some of the heroes and evenis of the War of { he Mark
are discussed in Chapier 4 and in the Sharn Citp of Towee
wpplement Alliances were forged in the heai of baitle,
ane i the aftermath of the conflict, the leaders ol the
young houses formed the council of the Twelve. Thu
arcane cabal established the unifying readitions of the
dragonmarked, and sei thestandards by which the bouses
are governed to this day.

The Korth Edicts

In time, a new leader set out to wnlfy Khorvaire, and o
guickly became apparent ta the parriarchy of the dragon
marked houses thar Galilar T evight well succerd where
KEarmn had failed. When house leaders met Galilarin the

_ﬁ

THE TWEILVE

Ad the eanelusion al (e War of the Mark, Lord Hadran
d'Cannith suggestad that the livuses formally cement
their alliunce by ereating a citndel—u ennter for research
and study of both arcane magic and the potential af the
dragonmurked. Though there were only len dragun-
marked houses at the time, the archilect und artificer
Alder o Cannith convineed 1he eommines to name the
irstitute the Twelve, baved on his beliel that there were
twelve true dragonmarks in sddition w the shatered Mark
of Death. Alder was & brillisnt man whose works had played
asritical rale bn ihe War of 1he Mark, and the members
of the commitiee humored him~though few experted
the remaining two marks 10 appear. (The remaining two
marks, Warding and Finding, were not “discovered ™ uniil
alict the creation of the Kingdom of Galifar.}

Inthe beginning. the Twelve played o crivicsl role in
shaping the deagon marked houses, but ss the houses have
grown o powse and ipread seross the land, it inllucnee
has diminished Nonethelesi. the instiiute remains one
of the premier cenvers for magical research in Khorvaire.
By combining 1he skills and mystical talents of the differ-
ent marks, the wigards and arificers of the Twelve have

created remarkable ems. 1 took the combined skills of
House Cirien. House Cannith. and House Kundarak 1o
create the safe-deposit vaulw thar allow Kundarak eus
tamers to deposit goods a1 one bank and withdraw them
across the continent, Adrahips, the lightning rail, even
the warforged—thess maryvels could not have been secom
plished without the spivit ol coaperation and discovery
found among the Twelve,

Should you rise high in the lavor ol o dengonmarked
house. you might be ahle to rall an the reaourens af the
Twelve, This insthiute possesics binpressive myatical work-
shops, vast arcane libraries, and the talenis ol some of the
maost gifted artlficers and wizards in Khorvaire—all af
which could prave quite uselul 1o an sdveniurer,

In theory, the Twelve i o noutral foundation «
resource serving all houses egually. However, sume speak
af a seeret cahal st the heart of the Twelve ihat seeky s peiurn
to the days when the instituie shaped Lhe fulure of Khor-
vaire: Such » group might hope 10 overturn the Korth
Edicts and see 1he dragonmarked houies rival Khorvaire's
nations in drengih. Oaly the DM ean decide if this secres
socicly existe—and how much power it wields

M
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city of Korth ar yhe height of his drive 1o unite the Five
Nagions. thewould-be king swore to provect the houses,
agreciog to a4 Mumber of provisions that would ensure
their continved economic strength, In return, the houses

“agreed to resirictions on their palitical power.

For s thousand years, the Korth Edicws prevented any
member of a dragonmarked house from helding s grant
of land and placed limits on the size of house enclaves
and the armed forces garrisoned there. Special provi-
sions were made for House Deneitth, which retoined the
right 10 assemble military forces for mercenary service.
The edicis further specified that no member of the
aristocracy of Galifar could be bound to s member of a
d:rilgu'n marked house in marriage without one of the two
giving up all heritage and rights, Since the houses did
not awn land, the edicts dictated s system of rents to he
paid to the crown in exchange for the teeritory the houses
required for their needs,

The Last War

When the Kingdom of Galifar wasshatiered, every nation
needed the wervices of the dragonmarked houses. House
Cannith war called an to produce wands, magic scge
engines. and mundane arms and armor. 10 addinon 1o
reinforcing wally and fortificstions Cyre made the moxt
extensive wee of House Deneith s services, but other rulers
hired mercenaries for critical tasks. House Sivis played a
vital role in the coordination of troops. while House Orien
and House Lyrandar helped sransport goods and soldiers.
House Jarasco medics were in high demand, With the
hounds ofwar biying and the dragonmarked houses sscend-
ing, the Korth Edicts were guietly ser anide during the last
war. Even now, many house enclaves mainiain lorces beyand
those allowed by the edicts, and s number of houses have
successfully claimed land and holdings of their own, One
notable sxample 18 Stormhome in Aundair, which s for
all intents and purposes a tesrilory of House Lyrandar

In the wake of the war, the status of the edicts
remains uncertain, The Treaty of Thronchold called on
the autharity of the Karth Edicts when House Cannith
was ardered 1o shut down the crestion ferges. Though
Cannith sequinnced., the house was in chaoy al the time,
its leadership shanered on the Dy of Mourning. Taday,
more and mare d rnlnnmarked nobles are holding 1o the
opinion thal the edicts were an agreement with the King
of Galifar, not the rulers of the Five Nmons, I remains o
be seen whether the Thronehold nations can join together
to enforce the terms of the edicts once more —or whether
the growing economic and military power of the houses
will allow them to dictate new terms 1o the nobiliey.

HOUSE ENMCLAVES

Ir o small community. a draganmarked house might be
represented by a vingle business, A village might have a
Jorasco healing housn. a tiny Sivis meswage station, or s
Gold Dragon Inn of House Ghallandu, all run by indi-
viduals. Large cities and metropolises have dozens of such
house businestes, but they also have enclaves—the citadels
of the dragonmarked houses.

A Kouse enclave is s self-contained community where
s member 6f & house can spend months without ever
nesding to leave. The center of the enclave includes pro-
duction, training, and adminiscration facilities, living
quarters, and shops catering to the everyday neods of ies

inhabitanis. This region of an enclave ks reserved for 1he
private bosiness of the house, and strangers are allowed
in anly under special circumstances. As a result, wealthy
heirs of the house often maintain secondary residences
beyond an enclave for the purpose of entertaining. The
center of an enclave is a private foriress, Depending on
the house, security could be an internal affair. Alterna-
tively, it might be underiaken by arrangement with House
Deneith, House Medani, or House Kundurak.

The secondary ring of the cnclave 15 where business
occurs. and isthe site of guild offices, shops, and other
facilities. Customers, draganmarked heirs, and guild
members with no family connections all crowm paths here.
Though the everyday services of hause and guild can be
found acroas K harvaire, a house's most expensive services
are exelusive to lts encloves. Courier sations are cammaon
throughout Sharn. for example, but teleportation is
available anly st the Orien enclave in Dragon Towers,
Part shapping center, part praduction rllE‘HIl:n and part
suburb, a house enclave is often the economic center of
the community in which it is found.

HIERARCHY

Each house has ity own distincuve traditions. some exam-
ined in dewsil in Chapter |. However, moat houses follow
asimilar leade rahip model. The ultimate authority wichin
a house is the patriarch {or matrinreh), who oversees the
house's ruling council. The patriarch is appointed by a
caunct] ol viceroys; termof affice and the means by which
an inept patriarch can be removed vary from house to
house. Many pairiarchs also take the title of Baron

The patriarch is sdvised by 8 council whose members
represent each of the nations in which the house operates.
The members ol this counal are known as the lords sen-
eschal. In addinon o the regional lords. sdditional lords
seneschal are sppainted bya patriarch 1o act as his personal
representatives, A seneschal can be duspate hed 10 1ves-
tigate a corrupt or ineffective viceroy, or to negotiate an
expecially erivical agreement between houses or nations,
Houses with muliiple guilds often have an additional lord
seneschal pppointed to each one, These individuals serve
sxthe ultimate guildmaster, coordinating repurts from
cach ragion and advising the patriarch,

Vieeroys (so named regardless of gender) are
reguonal directors. A viceroy manages guild operstions
and house affairs in her assigned region. This office is
beitowed by vote of the local council of viceroys, and
while a viceray can theoretically be siripped of her rank,
the position is hereditary in most houses, Long-stand-
ing alliances ensure that vicerovaltios ramain under the
dominion of parbeular hranches of o famaly.

The nexi tier splits into two paths. Adminsirators
who specifically oversee guild funetions are known as
masters, while those wha manage the internal affairs af
a house are ministers, Beneath these came the standard
hirelings of the house. whose titles are simply descriptive.
Im House Ghallands, the Viceroy of Sharn oversees all
actieities in the cegron, and the Master of Agnrultuﬁ
coardinates wupplies and the purchase and distribunion
of looduuffs, buteach individusl hosiel 1s run by a house
member with the lofty title of innkeeper.

In pddition to these offices, any member of the house
who has manifesied a dragonmark Gnecluding player
characters) Lo allawed the title of lord or lady, This title



dises nat grant any sore of priviloge within the house, haw-
ever, Lord Cantel might work inthe mail room, while an
exceptiona] adminisirator who never develops a dragon-
mack could work her way up 1o snire a vicerayalty,

THE GUILDS

The vast majarby of the prople who are employed by a
dragon marked house hawe no bload Lie 1o the housed
Inuead. they belang 1o one of the house puilds. These
guilds are vasr sprawling entities that cover a wide range
of pecapalons

Why join & howse guild® To begin with, csch guild
malntaine s petwork of trade sichoals. The price of edues
tipn ineludes a period ol pervice 1o 1he bouse, slong with
along-term tithe. Both vary based an the amoun of gold
the apprentice can bring o the mahle, bur & house always
loaks for 3 long-term invesimeny from s sudents

Sudents af & guild sehoal must slgs conracts for-
biddirg them (rom [wiure competition with the business
of the houke. A would-be magewright can learn his crafi
at Howse Cannith s academy easily enough, bat he muw
swear 1o serve Lhe Fabricators Guild vhereafier Shouwld
he wart an independent business that challenges the
gulld, House Cannith will bring the full weight of the
low v bear.

Resourees are atangible benefu of joining s gpuild. An
alchemistassuciated with the Fabricatars Guidd purchases
rentic compoanents and reagenity direcily from House
Cannith, providing him with supplies thay independan
competiters might kave u havd time acquiring, As such,
guild merchants sell goods ararrviced that inde pendents
simply connot provide . The reputation ofw guild ssalso s
powertul taal, When peaple are pay ing 50 gp for a pation of
vart Ught iwsmmib, few ol them will takie s chanee an any vendor
nol dinplaying o House [oraseo bannes

A guild merehant e more business, bur he o
pay dies 16 the houke along willi i share of his profits.
in addition, be must mear the stondurcde of qualoy wnd
bhehavior set borih by ihe house. ODbservers can appear ai
any vime o sudita guild hosiness, and members wha fail
o uphold | he standards ol the huuse can be penalized o)
sripped of guild suatus,

Guild thhershi}:
Each of the three types of guild membership refleets a
different connection ta a dragonmarked house

The most common type ol guild businesses are those
licensed by the guild but not bound ta s strasture.
Licensees are trained by the guild and pledge 16 uphald
irs standards, but receive no regulae direction from guild
sdministrators. A licensed inn by numed by the owner
and has i1s own menu, but the Ghallands seal on the doar
promises courteous behaviar and fair prices: Likewise,
a 3ca captuin hicensed by the Windwrights Guild is not
bound by the routes or schedules of the guild. However,
his ship must pass inspections, and he must uphold the
hanor code of House Lyrandar, inaddition 1o paying the
house s percentage of hic profits. Alicensed business can
display the guild seal using black paint or ink

Bound businesses are rhose funded by o guild in
exchange for a greaver share of profins and s controlling
hand. Though & licensed Lyrandar captain own hisship,
s bound captain’s ship belongs 1o the pulld, and guild
admnistrators dictate his routes, The Gold Dragon
Inn 15 & popular bound buniness of Ghallanda's Hostel -
ers Guild. and an innkeeper who runs ane is especeed
ti prepare the same menu as cvery other Gold Dragon
[nn. Licensed businesses often have their own flaver, bu
& customer who poes to a bound busines knows exactly
what to expect Boond businesses diaplay the guild weal
in sileer. and the names of many bound businessesare as
well kriown as the houses themaielves

Rarest among the gullds are the house armi. busi-
nesses direclly managed by bload heiry of the house
House arms are not 8 separate (ype of buviness, buy are
themsebves either licensed or bound. ASivisseribe maght
choose 1o head up 4 bownd house sem (for cxample, a
notary's office aperated according 1o lerms sei by (e
hause) while a Tharashk inguisitive establishes his own
licensed house arm (a private investigation service tha
can be run according to the characters whim) Huuse
armsaresi |ﬂ-p|‘}' represjeninrive of a d|rr|” tonneciion tad
house's hierarchy that most licensnd or bownd businesses
tlo ol have, These businesses display the guild seal in
gold, and often display the seal of the house as well

P——_——_q

GuiLp STANDARDS

The Player's Handbool ard Dungron Master's Guide give flan rases for
goods snd serviees. A longyword always coms 15 gp. always
deals the same amouni of damagre. and abways has the same
hardness. Why® Becauar each blmle i3 crafied 1o siandards
et down by the guilds. When o Thrane Bghier loses his
sword in Sharn, he can go to s amith of the Fibricatars Guild
and purchase an identical blade with an identical balance
IThe poes 1o an independent sminh, he mighs find differem
sarts af weapons avallable, almow abways higher-priced than
guild siandards—but not alwsys better in gualiny

The DM should leel free 1o ratse prices by up to 20%
for eharacters deallng with nonguild merehanis. Guild
merchants can undersell othars because of volume of
‘.I"r ACCERE 1O W Fremier gquanuity of raw I'I'Ilt#rl-lh. I.I'Id
stream lined methods of production. Furthermore, goods

purchased from independents might fail 10 meet guild
standards—which 1 to say, be worth the values set forth in
the Plagers Handbook and Dungenn Musters Guide, A longsword
purchased brom an independent smith orighe huve s redueed
hardness. A potion advertised as curr light suunds might cure
anly [d4 polnw of damage (i1 is even magic at all), Many
independents are skalled, honest folk. but withent the guild
ssxurance of quality, the buyer had best beware.

While this approach encourages PCs 1o parron-
bzr guild businesses, characters reguiring exotie ema
will often need to seek out an independeni. The poim
of exotic weapons is that they are rare and unusual. As
such, they make s poor investment for 8 house business. A
fighter looking for s spiked chain or » two -bladed sword

won 't find one on the wall of a guild smithy

h—————d
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INTRODUCTION

Guild Wars
House administestors seek tosgueleh enmpetition between
gulld businesses. House Cannith has fixed the price of
longswords at 15 gp acrows Khorvaire, and every licensed
or bound smith is expected to hold vo that price.
Thouwgh adventurers might encounier licensed
artisans fighting economic duels in the shadows, & more
common scenaro i independents being pressured 1o join
a guild. The houses seeh 1o malniain 4 monopoly on their
irades, and il a master artisan begins to draw significani
business away from a guild, itn house will take acrion. A
guild representarive might appear, extolling the benefir
of membership. The merchant might become the vietim
of o compaign slandering hivskilly, The loeal puild viee-
roy might use his paliviéal influence o tangle the inde-
pendent in red tape ar siringle s sccesy 1o supplies. 11
ull else fails, an independent might hnd himself dealing
with burglacs. vandals, or even threas 1o bas [ife.

DRAGONMARKED
CHARACTERS:
HEIRS TO POWER

A lighter decides to take the Mark of Passage. What does
this meen® What social aobligetions de the dragonmarked
have, and whar impacr does s dragonmatk have oo the lile
of o player character?

T amswer this gpuesilon, desgonmarked characeers
heed (o defrne their roles within their house. Ta bear a
dragonmark. characters s have a bload connection
ton dragonmarked fawily, but this connection can take
many forms

THE EXCORIATE

The dragonmarked houses have 1hesr own laws. some older
than Galifar. An heir who violates the laws of 2 house s
made an exconate: stiripped of |he hooswe asme and for-
bidden from drawing on howse resources In its original
form. this punishment typically Lnvolved true excoria-
bitire. af the catting away af 1he skin bearing 1he outcast’s
dragonmark, Despue o dragonmarks ability to reform in
timme, this process tespecially far elite heles with a greater
dragonmark) was otten intentionally lethal

Todny, an excoriate must simply surrender her signe
ring, any other property thal can be eleimed a4 s gif of the
house, and the name of both bouse and family. FHer like
news s i rculaved through the major enclaves of the house
Heirs of her house are forbidden vo provide her with asd
or succor, and the nther houses rypically shun sacoriates
of any line, Escormtionas s rare punishment, but ivofien
# fure worse 1han prison fora dragonmarked heir

In ihe pasu. the dragonmarked were encariaed for
mingling bloodlines with membecs of ot her hodses, Today,
such dolliances are no longer a erime. bur relationshipy
between house helrs remain a dark and upspoken taboao
(ner the Mised Marks sidebar, page 156). Excoriation is
reverved (orseriousacts of treason, or for those who violste
tha Tundumental principles of a house and bring shanme 1o
ite name. Excoriation can be decreed only by o touneil
of viceroys, and only a patriarch con rescing i

T'he excoriate i & sirange rale for s player character
tis chose Fram the vari since it eloses many doors. Al Lhe
wapnie | jme, |t does create a ceripn dark romance !-l.peru“y
if the punishmen! was undeserved. Alternatively. 8 wion or
sn agrnt of 8 house (see below) could become an escoriate
Ihl‘nq!h her aciions over the courie of a & mpa g This
wthe dark underside of the power wiclded by the dragun-
marked hovies, and i s up to the Dungeon Mastes to make
ari excariate feel the prejaure of hiving asan exlle

The following rext ranslates the exeariute concept into
the character Haw rules presented in Unearthed Arvano. Even lor
campilgns that do not upe the flaw systeni, the deser [prion
autlines e game ellecis that accompany exourisl len

Character Flaw: Excoriate
Yaou have been expelled from the culiuve ol your dragon
marked house

Effect: Any dragonmarked member of your houss
who bnows of your status has an unfriendly reaction
toward you. #s do most members of other drmgonmurked
houses. You are typically refosed service in establih
ments owned by your house ar its guadeds

Members ol your house are forhidden from provid
g you with any sart of aid or supparr.

You vannot make use ot the Favared in Houee feal,
mor can you gee | he nnme of vour house or family, Should
you present yourielF as o member of your house. you
could be prosecuted for fraud.

M

TRADE SECRETS

The Dungren Maiter's Gende provides rules by which aoy wizard
or artificer can creste s wondrous item thai can reproduce
the eflect of @ Honse Sivia ipeoking tone. Why haan’i the
Arcane Congress created ily own network of et vf mnlimg
o rompete with the Speakers Guild?

Eberron isa world yn which arcanes magic resembles
techuology, As with iechnology, innovations in magiciake
time, Furthermore, intrinsic to the seteing lothe idea that
dragonshard focus items are move effective than other forms
of magic nems. The historical development ol the speaking gune
would thus have been much more straightforward than the
ereation ol & similar wondrous item ths anyone could use.

The DM is the wlitmaie arbiter of how rasy e
difficult it should be to ereate contemporary mugie
items that campeir with the services of Lhe guilda. For
endmple, ithe Arecane Congress hasbeen trying 1o parfeci
mass teleporiation for centuries. I a player characier
wizard wants to erack that mystery, he mighs need 1o
unearih a s¢hemi fram Xen'drik, or acquire dn eape-
cially rare maierinl component in o manilest zone 1led
to Kythrei. New magie items might also be difficult 10
repraduce, sl least in 1 he volume necessary ta threaten
a guild monopoly,

M



THE ORPHAN

The Korth Edicts prevent members of a dragon-
marked house from holding land. noble title, or rank
in a national military. Over the centuries, a number of
dragonmarked heirs have chosen to give up their birth-
right to be freed from the edicts. During the Last War,
a number of idealistic heirs left their houses to fight for
one of the Five Nations. Others have married into noble
families, whether for love or greed.

An orphan’s relationship with the members of his
house depends on the circumstances under which he left.
An heir who breaks from one of the prominent branches
of a family, throws away an impertant arranged marriage,
or publicly dencunces the traditions of his house will
have bad blood te deal with. On the other hand, an
heir might leave his house with the blessing of his
family, The Korth Edicts have come underattack in
recent years, and a house might see the advantage of
seeding capable heirs in influential positions.

Beingan orphan is a good choice for a player
character who wants to have a dragonmark with-
out the baggage of house membership. Depending
on his backstory, an orphan could have a specific
set of enemies within his house or might have
had a perfectly amiecable parting of the ways (even
retaining use of the Favored in House feat). How-
ever, an arphan is restricted from using his family er
heuse name. He might not be an outcast, but he has
surrendered his birthright just the same.

THE FOUNDLING

Characters can develop dragonmarks only by virtue of
blood ties 1o a dragonmarked house, and many dragon-
marked discover their lineage only after the mark
appears. Some are the descendants of excoriates, while
others are the product of a doomed romance. Whatever
their stories, these foundlings carry dragonmarks but
have no connection to their houses.

All the dragenmarked houses seek to identify and
recruit foundlings. A house might occasienally refuse to
accept @ foundling, typically in cases involving descen-
dants of truly infamous excoriates. Asarule, though, the
houses all want to expand their ranks. Foundlings can be
treated as scions oragents (see below), depending on how
closely they wish to work with their houses.

Some foundlings have no interest in working with
the dragonmarked families. A foundling's desire for
independence is typically respected, but those who gain
asignificant amount of notoriety often ind themselves
pressured to join their house, Foundlings who come to be
seen as a threatto the house will discover how formidahle
an enemy family can be.

An agent of House Phiarlan infiltrates
the hidden vaults heneath Korunda Gate

The path of the foundling is the obvious choice for
a player character who decides to develop a dragonmark
late in her adventuring career. All that is required is the
appropriate dragonmarked race and a certain flexibility
with the family tree. Foundlings are similar to orphans
from a roleplaying perspective, but a foundling has no
connection toc a house: no allies, no enemies, and no
intrinsic knowledge of house traditions. Opportunities
to join the house provide an interesting option for future
character development.

A foundling cannot use the house name unless
she is formally inducted inte her house. It would be
unusual {(though not impossible} for a foundling to
gain the Favored in House feat without first joining
the hause.

F——-_———ﬂ

THE AURUM

The Aurum is asecret alliance of some of Khorvaire's
wealthiest citizens—including a good number of the
l]r:gun marked, The pai riarchs al the IiriIHl.1T1 marked
houses do not dominate the Shadow Cabinet of the
Aurum, and the actions of the organization do notalways

serve the interests of the houses. However, an ambi-
tious viceroy or guildmaster might also be an Aurum

Concordian, able to draw an the resourees of this secret
society in addition to the wealth of his house.

M
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THE SCION

The scion is a member of a dragonmarked house who
embraces his heritage but keeps his distance from the
administration of the house. This is the most common
background for dragonmarked adventurers. Orphans
and excoriates are quite rare, but young heirs often wish
to see the world before settling down in one of the house
guilds. Some scions are carefree wanderers with no
interest in politics and economics. Some are indepen-
dents, seekingto establish their own personal businesses
instead of joining one of the major bound house arms.
Some have a deep interest in gaining power in their
house, but believe that buifding powerfu] allies in the
outside world is the best meansto do so.
Adragonmarked scion bears the name of his house
and. if he carries a dragonmark, can use the honorary
title of lord. A scion can obtain room and board at any
house enclave, though he is expected to putin a few hours
of work in exchange. The scion does nothave accessto any
special resources, but can usually find temporary work ac
a guild business.
The scion is a good choice for a character who
wants the potential
to be involved with
a dragonmarked
heouse without let-
ting it dominate
his life. A player
of a scion charac-
ter can control the
degree to which the

character’s house

INTRODUCTION

affects the game.
Scionsare freeto
travel the world
and indulge in
whatever adven-
turesstrike their

fancy; when they decide to settle down, the house will
be waiting.

The drawback to being a scion is a lack of influence,
A local enclave might help a scion find work, but the
viceroy won't take her word as seriously as that of an agent
of the house. A scion can earn the respect of her house
through heractions and adventures, and will probably be
encouraged to become an agent when she does so.

THE AGENT

Every dragonmarked house is involved in dozens of
schemes and plots. Some of these are deep secrets that
could threaten the existence of the house if exposed;
others are practical quests designed to turn a profit. House
Medanimight inflirate agroup of anti-monarchistrebels
in Breland. House Cannith is always working to recover
lost treasures from its holdings in the Mournland, or
to uncover ancient secrets from Xen'drik. The assas-
sins of House Phiarlan and Heouse Thurannispar with
one another in the shadows. Assignments such as these
are the work of house agents: adventurers who dedicate
theirlivesto expanding the powerand influence of their
dragonmarked families.

The choice to play an agent has a significant impact
onacampaign, and should be made only with the approval
of the Dungeon Master. An agent can be called into the
service of her house at any time. but how this servitude
affects the rest of the party is an important question.

The simplest solution is for an entire party to
embrace the agent’s path. Whether adventurers have
blood ties to the house or not, they can choose to serve as
elite troubleshooters, going wherever the patriarch sends
them. If the party includes characters with different
dragonmarks, they could represent an alliance between
their respective houses, possibly on the cutting edge of
espionage or exploration.

Another approach is for a dragonmarked character
to be a secret agent: an independent operative whose
actions cannot be traced back to her house. She might
assume the role of an orphan or excoriate, even as she
takes her orders from house superiors. The question is
whether her companions are aware of her layalties—or
whether subterfuge will be required to convince her
friends 1o follow her.

A house agent and her companions can always find
free room and board at any house enclave. At the DM's
discretion, atrusted agent might be paid aregularsalary
by her house, or receive information, transportation,
and supplies as necessary to complete an assignment.
Likewise, house officers might provide an agent with
magic weapons or other items—but will expect them back
a1 the conclusion of the mission.

An agent in good standing should receive a +2 bonus
on all favor checks made with the Favored in House feat.
A favored agent has considerable leeway when it comes
to requesting special equipment or services, though this
still counts toward regular use of the feat.

Being an agent has both advantages and drawbacks.
An agent cannot choose her assignments, and refusing
1o follow the orders of superiors within the house can
resultin reprimand, excoriation, or (depending on
what secrets the PC knows) a contract on her life.
An agent will acquire powerful enemies through
her work, whether the agenis of other houses, groups

A seion of House (Orien



buch anche King's Chadel of Breland and the Royal Eyes
ol Aundair, or the hidden hands of the Dreaming Dack
or the Lords of Dus. 1 102 dangerous life, and one that
ilispes the 1one ol & campaign. Both DM and player should
br certain before o character chooses Lhis path

FAVORED IN HOUSE

The Frikicn Campagn Sethng introduced 1he Favored in
House fesr, sllowing a character 1o call in favors Trom
other iwemben of bl dragonmarked hawse. Whal does
i mean tn be favored !hnu[hq Characters can ash for
wpecial iremiment. hat do athers recognize thair status
even when they don 't ssk™ What are the limirs of 1he feat?
Can |1 he taken gway?

Whenever & characier tihas the Favored in House
frar. especially inthe middle of an sngoing campaign, an
explatarion i tequiced. [1a charadier hasbeen o constani
embarrassment (o his house, opinions won't suddenly
change because he weni up a level and gained a new fear
dar This ian unspoken precequiciie of the fear) [t needs
to e qusiiFed, ard a DM 15 free 1o reluse the request

The roots ufl your charucter's favored eatus have an
impact on the way NPOs react, and might affect the types
al [avaes he can obiain

Service io the House: You earned your fevor through
devitael service o your family. This status s appropriaze
far 4 chapacter who degquires the Favored in House feal
over the course ol a compaign, especially for an agent of
the house Your relaivenuppreciare and respect your work
anel hend the rules 16 help yau ourn Your stronges: com-
tigisare in the upper echelons of your house the s iceroys
anel ministers who are awsee of your desis,

Family Influence: You come from a particularly
power{ul braneh of the dragenmarked family jree.
Your ancestory were vicerays and pairiarchs, and people
reapec) your aratus. You might sometimes (rame your
requeits as theesis (" Help an old fsmaly friend ou e
elae VO eprurse, repeated abuse al your i luence rould
lend 10 parentsl imervennon

The Gadabour: Peaple like you. Since adalescence,
you have drifted Trom enclase 1o enelove and party to
party, making friends wherever you go. Thisappreach
i appropriate for characiers with a high Charlsma,
!tprril”i bhards, sareerers, or ragues but even the
dour fighter might have been the life of the purty in
it impetaous yourth. Gadabaiui have thelr utrongest

comnections among the lower ranks of & house, thaugh
you might have known g viceroy or minister when whe
was young and irresponwible hervelf, Base your cequenta
on your shared expericnces ("] cavered far you when you
broke thai entire shelf of healing potians, and this is the
thanks [ get?”)

[f you hive levels in the dragonmark heir prestige
class, your house status Hkely reflecis vhin chosen paih.
However, even if your reputation s widespread through-
out the house, ix. it a8 o dedicated servant, & charming
courtler. or a spoiled hrat?

Lige ol the Favored in Hewse Teat 18 not mind contral,
and each request for favor dhould be carefully thought ow
Aveyoucalling onald Iriendship? Demanding compenss
tion far pastaervices? Threatening a contact with family
reprisals? 1 you come up with an excelleni siory, the DM
might decide 1o pive you a bonus on your cheek. On the
otherhand. the Dungeon Mastet is always the final arbiter
ofwhal Favors are svailuble; and can dismii s lavor oul of
hpnd no matrer how good your check result

Favared in House i3 provilege As such, it ran be
sirtpped away An escoriate might find himsoll anable
1o seek any favers whaisoever from his former house
while an adventurer whose actioni have 1arniihed the
reputation of her houwse might hind the vicerays refusing
1o spezk to her bur the rank and Ale sisll sympatheiic 10
her needs. Characters who redeem thamaelves in 1 he eyves
of the house might he ahle 1o regain thewr [avared seatus,
but Favored in House 13 ulirmately v iool of the DM L
represents Lhe influence you wield within your house,
but the characiers you seek o smpress with thavip fuence
remarn under the Dungeon Maater's contral.

The feat desermprion (ECS53] provides genernl guide-
lines for what you can do with Favared in Houle. However,
the 2ase or difficully of 8 favor vavies aecording Lo the
house you are desling with, Asking o member of House
|orasco for free passage or the Lightningrall isasdifhealin
propositmn as eonvineing the viceroy aflan Orvien amclive
1o arrange s resarrectian, The descriptions ol each house
in Chapter | inelude tables providing ideas and guidelines
lor appropriate favors and the difhceulty of the reques
Characters secking favors from their house should be
awnre that those granting such favors ofren ask favors in
return. In particular, any successful favor check with a
D of 20 or higher requires that The chavacter asking the
favor perform some service for the house (before or afier
the favoris pranted, an the TIM's discretion),

M

SiGNS AND PORTENTS

How does o house agent receive her assignmenis. espe-

cially an agent irying 1a hide her true |ﬂyﬁ|tie- from her

sdveniuring companions?

= Abiighly placed agent might be given & permanent
Rary's teleputhic bond with a superior, allowing
mmatani communication serosy any dispance. This
ian expensive investmeni, and only proven agents
recetve such gifis,

*  Same sgents are given keys (0 @ Kuodarak sale-deposi
winult, which cun be scoenned ot any major Kundask bank

(EC5 234). Insructions and equipment are perlodically
depasited in the wuli

= Agenischeck designated Sivis message uations whenever
they arrive in the major cities of Khorvaire. Sesmingly
innocuous messaged from friends ar relatives hold
coded instructinne.

*  Inecmergencies. s house superior might plant o coded
message in a sory in one of the major chronicles

= llusory seripr and secret page are aften used 1o deliver
high-secarity messages 1o an agent in the Reld
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The proud representative of House Cannith
ahserved the other ministers of the Twelve
as they studied the adventurers before
them. What would they think of the warning that
1 Lei and the warforged had brought them®?
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he sly Thuranni wasn't waiting -
for the news—indeed, he
probably already knew what %

Lei was going to say—taking another -
opportunity to increase his own
influence among the Twelye . . . “An




CHAPTER ONE

THE HOUSES

hose born and raised in the great dragon-

marked houses of Eberron feel a sense

of belonging. Their place in the world is

secure, as is the influence wielded by their

house and family. For more than a thou-
sand years, the dragonmarked houses have stood at the
forefront of commerce, magical innovation. and culture
across Khorvaire.

Inspired by the power of the dragonmark that mani-
festsin jts bloodline. each house wields great influence in
Khorvairian life. Now, with the Last War a memory and
the future beckoning. the dragonmarked houses stand
ready for even greater accomplishments.

House CANNITH

“Itis as though the world dare not draw breath for feor that delicate balance
shovld shift and fall, and a new Doy of Mourning be upon us.”

—]Jarlen d'Cannith,

House Cannith Chronicler and Lord Seneschal

From a few bands of roving artisans and tinkers, House
Cannith has risen to dominate commerce and industry in
Khorvaire. For every advance made in magic, oddsare good
that Cannith had a hand in it—from everbnght lanterns to the
lightning rail, from the warforged to the secret experiments
now lost deep within the wastes of the Mournland.

With its power and creative genius, the house com-
mands both respectand fear. Despite its accomplishments,
however, Cannith stands in curmoil. Unable to agree on
anew rulerin the aftermath of the Day of Mourning, the
house splintered into three factions, each with its own
agenda. This rift has caused unease among the houses and
beyond, giving monarchsand entrepreneurs pause even as
they cautiously back one of three would-be leaders.

MAKERS OF HISTORY

Since its incorporation prior to the War of the Mark, House
Cannith bas been a leader among the dragonmarked
houses. It pioneered the marriage of magic to the needs
of daily life. and members of the house are the foremost
expertson the use of dragonshards. Along with the gnomes
of Zilargo, the house created the elemental ships that cross
the seas. In partnership with House Orien, it forged the
lightning rail that once spanned Khorvaire.

Cannith’s most indelible mark on history was made in
965 YK with the creation of the warforged. The master-
mind behind the warforged was Merrix d'Cannith, who set

out to create a sentient construct that could fight in place
of living creatures. First commissioned by King Jarot. the
last king of Galifar, the warforged instead went to battle
on behalf of his children during the Last War.

Merrix'sson Aarren gave sentience to these living con-
structs. Forthirtyyears, the sale of warforged kept Cannith
prosperous, with each of the Five Nations commissioning
troops from Whitehearth, Cannith’sancestral forgehold.
The house seemed destined to prosper as the Last War
dragged on. Then came the Day of Mourning.

PARADISE LOST

On the Day of Mourning, a blast of arcane power obliter-
ated Cyre, leaving empty wasteland. Most Cyrans perished
thatday, incJuding the patriarch of House Cannith: Baron
Starrin d'Cannith, known as “the Gorgon” for both his
intimidating manner and the symbol of his house.

What caused the Day of Mourning, none can say. It
seems that of the cities of Cyre, Eston suffered the greatest
damage. Whitehearth's destruction claimed the life of
not only the baron, but also many of the house’s promi-
nent leaders and dragonmarked heirs.

Almost as great as the loss in blood was the loss of the
forgehold itself. Whitehearth had been the center of Can-
nith ingenuity and invention for centuries. Only projects
concurrently researched in Sharn by Merrix d'Cannith,
grandson of the first Merrix, survived. Whitehearth is
never far from the minds of House Cannith's leaders, with
Merrix in particular striving for its recovery. Increasingly,
though, the cost associated with that recovery effort has
exacerbated the rift within the house. Some seek to resur-
rect Whitehearth one day; others wish to turn their backs
on the tomb of the past and focus instead on the future.

THE TREATY OF THRONEHOLD

Two years after the loss of Cyre, the Treaty of Thronehold
was signed, putting an end to both the war and the nation
of Galifar. No one profits during war like a weaponsmith,
and no one suffers as much from war’s end.

For House Cannith, the treaty brought more than
the end of a profitable market: The signatory nations
recognized the warforged as a free people. due the same
rights as other sentient races. The treaty also forbade
Cannith from creating more warforged, ensuring that
the house's crowning achievement would be remembered
as little more than a bloody postscript to past glory.

Having no choice but to agree to the treaty's terms,
the heads of the fractured house returned to their respec-
tive homes, plotting in silence while they went through the
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A House Cannith workshep in Metrol, before [43“} of Motrning

motions of retooling House Cannith for peace. Merrix,
however, never intended to let his grandfather’s legacy
pass away. His stronghold in Sharn holds a secret creation
forge, known only to the swora heirs of his line.

Today. those who gain entry to the Sharn (orgehold see
significantly newer warforged. Unaware of their rights as
sentient beings, these warforged serve the artifhcers, who
seek the next evolution of design. This secret rebellion
leads Cannith along a dangerous path. Should Merrix's
deception be discovered, Breland and the other nations
will have to enforce the treaty—even if it means striking
the blow that shatters House Cannith for all time.

THE THREE-HEADED
GORGON

When Starrin d'Cannith died, he left no direct hejr or
immediate relations, but it did not take long for claim-
ants to the house leadership to appear. Typically, upon
the death of the patriarch, the title goes to either his
closest living relative or his named successor. Starrin’s
named successor was his only son Norran, who died with
his father in Cyre and left no children of his own.
When succession becomes murky, the elders of the
house interpret the will of the former patriarch and
choose a successor. However. with the ranks of the house
leadership decimated, no effective ox fair vote could be
held. Cannith was paralyzed, with three heirs emerg-
ing to claim leadership: Merrix d¢’Cannith, Jorlanna
d’Cannith, and Zorlan d’Cannith. Though each had a

valid claim to the patriarch’s seat, a more problematic set
of candidates would be hard to find.

Merrix (LE male human artificer 3/dragonmark heir
3) is the grandson of the first Merrix, the son of Aarren
d’Cannith, and the former patriarch’s grandnephew. The
youngest candidate, be was little more than a baby when
the warforged were invented. His age and lack of political
expertise give him the weakest claim. but his inheritance
of Merrijx’s legendary skills in research and innovation
forces his relatives to take him seriously. He wishes only
to pursue his secret experiments in peace, but knowing
Jorlanna and Zorlan, he is convinced that a irm hand
will be required to keep House Cannith on course—not
necessarily his hand, but one of his choosing.

Jorlannad'Cannith (LN female human wizard 8) isa
proud, attractive woman in her fifties. She isfar closer to the
age of a proper matriarch than Merrix. Her claim isstronger
100, as the daughter of Starrin’ssecond wife, Elsabet. Regard-
less, Jorlanna is considered least likely to attain the title.
She hasastrongvision fora united house, alliesamong the
Twelve, and the personal magnetism o lead. butthe Cannith
eldersdistrusther judgment. In heryouth. Jorlanna engaged
in a scandalous romance with an heir of House Deneith.
Both families Putastop toitonce lhey became aware of the
relationship, and the lovers disappeared from public view for
over ayear. It was rumored that Jorlannabore a child during
her time away—product of a coupling forbidden after the War
of the Mark. However, when she ﬁnally resumed public life,
she didso alone. Today, whispered rumors of her indisere-
tion haunt her, and crities use them as proof of her lack of
judgment where the good of the house is concerned.




Zovlon d Cannith (NE male human anlficer 3/s0r-
cerer & 'dragonmurk heir 1) 158 a disttiguished, shrewd scion
ol the howse. 11is 1alent wilh b nand i ey I Fyt

made hom o brusi dvignr 1o the Gorgon, whose cousin,

Xerith ! s mother. Zorlan's giftaare countered

by & folil. evdel personalle it e rves many within the
howie, His time in rroath is rumored to hive drown
him into the customs ol that v, 1'I||_':'.||'|iﬂ!..jI “'{jtshil._l ol
the Mood of Yol Same tear thar Zorlan’y ambition cauld
|Fi||i I"II'TI fu ||||'II-'T" E1H|:|'1 'h'l!}] I'|||II|I_Tr'||:||'||"F]r' E|r1||}’\.
Merrig, Jorlannn, snd Zovlin ate each determined
18 become the neat leador of Howsn Cannith, Batwesn
Pthem, they have iy lided the Tovds séneselial s evernly that
patriareh will likely never bie chasen, Az 11 stands,
vided leadership makey 1 inevessingly likely vha

anly dieath or d lsaster will |'||:H|.L|'-'l" the balanee al froraiin

CANNITH SOUTH

Lader Merrin d' Cannih, Cannith South s considered
by many 1o be the closes |r'[1||||_'r'|l|r-||.l lor Whitehearih
the houne will ever see. With hin enclave concealing the
bast Cannith ereatlon forge. Merrix rules his hoase's
st heen vivterests Dineludvng expedifione 16 Xen'drik
wmd the Mournland) with an Lron fst
Ciannith South warksheps and enclaves dot Breland.
Lilovgo, and even Darguun, making Merrix the most
rxpainion: minded leader House Canmith hes seen an
ke S5ame say he 11|nr1- it apen Facilocien itt Xen' drik
| -|I|J+4=r| 1 hak r":|H'4!II EThALN .ul.l-] interaslaihvre I llh-qgh
|‘|!|.I| .HJ:'“.I I| Eilies | II.P"'..I‘ ||I-f|| I|l|||\r r"lrl"ll.lr'l L] "r'|;.'|!'I1

sach mosesak o) but certain. Merrix has alresdy secured

holdings to expand the enclave in Stormreach. Only
Merrix himself knows that he plans not just a workshap.
but s second Cannith erestion fargr—uuti]dt Khorvaire,
where the Treaty of Thronchold has no sway.

The heirs of Cannith South are driven o achleve—
sdvancement is dependent on how closely one’s ideals and
ambitions match those of Merriv. Worship of the Traveler
in his artificer aspect has taken a slow hold among the
members of Cannith South. Thisaffilistion with one of Lhe
Dark Six iroubles members of Cannith Weat in particular,
but Merrix shows no sign of sharing their concern.,

CANNITH WEST

The relationship beiween Aundair and Cyre was close
duringuhe Last War. When Jorlanna a2 Cannith was seng
away in disgrace, she went to Aundair, hving there in
seclusion for ayear Even after her ewile ended, yhe soon
velurned to hone her diplommicialems. Jorlsnns negor:
ated house access to the Eldeen Reaches through the War
dens of 1the Wood, 1_”:|hu".-_ (annuh Leges 1o stizdy ruins
and magical locales under the drusds supervision
Members of Cannuh West are ""oi[_'.t{{ffi ta be socially
4|]|~||! T Avindair, thes engage halarly puriiids, espe
cially those connected to magical sites 1n wesiern Khor
vaire. Thevh ynmarked
houases and local nnt k branches do.
Jorlanna plans io rebusld the goodwill of the Frve Na 3
1oward the house and male s Erester invesrment in the
lwelve. with hopes of s g il regain it power. Since the
t'ﬂ'l\r % IIFJI!I"'I.J‘ ffl ] Fl‘.ll-l!l'] ] EES II AT

Jorlavoe s wratus within the oreamzetion exceeds his

Merris d ' Cannith admires his hl]flh!lu1 while vovering i hose

ol his rivals within the house
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Both 7 orlan and Merrix romain anaware
thar jorlanna’s romantic indiscretions are
nol entirely behind her. Far & year now
|orlanna has been clindestinely Invalved
with a young scion of House Orien—never
venlizing that her lover is actually a vakshass
agent of the Lordy of Dusi, The fiend’s
im e iare gaal 1o fraciure Heriiee Can
silth permanently, and he inanipulites

|r|'| !|'|IItI|.I Lk ||1-I! fflli

CANMNITH EAST

1 hnugh Toarlan grew ap in Cyre
he iraveled tu Karmatl as & howise
ermbsary slompwinh the forst wag

for g-cﬂil ordered by that nation. He
taok up residence 1here, advising
Fonias |l and sirengthening hi
hiwses influence. e wsed profu

House Cannubi ts a dragonmarked house of
humans who ¢arry the Mark of Making in
itheir bloodlines. L1 among the leaders of
the dragonmatrhed houses and the preaces
artifen of moadern Kharvaive g ol Can
mich demign

JOINING HOUSE
CANHNITH

Memberihip in House Can
nith s primarily by blood
tll':'ul;'h e | ||.1 noElcw mem -
bers have eniered I|‘|'-lu!;h
Ul rriage. Hirelings roceive ben
ety such ua l'_'l_!l.l.i.F:lr:I-E"IH. & FECOE s,
but wre lit)le more than sepvants as farc os
Canniliw rencerned. & rare lew associales
'rr'||._g!'1l lar a'frrlq'n.hr-.d i hanaraty members

albile arrangements with the Meor Halds and ﬂnﬂ:ﬂjurhnng d'Cunnich after |-|||.g Wl ice, or even give i e oppariu

the | hasaar Principalilees 1o fill ko collers
il inake hirmelfl an advisor 1o the Gorgon

Where Cannith once had anly an AP 1Ty karr
nath. Zorlan's leadership hassern the hoase's wealilh and
presige there grow, Before the Day of Mosrning, muiny
Coannith heirs were sent o Karrnath (o study adminis
tralinn and -].F:!-.ln'..u_ v. ind 1o receive matilal inaruction
lroe Rekkenmark Academy This training ended with
{he Iracture of the Cannith leadershap, but many heirs
il proudly recall their "Karrnarh years

Though the steady stream ol warfarged inio Karg
vt li lias ceased, Cannith East salll has B e tise in uirge
warfpre, dmwd huuse members serve 55 advisore i
Karrn generaly

Ihe Karrnathi cultiore has lefi its mark an
Cannith Eaw. Members lake s callons vies of mos
Ll ity viewing the undead as |izle muore than the
necromantic equivilent ol warlforged. Though
prvention 1s Cannith East'sstrength, clandes
Vine resegd ro il ad Ms woe :I'r'F ""thl lesdrea’in B NItw
form of construct undrad . amymated
with eldritch pawer and a Bownd
|;'!|-HI|\- |r|1.+-|.|l|-_r||‘1r|.'r

Livang wmeng (Yie Karens
hav led many of Cannih w
H'lhhlp the H'Iil-l' of Val
Nhough Cannith sould never
|||I?||ih r]e:ju.rr J”rulﬂ-lltt L
any other power group. nearly
half 1he members of the Karrn
atho erelove are sand 1o lollow @ vt
Tl Forlan is o devenal memler
LA 1Y ‘I-F-li'l.ll:'_ las o I.IIJ\.|||_J,:|'| in || *®
[ : II' L] II\- L :E!l ] .Ir'lli '|,1rr1-|-:'..-”1 oon
-uh.n:ur'.-; pervices for llduse memisry an

Il'lul‘i'lall QECHFIOMY

House CANNITH
AS AN ORGANIZATION

"Wy afone haor oreitted 0 sew form of Re—omnd that zell be the feast oy
alir athiveements
—Aarven d'Cannith

of Fairhaven

nity to marry inlo the famils. Warlorged are

never recofniied as members of the hoase
In House Cannuh, ariihicers. sorcerers. and wizards
are cufmian, given the house s focus on magical creation
Members unskilled (v arvane gl Fwad iy da [ Feali 1o riae
withim the ranks. Charseters who are members of House
Cannith musi choose Cannith Sowrh. Weal. or Esst

ENTRY REQUIREMENTS

Race: Human,
Special Must be relared 108 member al Howsy Cannith

by biood dor matTinge

Houee Lannith relies on magical research and lovention
0 ERINA N PTOsparou and arcanivteare the house's
lifublood. Wigards resenrch new ydeas and evaluate
migic Tram ouiside the house. fram ancient relics
1 the latest ~_|1r'”- Artificers trapnslorm that
|r||d||' LRALER) |1|'|| L1} ,‘I rr:llr'lﬁ Iill‘l lhrt |'_l_'||"rr1F‘
the wae of the Canonh-creared i1ems
SOrcerers rEpi it the house
inthe wider world, underzak
ing expeditions puarding
inventions, and rerrieving
bar ellminating) relics and

'lru.l'nlr A% TVELESAGEY

HOUSE CANNITH
BENELITS

Liven Liannith s posllien as &n
m atlMuent sind daluentbal houes, UL mem

here have aceesi v a wide range ol hen

Baron Farlan d ' Cannith efits However, the alftermath o the Diay

of Karth

ul M-;--.Lfnmg has lefy 1he howuse divided in

resources as we || ae lovaltles
Etuhurn'lrl. Hirisr |--|HIJI|||I- CovEly IH-I|:I1 L&y,
especially those af Cyre und Xen'drik, Membery who
Fnd such (1ems are strongly r1||_n-.|_|.ag-.-_;+ 1o bring them
1o the house which then revrardheathem or loans them
ro 1 hose nn house assig N el ltems are evalustied, amd
the member wha foind them i [1.1||‘| E3% of the ratimared
warth, livaddiien, Cannith South will subsidize up 1w



one-half the total cose al houie expeditions to Xen'drik
or Cyre, o long as such eapeditjons leave from Sharn and
include #i least one Cannith South member:

Gear: Members of House Cannith are always well
authtted—anyihing less would be an afiront 1o the house's
pride. Those on Cannith business are fully outhited with
mundane equipment. and thowe oo personal business pay
only 25% of the mandard cos for mundane gear.

Information: Members can have magic items ideni-
Fred for 507 of { he normal cost and get sceess 1o maps and
reparts from Canniih explorers in Cyre and Xen'drik

Access Ornly members of the house and Vheir agtoe -
ates have accesa 1o Lhe house's forges and workshops,

Favored in House Benefuts

Thaugh all members of Huouse Cannith have a level of
privilege, the split in the house has led to 1l will between
eompeting facrlons, Reguests From members of Can-
rith Eaw might be tgnared by Cannith South undess the
southern faction feels generous or will profit in vome
way. A party fram Cannith West can ask for g warlorged
bodyguard from Cannith South. hut have less chance af
receiving them than a party sfhlisted with Merrix.

The following 1able indicates the rypes of favars u
Cannith characier with the Favared in House [est might
request, In additian 1o general favors, rach arm al the
house can provide special lsvar. mainly 1o its members.

PLAYING A MEMBER
OF HOUSE CANNITH

You are 4 prowd member of the leader of all dragon-
marked houses and the errator of the wonders of modern
Khervalre, Your social standing is exceeded only by tha
of the naliles ol the realm—and nat always by them. Yau
pwe o allegianee 1o anyone outsice the house. and 1 ook
all Five Nations together o pur a lersh on the Gorgon,
the symbal af your line. Some might call you arrogant,
hur arrogance and welf-asurance are often conlused by
the emvicus

The wonders of Cannith dre known throughau
the warld, snd you feel responsible for continuing thay
legacy, Whether vou have 5 dragonmark or net, you
ire expecied to cantribun® to vhe success of your house
through inveniion. schalaship, busineds, or diplomacy
Evenn more v eapecied of the dragonmarked hein of
Cannith. who serve apprenticeships in the guilds during
thede vramning. then move ap inno howse business as thesr
talentsare honed

However, beneath your pride lurks o lingering rons
cern, Mo matier where your loyalty lies, you knew s house
divided againsl baell inevitably falls, and vou cannot help
bt frel buileerness fowared (hose whe follow these prejend
ers 1o the sear of the Gorgan. When your chosen leader
takes command ol the house, supporters of the wauld-he
usurperswill be dealt with. Lintil then, W ivup o pourside
to keep Canruth s glory from degenerating further.

Combat

Membersaf House Cannith never shy away from combai

thangh they s aeldom found in the thick ol . You uie
evrry taol sl your disposal io ensurs victory, including spells,
magic [lems, and construct mercenaries. As » member
of the house. you always have the best gear. focusing on

FAVORED IN HOUSE CANNITH

DC' Benefin

10 One lree use of the least Mack aF Making; n loan of
100 gp wr 10% per month?

15  One free use of the lesser Mark of Making

20  Omne free use of the Mark of Making free
use of  Jrd-level member of the Fabricators Guild
or Tinkers Gaild (least dragonmark) for | week

25  Free pie of o Sth-level member of the Fabrieators Guild
wr Tinkers Gulld (lesser dragonmark) for | week

Cannith South Additional Benefins®

DC' Benefin
10 Free passage with @ house expedition to Xen'drik for
four characters

15 Agihof s wand with base value 2,500 gp with |0
rhdrlt. lefi Hlnﬂ Ep \'.llll..u.-.}

20 Use of » warforged bodyguard (fighter 4) for | week

25 Free vae of o nenespendable med ium wond cois item
for | week

Cunnith West Additional Benefis®

DC' Renefid

15 Accnts to the Twelve's magic library for 1 day

20 An nuroduction o s noble from Aundair er Thrane

2% Use of @ sorcerer of the Twelve (sarcerer 5) for | week

Cannith East Addirional Benefus’

DC' Benefin

I5  Trainingst the Rekienmark for | week®

20 Use of |d4 Rekkenmark cadets (Hghoer 1) for | week
25 Free use of 1d4 Karrmathi sombie soldiers for | week

L Il s reqqueniod favor invileey an tllegal or dangeroius set
inerease the DC by 5. Favors with DCs of 20 or highier
always reyuire adda (onal service 1o the howie

LI he charvacier requekting a fevor e (rom a dilfereni
birmne b of the heuse. increase the DC by 5,

T A eharacter con have no more than are laan o0 & Lime,

b Indieidual benefil 1o be determinad by the DM Ser Fro
Mot for more informationon Rekkenmark Acadrmy

peetect ive of demage-dealing mugic items. When Cannith
goes to batile, ithere is no such thing as averkill,

Advancement
In House Cannibh, magic is an tntegral parm of your
surroundings. Magical trawning sy avallable and strongly
rncoursged. but vhould you prove incapable al masiering
the arcane arta, you will be turored by elun elderisn buse
nest, sdministration, and diplomacy. A career in combal
ar divine magic requires a strong will and demansirable
aptitude, bur once you gain permission. the house will
arrangetraining with the best jutors money can buy. For
o Clannith, to do anything but excel (s unaceeprable
You know that continued innovation is the forlune
and lifeblood of your heuse. Power is the ultimate goal,
wrich any weeps needed toarrain itare scceprable. Thicis nes
i say that you personally embrace an sthos al {mmoral
ity, bt there can be no doubt that your hause daes, You
are wise enough ta pick yaur battles—whether pliysical or
woclal—wlth core, Onee commilted, you aceopt nolhing
less than complete victary, no matter what it takes,
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Missions
The missions House Canaith assigns depend on your fac-
tion. ln Caonith Bouth, you might explore the Mournland
or Xen'drik. Alternatively, you might travel on diplomuric
missions to Cannith East or West, playing one againa the
other. You could be appoinied an emissary to Morgrave
University, exsminingnew finds. You might even repart
to Merria with any information you gain—or the itemd
themselves, il posuibile

Asamember ol Cannuh West. you might accompany
agents ol the Twelve on expeditions as faraway as Argon-
nesien or Saclony, répresenting your house. You mighs
rescarch ancient drurd rorns in the Eldeen Reaches You
could be sent ve s gals to enlighien an importane neble on
a matter that concerns your house. You might even hud
yoursell engaged |n rspronage under cover of gulld mem-
bership. traveling neoss Khorvalee in supportof Jorlarnine
d'Cannhth’s smbitien te rule—ar inadvertently wiving
the Lards of Dusi sy they manipulate that smbitian

For Cannuh East. you might find yourself Tosned 1o
Karrnath in puruin ef Emerald Claw agems, meetingwinh
Lhazaarite princes to discuss business endeavors, |[oining
the dwi rflords af the Mear Hales o slave ol an ineursion
from Khyber, ar lvading a uni of undead and construcis
an uclandestine mision for the Karrnathi crown

HOUSE CANNITH IN THE WORLD

fnhm d " Connith | reemembier liim wefl, We more poerrun f_rpghnqu
and Withoiat & blink; he canr il wnd Teft tas pusteds shandin’ ke st g
|'rE|'rF in H".h,'_r_lufh. {;u.u- wik frmmd foorun, Jlui I etiin |.f|]|I Itl'ur Hu‘ aireiimy "

—Ciunrd Brenman Ensheld. Sharn Waieh

Wherever magreal power can be gained, Houwse Cannith
i earby, Noteantent 1o let the Twalve do thevr work lor

them, the scions of the house claim any resouree |hat
might help them regain their larmer glory ar ¢xceed their
previous achievements—ay quietly as possible. of courve
Though the house s not wholly evil, many within Cannih
can hardly be called souls of truth and righirousness: As a
base of operations far the PCs, a bastion against | ruly dark
forees in the world. or un evil empire, House Cannith can
bea powerful force in any campaign

F'he lost patrisrch, Starrin d'Cannath | Jefy a lesting
imprint on hishouse Theugh Mermixand Asrren created
the warlorged, Starrin engaged the warring stbling bings
af the Five Nations, percuading them both of Cannuhs
meul pality and of the hq.lf'nrul:l:f'\ aefu ] noss o hatile. Flis
death was 8 hlow from which 1he house his yvel 1o recover

Insirnd of asingle patriarch, Cannith currenuly has
theer descendants elalming the 1itle af haran, cach man
aging h poriion ol the bouse’s concerns. Though s couneil
of lords ieneschal would typically reign over the vicerays,
Merris, Jordanna, and Zorlap’s naminal si8ius 2 the heirs
to the sesl of the Gorgon effectively makes them a tcium-
virmte, overwhich the lords seneschal have litle comral.

Promation within the house is judged by one’s con-
irthutionk iy i.'_:-nnirh'- L'l'lnlﬂu:lril grtm!h and “F"-!Ifiﬂg.
Members muvt sirive 1if ey wish to become more powerful
within the hietarchy. Those who sacceed are either bril-
Lant e invention, uneannly awace of aothers maotives, ar
both House members with no taste for polilics sucgeed
by lending their support 1o those so inelined

NPC Reactions

House Cannith’s posrion s the nominal lesder of the
dragonmarked houses poes large v sachallenged, Cannith
and Deneith work well together, and individuals from
House Daneith and the Twelve have an inilinl reaction ul

F——#

Guitps i Housg CANNITH

The roots of House Cannith are inits gullds, the his-
torieil face of the house and the most eomimon Can-
aith presence outside v enclaves, The halk of house
business actoally goes on outside the guilds, which are
seest by houie members as only tradning grounds or
saresr lool noles

Fasricators GuiLp

The Fabiricutars Guild s 0 mercantile branch of House
Cannlith, well known as o tralning ground for arcane
spelleasiers snd dragon marked heire. Quiside the hiouse,
the Fabricators Guild has a reputation for fne. reliable
poods. Guild shops affer & eomplete range of mundane
cquipment and some accepl commisslons far wiuiual
nonmagical lemi, Though moat guild membiers keep to

FABRICATORS GUILD

Associated Clases: Artificer, pxpert, magewright,
wipard,

Associsted Skills: Appraise, Crafi, Diplomacy.
Gaihss Informaiion, K nowledge (neal)

eilies. some heirs ate commissioned to trovel witl cara-
YHRTIA I]!'Id !J'I.'ill!. i3 Erenie OT l'l.'l'hl.ll' I'I‘.ILIIPII'!E mil

Tinkers GuiLp

The Tinkers Guild (s & mercanvile brinch of Houwe Can-
nith, and bearkens back 1o the ariging of the house. Cannitch
was born from groupd of human tinkers that moved Trom
iown to town, repairing broken items or making new ones
to skl The gutld hasa virtual manopaly on the repair of
mutnidane abjects, primarily by members with the least or
lesser Marks of Making. Most Dragonmarked heirs of Can-
nith serve at lesst two years in the guild. scting s the public
face af the house in Khorvaire. Those dragonmarked who
llnrl:}r 1h||r ra I1l. ‘.ﬂ.l.i power wie not for lhrm wamel lmes
remain o the guild, balaneing  lack of respeet from wthers
in the house with a life of velative freedom,

TINKERS GUILD
Amsocisted Classes: Expery, hghier, rogus, warrior,

Associaved Skills. Apprajse. Diplomacy, Crafr,
Koowledge (lacal), Professian (tinker).

M



t'ncnd]:.' o Cannith members. Members
ol the ather drigonmarked houses
have an iniital reaciion of indifleremn
Notable exceprions inelude members

ol Tharashk and Vadalis, bhoth al
whom dislike Cannith's questionakile
murals and power-hungry ways. Mem-
bern of thowe two houses often have an
mabial aititude of untriendly.

HOUSE CANNITH LORE

Characters with renks in Knowledge
Larcanal or Knowledge (nahilily and
reyulty) can research House Cannich
e lrarn more abown o, When s chat-
prter auceeeds on @ akill eheck, the
Fullis irig lore (v resealed, ineluding
the inlormation from lower DCy,

DC 10: House Cannithisthe power
behind the Tinkers Guild aned Fabricaors
Guild. ltcan be found across ihe land, and
daminats the eraft industry

DU 15 Same members of House Cannith have the
Murk of Making. and cin create or repair using magae.

DC 20 House Cannivh ereated the warforged and
The Treaty of Thronehald
geve the warforged the same righis as other individuals
and forbade Cannuh fram erearing maore

DC 30: Characters who achieve this level nl suecess
tan lesrn importent details aboot House Cannitk in your
campaign. including history. notshle members. the areas
where il aperates, and the kinds of activities o undertakes

HOUSE CANNITH'S HOLDINGS

Phough Cannith lass Whitehearth, Merrin d Cannith's
enclave in Sharn bas taken aover the house's ereative work .

wild them 1o many nations

The Sharn enclave is the practical headguarters for the
business of the houre, bur these wirh palivical or invesi-
ment interests more often approach |orlanna or 2orlan.

Many look to Sharn for new wonders, but Cannith s
nol limited 1o one facility. The house has holdings scross
the cantineni. dnd beyond. Though Sharn has the only
curren| furgehoid, Cannoh estates are lound in Farhaven,
Flamekeep, Korth. Throneport, and Trolanport. with
amall sutposts at Regalport and Varna, Abroad. the house
has haldings in Pylas Talaear on Aerenal and in Storm-
reach on Xen'drik, The Tinkers Guild and Fabricstors
Cuild are found in every major city in the Five Nations.
aned in larger centers in the lands beyond

MEMBERS OF HOUSE CANNITH
IN THE GAME

Any campeign involvingrthe Mournland, Sharn, Xen'drk.
Aundsir, or Kerenath can naturally include Cannnhasan
illy ar enemy, Cannith NPCsare proud, aften bardering
v arroagant, They are also practical, looking al situations—
ind people—trom s standpeint of profit and less,

Adaptation

House Cannith can remain central to almost any cam-
patgn. Without the warfarged, Cannith could still be a
larmer weapons supplier, now handlcapped h}- the Tyeaty
ol Thronchold, The Day of Mourning and the devastation

Jaxon d'Cannitch,
sorcerer extraordinaiee

the house sulfered could be replaced by a natu-

ral disaster. A DM can even take dragonmarks
outof the piciure, lesving an organization of
BrcEnses and ‘l"llFIl.'ﬂ'rl Eﬂﬂ"l’.lnl I'I'i‘lll’.'ll
innovauen inio wealth and power

-

Sample Encounter =
An casy way for charstters to compete -

with House Canniih s over relics 0

e fram Cyre or Xan'drik. Any new E
- acquisition from Xen'drik inter- z"."'-?
7

m eals Mersix, especially warforged
schemas. House Cannith has s cadre
of agents patrolling net just the university but
all the levels of Sharn, looking tor information,
iiema, or thireain io Cannith wEE Hr
EL 8 Jawon d Cunmnith s ¢ hurged with protecung
Cannith interests. He olien serves as an escort inte
the lower levels of Sharn, using hivipellin
ensure the salety of house members. He is
BRCOFUITIE A pair ﬂi.hf“-l'f d‘g““.r|f‘ when
thrr are ambuthed by three mombers ol &
local gang (hih=level changeling rogues). The conflics draws
the stcention of thowe passing by, including the PCs

CR 6

Jaxon o’ CANNHITH

Male human sorcerer b

LM Medium humano

Foid o6 Senses Listen <0, Spon «0
Languages Commaon, Gname

AC T, rouch 11, Hat-footed 15
(=2 Dhex, +4 armor, =] nptural)

bp 25 (6 HLD

Resist ring of courterspelly Chalil person}

Fort =3, Ref <4, Will «5

Specd 30 1 (6 suares)
Melee «1 dogger +3 (1dd/19=20)
Ranged mwk dagger «& (1441719201
Base Atk -3 Grp -1
Combat Gear ? teir uf rat flﬁ"lf weriimily
Sorcerer Spells Known (CL Bl
Ted (4 |i.l|'_}—ht|“i'n.*t|l!l (D 1R)
2nd (brday)—rummon mamler [, v (D4 15)
o (7 chay b —bewroreng Ry (V0 18], pharm pervon LIS 14, mag
armesr’, mbeni sl
0/ dww) ﬁtlﬂ:nq_, Jrk;l’um:u <f|1-u,|i uridlred, H-u:rr LD |3,
fl‘ﬁ]'. MY m.u.lmlt(.l.
I Already cam
Spell-Like Abilivies (CL fih)
2iday—moly ahnlr
| .'dq-r-—ﬂwhlrtrmh;-
Abilitiea 510 &, Den I8, Con 1%, 1ot 12 Wis Il Tha |6
50 famuliar (nonel
Feats lmproved lnniative Least Dirngon mack (Mark of Mabing),
Lesver Draganmark (Mark of Making), Toughnes
Skills Blul¥ «8, Craft (alchemy) +7, Concrnteation «8, Dis
gaise 43 (430 act (o characrer). lutimidate =5, Knowledgs
{arcana) 411, Listen 0, Spelleraft +13. Spo +0
Poxscssions comba grar plus emudel of sotonl erme: rl, #1 degper,
7 huvietwock daggera. rmyg of rounferpeil

Hoob "Maost peapie think iwiee about threstening & Canaiih,

Too bad you won't get that chanee ™
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THE HOUSES

House DENEITH

“Gofifr fies in rins. destrayed by ity own folly. but our rights and dutie
canmot he sef anide. Our gaths bind wxshill. Lot these wha mould eppose
the baw know od, god end their dogs in fear.”

=Endira d Denrith
Sentinel Marihal of House Denenh

From us beginnings esan order of mereenaries and sol-
diers 1o s modern incarnation 53 the human face of law
and harile. House Daneith has maintained e posinion
wu the primayy force tor security and delense in the Five
MNations. Though f1s fortunes rose durlng the Last War,
thezervices Deneith renders are no less valushle in times
of prace, Today, the house 36 as prosperous as ever. with
ik positinn of neatealify hirmly sstablinhed pnd 2 hgst of
rager cliemis vewdy 1o wse s services This prosperiry 1ells
unly half vhe stacy, however, and Deneith's past fortunes
mighi not be enough to guarantes the house’s future.

NEUTRALITY AND LAW

T'hroughsut the Last Wai, Deneith mainisineda pasition
ol neutrality, serving the whole of Galifsr rather than any
of its Fracrured part. Although this posiiion cavsed unres
in 1he house s home of Karrnath, the Deneith patriarch
Baron Bresen d Deneith (LN male human aristocrai 3/
fighter 3dragonmark helr 41, suw the need for o halance
of {dealism and praciicalicy. Although Denenh's military
[arces were nenrly the equal of any kingdom. jaining with
one side (likely Karrnmb) would hase overwhelmed the
house s resources as it was (argeied by the other natons

As it happened. 118 nevrral position srved Denenh
well Ay the Treaty of Thronehald, the right of House
Deneith to mamtain o sanding milieary fores was recog-
nieed once more. Further, ivwasagreed v llow members
ol the houseta travel unimpeded by natione] houndaries
far the sa ke l:lfdr'lrnt{luglhr Free Nations against external
threan. Belore the war, Deneith bodyguards made up »
wgnlfcant port lon of the royal retinues of Galifar, services
that remained in demand borh during the wat and after.

T he central philml.'rl;-h of House Deneiib (s buili upon
fulfilling rhe lerer of the law. with contracts and codes
governing every action (18 membets take. The Sentinel
Marshals serve an (denl of justice, chasing down crimi-
nals no matter where ey might hide, Forihe Defenders
and Bludemarks Guilds, the lew of the lnnd is not hallas
imppuriant sz the liw of | heir contreet, wherein theirser-
vicey nre pledged 1o 0 nation or indoadusl under specihe
circuminancesand for o specific lengrh ol ime. No manier
what side al the howse one Tallg an, honoe, ethics, and an
selbhere pee to oaths swoen fapm the bulk of a Deneith beir's
reputation, One who keeps his ward and ful fills expecea-
tlan s valued hoghly, whether has hearr wends 1o good or
evil, One who is unrelishle ot capricsons, on the other
hanil, will And few friends within the houwe

DISSENT WITHIN THE RANKS

House Deneith's position of military serength and intlu-
ence in Khorvaire goes [argely unchallenged. Though
Deneith |+ pol preeminent among the dragonmarked
houses. It has never aspired 1o be. By maintaining its

neutrality and relusing tiesto any ane nation, Deneith
hus instesd hecome a furee that others munr rely on.
Today, howerer, this reputation ofvirength and security
means less than atany time in Denenh's past. In thesfier-
math of vhe Last War. the house s quierly buckling under
pressure from wil hin and without, amid ite relources are
straiped tu s degrees thay few ontside the leadership see

KARRMATH'S CHILDREN

Hause Deneith's headquariers s Barrlokton, and s
roots are set deep in Karrnathy soil, The features and
temperament o 1he Karrne can be found at all levels nl
House Deneith, from Breven d"Denelili 1o thie merce
nary capipint of the Blademarks. Deneith (s proud of
s heritage. hurthe day alreckoning for that birthright
might soon be ot hand.

When tha Last War began, House Denenth had s good
sxcuse Lo claim neutrality. It served Galilar, and would
continue to do so even without @ crowned king or gueen.
That neutral siince garnered an amouni of respeect
pmong the Kacrns, who were content (hat Denenh did
not gerve their king as long as 15 served no one else.

Galifar is liitle more than a memary now, [ormally
dissobvéd by the Treary of Thronehold. The king aof
Karrnath no loager fighis for a place wpon the Throne
of Galifar. bur rather clumors for peasce umong his
rethren. In the eyes of many of his peaple, Kaius LL's
embrace of peace woskens his land,

I hincontlict of ideslsis causing unrest in Karrnah,
and could lead 10 Kalua's undoing. Arthe iame time, those
Karens who long Far batile agnina the apsiarl nations of
Khorsire pow wonder how Dencith can refue to fght for
iw righeful king. especially when they imagine the glories
nf & shared Deneith=Karrnath army agalnat the poor
remnantys of Khorviire's other nalions, Should Kaius
111 be deposed and Korrnoth led agsim 1o war. Deneith’s
much-vannted neutrality might be pur to the tesn—and
the swird

SUPPLY AND DEMAND

For eaniuries, House Denelth cornered the marke! on
mereenary forces in Khorvaire. The Blademarks Quild
has done business with every major militie and rown
wareh in the Five Natiane, av well as provided securmny
torces lor pther drn_gnnm.ll-krd hooses, privste fifizens,
and expeditions across K hormire and heyond,

e Lo War changed sll ihis. drastically reducing the
availeble poal of caperienced soldicrs and mércanaries. [t
wan on unpleasant surpeae, then, when House Tharashk
entered ihe mercenary marknt in the dying days of 1he
watr. Deneith had never before encountered campetinon
far i1 nervices on any mean ng il weale. and lor another
house tio OngInesT surh a rh-”rngl_- with the jll'll"l of the
minat rous races of Drosam wes a bitrer imsal,

House Deneith heirsare human. and humans make
up the majority af thewr forees. Though a smatiering af
sarforged abufrers_and hall-elves can be found in Deneith
ranks, halbares ususlly prefer to work with Hause Thar-
ashik, nind other taces are cave, For Deneith s work within
the Five Mutrans, humaniraops were onee an sdvanlage
bui the outlook in Khoarveire has changed

I urban areas such & Sharn, civilized monsters can
walk ihe streets without fear as long es thes ohey the laws of
the realm. House Tharsshl helped to pioneer this change,



and iy act long have ;IJ.JL'I:"IL 1he house “Iujrﬂ? In Deneith's
ughts. Deneth o determined 1o conquer this new merce-
nary markel, either by wresting contral from Tharashk ar
building ss own pool of manstrous talent 1o draw from.
Nesther house pdmiiy 10 any open confliet with the
ather. bu covert claskies aceur an a rl‘gulnr basls, [fthe
utustion escalaved, the rifl beiween the houwses might well
bevome ir rrl_u.:'dhll' The dr wgon marked houses have Lead |
vionally ahatained from interfering in lntra house feuds, but
ma houses Have ever before maitrained thaar owndanding
armies, O pen warlare boetween Boneih and Tharashk (s a
prospect few among the dragonmarked eare 1o dwell an

AMBITION'S THRALL

Security and wmbition ure unessy companions at the bes
af pimes. One requires salery, while the other demands
risk. Thaugh Deneih s position in Kharvalre s largely
secure, some within (he house are convineed (hat seeurity
is sumply another word forstagnation. They see the house's
position and wealtl s resources 1o beapan inalarger plan
ot freasures o e hosrded, With e marvial worengh and
established presence neravs Khorvaiee. Deneith could be
the equal of any af the Five Natians ane the master of
all the houses, It eould be Galifar reborn

Those agitating for change within ihe
house holieve that 1 he Hime for a Deneith
dynasty 15 at hand, The house provides
security [er the crowned heads of the Five
MNutions and & substannial prartion af 1the
nabilicy, ps well as impartant membery of
1his Twelve and ihe 1'!!“11]“'.'1.‘”' kod houses
Denrith forces guard Throncheld, wih
rhe hoase holding the throne in neward
thip untila new king ar guern s erowned
Hizw bieiter 1o ensure thay happens than
| seire the crowil for hemaelver™

Beron Breven d Deneith s
aware of 1his mosemeni, barealls
u madness, Taking the throne
and seting House Deneith 1o
rule Khorvare would neces
utsie throwing away cvervihing
the hause hias buili and standy for. Such
et v wen bd pit the house sgains nol just
the Five Manons and the orher dragonmarked
Houses, Py ot # il ly againa the Liha mber
Wthe draconic E'l‘u]::ht:\- were !|1uu‘hl ia be
imperiled, Denenh would be vrrevocably
ruined puﬂlilh even th'r!llnlr'l: the Mark
of Sentinel as & resull

(lthet: members of his howse do nal share Breven's per
spectine I particulsr, Shinmd Deneith (LE male human
rigue 'i'!'Lg_ILIf:' 5 1|!l{n||:||.uk hete 90, @ imbaloere within
the house, heepa the dark dream of congueu laremoal |n
the thought of house members, Though Shirin holids Little
power from his posirion alone, he iva charismarnie ind,
vidual Well '|.|'rui|tn and artiealaie, he has oaed thear H””
vip e (1 e manded sndividuals 1o b, e lasalso foloed
the Blood of Vol, using the cult to grant him sccednro the
Oreder ol the Emerald Claw. In doang so. he tihes o grral
rink MnCE ORI nian within jhe houwe 1'|n|§!:|| tuen agalasl him
it hes actuions were known, 1T Shirin hos b way, his sssocio
tion with the order will nat be discoveved until Braven (s
phead Gr i||';.r|:u.-r|L and he has selzed coneral of the house,

Baron Breven d'Denesth
of Karrlakton

HousE DENEITH
AS AN ORGANIZATION

"The nature af humenkind shauld never be molence. and yet the presence

if the Mark of Serttinel makes an amgement for thit core part of e sature.

W should rejonce in e laie pad i contralling effect on theie force For
without I, who bnows whol Howe Deneith wight pet become? ™

—HKester Shirl. professor of history

af SMorgrave Universiry

Hewe Deneirh i dragonmarked house of humans wha
carty Ihe Mark of Sentinel—the aldent of the human
dragonmarks—in their bloodlines. House Deneith’s
Blademirks and Defenders Guilds provide secarity and
mercenarics lar cliemasthroughout Khorvaire. while the
house s Sentinel Mardhals have special dispensation to
mete out justice in all natwns ngnetory 10 the Throne-
hold Acenrds

JOINING HOUSE DENEITH

The number of characters Denech hires withoul house
afhliation 1s at least equal to the aumber of irue hein
in the house Alihough dilTerpnees in stagis and
benefins divide hirelings from full members,
Deneith respects i hirelings and trents them
woll, Those who stay with the house throogh
long yeary of service are often granted honor-
ary house membership in the end
Haonorary membership gives an individ
ual the same rightsas a regular member ofthe
house, but does not confer that status to the
ind vw idual's spouse ar childeen, However,
an hongrary memberwho igsingle and
well respected has agreater chance
afmarcving into the howse thana
cammon hirellng. MNonhumans
can achieve honurary status, but
#lmost never successfully marry
m inta the family line.
Members of House Deneith
serve L one ol ity guilds at some point
it their Lives, almost without exception.
Thuabligation ehsaces that every member
of the howse is lamilsarwith ithe day-to-day
life ol a soldier or bodygpuard, and makes it
wpusial for o house member to not have
lewels in rogue, fighter, or paladin. Even
Denveith spellcasiees lears imariial skills and
tactics during their time in the house.

ENTRY REQUIREMENTS

Race: Human,

Specinli Mual be relined ro » member of House Deneuth
by bload ar ma Frimge, or mus bir grurled honorary slatus
by vhe house patriarch

Hause Deneith's focus is the safety and security of Khor-
vanrn and (ts sitleena. It employs its members to that end
making use ol their skills 1o protect and seree as necded
Rogues ncl sy scouis, diplomats, and tactical experts in
the tinld. They are especially welcome in the Detenders
Gulld, though they sre common among the Blademarks
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THE HOLUISES

apwell, Experienced rogues aften go on to positions of
IElﬂt'l’.ll'l.iF within the house, thanksto their quick wiis
Fightersare the corn alihe hause, and nre cammon in the
Sentinel Marshaly and both guilds, Paladins frequently
serve inthe Seminel Marshals, where a passion for law
#nd justice is an absolute requiremen

HOUSE DENEITH BENEFITS

House Dencith'’s power 18 obvious 1o anyone who has
ever igen jls mercenaries on |he march. 113 operations
are spresd acrosy Khorvaire, and the house has major
enclaves in each natian

Economirs: Houie Deneith manages coniracts and
reriifeations For the members of 11 g’uilrjs_ including
the negotiation of bonus pay for huzardous assignmenty
Denesth alse undariakes the callection of debis from
Tormer clents an behal§ ol s h1rr_'||hg:u.

Gearr Memliers of the house furnish theirown gear,
bt bath regular and masterwark wenponsand armar can

be purchased Vhreugh the house for 75% of the standard
coit. Houie Deneith alsa cavers the cossaf travel associ-
ated with mportant contragts,

Servicesi Members of House Deneith can request
the services of house puild members for 25% ol 1he regu-
b oy

Access: House Deneath higs arranged for Sentinel
Marshuls 16 have free iransport an elemental airships.
the lightning rail. and Orien caravans during commis-
sion ol 'l1[‘ll-litlllf‘.‘.. House Llencith members alup have
pccesy 1o all house enclaves and 1o iraining at Rekken-
mark Academy

Favored in House Benefits

Members of House Deneith have sceras to o wide range
ol martial benches. The following rable indicates the
1”rr\ 1 [uvurﬁ- n na?!'u-‘lrh |‘||n|"a|rlrr w|||'|. |||r Fﬂv(rrr'd in
Homsre feat maght request

M

Guitps 4 House DENEITH

House Denelth i mors than just the sum of its paris, but
how much mare s open to interpretation. The house
adminisers two gullds—the Delenders Guild and the
Blademarks Guild—as well as the order of the Sentinel
Marshals. Active participstion in ane guild over 1he
courte of an individual s carcer i= mandatory) serving
in both s commanplace. Deneith views the guilds as the
commeratene of ith mission 1o protect Khorvaire from (i
enemies, both within aod withou

BrLapemarks GuiLp

The Bludemsrks Clulld (& 4 mereenary branch of House
Deneith. [t emplays mercenavian from seross Khorvaire
[same agsocisted with Mouse Deneith; some independent
contractors). and guarantees hoth o high level of profes
sionalism and meady work for its hirelings., Denehh's
leadership often arises fram within the guild, and the
Blademarks are considered the core of the house's finun
clal success.

The cost 1o hire a Deneith mercenary depends
on the caperience of the soldier. Hirning fecs may be
lowerin places where Lhere is more competition, such

a4 Sharn
Title Cluzs/ Level Cost/Day
Black blade ler-level warrior Lap
Cirwy hilads 2ad-lovel warvior or [ "
I st-lew=| ﬁghrul "1
lsx-level vogue
White blade JGrd-level warrior ar Igp
Ind-level Aghter or
2nd-level rogue
Ciald bilnde th-level warriar or 11gp

Ard-level Rghter or
Jrd-level rogue

lor higher)

BLADEMARKS GUILD

Associated Classes: Fighter, rogue, warrior.
Associaved Skills: Climb, Handle Animal, Intimi
date, Jump, Ride. Use Rape

DerFexpeErs GuiLp

Fhe Defenders Guild is 8 mercenary branch of House
Denedth. Lt conststs of veterans of the Blademarks Guild,
mosl of whom have ot lesst one vear of suecesaful bervice
behind them. The Defenders Guild containg s far greates
percentage of dragonmarked heirs than either the Blade-
marks or the Sentinel Marshals. ts memberi sre well
respeeted within the hoose, and conildered (o be o vital
part of Deseith's miion 1o defend Kharvaire,

The daily com of hiring a Denelth boadyguaed
depends on the d ragonmark the character posseised

Dragenmark Cast/ Day
Nane, In-level warrior 4ap
Least, lat-level hghter 12 gp
Lewnr. Trd-level fighter 50 gp
Leaser, fith-lovel highter 160 gp

Granter, 9thilevel fighter 450 gp*
Siherys. [¥th-lavel hghter | 500 gp*
*Bodyguards with greater ar Siberys marks are rarely
svailable for hire escept at the behest of a high-ranking
member of government or s draganmarked house. Char
screrswith the Lesdership or Favored in House feats might
be able ta hire grearer- or Stherys-marked bodyguards

DEFENDERS GUILD

Associated Clanses: Fighter. rogue. warrior,
Associated Skills: Climb, Diplomacy. Handle
hnimnal. Intimideie, Ride, Use “-r:lj;rr




Iypical attire for members of the Blademarks Guild, Defenders Guild, and Sentinel Marshals

FAVORED IN HOUSE DENEITH

Dot

Bennfit

One free use of the least Mark of Sentinel; loanof »
1 weapen lor | week; [ree use of |d4 black hlade Blade-
marks for | dayi s lean of 100 gp ai 10% per month?
One [ree use ol the lesser Mark of Sentinel: free use
of 1d4 gray blade Blademarks for | week: one week’s
trmiiiing wi 1he Kekkenmark Academy cat ot a =1
wiopen tor | month

Crne free une af the greater Mark of Sentinel; free use
of a Trd-level member of 1the Defenders Guild (leas
dragonmark) for | week: free use of 1d4 white blade
Blademarks for | week: ane monih's traintng 4t the Rek-
kenmark Academy | loan of & «2 seopon for §| month: gifi
of 8 masierwork weapon (DM's choicel; s public border
erabing for four chardctens without proper papers’
Frev use of & S1h- level membey of the Defenders Gudd
Fiarr O regonmark ) for Free use of 1d4d £ I

ladle Blademarks for | weel. free use ol 8 « 7 asetas for

reguice sdditionsl services 1o 1he Bouwis
atacier can hdave no mare than ane loan 81 4 time.

rinined v vhe DM, See Far

0 Hekkeomark Academy

Characters cannot be flecing prosecution or eriminal

ske them ihe purricw at the ':-r'r.r:r',r.

PLAYING A MEMBER
OF HOUSE DEHNEITH
As a8 'T:t!'ru!-'fl' ol |'i|||1 ki |.“"|:If"||I| ViU |||'-I‘|"'|'1||I||{r 1||"
jmporidnce al duty and hanor. and al the lawy used 1o

govern and mainlaln hose com et Deneiih prriees las

trcal skill and an onelvticel mind, but alsa Che mpUrLatce

of knowing what yaur word is worth—and It treats that
word as though o waswritten 1o hlood. Order and arategy
povern all Your bouwe has 1||1;:-|1 you Trom & young ey

which rules can be bent and which cannot

Cumi}al

Combs it House Deneith Every

hewr, barring infirminy or ather disabdity, 13 schooled in
martial training from a soung age. You are traioned not to

dis s Ay sway feam il Youson i

wer b ol

break the rules of honorable comban il your spponen

requests them. but you won't Rnd voursell hampered by
them :f he doesn's

Advancement

Whether barn into the house ar not, no ane (& consd
ered a iree hear o1 :b'_':l-l_'l' n uniil he Ill- .I.r‘.l i (s 111

one year serving as a Blademark. Ifvou are hired by 1k
o

vl Iwo-syear coniracl i

house _the hrit year of your 1
probatusnary Fo I e | E thei vesr, vou are considered
% il_"\l' "'-"'l-""'ln YOour I|_-|'|-|-|'. §TIEL BFE IEEMIEC] A & ||'|I e
member uf the g led

Tin:..g:. Dencith can he l}: delet iralning cosla or

Arrange specialized raiming for ity members. bouse heirs




conzider It o mark of self-relisnce to seek out training on
their own. Hirelings are expected 1o provide their own
gearand find thelr own mentory, while heirs of the house
can scek training from within, In a sense. the Blade-
marks Guild is the rraining branch of the house, and
even experienced heirs who are no longer members of
the guild wceasionally recurn fora few months o sharpen
their ekills,

Missions

Members of House Deneirh are expected ro risk their lves
for their clients. Whether working as a mercenary for &
minor merehant, proleeing an Aundairian noble, ar
hunting a fugitive from justice across three nutlona, you
are paid w pur yourself In dinger

HOUSE DENEITH IN THE WORLD

'T.Hg- came from nouhere We wiere riging home o e rarriage. and
suddenly o scare of chghed e were ufpon wi, Had Endies d Deoeih an
a’f_l#l:un_'djunr v sutldenly, [ usuld not be ;Pru'irrr:gu-_wu i

—Lsdy Miral (v Wynarn. noble of Moanwsich

HMouse Deneiih it 3 natural presence in almosdt ary ram-
poaign. It hires adventierers 1o protec: the nobility and
rovalty of the Five Nutlona 1o wark as mercenirio for
privaie interesin, or to track down eriminals when Lhe
local law lacks the resourees (o the inelinutiond 1o da so.
v pravides a buili-in seraes of sdveniure hooks 1o keep
characters busy and players |nvolved.

House Denellhwis founded centuries ago lrom g family
of warlords in the ares thu would later beeome Karrnath,
I heywereihe firdl humans ta manifest dragonmarks, and
1the Mark of Sentinel was only the fourth dragoomark 1o
appearin mainland Khorvaire. Theskill of Deneith war-
lords in batile was already well known, and when the mark
appesred intheir bloodline. it only added to their learsome
reputation. For over four hundred years. they ruled over the
area near odern-day Karrlakion. Then warand b eyele af
famine weakened the Daneith leadership and allowed pival
factions ta challenge 1. For nearly two hundred years,
wir arcd atridfe vavaged he land until the rise of its greaten
riler: Karen e Congue o

Earrn was barn and Erew o manhood in the londs
nominally held by ihe Deneith warlords, More than one
scholar has hypothesioed thay Rarsm meghy in fagr, have
heen a member al the Deneiih blood line, +'T|.uugh the lack
of dragonmarks in his descendants makes tha unlibely
Legends tell of how the leuders of House Deneih pledged
themselves 10 Karen even before be began hiv guest fo
power, thoagh their reasons for doing so have been |ost

1o time. Deneith heirs fooght s Karrn's side From the
beginning, and thisanclens link of serviee hvlped shape
Deneith inta the house I is 1oday.

From the founding of Karcnath, House Deneith served
as both defender al 1he realm and enforcer of laws, When
(ralifnr ETEW jo mcdu lthiood and set oul to eeeate b empire
Deneith secved him ws well. Afver hus kingdom was forged
Galilar | pave House Deneith the duty of delending the
entire red lm. anervhiing it jurisdiction bvelald. This new
service made considerable use of the Blademarks Guald
for specisl sssignments borh in end ournide the nation's
bhorders, and the Defenders Guild, to protect mombers of
the aahility and dignitaries. The Seatine| Muavshals were
also formed during Galifar’s retgn, stunding as the king's
right arm bgains enemies of the realm,

Promanan within Denenth is based on service 1o
the house, drawing on merit and seniorty rather than
bloodlines ar Frrmrml favortiim

NPC Reactions

Memhbers of House Deneith are respecied by the nobility
of the Five Natians, who typeeally have an innial articade of
friendly toward o Deneith heirand her sequainiances. Al
thesame time, the eviminal elements of Kharseire desplse
and fearthe Sentine] Marshals, and thus Hawse Deneith as
awhole. Criminalswhe recognize charaeiers sy being lrom
House Deneith have an attitude of unfriendly

HOUSE DENEITH LORE

Characiers wilh ranbs in Knunﬁrligr {histary) ar ¥ mnowl-
edge (nobiliny and rovalty) can research House Deneith
to learn moee aboun it. When a character iuccevids on s
shill check, the 1tr|.|uu-pr|q' lare s revedled , 10 |u|||np" e
informatron from lower DCs.

DC 10 Houwse Dencath is the most marris] of the
diagoinmarked houses, and bas its own army, members
of which are hiired oy mercenaries

DC 165 House Deneith heirswith the Mark af Sen-
tine| are mos desjrabile for mercenary and bodyguard
work, bui ithe house sy unmarked heirs and sssociates are
hlgh]\- irained as well

DC 20, The elite nf House Dencith beedme Seniinel
Marzshely, members aof i he group that ernfureed the law in
ald Galifar. Today. the Marihals serve the Five Nationas,
and they are thy only lorce thar can cross borders in
Flll'\ull of thake whn hrnuh Ihr- !aw.

DC30: Chursvters whe achieve thas level of suveess
can bearn important detalls abour House Denedth in your
campaign, ineluding history. natable members, the areas
where o operates, and the kinds of activities o undeciakes

Pﬂ

SENTIMEL MARSHALS

The Sentinel Marihials sre an elite law enflorcemen)
crder sdminisiered by House Deneith slnce the rule of
Galifar 1 and ul'll'l.rlll an a muliindtiodanal Faree under
ihe Treaty of Thranchold. Only the most trusied heirn
of the house are hanored with a posttion in the Sentinel
Marshals, either ufrer serving in hoth the Blademarks
and the Defenders Guild, or by special dispensation of

the house liee the Denelth warden prastige elans on page
106). The Sentinel Marshals are elite agente suthorised
lo enlarce the law acrom Khorvaire secarding 16 the
needs of regional authorities, and they have permission
to ignore borders in pursuit of fugiives. They are never
Iul]lul'l}.rd L] *ltru* Ihr‘ lrlw. bt are held seaimn nllhli anly
o the Five Nations ek a whole.

M




HOUSE DENEITH'S HOLDINGS

Although House Deneith has enclaves across Khorvaire,
it seat of power tsin Karrlakion, |ust across the river from
the Mournland. Sentine] Tower ts Denesarh's aneasiral
home, named in honor of the mark 1ts members bear,

Depeithy families ofien sepd VoML T ket rs Lo e Fos-
tered here aschlidren, creating a cdnnection that lasts
the rest of therre lives: The Towsr 15 the headquarters
for all Sentimel Marshals, who return whenever their
IFSIETIMEnts permit.

SBealine] Tower [y anandieni keep, reputedly older
than Kerrnath wseli. Ie has undergone extensive expan-
sion aver the vears, hoth lor defensive purposes and
o arconunaadale \'_-l"_ll.'lwrl:l erl‘lll1 I|||-:‘ h-:}llS!;. F.\-e_-rl nf s
current s1ze, Sentinel Tower cannot contain Deneith's
snvire complement of howse membersand hirelings, Asa
resull, Barrlakton is Blled withtraining ageas, barracks,
weapunsmiths, arvmorers, and taverns to serve the needs
af the tower

In addition to Sentine! Tower, House Denenh helds
barge encloves in Sharn and Korth twhers the impressive
fariress sprawly over an entire hilliopl as well as escares
in Flamekeep, Newthrone. Pylas Talaear, Siarmreach
Taer Valweslas, Tlrrlislll_u‘:l'r ane Varna, More out-
posts-can be found in locaions throughout Khaorvaire.
weluding Bhukaan Drasl 1o Darguun and Graywall in
Drcaam bwhere Densith kﬁl'l:l.s i low FI:I'UhII'- an the shadow
il the prominent Tharashk enclavel. Members of House
Dendirhare alio i he protecines of Thronehald, and make
up the elite unil of Throne Wardens charged with pro-
tecting the Galifaran throne,

MEMBERS OF HOUSE DENEITH
IN THE GAME

Hnu;n: Dt‘rh‘l”l 1% an nxl:e”r:nl ﬂ:l for r‘]r:lguluhu rhed und
unmarked characters alike. Because it hites so exten-
swvely Trom outside the house in the Blademarks and
Defenders Guild, PCs can econtract for mercenary work
through Deneith without becoming invelved in house
politics. DMs can take advaniage of the types of contracis
Deneith has available to motivate players and give them
dirertion Howse Deneith can also provide solid reasons
lo move eharactersaround Khorvaire at o whim, follow-
ing their clients from the jungles of ' barra to the cogs
ol Sharn, all wathina ‘5""'5:-"' campaiIgEn.

Adaptation

Ay oa boman -centered warrior grouf House Deneith can
find a home in almost any campaign setting. Even without
ithe Mark of Sentinel. House Deneith's noble background,
weallh, and sirong martial teaditions eouid make it the top
miluary foree 1y the world, Inoa game thar focuses sirongly
a1k \]l-.“nl':ll.n-:l s it ber i han warriors, the house could call For
characters to work as elite mercenaries and bodyguards.

Sample Encounter

Astmple way to encounmter House Deneth s to run atoul
al members of the Blademarks or Delenders Guild in
the commassion of therr duties. Allernatively, charucters
could And themselves recrivited 1o help Sentinel Mag-
shalsin prursutl at f'ugilwf‘.\. (51} |'|:"|I|!="!|I seek o hive onowilh

the Blademarks az a reliable way to earn some coin,

The Dencith enclave

in Korth
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Endira d’'Deneith, a Sentinel Marshal

EL 8:Endirad'DeneithisaSentinel Marshal operat-
ing out of Flamekeep. She takes her duties seriously, and
is currently seeking the would-be assassin of a Lyrandar
viceroy in Aundair. Endira is recruiting individuals 10
journey to Thaliost and flush the criminal out of hiding.

ENDIRA D'DENEITH CR 8
Female human paladin 5/dragonmark heir 3

LG Medium humanoid

Init —1; Senses Listen +2, Spot +2

Aura courage (10 ft., allies +4 against fear)

Languages Common

AC 17, touch 9, flar-tooted 17
(=) Dex, +8 armor)

hp 53 (8 HD)

Immune disease, fear

Fort +11, Ref +6, Will +9

Speed 20 ft. (4 squares) in half-plate; base speed 30 f1.
Melee +2 longsword +11 (1d8+4/19-20)
Base Atk +7, Grp +9
Atk Options Cleave, Power Attack, smite evil 2/day (+2 atcack.
+5 damage)
Special Actions lay on hands 15 points/day, turn undead
6/day (+3. 2d6+5. 2nd)
Combat Gear 2 potions of cure light wounds
Paladin Spell Prepared (CL 2nd):
1 st—detect poison
Spell-Like Abilities (CL 9th):
At will—detect evil (CL 8th)
3/day—shield other
2/day—protection from energy

Abilities Str 14, Dex 8. Con 12, Int 10, Wis )4, Cha 16

SQ strong aura of good. house status +3, special mount

Feats Clcave, Favored in House* Least Dragonmark (Mark
of Sentinel), Lesser Dragonmark (Mark of Sentinel)®,
Power Attack
* +3 on all Charisma-related checks when dealing with

members of House Deneith

Skills Bluff «13, Diplomacy +17, Disguise +3 (+5 to act in
character), Gather Information +13, Intimidate +5, Listen
+2, Sense Motive +13, Spot +2

Possessions combat gear plus +1 holf-plate, +2 longsword

Hook "Run if you like, hide where you like. Where and when
I take you down makes no difference to me.”

HousE
GHALLANDA

"You look at me and see a simple innkeeper, harmless andjolly. But I know

five places where you can find dreamlily in this city. ] know two members

of!ha rgyaffami!y. And [ know a man who would kill you for o cul of the

sitver in your purse. People underestimate my family . . . and that's the way
we like it. Now, freshen)our tal?”

—Torish d’Ghallanda,

owner of the Lonesome Dog Inn

Fine food. a comfortable chair, a mugofale, and a roar-
ing fire: These are the treasures of House Ghallanda.
The blink dog seal of the house is a beacon for the weary
traveler. When stamped on the trade sign of an inn
or tavern, it promises reliable service and reasonable
rates—but there might be more to this simple inn than
meets the eye. House Ghallanda goes to great lengths
to form bonds within local communities, and Ghal-
landa heirs take pride in being able 1o acquire special
services for valued clients. The Ghallanda innkeeper is
not a spy, nor does he solve crimes. He knows the word
on the street, though. and if you're looking for tickets to
the Sharn Opera, a discreet bordello, or a trustworthy
djviner, he can help you.

Though Ghallanda is known for its inns, the house
has other holdings. Ghallanda landlords offer long-
term housing, and the master chefs of the house prepare
meals for kings and queens. The wealthy of Khorvaire
vacation at Ghallanda resorts and gambling halls, while
house decorators have helped to establish the aesthetic
of the modern age. The heirs of House Ghallanda might
not be as impressive as the arcanists of House Can-
nith or the warriors of Deneith, but it is dangerous to
underestimate the power of thishouse. After all, many
an adventurer feels more loyalty to his bartender than
to his king.

THE SIGN OF THE
HEeLprul. HOUND

The Markof Hospitality manifested among the nomadic
halflings of the Talenta Plains approximately thirty-
two hundred years ago. For those accustomed to the
hard life of the plains, the powers of the mark were
a boon. The halflings knew nothing of the draconic
Prophecy, concluding instead that the marks were a
divine blessing, and that those so blessed were obliged
to use this gift to help others in need. The majoricy
of marked halflings chose to follow this call, coming
together (0 form a new tribe. A number of ancient
Talentalegends involved blink dogs helping stranded
travelers, and the tribe drew on this tradition when
they adopted the name of Ghallanda, a Halfling word
that roughly translates as “helpful hound who appears
where needed the most.”

For centuries, halflings of the Ghallanda tribe
roamed the Talenta Plains, offering food and shelter to
the needy. They sponsored glorious feasts for the heroes of
the plains, standing apart from feuds and tribal conflicts.



The helpful hounds were welcome in every camp and
assisted people of all tribes.

THE RISE OF HOUSE GHALLANDA

Karrn soldiers first explored the Talenta Plains when
Karrn the Conqueror sought to spread his rule across
all Khorvaire. The Talenta halflings were puzzled by
these large and unwieldy ¢reatures. but the Ghallanda
tribe had vowed to help all who were in need. Soldiers
returned with tales of little people using magical marks
te conjure food and castles from the air. These tales
intrigued the other dragonmarked families, and House
Cannith and House Sivis organized a joint expedi-
tion that led them to discover both the Ghallanda and
Jorasco dragonmarked.

Despite their aliruistic traditions, the elders of the
Ghallanda were no fools. Even those who desired to leave
the plains and explore foreignlands did not intend to do
soasservants. Theyagreed to workwith the other houses,
provided those houses would help them find a footheld in
their Jands. After much negotiating, House Ghallanda

was born.

GHALLANDA IN THE MODERN AGE

It took same time for House Ghallanda 1o spread its
roots. Many humans considered the halflings to be
cousins to the goblins, who were largely oppressed and
enslaved at the time. The Ghallanda halflings had often
served as mediators in their homelands, and they used
their skill and charm at every level of society as they
carved out a niche in the young Five Nations. During

The fl.a”fing.\ ol House (hallanda tend
[ 8 weary .Hj\'f.'f]ll] |'f.'rl‘.1' EVETY I]i."""d

the conflict of the War of the Mark, the Ghallanda half-
lings proved their worth by supplying and supporting
dragonmarked forces in the field. This effort gained
them the support of the other houses and secured their
place among the Twelve.

Over the next thousand years, House Ghallanda
spread across Khorvaire, and today it is one of the most
trusted houses in the land. Though some claim that
House Cannith caused the Day of Mourning, or blame
House Deneith for the Darguun uprising, few people
have harsh words for the halftings of Ghallanda—at least
as long as the ale is flowing.

HousgE GHALLANDA
AS AN ORGANIZATION

"Home is where the gold is.”

—Ryla d'Ghallanda, Sharn socialite

The halflings of House Ghallanda have long deminated
the hospitality industry by means of charm, skill, and
dragonmark magic. A majority of the inns, taverns, and
restaurants of the Five Nations are licensed by House
Ghallanda’s Hostelers Guild.

JOINING HOUSE GHALLANDA

Although some other houses seek exceptional talent or
skillsin nonblood members, almost any halfling who can
win the heart of a Ghallandaheiriswelcome to marryinto
the house. In accordance with tradition, no heir of House
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Jorasco has ever married into House Ghallandn, bul on &
few rare occssions, halfllingawith sbercant dragonmarks
have married Ghallanda beirs—a praciice thet would be
o1l but ampossible in soy other dragonmarked house. The
vasi majority of the members of House Challanda have
MNPC class levely; those who have levels in PC clasies are
often rogues, bards, wizards. scouts, of swashbucklers
The swashbuckler class (fram Complete Warrork 15 common
in Khorvaive, eipecially in the cities of the former Five
Nutions. Scouts Lin) roduced i Camplete Adventurer) were
found among all the armies of the Lasi War

ENTRY REQUIREMENTS

Race: Hallling.
SP-.-.cEq'l- Muhl Iif rvl_-|.'|ll:|:i bia |'|||:|r|1|rr oot ”L.‘Juur
Challands by klood or merriage

Membsé s of House Ghallands commaonly merk it one af
the house s bouwnd butinesses. Eapertv. commoners, and
magewrights peciorm the eserydoy inshs of the house,
while rogues often werve as bouncers and securuy con
wiltanits. dealing with threats av quickly and quietly as
possihle. Bardoani rogues alsp wark o help the ouse
esvabilish and maintain itsweb of connections, mabing
contacis among the nobility aveanly ss amaong the erimi-
nal upderworld

HOUSE GHALLANDA BEMNEFITS

Challenda's plowes In not measured o | e same scale oy
Cannith's ar Kundarak's, butl house nll-rrlhrrﬁllirl pro
vides a number of benefits of use (¢ adventurers

Economics A Ghallanda hear in good standing i
weltame at any houss business, normally recsiving 2 50%
discount on lodging, feod, and sther goods and services
An i‘lflr il &8 d.es'.u'rlllr slale Can redeive free fc-ud u]l.l.‘i
lodging. though he and any companions are expected 1o
rarn their krr|! thraugh lebar,

Informailon: The greacesi henelis of Ghallands
rnrm'l'rrnhqr I-tllqhﬁ well be the netwnrk of commubica
tion that thrives 1|1I'uug'hl.'|u.!. the house, The heirs ol
Ghallanda o 1he COmpany ol Tamile and Mmiends. and
they love discussing gossip and local news, House mem
bars cam gain invalusble mside inlormarion on nohley,
criminals, merehants, and common ok

Favored in House Benefits
A gsimple favar check can grant & character and his
companisons 4 night’s lodging, but Ghallanda’s saeal
connections are sometimes i1y muet uselul tools House
Challanda's information s acquired rthrough connec-
tions with guildmasters, eciminals, nobles, and the like,
q\.q_l!.ll.l-l.nl!ll i arhive |r|l:r||JRc|l1.'r Kol ||rrni[:: Asapuch, the
LM might decide that Ghallanda simply does 101 have
access to n particular piece af {nformation

The following table indicates 1he types of lavors
3 Ghallands characier with ihe Favered in Flouse feai
I'rll.ghl Fequesd

FAVOREDIN HOUSE GHALLANDA

DG Benel

10 One free use of the least Mark of Hoapitality; »
night’s frea lodging for four charseters; use of
kouse comiarts 1o gain & +1 cireumstanss honus on &
Gather Information cheek 4 lonn of 100 gp st 10
per your'

15 Onefeee use af the lesser Mark of Hospitaliny; an
miradusiion ina wr”-]ﬂnrrli Rlllld’ offeinl, whijlled
eriminal. arsimilar NPC. on invivmion v s galn
evenl: die of houss conmtacti Lo galn & =B oircum
stance bonus on a Guher Information < heck

20  One free uie of the grester Mark of Hospuality:
free une of u 3rd-level member of the Honalers
Gutld (least dragonmark) for | week; an intro-
duction te s erime lord, gulldmaster; or similar
NPC; 4 chanee for four chiuraciers to sttend a
royal hanguet s servania; uie of house contacts to
gein & +5 circumstance bonus on & Gather Infor-
mation l:]'l!th

15 Free uae af a dth-level membar of the Hostelers
Gulld Uesser deagoamark) for | weeks gy laellp
{iom b a rov | ':lunqulrt foar [aur chersciers; wie ol
houne contacts to gaina + 1 corcumaance bonus on
s Gather loformation check

VI & requesied lavor pnvolves an lhrqﬂ o dongerdus sci

iricrease the DE b 5 Favors with DCs of 20 or 11|!hr|

il ways require addational wervice Lo the house.

LA characier can hase o moee Lhan ane loalk at & Lime

M

Guitns 18 House GHALLANDA

I'he f;l]u”.-“n‘n. il loa PO e ol 1||.1.n]|n. and ﬂllilqi
inspeciars ensure that licensed and bound businesses
muiniain the sandards of Lhe hoiise

Tue HostevLers GuiLp

The Hostelers Guild encompanses all aspects af the
hospitality industry, frem food (o lodging and legal
gembling. In addivion 1o thoss euablishmenns owined
by the house, 1he Hostelers Guild iocludes hundreds
of licensed businpsees, each independenily owned. The
Hustelers Guild hits elose ties withk ihe Shadow Network

ol Hauwse Thuranni and ike Entertalners and Ariisans
Guild of House Phiarlan. using these gullds to sequyre
enteridinment for its businesses:

HOSTELERS GUILD

Associated Classes: Bard, commaoner. evpari
magewright.

Associaved Skills: Blull. Diplomacy. Gather Infor
mation, b nowledge (local), Profession. Sepse Muiive

M




PLAYING A MEMBER
OF HOUSE GHALLANDA

Your house hai Hile tradiion of adventure. You weree
ruived 1o apprecinte comlori, conversation. good drink,
and hot feod—neot 16 wield & blide ar amite enemies
with farce and lire. Do nel make the casy mistake of
assuming thai all members of your house are good or
aliruistic, however Socisl connections are valushle
tacli, and the man wha ik Iriends with the erime lord
the merchant, and the bing has | hree powerful weapons
for dealing with his enemies. You mighe be s charming
and wilty fellow who loves nothing more than & good
chait—or you might be & caleulaning individual using
your family's veputniion to help you win alles who will
serve you ate day,

An a member of Howke Ghallands, you need to
decaide what has drawn you lo adventure and away From
thie comlors ol hame. trhnps the tules of the Wandering
Inn il you wirh o deslee 1o escape the cities and 1ese your
skillw in the wilds Perhapayou intend ta open an mn of
yuae awn gnd wre adventuring to ralse gold—rhough by
the time you earn U you might find the Tife of the
lvnkeeper too dull for your tastes. You could
be an enthusinntic young cook vn a guest
1o scquire 1he culinary secreis of other
culturssand ages. Like many Ghallanda
heirs., you mighl sdveniure simply ta
meet uselul contsets, whether in the
ifteeeiis af the house or lor your own
perional gain

Combat

Diplomary is ihe preferred weapon al
sour housr. When words Tail. a
UGhullanda hesr tries other
iricks befare resort ing

to combar: & awift sneak
witark with s sap. parsivtic
I.ll.!,\.l)l.l I o4 '.!.’J‘lh.. Uy an
appeal to those nearby 1o
help contamn the prablem
House Challanda escablnh-
ments dsually have bouncers,
bu| these guards vome from no
single sourece. A Gold Dragon Inn
might be protecied by defenders
tram House Deneith, an agre attached
iv House Tharashk, or a Talenta Plains

burhuetin, Many Talenta tribes owe ancent debis ta your
house, and they accasionally ehoose fo repay this debi
by proveciing Lheir weaker kin

Advancement

rhl‘ ﬁ!*r 'I.TPP (8] I‘I‘}Illg i Ihl“ |ﬂr|h‘ r'l{ I-iu'liﬂ[' Lllrullllnlt“
i to have an interest in doing so. Most hesrs o more
concerned wilh rurining their own inna wnd restaraniy
than overseeing the international alFares of 4 dragon
marked house Develop your conversational sk ills (BIGTT,
Diplomacy. Crather lnformation. and Senwe Maotivel in
addition fo one or more Profession akilly You mus
learn to master your emotions, and 1o approach ather
with disarming warmth regardless of your wrue feelings.
Agenis of the house are evaluated on remperameni is

Baron Yoren d 'Ghallanda
of Gatherhold

well as taleni. Ghallands bunks on e reputation for
hospuality. and an unfriendly hallliog won'i rise far in
the house.

Missions

As an agent of Ghallanda, you will often be saked 1a per-
form favors for house allies. thyd srengchening ehe ties
between you, On Mol, you might help & merchant deal
with a band of extortionisis; on Wir, you could be seni
to collect rare components for an intfluential wizard in
the local cirele Tt is impossible (o predict what mission
a particular doy might bring.

HOUSE GHALLANDA
IN THE WORLD

“When poi s g digyian povtel, oo sawe ko whied g Il fnd

_ynur el n'u‘r_liI ”Jr_lf ] ul.l'rul | Ji*r n!mur the Gald U Fagon Tnn (M ;ri}u

ovigh fiodd o hastel with saffer polluws o fargee beds 1 pou know the toan
You might get lacky Bl when pouw anly have goe sgght ' Wh the Gald
”.l‘(ré'-:rﬂ._ i kv |r'iu;r|'r_|'||:r wtand

~Canwus d'Creien, bound vourier

House CGhallapela 18 one of the moil widespresd
dragonmarked houses. [t maintains enclaves, but
noton the seale of 4 mussive Cannnh torge-
hald ar wne of the Phiarlan demesnes
Instead. His lamilies are ppread across

which can serve as a ta mparary shelter
for awandering heir. More than any ather
house, Ghallanda v 2 ubiquitous pres
ence in the warld. Even ol a village doesn’t
have a tavern vun by an sctusl Ghallands
heir_ ihieres s deceni chance it hos
a Ghallanda-licensed inn or
howel, even in Darguun or
Drosam. Adventurers who
build & relavenship with
the Bouse can find allies
acrosk Khorvalee, while
those wha offend an mn
keepor do so an their peril. &
Ghallands bartender might nat
pose a phiysical threat, but the con-
versations he lins heard and the friends
he has made give him far mare influence
than an adveaturer might expect
When Ghallanda spreed 1o civilized
lands. it adapted the dragonmarked Kierarehy ssrah-
lished iy House Siyis und House Cannith, Every region
iv governod by a pouncl of viceroys, and Patraarch
Yaren d Ghuallands (GG male halfling expert 3/bard
4} Ivaidd the house fcom Gavherhold in the Talenta
P[qlrll ne of ithe 1‘:L|4‘|Il1rn al rhf ln_ulh-‘ [ Fl‘l.:'ll VL -
reasys wlten maintiin businesses of 1their own. Yoren
himsell i 8 masier chel, and apends almest as much
time in the kitehens of hisgreat hallas he dorsin the
councll elismbers
Unrhe Plains. on older hierarchy endures in the
form af ithe Wandering lnn. The Ghallanda halflings
who make up ihis traveling farr follow the ways af their
tribul sancestoms, providing s nomadic place of refuge fur
the Talenta halflings living ouiside Gatherhold '« walla.

hundreds of inne and hostels, any of

CHSNOH AH1L
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[hangh ithe Wandering lnn aeldam leaves the plains
imuall splinver groupl careying on it teaditions liave
been encountdvad in Q) bakrn and Vilensr in recent
yealrs, luies are evon torld ol weary adweniurers fiesing
the Meuwrnland whoa have itumbled upon & "'u',g_'h-' i
il the Wandering lnn and i e wafety ul the Meordenbasen
frcrnit mardidn Inslde

The Wandering Inn i largely isolated from e

Hapni
main hoase. | he halfli ngs dlthe ino abhar the ideas of

H'.“.I|-Il'1 if liFs l-|-|=-." h'-.l--‘ Meirs lJ-iJ"\-il'J-" (Nt i||-|"u

drved P i

alien ronsder the Life of the Inn 1o be ros

[iard, Yoora half] INpELare snmel imes drawn (o rk}lhprr
the path on the appoasile ilde ol ithe havee I!u-n!;:h and
these ambassador, |u-¢-|- ithe bonds between the lan
and the main house sitang

Challendas kil s hawe aever boibiered with famels
nurnes | ‘1|1|:||;|'r| ihe -;|1'|;i,l"|r'.,u| il landa tpribe was formed
fram dorens of diffecent families, the names of thiese
orighal i thes were abandoasd within a generataon ol

the Mark of Hospitality s ficur appesrance

NPC Reactions

Thouph people are olien ford of the Ghallanda haldlings
anicl

they deal with on u v gular basis. beirs af Ghal
ypically receve an indifferenn reantion from meang
ers. Because al the irang ecanamic fles between the
houses, memhbers sl |||;uat- Phiwrlan, House | huranni,
and House Joravco are often friendly toward heirs ai
CGhallanda

The presence of the Wandering Inn means thst
heirs ef Ghallandu are usually weleomed by the people

ﬂ-ﬂy from the Wandering Inn crosses the Talents Plains

al the Talentas Plains. An heir of Ghallanda can Impreye

|||.-|I |1|Llll.:||.']t' I.]!.Ill\.l'll.l.ll' LIT!J!'.'I.'IH”.I.. 5 JI1L|I” =l r |.|.'-.u|
halflings by ane category by ravealing her dragonmark
ar aflés g ard o 1he iribe i EtOrimaicessnd o F;‘l..l.ru Fass
abnabed thintrusl in the past, b the viceroys of cthe howse
amid Hhe elders of the Wandering lon go to preat lengilis

toseek out and poadish such dishonor

HOUSE GHALLANDA LORE

Charariers with ranks in l'\.,r:.-u.!--dg.u (inesl Talenia
[II..II!H:'l_II i‘:ncwirllql":n-:'rh:ll‘.\ .|I|.|i. |'f":l\ril.|||'hl:' ER FEIEDFT ||
Huousre Ghallands 160 lesrn more aboat 1. When a char
aciet sucerrds an s abill chech. ihe I:]:I-I-H'.E lore 1
revealed | mi !l..l.irlh.' the informarion Moo lower DCs

D I0 The 'rl..l..l||r|_|._[~| ol Biguse 1.:|:|.|||u||r|;| rpe rafe
FavEr s, 1mNs wird .IHFI_Ir'l\.. T.|1I"if' bBusiiesses carvy e
shadow ol 1he rln:.: the Ghallands seal

DC IS Ghallanda ha Hinngs have the drapommark
of “---u'..u'_;iu-. They work with food and ran even
create W magically Some pewerful memhbars of Ghal
liﬁl!ldll Tin |'H|'I_||l|'r' '||I1'I[':'.‘"- |I||I'hl nE 5EQNE |'“'||i:_E"Z"F oar
imviaible ennt les

DC 20, House G ha

most peaple believe Innkeepern make numerous con

Hands has more influence than

nections, and often knowwhere vo find hard tooper, even
|E:|.'gu| L1

DC 30; Cheracters who achieve ths level of sucesis
can leain i mporiant derwils abaur Hoose Ghallanda in
YORY Cdmpaign: ing |||.|.1|1".; history, notabhle members,
thearéns where 1t tparates, and the kinds ol accivities

turdel i akes



HOUSE GHALLANDA'S HOLDINGS

House Ghallanda's aldest and most importani
enclave is the grenr hall of Gartherhold. onthe
edie af the Talenta Plains. Located an the
eastern shore of Labe Cyre, thuares haslong
been a border between the Five Matlony and
the eastern wilda Inthe ufiermath of the
Day of Mourning, the hall became & haven
for the adventurery and scholags exploring
ithe =astern Mrnl.rhhm{

Gathechold s an sncieint clifl dwel]-
ing, TNilled with tunnels and waree na
earved into the rocky hills thet run
11:1:1! the lake, Parriareh Yoren
pmudr- over & greal hall ai
the center of the tawn, but
House Ghallands miainiains
the entire commuhily loy
the namadic 1ribeswho come

and go with the searons

MEMBERS OF
HOUSE GHALLANDA
IN THE GAME

T|1n|.||,:3| Howuwe Ghallandas does not
ruti every (nn or restivurant, the cheerful
halfling barkeap s o common Asture in
central K horvaire. Inthe wild regions in
and wround the ploins. adveniurers might find sssistance
from members ol the Wandering lnn. Wherher in the
phabnsor the civies, Ghallanda NPCs con make the quaet
mame iy by e ban of laveldss more memorahle [Fyou
dan't have time Lo come up with o dutinetive hastel far
atown the party passes through, the Gold Dragon lon
inthere for you: Wanea Litile ealor? Throw ina Talenia
troop perlorming o tradivional dance—with clawfeet 1n
the set

Fhe bause's snteren in networking can make a
Ohallands beur o valuable toniact For PCs, ITthe char-
weters manage to earn the friendship of a Ghallanda
innkesper, they might discover s connection to the black
mlrtrl. alviend al the cll.'l'[.!ln ofthe ciTy Eu&rd, Gran
ervay capable ol arranging s meeting with the mayor
However. an innkeeper who does favors far the party
ivpically saks favors in return. often on behalf of his
oihei Frienda

Adaptation

By defauli, Howse (Ghallonds has litels jrireredl in paarwer
for s own wke. but the howse could be 3 more sinister
ferce in the woarld if i serves the needs of a campaign.
House Ghallanda mainiains criminal contacts that
mighl leverage inio conitol of the underworld. When
aviaiiins begin targeting dragonmarked viceroys, wus-
pitiun naturslly falls on Phiardan and Thuranni—sa
that noone LTTEY T T Hiuwe Ghallanda 15 hinally mnlnng

e move

Sample Encounter

Encouniers with a House Ghallanda innkecpers and
tavern masters are plentiful in an Eberron campaign,
bl just as miny Ghallanda helrs work behind the scenes

Ryla d'Ghallanda,

a dragonmark heir

as behind the counter. Ghallinda is
a wealthy house, and its members
have parlayed the commarcial suc-
cess of the Mark of Haspitality Into
other argas: brokering inlormation,
itnvesting ipb cxpeditiant of explo-
ration or intrigue. or bdying and
selling the relies thavan adventuring
party collects,

ELS5;: Ryla d'Ghallands lathe daugh.
ter of the founden of the Dragon's Hourd
hally, one of the wealthiess hranches af ihe
house Though she has earned a reputstion
as a spoiled and vapid youth, Ryls is more
tapahle than ahe appean

Her parents hawe @ greal

deal of influence in the

house and couwld be valuable

allies or dangerous enemies

for the PCs, Ryla mighi turn

up af an exclunive parey where the

advenlurers ate engaged In delipaie

u“drrcu'ﬁf‘r ““rh nr hhl" Illuld .IL'F an

interest in the adventuring life and stow
away on Lhe PCe nest expedition

Ryla typically wears ap amulel her
mather haw imbiued with refige. As sueh
she can escape (F the sltuation gels 100
dangeris

RyiA D'GHALLANDA CRS5
Female halfling aristoc ral $4dragon marck bl @
NE Small homanod
Action Poines 5
Imit +4: Senses Listen =1, Spoi -1
L:Ingungrl Clammon HII”ITLH
AC 19, 1oueh 15, flat-foated 15
(41 size. +4 Dew. +&4 urmaor)
hp 30 (6 HD)
Fart «& Rel « 11, Will o8 (10 wggainni foar)
Speed 20 f1. (4 sgpares)
Melee mwk atlverad shoet sware <5 0 ldd=1/19=20)

Base Atk =4 Grp |

[:uml:-l ﬂtar fravtiom n|! sure miderdbe eaunda rr'hlld |l|f m_{h*'l

ifilpmidis
S‘Fr"-l ike Abiljiies (CL Bih)

1-':!11—]‘.-111htl‘l‘ll;l.h-i: Wi WA

1 fday— L romuond i wcure ibi flie
Abilities Sie A, Dea 1B, Con 10, Ien 10 Wis 8, Cha 16
5Q house status 2

Feats Favored 1o Houve. Heraic apirie. Lean “ljﬁu)l&:l‘ijli‘

IMark ol Hospialitg) Lesies Dimgonmark (Mark of
|'fu|.i'|1.l.q|||.+.|'

Skills Rluii <12, Diplomacy «12. Gather Informarion =5,
Handle Animal =5, Hide «8. Intimidaie <8, Knowledpe
{Jor_qil-ll hrlulhlrﬂ:l‘  rvenbai iy lI'IJ.ll'l.'I'!.-IIJ',:' efi Lisien =1,
Move Silemly «b, Perlorm (dance) <8, Kyde =8, Sleighs
ol Hand «b

Possessions rombal gear plus bacer of ormse «d, masierwork
vilvered short sword, llumr'.u rave lunlk uflnuhm" vl wrouled

tmbued with nfuge. glamerwesve nohle's outfi

Hook "Would you recogrize fach o ol i Bt yau®

SHESNOH 9HL
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JOrRASCO

"Timne atome will mot heol your friend. §'wostd tery much i to belp b,
Bust | e beswsnd by vy nath, Do yow: wih to ey new, or shafl we wait and
i if th motieg cure Fviges his firm furthér?™

—Diraz d’|orasco, healer of Desthagate in Sharn

HousE

The hulflings of House |orasco hold the Mark of Healing,
and theirgood works bave taved counileas lives, They heal
I]'H," Ill’L and the d'\ imE lhd Flruillil’ l.'nm‘uh lnd lflpilf
for those whom even magic cannot eure, They often wark
hand in kand with House Ghallands. giving travelera
sccess ta healing and aid even tn remote areas. By those
who owe their healih or Life 1o the Mark of Healing,
Josrmnca s mame (& pea bed.

Althe same time. |erasce is not d charty instiiution,
Avadragonmarked houte, li is sn economic pranghald
of epic proporiions, offering s services to all who need
themm—and are able 1o pay. This mercenary npproach 1o
succar rubs many peeple the wrong way, howeyer. particu
larly the poor and indigent who eannal afford o healee’s
servicon regardless ol need.

WORLDS APART

Like ste sibling House Ghallanda, House Jorasca was
born onthe Talenn Plains, Unlike tho Ghallands half-
lings. House |arasce long ago shilied i fogous from
the ways of trabul [ife 10 the cosmopalivin tradations of
central Khorvaire Toduy, Joresco haltings have linle
or no connectian io the wars of their nomadic anees-
tory, gnd are fizmls enirenched vn the Illr1.1f|r ol the
Fiee Mations

House Jorssee has long heen established as the pre-
eminent source of healing in Khorvaire, having skill-
fully pushed the tnmples of the Sovereign Host and (he
Bilver Flame aut of the healing business centuries ago,
I'he advent of ihe Lo War saw Joraico healers spread
sétans the lenpih and hreadth of the eanlinent. Remain-
ing vtesd fastiv newtrel 5l lowed the howse 1o serve all sides
in tha eonflict, providing mundane care for soldiersand
magieal healing for the ofhcers who divected the war
_FIJI'H 80T ||.4-.1.|E'l". asslnfed |n 1H'|iI-0|'!l.||.| ||1|.1|rur? UEJETJIIIII'I-I-
and engaged 1 joint miisions with House Ghallanda,
affering respite and healing for the wounded—away lrom
the frant lines

Even aficr the Lasvt Wars end, Joraseo still ccaps the
benefins of char dark conflicr. Thawe who were broken
i buttle require o Hfeiime's care naw that the war s
aver—aiid sueh care i House |arasea’s ypecialty. Sinee
the pnd of the war: the houase has expunded the number
al anelaves and healing houses 11 runa by neacly arhird
including opening itare -hnanced centers forveterans of
the Last War in sach natwon

THE PRICE OF HEALING

Initinlly, House Jorasco waa the Jorasco teibe, o colleciion
af related family lings, Eschewing the basle-hardened
traditions of the Talents tribes, Joraseo halllings carned
their keep through their skills sz healing: (rom mid

wifery. wo patching up wounded warriurs, to helping euse
the dying nlong rheir way. Theirskill would ke paid for by

the recovering individual's family or tribe, an exchange
of giflis and services that was the expected conveniion of
Talenta cufture

When the Iribe became o house, the dynamic changed
In foundiog the house and estublishing its headguariers
in Karrnath, Jorasco spon found itaelfin debt to Houe
Cannith and Howir Sivis—debi that ealled for |arases’s
services La bie repaid in coin. nei kind Intme, | he heal
ers of [orasco were operacing on # w1 sphedule of fees and
asking for paymanit In advance

Thas initial fee schedule wan designed 1o suppuot)
the healers of |orssco inoreturn for the time they speni
cartng for orhars. As the house becime more vuceesaful.
hawever: payment hecame less about survival and more
whoul profit, The Korth Edierd codihed this atustion
in & way, preventing the houses from owning land anil
forzing them 1o focus their fortunes in gold alene. Since
that time, |orasco’s mission af heallng has always been
balanced by the house's passion for prohit, a vealiiy thn
angess thowe most in need of Jorssco’s gifts.

HOUSE JORASCO
AS AN ORGANIZATION

“Here at Reslpn Howw, we endeconr b seror our guesty with courgr,
pnmpwassian. ard canideralion for ihoe aead aod feelings. We hofie that

porud fread ok shp teoupurirtice and hal pos wll reurn whensusr b ooy

irne it
=Cinde of Reslyn House,
a Joravco healing house and enclave in Newthrone

Huuse Jorasen js g dragonmarked liovse ol halflings who
earey the Markof Healing in thelr bloodlines, The howse
provides care for the sick and injured across Khorvaire
lI'|l:|. L1 B TAPE adventurer whio doet nol come uniles

_‘UTIEE'D Care al pome 'PC"]I'I! m "l-rF rarcer

JOINING HOUSE JORASCO

When entering un enclave of Houwse Jorasea, ane quichly
notiees the debrih of nenhalflings there, Though hauae
ranksare primarily Alled by chose born of Jorasco blood
halflings of any family canseek employment as hirelings
and can railly pise 1o positiony of power -l'huugh s
conneetions 14 the Talenta Plains are long revered (1o
the point where many plaini halflings openly disrrus
the housel, |arasco hasan open poliey of accepring
fosterhings from the Talenta tribos, of fering them the
spportunity to hecome & member of 1he house upon
reaching milulthond

ENTRY REQUIREMENTS

Race: Hallling.
Speciuls Munt be relaed by bload. marviage, or
adoption to o mantber of House [ofiiee,

Members of Howwe Jorasce belweve 1 hat they have 3 sacrd
duty to heal and give sud to people 1nall the nations of
Khorvaire. Nearly all in members setve inthat caparc:
ity, with the exeeplion of thoie few house hebis who deal
exglusively with Joraacn besiness. Thoogh nearly every
eloss is welcome within Jorasca, preference 1s given 1o
ndepis of Olladra, bards. expars, and rogues




During the Last War, members of the Healers Guild risked . ;L
Iife and limb to help soldiers wounded on the batleficld |

HOUSE JORASCO BENEFITS

Members of House Jorasco have the resources and hold-
ings ofthe house to call upen, though thase resourcesare
not as extensive as those possessed by some of the more
powerful houses.

Economics: Jorasco's presence in all the major
centers of Khorvaire provides house members with a
safety net. A member of House Jorasco can always find
temporary room and beard at a house healing center or
hospital, but is expected to work while in residence.

The relationship between House Jorasco and House
Challanda allows Jorasco halflings to freely exchange

services of equal value with the owners or managers of
Ghallanda businesses. A Jorasco halfling can obtain free
ledging at a Ghallanda inn in exchange for healing ser-
vices. Thisis one of the few official circumstances under
which healing can be traded for anything other than full
payment in cash.

Services: Members of House Jorasco can receive
mundane healing and cure light wounds potions or spells
from Jorasco enclaves and hospitals at half price.

Favored in House Benefits
Members of House Jorasco have access to arange of ben-
efits. The following table indicates the types of favors

F—_—-—q

GuiLps 18 Housk Jorasco

While the Healers Guild and House Jorasco are techni-
cally separate entities. the house's single-minded focus
on healing makes it difficult to el where one ends and
the other begins.

Hearers GuiLp
The Healers Guild operates hea ling enclaves, hospitals, and
way stops acrass Khorvaire and beyond. All members of the
house. from fostered children to dragonmarked heirs, are

[.’mgh[ the ways ofhi-‘;lling. Herbalism, ﬂlchehﬁy, and use of

the Heal skill are 1he foundations of house life and learn-
ing, and house members are expected to serve in the gmlr{
throughout their careers. Even the house patriarch under-
takes & token period ol service in a guild hospital each year.

HEALERS GUILD

T s e ——
Associated Classes: Adept, bard, expert, rogue.
Associated Skills: Concentration, Diplomacy.

Heal, Knowledge (nature), Listen, Sense Motive.

M
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i Jorssed charaeter with the Fovored in House fen
mig’ht regueil.

FAVORED IN HOUSE JORASCO

DC' Benefn

10 Opne Mree yse ol the least Martk of Healing: a might's
Eree way in o Jorasco facility for four charscters; o gifi
of » healer’s kit a loan of 100 gp ut 19% per month®

15 One frae use of the lesser Mk of Mealing: a gif) o
ldi P:|1|s|ln ||_|h Wi Jlﬂllli Iy

20 One free use of the grester Mark of Haaling; free

ure of # Ird-level member of the Healers Guild

(lesst deagonmark) for | week: & week's Free stay in

& Jarasvco Facility for four charsciers o gift of 1d4

potiony of o o soand:

Fres wse of & Sth-level member af the Healers Guild

Bl

!ll‘ﬁil"r "I JE‘,"I"I'I AF Lr Ei]f ! 'ﬂ'fl.'L FERIPFE iR o AT :rI'!;.'r
af riurrection, | month's free stay in i Joroveo faciliy
for four characers
I I e requested livisr snvelves an (llegal or dangeroos ac
imereane Lhe [H by % Favorswith DOs ol 20 orh I-EI'I'ET
alweys require atdisunal seecsice 1o 1he house

J A charscier caih have no more than ane loan a1 & 1ime.

PLAYING A MEMBER
OF HOUSE JORASCO

Asamembet of House Jorasco, the dut les of your hirth
righr wWiEle |IILFJI|"I.'|H!|_ WaaTE Yo Bl |',. i 114_|uh!:,' [T ] i{\lr_m
developed 1he Mark of Healing. Injury and illness are
ghosts stalking the living, robhing them of health and
youth. You haee been given the abality i combal Hhese
scourges, wnid pven to pull someone back From the brink of
desth. IL'HAI.I:!..- rraine you 1o uske theie akills in the service
of others but it alsy reminds you that evepyihing hasa
price. Avmuch oy you maght like (o spresd your
hﬂa'.-nr‘.g]u‘uhrn biwl |I'l‘r. 'f'ﬂu. hﬂut'. B J'l:'hpn!l.-l
bality to keap yaur house healthy acwell

Combat
Your knowledge of curing wounds same
rimes males you reluctant 1o infliel them
Though you ran defend your-
self. voou have no tnclinalion 1o
enter inti meles without pood
causve. Sumalarly, of voo Bnd
voursell attacked, you have no
compuncton dbou ending the
[":ghr 0% |.'|l..||rL Iy ns posaible. Yau
maght use thie dark refllection of
WA T h‘ill.l.ht L] I‘l{’]]tln ﬂ'l.if_ll (5] lllf
torm of mflatapelli, or seek o inca
pacilae foes belore they can do
you harm. |f possthie, you preler
o capture yout ssiailant alie; if
pushed, you do what you mus

Advancement
Whether you faund your way into
Jorasco through birth., marriage,
fostering, or employment. you took part in
s ceremony | hal marked you as an accepied
member of the house. This ritual varies

m 3

Baren Ulara d Jorasce
of Vedvkar

from enclave to enclave, but typically begins with o puri
fcavlon ordesl invalving fasing fors full day and nighn
The ceremony that follows invelves citus] wounding and
scarihcation. followed by Iw.\hng magic and an offering
1o Olladra

A part of the cersmany, you made an cathy of lavaliy
to the house, swearing (o treat nane but those wha return
the gift of healing with payment. Only in this way cian the
hause prosper. Hreaking thisooth tvaserrous offense, and
healers have been cant out of the house for doing we

Onee actepied within the house, you were given an
arsignmeni inthe Healers Guild Theugh you meght have
woarked for the gul.]:i i i e Pant, YOUr service now &y a
house member is mandutory. Your degree of dedicurion
10 bath the nealing avis and the bottom line determines
how l'l.sli_'h |1.- you rive withon the ranks of the house

Missions

Asa |orasen healar or heie, pou are pnever far from the aetion
Youmight be hired 10 sccompany a caravan. a milnary unit
ar an expedition 10 any ol the dangerous corners of Khaor-
valre, [fassigned 1o an e lave, you maght be asked to seeb
out the source of 2 new illness, 10 hnd 8 cure [or an exciie
cirve afflicting a wealihy patient. or 1o hunt down healers
who have violated iheir vows

HOUSE IORASCO IN THE WORLD

i eaol as pai mew. ka bad the nérpe o aik me J}}.-rgmld Nt riwn Ml
Jioges fier e would he befare geitmg his bty eome Lucky for b she
Ll M did o gmlu' I1|-||_ ||-|I||£‘|

Juimip doewn’| even have o i ©
Fred Erbath, Weoat mereham

lnrvitably, sdventureri Bt hurd When 1 hes da, Lhey almasi
as ineviiahly seeka bealer of House Jorasco, Evenan Ao
thut ineludes a eleric, POy often come up dgaine dispiies,
curses, and mortal wounds bevand the ability of law=level
healers to remedy. In such suuations, |orasco
i5 always waitang with Qpen arms wnd
am eye (o ate purse. Officially, House
rl]llll W fEvET 83 (EI“I‘ FETVIOEA ALY L'!'l{!
bua for sdvenmurers who cannot afford 1o
pay. the house will sometimes "laan” the
required fer and st an exchanse of weevices
&5 FEPAyTIE N
Sérvieetaa |r;|1':nr1> hesalier Tr'||g]|.l Irverlve
retrfeving o cerbhbin medichoal heeh from
ihe Shadow Marches, u—rLIle il
# beholder’s tongue for a rare
alchamcsl care. .1rI1r}!_a|..-|§h. iu-rln
anyane from snier I Of leaving
a quarantined sillage. In mam
canes, making g_lu-n': onitheir deby
might well place the PCa in veed
of o healer again
Heouse |orascowas oraginally »
tribe ol Talenta halflings renow ted
T diw stead Fast nature sapd healing
gifte. With the appearance of the
Markall Ir.\hnrialuf‘hr‘ siibae quent
EppeEarande of emissaries from Houwse

Cannith and House Sivis to explain
ins :lgnll':ll:'aﬂrr' the [orasco h.‘l-ll-tl.gn
accepted rhal their fate was larges Lhan
[}'ne- pllrll'u ol ithelr h|1'!1|. When House



House Jorascos healing enclave in Sharn, complete with comfortable beds, a spa, an asylum, and a morgue

Jarasco serrled in Karcnath and the lands bevond. the
haltlings gave up thelr nomadic ways.

The legacy of the plains lives on only in the house's
leadership strueture, which bears little mare than dsuper-
femal resemblance 1o the other dragonmarked houses.
Ciraups within the house remain steucturved along Tamily
lines. Ularad |orasco (LG female haltling adept béd ragon-
mark heir 5] rules the house as matriareh, but all house
members hold the pight to advise the leadership as they see
fit. The matriarch 1s chosen by the house membership and
direcis the activities ol vhe house until she dies or loses the
respect and conhdence af the house, As aresult, |orasca
changes leadership more often than any ather house, but
such changes have yer to disvupt the house's operarions.
Ulara spends almost all her time at the [orssco enclave in
Vedykar, and is greatly beloved by her house

NPC Reactions

Initial reactions to members of House Jorasco depernid
heavily an the finances of the NPC in question. Wealthy
individuals have rniial friendly attitudes toward house

members, while the poor have an uniriendlyattitade,
Indigent or impove rished NPCﬁmlgh! even have aninitaal
artitude of hostile, sspecially in areas of plague or war. orif
they have been refused help due o their lack af fundy,

HOUSE JORASCO LORE

Characters with ranks in Knowledge (history) ar Knowl-
edge (nobility and royalty) can research House Jarasea
to learn more about il When o character succerds ona
skill check. the follawing lore is revealed, including the
information from lower TS,

DC 10: Heirs of House forasea run the Healars
Guild They can heal all soris of ailmenss for those who
sty in their Faeilivies,

DG 15: Jorasco healers carry the Mark of Healing,
Lut will not heal anysne who cannot pay loctheir services
up franr.

DC 20: House |orasco came from the Talenta Pleins
longage, bat little conneciion remaims belween them and
the tribes. Mast of the iribes setively distrust Jorasco, accus
ing them of turning their backs on the ways of the past,

SASNOH FHL
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DC 30: Characters who achieve this level of suc-
cess can learn important details about House Jorasco
in your campaign, including history, notable members,
the areas where it operates, and the kinds of activities
it undertakes.

HOUSE JORASCO'S HOLDINGS

Though House Jorasco's healing touch can be found across
Khorvaire, the house's main seat of

power is the city of Vedykar, in Karr-
nath. The enclave there is known
within the house as Resthold, and
is the home of the matriarch,
Ulara d’Jorasco.

Within Resthold, one can
find the Ainest healing facili-
ties in all Kborvaire, in addi-
tion to atraining hospital, a spa
for long-term convalescence,
and an asylum for those who
suffer from madness even
magic cannot cure. Des-
perate individuals have
been known to cross
Khorvaire to seek help
there: it is said that if
you cannot be cured in
Resthold, then nothing
can save you.

Aside from Vedykar, Jorasco main-
tains large healing enclaves in Fairhaven,
Sharn, and Gatherhold in the Talenta Plains.
The house also has holdings and Healers Guild facili-
ties in Flamekeep. Korth, Newthrone, Taer Valaestas,
Trolanport. Pylas Talaear, and Stormreach, in addition
to small offices and clinics across Khorvaire.

MEMBERS OF HOUSE JORASCO
IN THE GAME

House Jorasco fills a specific niche in Eberron, provid-
ingan organization whose job is to heal others and taking
that game role away from the cleric class. Jorasco isa
source of healing that characters can call upon at will,
though not without cost. The house can be a greatsource
of contacts and adventure hooks simply because of its high
profile in an EBERRON campaign. Because so many make
use of it, House Jorasco functions as a crossroads for the
people of Khorvaire, allowing individuals from disparate
backgrounds to cross paths.

Jorasco NPCs use their skills for the benefit of others,
but they can seem distant or lacking in empathy, especially
when they press for payment up front. Jorasco NPCs have
great respect far their house oath. but do not automatically
turn a blind eye to those who cannot afford their services.
However. they are more likely to find a way to help a char-
acter in need raise the money than they are to break their
oath and potentially risk the wrath of the house.

Adaptation

Jorasco carries the Mark of Healing. but those who stave
off death are also those who best understand it. Though
the Healers Guild is its public face. House Jorasco could
have any number of secret branches in a campaign.

Ardras d’Jorasco,
adept of Olladra

including hidden enclaves dedicated to assassination,
poison, or death magic.

Inacampaign notsetin Eberron, Jorasco could be an
aristocratic house that sponsors the Healers Guild, train-
ing its members in mundane healing and the research and
creation of herbal and alchemical cures.

Sample Encounter
PCsinvarjably become involved with House Jorasco in the
pursuit of healing or curative magic for a party
member. By doing favors for Jorasco (hunt-
ing down rare ingredients, inding obscure
information, and so on), they can maintain
the favor of the house. Alternatively, the
party could run afoul of Jorasco by helping
renegades of the house break their oaths

and heal without payment.
EL 10: Ardrasd’Jorascois
ahealerstationedinalonely
hamlet near the border of
the Mournland. He fol-
lows Olladra and has
been recognized by
the church, but retains
his loyalties to Jorasco.
One of the farmers who
lives near the border recently
brought in hjsson. who had fallenill
after a strange gray mist swirled through
the farm. Ardras asks the PCs to accompany
him on asearch for the origin of this myste-
rious ailment.

ARDRAS D JORASCO CR 8
Male halfling adept 9

NG Small humanoid

Init +3; Senses Listen +5, Spot +3

Languages Common, Halfling, Gnome

AC 16, touch 14, flat-foored 13
(+] size. +3 Dex, +2 armor)
hp 37 (3 HD)
Fort +4, Ref+7, Will +10 (+12 against fear)

Speed 20 fr. (4 squares)
Melee +2 dagger +10 (1d3-2/19-20)
Base Atk +4; Grp -2
Combat Gear 3 potions of cure sertous wounds
Adept Spells Prepared (CL 9th):
3rd—neutralize porson, remove disease
2nd—oid, cure moderale wounds, web (DC 15)
Lst—bless, commond (DC 14), cure light wounds, detect evil
0~—create water, detect magic. light
Spell-Like Abilities (CL )st):

1/day—lesser restoration

Abilities Str 6, Dex 16, Con 10, Int 12, Wis 16. Cha 14
Feats Brew Potion, Least Dragonmark (Mark of Healing),

Toughness, Weapon Finesse
Skills Climb +0, Concentration +12, Heal +17. Hide +7, Jump
+0, Listen +5, Move Silently +5, Spellcraft +13, Spot +3
Possessions combat gear plus masterwork studded leather, +2
dagger, wond of restoration (30 charges)

Hook “You seem an honest sort, so put your purse away for
now. Come, let me help you.”



House KUNDARAK

"It takes an anwl i shape an axe' i proverd our Meor cimafolk are ford
of repeating, Whet few remuerther o how the aegnol prosesd endi= Bur it
lr.'[ﬂ_#lfd n Ihrlf s e mrun"fmxru! il

Patriarch Morrikan d" Kundarak

Asclvilientjon developy snd espands, the need grows for
werurity wnd standardustion in the commerce between
proples. The dwarves ol Houre Kundarak understand
this betrer than anyone elue. The pawer snd wealth of
thils house stem nai Juit from s inlluenee over ban‘]n;
sndd fimunce, bul lrom the salvgusrding of all valusbles,
The rich veins ol gold. iron. copper. snd other minerals
fonnd in their hald i nhe Dron root Mouoising have made
ithe Kyndarah dwasrvei some ol the wenlihirst ind viduals
o Khorvaire, and 1hie iowue has AR ERHEUT e o rhay-
g that wealih inlo s finsndial pmpiee

WARDENS OF THE GATES

For aslang as aimpane can remember, 1 he dwaryesal Khor
vaire huave been o rsee disided, Long before they came Inte
therr et g8 manters of the Mror Halds, | he dwa rves of Lhe
Iranroom Mounoains were locked (0 bieer inlighting For
some seven thowsand years, clan fought sgainn ¢lan over
||.u|1ull.e'|:i lerrinry, mine rial ”lhh' anil rlplrln”r honor
Dwarven pride s strong even tocdiy, bur rnan alder age of
blood and seeel, pll.dr wak 4 woy af |ife —<und death,

Though the nelging al the dwarel kingdoms of K hor
enrre are bost jo Jisteey, 0oy knawr dhat wowed Bed dwarl
nztion ance spread deep benearh the lromraar Mounniin,
Within this kingdom, 1t came Lo pass that twelve warrions
were enbled for barhariam gnd unrest, loreed i the surlace
plong with their followers by Lord Kordran Mror The
aareways o the kingdom belowwere closed ofl by powerful
magac; the dwirves talil that (hey would remain in evile
unntil they hae found the honor that therr barbarim pre
vented them fram attniting. Alongside the rales. o elan
of wardens was geat Lo i hie lande above te watch over thew
gates—a clan by the name of Kundarsk

For thousands of years, the exile clans fought smong
themselves, hoth for dominance and tor the right 1o recurn
tathe klng-tlnm ol stone. Even the appaarance of 1he Mark
ol Warding amuong the Kyndarak elan did nething 1o sem
the canflict] indeed, 1t fust becume o vouree of binrerses
and distrustamong the other clans, who develeped nosuch
matks When Prince Karrn anmesed the lands around the
mauntains far by laher King Galifar, the fesctious clans
were eanily subdued

As it happened, the dwasrves subjugsiion by Galifsr
was i liesrsalvation. Forced 1o aet avide | heir vialent waye
the exiles created a common oulture and found 1 he hanor
they had long soughr. Inthe end, though. thivunderstand
ing came 100 late. When the heirs ol Rundarab apened 1ha
staled pates, the kingdam of shone was gons, ded royed by
the daelkyrwhile the twelve clans meds war on esch ather
However. with their sncien dury 0 gusrd the emirances
ta the lands below discharged, the Kundarak were free
o set Lherr saghts on greater (asks

With the sid of the gnomes of Zilargo, 1he Kundarak
clan began s iransformetjon (oo Heouse Kundarsk, and
it was formally inducted into the dragonmarked houwses

in 106 YK _ By the close of that cenvury, few banking and
financial eperations on Khorvaire were not énderihe
conirol or influence of the dwarves of the Mark of Ward -
ing. For sight centuries. the onee barbaric stonefolk of
the mounising worked pariently o essablish themselves
smong the other sarfsce races, When the Last Wi
erupted. the Mror clins deelared their independenee
fram Karrnath, Though Hodte Kundarakhas never held
a seat on the Iron Council, lts suppore was ceniral to the
polinical will thar forged the dwarf nation,

Todey, House Kundarak's sffluence and the powerofthe
Mark ol Warding canse the house 1o be held in high rsteem,
fvscluents depend on the house seal that endorses s Kundarak
letter of credit as much as they depend on the power of Lhe
arone fock thay protecus whae chac eredic can buy. Like House
Sivia, House Kundarak hasa vested interest in remaining
(or ut least appesringio remain) neateal 1 it dealings with
the ather dragonmarked houses, as well gs the rulers of the
Five Mations. Were this public integrity o be canipromised,
Khoevaire's entire Binancial system would sulfer.

HouseE KUNDARAK
AS AN ORGANIZATION

“Fmay not e Seen born o Kunderok, bu Fam one nawe, And pow don't
hasie piianggh voin be change that. mate.”
—Batwigy the Vele. of the Keyguard

The dwarves of House Kundarak are the caprains of
hinange arid 1he magtery of protective design. Noi anly
does the house stand at the beart of Khorvaire s pystem
of banking. it alse dlaims the mos gitied and ded icared
ancurity apecialists in the warld. 1t produces [ew notaries,
bookkerpers, and scribes ol (15 osen, prefercing |nstead
to pass on such tasks through its long-standing sllinnce
with the gnomes of House Sivis.

JOINING HOUSE KUNDARAK

Criven e smount of wealth for which i s respansible. as
well as ite sometimes contentious relationship with dwarves
outiide iy ranks, Houte Kundarak is one ol the mosr inss
laral the dragonmarked houses. Foundlingsarcallowed
1o rejoin the house. bur rarely will 8 Kundarsk member
spansar one withoat 8 detailed explanation of lineage.

Rugues, experis, snd aristocrats are well represented
within House Kundarak. Given the high martial szan
dirds of the dwarf race. many have at least one level of
wartjor or fighter as well, Those of the house who pursue
i he spellcasting artstypically vake up the path of the arty-
ficer ot ohe hard

ENTRY REQUIREMENTS

Race: Dwarl,
Special: Munt be reluted 1o @ member of House Kunda-
rak by blood ar marriage

Kundarah members are expected 1o know their ceade
hetter than most, whether hnancial, security-related, or
martial, House actificery focus their efforts und studies
on farther enhancing Bundara ks reputation for magical
security, Bards and regues often join the Keyguird, House
Kundarak's elite security and loielligence agency.
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HOUSE KUNDARAK BEMEFITS

Houte Kundarak's wealth 13 l:gcndurr, but so too is
itsdwarven pride. Assuch, a Kundarak dwarf neither
expects nor receives many grest favors from the house,

Economics: A Kundarak heir in pood standing Is
entitled to the use of s house safe~deposit vault. accessible
From any Kundarak banking eenter, at one-tenth the
normal cost (1 gp per dayl. Inaddition, Kundarak hers
can call upon other house services ar a 50% discount,
Thizineludes the powers of dragonmark heirs, and loans
al lower interest rates.

Information: Hoose Kundarak and House Sivis
maintarn 4 ¢lose relationship, and a Kundarak hetr can
sometimes abtain se rviees provided by Sivis at a discowune
af as high as 25%

Favored in House Benefits
To the dwarves of [Touse Kundarak, the Favored an
House teay carries more weight than does 1n mos:
dragonmarked houses. In the same way that few house
menthers Lluﬂhljnil a character's motives [or regquesling
favors. fewer still will fargive a favored character who
abuses the privilege

I he i'nllnwmg tahle indicares the types ol favars
a Kundarak character with the Favored in House fear
might request,

FAVORED IN HOUSE KUNDARAIK

R e e . —— e

DC' Benefit

10 'One free use of the least Mark of Wirding: free use
if an Tron Gute security regular (Ist-Tevel dwaref
warrior) for 1 day; a loan of up te 100 gp/level at
10% per month, interesi-free for | month®

15 One free use of the lesser Mark of Warding: lree
use of @ Kundorak safe-deposit vault for | week;
Mree wse of Tdd Tron Gate seciai ity rHK\.IliIFM‘ [1st-level
dwarf Flghmrs} for 1 week

20 One free use of the greater Mark of Warding; free
use of a Srd-level member of the Banking Guild
or Warding Guild {least drlgon.mari::] for | week;
free use of 1d4 Iron Gate regulars (Jrd-level dwarf
ﬁghl.uq.} for | day

25  Free useof s Seh-level member of the Banking
Gaild o Wa rdi:l_g Guild (lesser ¢ EAROTI Y vl for
| week| free use ot a Kondarak safe deposit vanlr
for | year: frec use of 1d4 [ron Gare eliie (51h-level
elwarl thlrfk:‘ for | week

| If & requested faval involves an illegal or dangerous act

InCrease rII.P D{. I_I:f' :’ FH'I"FI'.\ Wltll []{-:5- QI; 2“ o II!R'.'IP:'I'

always require additional service to the house,

2 A character can have no more than one loan st a time

W

Guitps 1in House KUNDARAK

IT it’s worth stealing, chdances are that one of House
Kundoarak's two guilds can help keep it safe. Through
its Banking Guild, Kundarak endorses loans (typically
at 1% interest per year, plus a collateral requirement
of the M 's chaice) and letters of credit, in addition
ta providing safekeeping for some af Khorvaire's most
UJI!\]RI‘.1F‘ IFrEEL e TI'H' “’;.Tr{! n“’ ("lll.‘l’* hﬂ.ﬂillﬁ Ftpf rrg1n

defenses both magical and mundane,

Tue Baxnkinc GuiLp

The Bﬁ.l‘l]ti:ng Cuild overaees all m.ujnr Ilﬂnh.:itl-g and
finance across civilized Khorvaire, particularly in the
Five Nations and the Lhazaar Principalities, Professions
related to these services are the purview of the guild,
which Heenses bankers, coinmikers gemeurters, gold
smithe, jewelers, moneychangers, moneylenders, trea-
surers, and similar professionals. It ulso works closely
with the ather puilds (particulatly those of Cannith) to
ensure fair standardization and stable pricing on goods
and services:

THE BANKING GUILD
Asdociated Classes: Artatocral, expert, warrior.

Associated Skills: Appraise, Cralt, Diplomacy,
Profession, Sense Motive, Speak Language.

THE WARDING GUILD

Ifthe ﬂmlkar:g Guild isthe |1|]|'rii|:: [oce of Kundarak, then
the Warding Guild is its quiet twin, The guild providesa
wide array of services relating wo security and protection,
and shoulders the responsibility for licensing locksmiths.
security guards, warders, and the hke

The Golden Dioorisadivision of the Warding Guild
thar designs and implements security protocols of every
kind, from mundane doors and locks 1o the most com-
plicated magic wards, Among the dragonmarked, House
Kundarak is best known for 1he work of this division.

The lron Gate is the sister sect to the Golden Door.
When living bodies are necessary fov the safeguarding of
yalushle sites or objecis, the saldiers of the lron Gate are
called. The division’s leaders work closely with Deneith's
Defenders Guild, and ofien send business that way when
the job turns more on pratection of the living thean
theor marerial wealth, The soldiers ol the Iren Gaine are
Just as capable as Deneith’s. but they try not to step on
pheir human allies’ 1oes, However, they can and do serve
dwarves who prefer the protection of their own kind.

THE WARDING GUILD

Associated Clanses: Artificer, expert, fighter,
rogue, urban ranger®.

Associnted Skills: Cralt, Disable levice, Kn:;rwh-dgl-
(architecture and engineering), Listen, Open Lock, Spot

* See Unegrthed Arcuna

Ty = e s e e e e s o



PLAYING A MEMBER
OF HOUSE KUNDARAK

All dwarves take great pride in their work and family, and
asa member of House Kundarak. your honor is inextrica-
bly bownd to both, You know the legends of your house and
peaple as well as vou know your own name, but threading
through all those legends is the sense of worth that marks
what it means to be a Kundarak. Yoo are a role model
among your people—a member of a clan that never clarmed
acrown yet has always managed to quistly lead.

Within the clans, some mistake your confidence
for bravado, bul you accept their jealousy for what it 1s,
Ourside the clans, you are typically shown the respect—or
outright awe—that the pasition of your house demands.
Though some speak 10 dark whispers of Kundarak as
prafiteers und hoarders ol wealth, you dismiss them easily
enough, For in the end, anly those who have earned the
respect of the Kundarak are worth yourworry,

Combat

A member of s house ol warders and proteciors, you look
upon unprovoked aggression with disdain. For long years,
House Kundarak watched an endless cyele of reprizals
decimate its people, and its staomach for barbarism is long
gone. Savagery is for savages, not for dwarves af honaor.

Avthe same nime, your sense of honor means that you
rarely hack dawn from a bght—or at least from a worthy
fight When attacked, you are steadfast in your reselve and
more than capable of standing your ground. As s Kunda-
rak. you are fiercest when defending the lives, homes, ar
honar of those close 1o you.

Though House Kundarak would never sully ins repura-
tion for even-handed prafessionalism, individual adven-
turers within the house also enjoy honorable combar, IF
vouare ane of these, your regular tales of herowe exploits
are bound te make vou the envy of your fellows,

Advancement

An established hierarchy is essenvial for the smooth
operation of hause affairs, but Kundarak dwarves find
Little ‘use Tor excessive bureaucracy or organization,
Where ather houses focus on advancement through the
acquisition of individual rank and wealth, the heirs of
Kundarak anly promote the advancement of honor
Amassing great fortune and respect while elimbing the
rarks of the Banking Guild is desirable because increased
wealth and the esteem al athers translates to hanar for the
house at large, Wealth 15 not, however, an end in itself.
Should you dishonor your house, no amount of money
will ameliorate your shame.

Asan adventursr, you have a higher profile (and are
held to higher standards} than other house members,
Although suceess in adventuring can carn vou both wealth
and respect, you are carelul to nat let your personal explois
overshadow the house you serve.

Missions

House Kundarak maintains its neutrality land thus its
reputation) by providing goods and services when called
upon to do so. nat by indiscriminately glorifying is
talents. As anagent of House Kundarak, you undertake
tasks that ultimately improve the honor of your house.
Ifyour talents lie in crafting iron, that is how you best

serve; if seeking out and silencing Kundarak’s enemaes
is your steang suit, then that you will dao.

One matter on which House Bundarak brooks ne
internal dissent 15 the subyect of order ameng the dragon-
marked. Having learned from the endless clan warsand the
more recent destruction during the War af the Mark, you
are determined to diminish conflict between the houses.

HOUSE KUNDARAK IN THE WORLD
“When skies are blue, and peace folls o'er the land
The stanefolk are but humble lords of trade
But ahen the sky is eed, the aze in hand
You see of what these noble folk are made.”
—Danika Rumblestone, the Bard of Galethspyre

For millennia, House Kundarak waiched itz Mror kin
claw their way out of barbariam. Teday, these proud stone-
folk knowall too well that when hattles must be foughr, few
respond as brutelly and as efficiently as the Mror dwarves.
Agaresult, few houses ey harder than Kundarak to avoid
conflict, and characters are more likely to encounter
Heuse Kundarak by secking ils assistance than running
afoul of itz plans. Inall things. the house sees unity, not
conflicy, as the means to suecess.

The manticore that adorns the Kundarak seal is the
symbol of an old legend. In the early days of the dwarves'
exile, the manticores of the lronroot Mountains were dis-
passionate ohservers of the eonflict between clans. Then,
in carly skirmishes between the clans and the Jhorashtar
orcs, the dwarves found themselves steadily pushed back
under waves of ore infantry better suited 1o fighting an the
steep mountain slopes, Faced with a real possibality that
the clans might not survive a coming mdwinter assaull,
the Kundarak set outto forge an alliance with the manti-
cores, [n exchanges for magically warding their mountain
lairs against the sherrations that hunted there, Kundarsk
got these creatures to agree to aid the dwarves’ cause,

When the |horash tar assault came, o was met not anly
by dwarf axes on the pround but by manticores and their
crosshow-wielding riders in the air. The ore threat was
turned back, and the relationship between the dwarves and
the Ironroot manticores has been strong ever since,

The Kundarak dwarves hail lrom an ancient clan
structure, Asa result. House Kundarak is organized
somewhal dilTevently From the system of viceroys, man-
isters, and seneschals that has become the standard of
dragonmarked hierarchy,

The current head of Howse Kundarak is Morrikan
d'Rundarak (LN male dwarfanistocrat 3/fghter % hewr of
Siberys 21 referred 1oas baron by those outside the house
and as lard by those within it. Titles and positions within
the house are hereditary, and are always passed down from
father to son {or. in rare cases. to nephew! within the
Kundarak line. Lord Marrikan is a shrewd and patient
patriarch who has ruled his house for overa century, When
the Last War broke oui, Morrikan svoice fram his ohserver's
seat at the lron Council was said to he the first to whisper
of independence,

Below the lord are two additional positions of authar-
ity, Chiefrain is another hereditary title. borne by the
ranking member of 2 non- Bundarak bloodline within the
house. Six house chiefltains rule at any given time: Because
the bloodlineswithin the houwse operate primarily in their
own geographic areas across Khorvaire, chieftaing end
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up 1aking on the standard role of viceroys within House
Kundarak. Lord Kundarak is the chieftain for his own
bloodline, and thus acts as viceroy for the house in the
Mror Holds.

In ancient times, the hearthwarden was responsible
for “keeping the house” of the clan. Today, the title is
held by the administrator of a House Kundarak enclave.
The m ajorily of hearthwardensare female, and most are
spelleasters. Hearthwardens are elected from within the
house, but must be approved by the house lord.

New Feam: M
You are # master of the nrt of throwing numerous, sharp

zers and darts.

o, Dex 17, Quick Diraw,

projectiles, such as da

Prerequisites
eattick bonus +b.

Benefit: When you take thi

ment for d i

when you thre

can throw two st ame tine, ||r|wi.-|

throw them st a single target within 30 feet. Both weapon

use the same attack roll (with a —4 penaliy) to determine

success and deal damage normally (but see Special). The

weapons you lhrow do not have to be of the same type.
For every five points of base attack b

above +6, you may add one additior

A (chorad ' din strike tesm rovades a
ducrgar stronghold to free a kidnapped
Kundarak herr

In addition to the Warding Guild's Iren Gate and
Gelden Door, the house maintains two lesser-known
ordersnot affiliated with guilds. The Keyguard are often
believed 1o be a subdivision of the Golden Door, and
thus controlled by the Warding Guild. The truth is that
one can obtain the services of the Keyguard only from
the house. The missions of this elite corps of sneaks and
security specialists are decided at the upper levels of the
house hierarchy. See the silver key prestige class on page
120 for more information.

TICORES STING

shuriken to this attack, ton
{in any combination) at a base attack bonus of +16.

iximum of four weapons

pon after the second adds a cumula-

However, each w
|I}" on the attq I‘o]l‘ foratoral ||:'r|..|]1>" Of
ape reduc-
ainst each

1 thrown.
s of the
ply precision-based dam

pecial: Regard mber of w £APONSs you

e (such as

ithrowing more (han

one type of we n. you must declare which

throw first before rolling damage.

M




The Ghorad’din (Mmanticores tail”) s the secret
parantilitary arm of House Kundarak. Qutside the house.
few have heard of 11, and all but s small handful of those
are dwarves of other clans. Called into service only rarely,
the Gihorad dinds the closest tha Kundarak hastoa foree
il hiouse assassins

House Kundarak s eomposed of nine bloodlines,
including the Kundarak, the Durbannek. the Ghedin,
and the Tuvodor A1 e can trace theor ilrlf."l_r.:r; hack 1o
the first wardens who pained the surtace world alongside
the exiled clans.

NPC Reactions

House Kundarak has worked Tong and hard we estalilish
les Teputarion. Asa result, 1t has few enemies among the
crvilized races, Indwiduals maght have a hostile reaction
tawiard the house ':'thg tarned down o o loan can do
that}, but just as many work hard w impress a Kundarak
uplj.rl r1 5l miesl i_1|.|g. nln;- 1O Kurl:h‘: :rﬂL"\. rr_"]:_ﬂu_\r|5||ipwi1_]|
House Sivis. mast gnomes begin with a fr ierely arritude
toward members of the house

Tl‘:ll'll.lgh Kundarak clavms newl |":h|||_1. 1T 1A (ir_-:-:ln;gg
with the other dwarfelans, |1 wields great tnfluence aver
the affuirs of the Mror Holds, As
such, the reaction of
g clan dwar{ to a
member of 1he

cantain unimaginable wealth .
and more protective wards than
a dwarf can tount in a lifetime

house depends less an any rveal relatjonship herween
house snd clan thah it does dn what Kundarak is
rumored to be up to Only when a Kundarak facessome
threat from outside the Mror Holds will members of all
the clans typically come to his aid.

HOUSE KUNDARAK LORE

Characters with ranks in Knowledge tlocal Mror Holds)
ov K nowledge (nobility and rovaliy) can research House
Kundarak to learn more shout it. When a character suc-
ceeds on a skill check, the follawing lore is revealed,
vhcluding the informatlon from lower DCa.

DC 10 House Kundarak is made up of dwarf bankers
and moneychangers, They run the banks. approve loans,
and endorse Ietters of eredit.

DC 15: Some Kundarak dwarves have the Mark of
Warding, which bestows the power to secure and proteer.

DC 205 Despite the refined demeanar and courily
AAVVY ufu Kundél :'ﬂlt ilwu:l' r, rned :h BVETY KI:I rldn]'."llc dw.‘lrr
knows how 1o carey himselFin battle,

DC 30: Characiers who schieve this level of success
ean learn vrpoartan| cletaily abowt Howss Kundarak an YO
campaign. including history, notable members, the areas

where il operates. and the kinds

of activitiesat widertakes.
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HOUSE KUNDARAK'S HOLDINGS

The frst and greatest House Kundarak enclave (s the
vrongheld of Korunda Gaie, anestled high in the moun
tminy of Kundarskhold. Nearly twenty chousand dwarves
mske 1heir hames here. giving the house ilsown slinding
army should il ever need one. |n 1he event that Kunda
rak’s martinl and magical prowess proves Insullicient {a
toe-curling thought), residents of Korunda Gate can flee
tothe pxtensive vaults beneath the eity. where much of 1 he
howse's wealth—and 1hat of seleel clienis—ia stored
Korunds Gare 15 large enough 1o require not juss
one. bt an ehtire cowndil af heartbmardens, All Fu'r:|.‘|

I executive decisiona atill reni wilh Lard

cal Jegal, and
Eundarak sovd hes Family, bui the cooncil ad ministers Lhe
duay ro-duy operations ol the eity is an enclave The head
of this eouneil s grven the honorihic of mairan, a pos

tzan presently held by Marron [abels Tuvodni (LN (emele
dwarl avisiocrar | Vwipared T o R o T [ hei ). ithe stern

L]

but much beloved "heanhwarden al hearthwardens

MEMBERS OF HOUSE KUNDARAK
IN THE GAME

The beive ol Kundarak ave fralile tooa fault Ptk welaily
when dealing with powentisl ¢lirmw or members of the

octherdragonmarked hooses, Commitred o mainiaining

the hanor and reputation ol their house. they uniderstand
the poteni il danger al a m H|1|.H ik word, | his {s mol 1o
cay that thase ol the house do ol have theie ow i smba
llond and |1hr-"|u|.la.. bt all of hll.ud.lluk undersiandi the
eritien] imporiance of appenrance

Lutwen | he EIII'Id‘_— andseryicen (n hhu'i'. L)y ’HH L1 |:':".'
cialires, Kundarak heyrs pre olten called on as securiny
specialiizs, undert l‘lll"_ﬁ; makskians that 2asily deseeail into
further adveniures. A party wiih an heir of Koadarik
l'l:l-:ll.rul iFI recr ]|F|i Fix VII:I-IL .||.||r||.l"l'||r_|t uny I_IIIII‘II III'« Inycins
ot the house guilds, particwlarly the lron Gure aned the

Calden ool

Adaptation
In ssramdard Eadeioe CAMpaLEn House Kondarik in g
powerlul Ainancial empire that vaiers o the ather dragon

e rked houses with professianal detachment. However,

Lord Morrikan d'Kundarak of Kerunda Gate

rl]li dl"laf hmtnr l'l'lu]I1 f.l‘l!\ "I_l‘gu]lf 'J.r more "I,'ll'l'll_";.
cated or sinister motives. From its position in (e center ol
Kl‘u:rv.irl_'-l hihilli_:' svadem, Kundarak could eastly away
the formunes of markern or #vern whole nations

Sample Encounter
Though hetrsof House Kunduarak can be found snywhers
in Khervaire, encouniers with such charac ters ire ikely
i be lied 1o commerte. The house can eaully tuin out to
be involved i 1 he buying, sell g lending, or (l-.-lrl:ilr.-_;'
ol some treasure the POy seek

EL 13: Nearly every member ol the dragonmarked
houses knows the name and peputation gl Mareikan
d'Kundarek, Lord of House Kundarak. 1 Illuu_:h = \}s::nqi\
much ol his time in Kerunds Ciate. he veniures lorth from
the mownmins for important boseness and polnical gather
ings. When hisdealings aren’t taking him to house enclaves
ar rone K borvaare. e con usually F-u- Found in the major
cliles ol the Five Natlans pur‘:rlliql lr Korth. Weou, and
Shurr. [Tagroup of sdventursrs includes a member 10 good
.‘i||IIII|IIIL" -u:-|'T |ﬁ|'.'s{- }\nruim IIII I |w‘|f 15 uludn B Enamee | |Jui
Morrikan will iind a few minuies o meet with 1 hem.
Lorn Morgikan o KUNDARAK CR1}
Mals dwarlsrimocrat Vhghter %heir of Siberys 7
LN Medium humanond
Action Points 5
Indt =) Senses docks fion 60 6, Liven «2 L.\IHIII )

Languages Common, Dwseven Gnome Ly

AC 3 ouch 1], fim-l
=] Den, ~8 armor, +2 ahiell
I!.IJ 115004 HD:- DR 3

stabiliey G4 apminn bull Fusk end trip)

ciled 20, 4§ agaInal i

15 (o117 againn poisanl. Ref «10. Will =13, «2 apains

spelln imiel spe H-like aliec)s, +3 apacnsl PEICrLCS

Speed 20 M1, (4 squaredd; Pursu

Melee « 2 dierhbouni deoariva s « |07 14/-9 {1d10-8%3) or

Melee =2 vanhbouad decrse reve =|Ti=120+T7 (141002} of
farget not iouching the groapnd

Base Axk + 172 {';rF 14

Atk Dptions Action Swrge. Cannhat Beflexes, [mproved Sunder
Power Adtnck, +1 on sttache againal ores and goblinalds

Combu Gear potion of (1)

Spell-Like Abilary (CL 150

| il ay—primite 24 M. 1

Abatinaws Sur 18, Dex V7. Camn 16 Tmw 14, Wi 14 Cha |7
5Q11rlr'-”l||:|r'.||'.§ {PH 18]
Feata Action -';I.I.I}:l_'. Clombat Relleses, Educution, Herale I1||'|Il'l|.

bmproved Bunder, Negot [ator Power Adeack, Pursie, Strang
My II'"I”"PL'“ Focun (dwarvion warave), Weapon Special
laavion dwarven warane)

| lems. -8 Wanemarvas

Shille Apprase <3 L6 vone or

Bladl +3, Craft Wvionecarving) <1 :'ll'lal-nr'..u. 10, Gather
Inlormation 3 loimidare +5 HI‘:'_’H-|r|.!gl' tarihirectiire
and siglneeringl =10, hlull.l.l\.'\.]p{l" Chastoryt b, K nowl-

edge (nolility and vovaliy) 17, Listen +d

Prolession
Thunkee) #17, Search «2 D04 secver doors), Senve Motive
+7 f\|.-r.nk | anguage Linomel S 44

Possessinns combat grEs plus dwarven Ir:!-.!'."' muithial heavs

phiebd, -3 rwthbeund deets oo perar, plaserarsur Tuaab of sronlass

w2, g of venpeakal ty, Pt gf sgle ') spdendor

Hoak "Welcome to myv hames, honored guest, Within these

wl”1 no harim wl” LI FE Ve yiaid



House LYRANDAR

Soprreigrs and firslbore, grant me thy four blessng pramied fo our
praple: domitiutn surr the o, domymon omer the sater; fartuns for sy
femuly, and lf:l-l‘l'u iy F-I'_IJ‘ ﬁi.jp'ur? -

—From the Gath of Lyrondar

House Lyrandar bearsthe Mark ol S10rm, ustng ity power
to dominate the shipping trade and shape the weather for
ecanurtic gain, Members ol the house see themaelves ai the
heart of | he K haravar (or half=slf) race, divinely ehosen
ta puede Lheir people into the Niture, The Lyrandar vige
roysare proud and ruthless lovds of wind unid water. with
powers any king would envy. The development of the air
ship has served tainerease Lyrandorsalready conaderabile
power, and the house Is poised to become ore of the mos
influential organieations in Khorvalve,

LEGACY OF THE FIRSTBORN

Though the origins of House Lyrandar tomaln shrouded
in mylh, = few solid facts are bnown, Some twenty ais
hurdred veariago. s significant number of elves migrated
to Khorvaire in the wake of the civil war in Aerenal tha
destrayed the line of Vol Where ¢ll and human setile-
menis came inio close pronimity, iniermarriage became
common. However, when the carliest generalians af half-
elves were borm. & good aumbes of the el iettlers rejectedl
them icauﬂg & |:|r|pu||l|l::r| of hall raste children \Flrr."!
acros: human lands. Owver (he oest sin hundred years
thu populanan grew

Aecordl ng 1o hovgse doci ine ithe Tuuttl!rlttli | ¥ fain
dar were chosen by the gods themaelves, The hall-elves
Lyran and Selavash weee the lirot to msnifea the Mark
al Storm, both clavwing 1o have received thear marks
stcompanied by wissons of the sovereign lords Arawaj
and Kol Korran Thesovereigns hailed the duo asihe
trie children of B harvairs, The hall-elves were a race
made ulrong thrpugh heid hybeid blood. and would wield
power over both natury aed commpree

In the decades that followed, Lyran and Selavash trav-
eled acrosn Kharvalre, preaching theirvimon to athers of
itheir kind. Tales of miracles performed by the paie are
comot, lmak allthit can be satd lor eerrain is thar beth
possessed an aloost superaatueil aliliny 1o inspire athers
ul their race The charlamatle duo encouraged hall-elves
16 form their own separate communriies and 10 recognize
themaehes as s unigue race —the Kharavar. or "Ghildren

of Khorvalre.” Their fallowers began 1o call Selavash
snd Lyran the Firsiborn, naming themaelves “children
of Lyran.” ar Lyrandar,

As proscribed marrisge within the Khoravar com-
munity began 1o make Lyrandar a line of melased families,
the Mark of Storm spread through thoss Familics with greal
speed. Those blessed by this magic soon became Houss
Lyrandar. operating a small fleet of swift ships and provid-
ing feir wentherio farmers in need. Loog after Selavash and
Lyran had passed away, legends of the Firsthorn continued
tospread. Ta this day, # good number of Lyrandar believe
ilial the spirits of the founders still guide the house

Like many dragonmarked houses, Lyrandar’s fortunes
have shifted with the end of the Last War. The Korth Edieis
placed liminson the houses owning land and mamaining
rn||n|urr forees, but with the ¢ollapse al Galtlar, [-T””d"“
bian lieen nble to errcumyent both resteictions, The house
owiik s number of stormships (deseribed in Egploner s Handbook},
ostenaibly to defend its fleats againat pieacy. The houee Jun
nlen developed extensive holdings in Valena v, and appears
o have considerable influence there

House LYRANDAR
AS AN ORGANIZATION

“Thu droughi i a terrible affar, gour  bighness When you devife it gune

o g lmn.-g".l ok bsom sl mitn
—Taclyn d'Lyranday, envoy ol the Bainesllers Guild

House Lyrandar dominates two guite dilTerent fields
The Windwrights Guild controls the shipping wade
while the smaller Rainesllers Guild has made & foriune
through contral of the weather, The hall elves ol Lyran-
dar might be flermers, sailon, naincallen, or diplomasus
serving the interesis of the Khoravar people. Regardless
ol trade, they are unmited by racial pride and u firm belwel
in the future of thair house

JOINING HOUSE LYRANDAR

Since the days of Lyran and Selavash, House Lyrandar has
bieen a haven for the Khioravar people. Theviceroya afche
house actively encourage any hall-alves ro jojn the house
guilds, and any Khoravar wha showy exc eptianel skill has
achance to be adopied into tie houe. Members ol ather
races can serve inthe gullde, hur they ave ofien exeluded
From halding high affiee Lyrandar hiekvs are steongly
discouraged from mareying uny but other K horavar, and
in the past. this was grounds for excormien,

P—-———_—-ﬂ

The KrAkeEN PRINCE

The seal of House Lyrandar (s a kraken surrounded by
four lightning balta, commanly stieibuted 1o ane of vhe
best-known tales of the Firsthorn, In this legend, Lyran
ta at vea when his ship b set upon by o Heet of four reaver
vessels. Lyran warns the pirares that he holdi ihe blessing
of Arawai, but they do not listen, Momenis later, o kraken
rises from the deprha, summoning Hghting to shaiter the
pirate vewels as Lyran's ship apeeds safely on.

Beyond the common legend, the less well-kaown
doctrine of the Starm Front (see page 50) claimy thai the
Firsthora did not die but became immortal krakens, and
that this is a stare auy Lyrandar heir can reach, Accord
ing ta thiz tale, the kraken lords remain in the depihs
of the wea, guiding the Storm Front by way of dteams
and visions as they help their descendants schieve trus
dnmi“.htf over the waves,
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The majority of the low-ranking memhbers of Houze
Lyrandarare aristocram, experts, and magewrights, while
talented heiry ofien follow the path of the bard, rogue,
ywashbuckler (from Complete Worrer), ar wiserd, Rain-
callers and members of the organization known as Selss
Path (see page 50) can be elerics, adepts, or even druids
Owver the conrse of the lan ceniury, a number of heiri havs
hecome ariaficers, seeking 1o reduce Lyrandars depen
dence on House Cannnh forthe bound-elemental vervels
that are it lifeblood

ENTRY REQUIREMENTS

Rade Hali-elf.
S‘jﬂ:ialf Musi be relsied 1o 8 member of House Latan
dar by blood, marmege. or ssdapiion

The mapority of members of House Lyrandsrare tied 1o the
Windwrights Guild, Whether shipwrighis. sailors, nasiys
tars. guldes. or guarﬂs. they treat the sen as 8 second hame.
Those herrs who choose not 1o serve 10 the guilds focus on
Lhe overall ad mandsteation ol the house, ofien seeving as
advocates for the Khoravar race, The visian of the Firi
born remains ar the core of House Lyrandar. and heir
conilinue 1o work toward their vision ol s unified K horavar
race—and, poteniially, 8 Kharavar homeland.

Though some houser pul prossure on scions 10
I'H'!l'ﬂﬂ'lf nxrnll. L‘.’rihtl.l'r nh;nurqgf1. & carTiailn |:'.vn| nf
indepe ndence among s heled, The house often supporis
the wayward lives of ity adveniuring scions, with the
understunding that these prodigals wil) someday retirm
10 the fold wnd pur thear skills 1o work

HOUSE LYRANDAR BENEFITS

] il‘lﬂdjl ip OmeE ur1|||- sl uldrlpr{ud !'H:lutl‘_'i E‘ru
praphically. and house herrs can 1ake easy advantage of
Lyrandar's resch;

Fronomics: A member nf House Lyrandar in goad
staniling w(ith the howse can wsiully secite frer passage
o o Lyrandar vessel. provided that he (s willing to work
during the vovage. 1 he wanuall the privileres and com
lores ol a goest. or if he seeks pasuage for s companiony
as well, he can ohiain o 50% discounl an the fate.

Gear: Lyrandar heirs with enough wealth can pur
chinve mundane thips. elemenital vesele. and the squip-
ment awocialed with either 21 75% of narmal cout. Vessels
avallable tor purchaseare typically 1hese decomm issioned
b the ilnu:l:" ani th?? ﬂug’h! ot he 1n lu't'_l enndion

Favored in House Benefits

Favored mumbers of House Lyvandar have access 1o 1he
hoose v iranypariation services Hhat makes them the envy
of other adventurers. The [ollowing table indicates the
iypes of favers & Lyrundar charwcier with the Fevored in
House (eai migh) requen

PLAYING A MEMBER
OF HOUSE LYRANDAR

You vike pride (0 your house, and with good reazan. The
wind i your ally, the sea your dominion. The Last Warshat
iered O rien trode routes and devagisted House Cannith, bu
vour peoply are stronger than ever, With the development of
the surhip. you have risen from the seas 1o clalm the dky,

FAYORED IN HOUSE LYRANDAR

DC' Benefin

10 Onefree use of the least Mark of Siorm, free ane-
way fare passage (any distance) for lour charscters
on & Lyrandar sailing ship®; information regarding
cargo manifeit. passenger list, and so on for any
Lysandar vessel; a loan of 100 gp a1 10% per month?

15  Omnelree wae of the lesser Mark of Storm, free ane-
way [are passhge (any distance) lor foud eharaclers
anan elemeninl gallean: use ol s Lyrandar traimed
erew for an independent vessel w half normal ross

20 One free use of the greater Mark of Storm: free use
of a Jrd-level member af the \Iﬂnd-rqhu Guild or
Raincallers Guild (least dragonmark) for | week: free
anc-way fare pessage (any distance) for four charse-
ters an an sirship’; one fres wie of house contscts 1o
openly move enrge without » letter of marque’

23 Free vse ulfa Sih-leve]l member of the Winedwrights
Guild or Racneallers Guild [lesser dragonmarkl) for
[week. free e ol o chartered elemenal galleon
and crew for | weok (ree use of s charurad wirahp
and crew far | day; one free use of houw coniant wo
secretly mowe cargo wilhout 2 letter af margue'

| IF & requested fevor snvolves an illegs] or dangerous sei.

tnerrase the DC by & Favori with DCual 20 ar hlti!?f

always require addinional service 1 the houis

i Hegul!r rouivs anly Avarlable destrnarions aned rh-lr-tr

ture pimes 1o be determined by the DM Non-pay g

pASSENEETS ure oy pected 1o work. See Explorer’s Hanihook for

mare infarmation on wicand seavravel i Eherran

A A character ean have no more than one loan w a lime

[ |'|.|1ug|'| Uias metively 10 alresdy |||nEa| add anather 5 o

the e heek M for dangerous sciiving.

Racial identity is an imporiant part of Howse Lyran
dar. In g worid where nanional ity and faich aften 1ake
precedence aver race yout [amily has woven all three
lagether, You have heen laught that the Khuravar are
i blessed people with o grand future, and thal House
Lyrandar lsesar the center of thiv descing. Humans come
from Sarlona, elves leam Aerenal, Your kind are the true
claldren of Khorvaire, and | he world is yours.

For those in the Windwrights Guild, the ronneetion
1w the sea s slwsys mrong. The Stemwmock supplement con
taing &4 number of characver options suitable for heirs of
Lyrandar. as well as aumerous challenges far characien
whm mabe & life on the nllrn woler

Combat

Asi Lyrandar heir, vourake s ereative apprasch ea contller
Lyrandar swashbucklers loswe duehing and swordplay, b
e niln n I'-:r Faalif szl rf]"ri:ll'\-r fuoa wuse renterd weather ta vink an
appimeni wship rather than face him in personal combai
Batile i never & game, though. You srike decinavely
whther you employ magu . § weapan. or clever diplomacy
] Fou rean r-ﬂl'nerl the I".lhlﬂlh r.r!- (2] different fl'Jrl 1]
ench ether instead ol 4 you. vo much the betrer

Advancement

Whether you were hora into Lyvandar or adopred by the
heiuse, your rank s derermined by your servies o the Jiouse

serviee 1o the puilds, and service 1o the Khoraver race

Though the swifiem wey wa sarn the respect of the viecroys



A House Lyrandar aivship,
cuiaway vie

F—_—#

Guitps in House LYRAMDAR

The Windwrigho Guild. with (s da thing F"': via and aleek
elemental crall, sthe !,lluhil fnce of Hoase Lyrandar lor
sl hohorvalrians I-i‘l‘ﬁl""': I.\ virtue ol jis ir|'1.|-'|.-.r
i agri whire. the smaller Raincallers Guild ar guahly

hasa larpps Lmpach v life in K horvaive

Tue Ruancariees GuiLn

b character with the Mark aof Starm can summon raln
ro shive lnemers lromm l!r|u|.|:|s.l e ke P a hurricane from
devastatlng a coasiil city, The Riadncallers Guild has
devored ceniurios 1o thn |:|r-n'|u|||||1-r|| of (rrigation sys-
e, damy, cannls, levees, and reservoirs o J1I-‘||:l coniral
the torces ol natare. The unmarked members of the guald
forus on thesws services, In addition, Raineallers nlien
wrrve ma travellog em lauries of House Lyrandsr, and are
trained (i the ares of ||1|..|[lI:III-||L V. A hrge o ities often have
Haingalles i LA L biur 1 he pulld plsn marnitaing 1 EUT s
ol wanderers who (ravel r el dlar vircuts | hrooghow the

spriculiural s o hana irf the Five Nations

THE RAINCALLERS GUILD

Associated Classns, -'\d.rpr arlstocral, clerie, cam-
cmoened, druid AP l1|ﬂ:!\qu‘h|
Associsved Skills :hl"'

eciure and enginerminglt. &

T T h:.n—ln!;;r atx hi

1wwlpdge |geography]

Rnowledge (inavure). Profession (Tarmer), Survivai

Tuwe WinowricHTS GuIiLD
IN'he Windwrights Guild dominates ihe shipping irads
The eare Neet of Lhe 4_;-“[-5 o made up af |he e lemenial
bound vessels and girshipy of House Lyrandar. crewed
by heirs of vhe hoose and proviaing spee dy Lranipor:

by wmater ar air Howesep, the vasl ihajority of the guilid

i composed of ..—..._I-*,H'rn{rl i eaprming who faeed nod lae
heiri of the howse, or even hall-elves. To earn the Dag

ol the Windwrighta Guild. & EApLAln musl pass regular

inspections and pay house duss. In sschange, the guld

cConnpects If'|:1'|'1 \l-'1':|.'| CWUslIoms H.'I" Car |_|l

Ii thst captaine who choose to

Commuon beliel b
work autside Lhe p willel are Hkely 1o auller “sei Wlenis rang
ing from dendly weather 1o saliotage ar pirscy. Repardless of
whether Lyrandur veuly smguges in such s ister praciices
the rumio u.|||r|r n1'1'.1n|;,c!| 1y COY e i||'|'|'.|.n'f|'. e clients 1o
roly on gulld phipping, lorcing moss captaing to work within
I he j_'|;1||| Ihe sublors of the Lhazaar Pr 1|1i'|]|-|1|1| lEnare §
notible exception vo this rule, and there has long been ten
sion betwern the Windwrights and the eastern sea lords

THE WINDWRIGHTS GUILD

Associsted Classes: Artifcer, commuonar, expert,
ranger, rogue, sarcerer, iwathhuckles®

Associated Shilla: Balance Climhb, Knowledg
prograplv). Profesion Gailor], Swim. Llsve Rope

" her BN L Y%

———-—d
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1s by serving as an agent of Lthe house, young Khoravarare
often encouraged to wander and learn the ways af the world
Sail the seus. sée distant lands, and whenever possible.
serve your people in the process. The knowledge
you acquire und 1he contsens you muke will
serve Lhe house in time.

Many Lyrandar viceroyasare middle-
aged or older, and the general philosaphy
af the house Iy io leave adminipration to
those seanoned by work and the
warld. You are ynung; so enjoy
yoLr youth, The houie will
come to you 111t has s task 1o
be pertormed, und your se
vice will be remenilbered when
rI'H.' ime comes

Missions
House Lyrandsr engages in any
number ol schemes. As an heir of
the howse. you could Bnd yoursell
mediating talks heiween Valgnar elves
and Karrn solidiers, You might be semt 1o
hunt pirates in the Lhazaar Sea, or o track
down an srcilese) in Xen'drik that migh
be the key to & superior bound-elemenial
design. Perhaps vou will need 1o lacare. salvage. and destroy
s prototype airvhip los) incthe Mournland: Though these
are Ehﬂljl‘llgll:g r-‘h\. I"U'l.lr dl“lh.l:ul JoEry Noe rn‘lr l.'lljl.ll,r |-l|-|]|l|
wlso be tested by duvler deeds. A tenegadn arvificer pey-
fecving the means o control an elemental yessel withoul s
diagonmark laa dpnger to Lyrandur’s fupure. Lyrandar’s
future s your Tulure, and you know whisl you mus: do

HOUSE LYRANDAR IN THE WORLD

."fﬂlrdlk"l-“‘_ the L praranhar Thow u]ﬂ]‘ll!.n Tt ‘rrm bk dhevirm oo ua hitle _|r||||l .

Ik fime thing o b o high, Buat it hurts all the worse when you finally full
—Keanlar, puclluf Sharn

Adventurers who iravel by air or by sea do business wath
House Lyrandar an a regular bavis, Yor the kraken larks
Ipneath even the faires) ceas and it ov hard 10 wee bow Tas
is tentacles reach, House herrs and half-elf adwenturers
might find House Lyrandur 10 be a valuable patron. bur
thuse who cross o lind that the Eraken s o dradly foe

House Lyvandar uses the standavd hievarchy of the
dragonmarked houses, The house lender holds the title of
matriarch or paiviarch, but isoftenadd eessed ai “firsiborn”
iy mambers of 1he house who believe thst Lyran and Sels-
vash speak through her. The current matnarch is Estavah
d'Lyrandar (NG female halF-2If expent Tidragonmark heir
2}, nne of the youngest matrmrchs in the howse's hisory

In addivion tothe Ravncallers Gulld snd the Wind-
wrijghts Guild. Flewse l.yl'nnde: cantroly o number af
umaller agencies nnd cabals. Sela’s Parh in the priesthood
of House Lyrandar The cull reveres Arawar, Kpl Korran
Lyran, and Selavash lis adherenvs maintain tha the souls
of the Arstborn wrve s intermediariet between the Kho-
ravar and the qnnh!l.-iuh Heost, just as Tirs Mirom s said
1o speak for the Silver Flame.

Lysan's Gift is the arcane research nrm of the house
The Gifi helps Lyrandar spellcasters hone 1heir skills
and it works in concert with House Cannith and the
Twelve to develop new forma of magie.

Baron Esravash d'Lyrandar
of Starmhbome

The Starm Front o sumored to be a cult operating
within House Lyrandar whose members believe that jhe
Mark of Storm Is not a gift of Arewal and Kol Korran bui

the mark of the Devourer. Cult members maintiin
that the greatest members of the house live on as

krakens 1o the deep. and that these immaorial
— eldersguide the Starm Front through visions
e Starm Froant helieves that the power ol
the Mark of Starm was meant w0 be wsed
for destruction. and thst the Kho-
ravar should seize dominion
thraugh foree, not wair far
thelr time to eome. Darker
tiles suggest that Esravash s
fust o ligurehead or o dupe.
anid that the Storm Frond is
the irue power gurding House
Lyrandar. Acconding to these rumaon
Ihr L 5 |Ii| malnlains hldrl:‘n {.Il.'l."‘-
throughout coastal Khorvaire, imeluding

Thilusk [eland off the Demon Wastes,

NPC Reactions

Houee Lyrandar has long champianed
the Khoravar vace, and Lyrandar heirs

R

receive a frendly resction ivi many hall

elf communitien. Al Llhe same time. those half-elves who
prefer to maintain drong ties 1o humans and elves {an
atiirude common in House Medani) sor s rrogance in the
Lyrandar, and cin be unfriendly of even hostile v then
couwsing. Lyrandar heos face an unfriendly resction (rom
[he peaple af Lhe Lhazsar Principaliiles. but a friendly
welcome in Valenar

Lyrandar does its best vo spread ws dealings across
ihe draganmarked houses, hiring proiection from both
Dleneith and Tharashk, while using borh Phadan and
Thurpnni for intelligence and covert services. lts rela
tionship with House Medani is someiimes strained (as
discussed 1n Esivanged Siblings, page 03), but tensians
with House Orien run high. Grien suliered during the
Last War, and the airship poses a serious threat to their
muonopoly un averland |ransporisiion. Orien beirs are
typically unfriendly loward Lyrandar heirs, but rezl con
flict seldom arises botween them.

HOUSE LYRANDAR LORE

Characterswith ranks jn Knowledie (historyd or Knowl-
edge {nobility and raysliy) can resesrch House Lyrandar
to learn more aboul 1. When a charagier suéceeds on
shill check. the following lore 1s revenled. including the
information from lower DCy,

DC 10: Houwse Lyrandar can eall the winds to speed
ships across (e watar or brang the vabn toow dharsty farm-
er's hields, The house slso owns the dirships thar eruise
the akier over Khorvalre

DC 15: The Mark of Storm s carried Biv Lyrandar
half elves. wha prefler o be called "Khoravar * 1t = rare
far @ member of any o her race to rise in the ranks of &
Lyrandar gaild.

DC 20 Houwse Lyrandar is ramored to have its own
pirate fleet thay preys an capraing who work outside the
Windwrights Guild and numerous reparis indicate thar
elomental binders who try to make shaps hat non-house
members can rontral hawve suffered dubious accidents



DC 30: Characiers who achieve this level of succesa
ean learn imporian) detaily about Hoose Lyramdar in your
g IT"FIJ!';."H LLLL rll"'"‘ﬁ' history, notable "l-{'.m}lfr\. !ht { 1ot k]
where W opernies, and | he kinds of sctivities it undertakes.

HOUSE [YRANDAR'S HOLDINGS

The marraarch ol House Lyrandar has her seat in Storm
hame. an sland alf the narthern coast of Aundair. Lyrandar
fages tranaln e Ehos ppee s desialale island into a |:|.3IJ1|!iu<-
and 1t s now licmee 1o 4 number of Ghallanda reioris in
addition tatha Ly randar enclive. An Auwndairian gariisan
statmoned on Stermhome protects the entrance 1o Soion's
Sownd, hat the vland is |r|irtrr';1;||]:|-' conyidered House
|..\.".i| mlnr wteretbaey, 1 Has ||.r||1 bt & hothed of 1nry n;ur
Beavand Starmhome. Hodswe Lyrandar has enclaves in
rost ma|ar poct el des ol Khorvaire, in addamtion to land
in Valenur Chat ir holds in viclation of the Korth Edices
The Valenar elves lave lintle snterest m fallen Galifar's

laws, and this suits Lyranday well

MEMBERS OF HOUSE LYRANDAR
IN THE GAME

Lirvhaps are alten an pdveniurer’s defininve mode of
ranspoariation, and o colea ikl contact in House Lyrandar
can ||I.|Ii H.hal' O ANy« ﬂlf\llill"rl [ ||l" ?ll_l'..l'rl': CATY L._Il" A H‘llf‘{
out patron o hall ell adventurers. and it might be inter
ested inadapting a hall-elf (dragonmarked ot otherwisel
with the right skills, Adverturers conld be called U
|I3|' Ve house 1o Tost prolotype :|||'l;|'|;p_\. BCOOIMPTY TS

sans ol rk|1|i-| atlon, oF take Partin clandestine effortite

vranaform Valenar politieally. creating a Khoravar nation
under {he very eyes of the warriar elves
Alternatively. Lyrandars ruthless nature and ambi

tion make the house 4 compelling foe. Dark rumors well
how Lthe house engages in extortion, wenther manipulition,
blackmail, piracy, and murder (o ageomplizh it goals. Even
if the matrinrch does not support such strongarm inctics
the alnister Storm Front cult has supporiers throughous
the house, ind (8 maght do so withouwl her knowledge

Adaptation

Wl 07 e membiers of Storm Front are correet® bs Fouse
Lyrandariruly iouched '|:|'. the Devowrer, Kl.llri!'tl '.1'!. kraken
ltateds Wadden in the |i+1|:-|]'|.:. af the sesa™ U s, Lhe secred
madte e of the house could be waiting lor the proper ean

junetion of planes and !_lra'_r]_:h.rr - When the time w righi,
they will dreive the Valensr to war. unleash o hudden flew
of wormaibips and armored airships. and send the full
haeticane lorce of the Mark of Starm apminal the cil lep aof
K horvairs Will PC herrs of Lyrandir oppose (his plan

or will they embirace it and the lll".[l..'l.!. i |u'1..l|.'|l|1.r'1."'

Sample Encounter

Lyrandar heirs ace everywhere in Kharvaire, snd 1hey
carey themaelves with an easygoing ammashiliy—ai levng
ws hey get 1 he respec) they Teel they deserve | ining up
transportstion, parricularly inthe more danperous areas
aof Khorvilee, almost inevitably brings PCs inte contaet
with 1he house and s peopie A hsrardoys journey off &
Lyrandary .|||'n.|'|.1|\ or wind L'_'.g-l:f'q_)r! rn:;:’hl prove asy chal

:1'=1EII'|: an rh' AfdFEnture i1 5218 i0 matian
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Taelyn d'Lyrandar,
irusted cnvoy of House Lyrandar

EL 6: Taelyn d'Lyrandar does not possess the Mark of
Storm. He cannot call the rain or command the elemental
energy that drivesan airship, but what he lacks in mystical
power, he makes up for inwit, charm, and pure dedication
to the cause of his house. Az a trusted envoy of Lyrandar,
Taelyn could serve as a liaison for the party or asthe house
delegaie on the opposite side of a critical negotiation.

Having cut hisdiplomaticteeth on verbal duels with
Zil ambassadors. Taelyn is not easily provoked. Words are
his weapons, and he uses Sense Motive 10 search for his
enemies weaknesses.

TAELYN D LYRANDAR CR 6
Male half-elf expert 5/wizard 2

N Medium humanoid (elf)

Action Points 3

Init +0; Senses low-light vision, Listen +5, Spot +7
Languages Common, Elven, Gnome, Ore

AC 12, touch 10, flat-footed 12
(+2 armor)
hp 27 (7 HD)
Immune sleep
Fore +3, Rel +3, Will +11 {+13 againsl enchantment)

Speed 30 fr. (6 squares)

Melee mwk dagger +4 (1d4—1/19-20)

Base Atk +4; Grp +3

Combat Gear potion of cure moderate wounds. potion of eagle’s splendor,
potion of blink, wand of sleep (25 charges)

Wizard Spells Prepared (CL 2nd):
Ist {3/day)—charm person (DC 14—), endure elements, comprehend

languages

0 (4/day)—arcane mark, detect magic, light, message

Abilities Str 9, Dex 10, Con 10, Int 14, Wis 14, Cha 16

Feats Education. Favored in House, Heroice Spirit®, Negotiator

Skills Appraise +4, Bluff +12. Diplomacy +18. Disguise +3 (+5
to aci in characier), Cather Information +15, Intimidate
+15, Knowledge (Jocal) +7, Knowledge (nobili[y and roya]ly)
+7, Listen +5, Perform {oratory) +10, Profession (sailor) +5,
Sense Motive +14, Spot +7, Swim +4

Possessions combat gear plus leather armor, masterwork

dagger, cloak of resistance +2, feather foll token

Hook "Destiny is like the wind. Will you fight against it, or
let it fill your sails?”

House MEDANI

“Let the ather houses bluster and call us "upstart." When they realize

we hold the keys that can release the secrets of the Five Nations, they
will learn respect.”

—Baron Trelib d'Medani,

patriarch of House Medani

Ofthe twelve dragonmarked houses. House Medani has
the lowest profhile—and that's how the house's heirs prefer
it. The half-elves of Medani bear the Mark of Detection.
Through the Warning Guild, they offer their services
as bodyguards, inquisitives, and sentries to clients
across Khorvaire.

Medani is the youngest of the dragonmarked houses
to originate within the Five Nations, with the Mark of
Detection appearing only shortly before the War of the
Mark. The Medani families banded together in pre-
Galifar Breland prior to that conflict, but had few aspi-
rations beyond being left alone. Only in the aftermath
of the War of the Mark did Medani’s elders bow to the
pressure of the other houses and 1ake their place among
the dragonmarked.

Despite often strained relations with the other
houses, Medani's collective voice carries weight. The
house's warnings are ignored at the listener’s peril, but
Medani’s iconoclastic nature makes it sometimes dif-
ficult to work with.

WARNING SIGHNS

Though any number of organizations might claim a lock
on the truth, House Medani can back that claim. Those
who possess Medani’s mark can sense arcane and divine
power, the taint of poison, unseen intruders, or magical
observation from a world away. All Medani heirstrainin
the use of logic, perception, and technigues for assem-
bling fragments of evidence into a recognizable whole. As
allies, they are formidable; as enemies, even more so.

The Medanialliance existed before Galifar: a col-
lection of families based in the former Medani prov-
inces of what would one day become Breland. Already
accustomed to blending into human or elf society, the
half-elves of the Medani concealed their dragonmarks
when they first appeared. A close-knit society. they
were content to use the Mark of Detection quietly,
building a reputation as bodyguards and scouts while
attempting to avoid the growing conflicts of the other
dragonmarked.

House Cannith discavered Medani partway through
the War of the Mark. At first, it was thought that the Mark
of Detection might simply be a prevalent aberrant dragon-
mark, but that conjecture was quickly discarded. Cannith
finally tracked down the elders of the Medani families
and convinced them (some say threatened) to take their
place alongside the other dragonmarked houses.

Even today, distaste for authority runs strong in
Medani, giving rise to aloofness that many dragon-
marked ascribe to the house. Medani is forthright in its
views on house politics and is an active participant in the
Twelve, but representatives of the other houses sometimes
claim that House Medani warksagainst their interests as
often as it supports them.



FRIENDS IN HIGH PLACES

By virtue al s geographic arigins and current leader
ship, howevel, Mlouse Medani has 4 close velatianship
with the Brelivh evrown T he house is bawed o Wrom
and Baran Trelib (NG mate half-elf rogue ¥ musier
imguisitiee 21 isw long-sunding friend of King Bors-
rel Durn!g ihe Lin War, Medan: maimialned (he is me
siradfaw neubtrality ws the other |*..ru!n11m-1*hr1i howses
Hiwever W rumored thai = good poariion af the war
| L B nill.lf"l!i;_rriri idierrted s Breland Team s allies in
Lilargo might have nriginated with Medani—ihe haue
sung connections of Sivin 1o sssar i homeland whils
mlinf}ln*nq MELFIRG Y ARCT ROy

Th-'-'\-lﬂh- Lhe -.lrJHunmnI"i.rd houses are dirvcted 1o
carty an cheir meroantile operations at a nevrrel d lstanee
from the nobility of 1he new Khorvaree: Trelib's close
|-r|d.tu:1r|.1h:||: wil h King Barsnel olten csuses i he hoae to
deal more (avaralily with Breland than with the
rest of the Five Matious. Trelib s known
o I'].-\'F IIS.I.II.FIII'I! a ﬂllfl1+|Fr II-'I: M—'iiulllﬁ
'|1Jl!"li'\ e I E‘llTi‘l"f’l i o ﬂ'“ij is .ﬂlhl'
tharged with discovering whao
sssazsinated Haramdl's Tirmt
wife, QDueen Chasrma. Thoss
choss 10 Trelib apask ol hid utter
devorion th wilving 1he murdear,
by all his efloroy to date have
proved fritless

T'nn_'lu_gh bhis elowe pelp-
fignship angers many outaide
Hreland {nobiles and dragon
marked alihe) some Brelich
liave 1heit wn coneern.
Within ihe !"\-.u!: s Dark Lan
1rEma hl_E'.tl'[rlnl rid SRl Es
wander oprrily wheiher Boira-
nel bion fac) being played by Medani—and
whether Trelibs long years of rr:f'nl.hlup
have enakiled him o ]1-|.'r-'l-' f|H-r:|-r1'--a=r
igants within the rurks of the Brelish
conrr or the Lonter ns sheminlves

ESTRANGED SIBLINGS

T|'I.Il'll_t""|'| hoth ].:ull"lllr and Medsni are maide ap ol
half-elvew lintle love 14 losl heiween the two hindes
Unlike Ghallends and |Jorsica. Lyreandarand Medani
formed at dullevent times. in different saress. and
dndervery differdnl circumatances, Lyrandar 1d ambi
tioad and ankigntatiows. shile Medani in fodused 4ad
withdrawn. The lorme: PrILI.fI iasell on s diplomaey
srid political aeumen. while the latier has noe fenr of
playing tavarites

Lrespiie thetr dbissimilie temperiments. the 1w
houres have somis eamman "rnluld A sphitle dasdaie Toir
||u|:.r wi’l(l rr'ﬁ] tlul.llrd (1] pnu-rl ihrlw‘. 1 Il'u-rr Jc -Jnngh
wilh the othes houses |.|1nnl11r.l.|h| riy C lTII’HIh,. ay dives a
pieference jor working wilh | he common olk of K bhor
viite rather than the ellie. On vire aceasions. they have
supporied oo ano her agains initialoves smong e
houirs and mavvemenls by the nohllity 1o himi the pomer
of the dragonmarked. Sueh allivness are shore-lived
however, and ofren conveninntly forgotien

Baran Teelib d"Medani
ef Wraai

House MEDANI
AS AN ORGANIZATION

"The likeness of dhe vicergy wai puod rnnu‘*r b fool the duke and hin
entourage, Il gier bim that. Chengrling or ne. he nended %o foa=n o fow
thimgy about bew to sl dute ororetic Hhiough. Fowr prari i the Gitade!
Lk.wfufgn'r ken H’ﬂ!" |r_:_l-l|r.u 3

—Rrina d " Medani, inguisivive of 1the Wardess Guild

Hisuse Medani s s dragonmarked house nf halfF-elives who
carcy the Mack of Detecilon in their bloodlines. 1t ls one
af the poungey of the hauses, formed only at the end of
the Waraf the Mark, though i had existed infarmally
bor some time b pre-Oalilir Brelond. Medani primarily
wiorks Tor elienis (n Breland and eernreal Bhorvaire, bt
i apents are found seross 1he conpineam

JOINING HOUSE MEDANI

The half-clf blood of Medan| has & stcrong influrnce
o ihe views ol ihe houw Arrullﬂlﬂl_‘fk (] W.J.IL-{I[
hetween warlds, the hiuse values the rarisl
herilage thar allowa its members 1o
maove in beth @l and human sociely
with sqse. Unlike House Lyransdar,
Mudani laveors accasional iniepmar
m plage 1o elves or humani. bath s
A means of renewing the connec
tian ta e ancenral blood and 1a
add 10 the house's expansive socisl
conneciione {her races are
nim conwdered candwlaies for
marringe annd sueh mate bhes
@reé u'lr'rtiu Fr:lwl:.rll urjujl. |:'||
houir clder
House Medani i not s
partldulae when it eames to s
hivelings, Any individual wath
the proper aptivude can apply 1o
1he "l"r'-lrn:urig G ld, he Er.!r'.!rrl
cefilFentian, and work under thie
bBoude banner, of not far the house el
Thes us particularly 1rue in Wroat and Sharn: buj even
in Medani's staller enelaves |hie howere i'!.'ruru]'n hirde
indmwidusils based on 1alent slone
House Medans prites critical thin hers aof all iy pEn
l"illr|||'.1.'|1.J:|'|:'.'! abillity is valyed, bal di ot considersd &
replacement for an analytal mind and keen judgmeni
Memibers of the houwse gravitate toward the classos ol
eipert, rogue; and bard

ENTRY REQUIREMENTS

Race: Half==If, ¢lf, or human.
Sprrill: Mus bie relaied by Ieod ar MaTTIAET 10 &

member of Houwis Medani

Member: of House Medians and ihe ‘r'l-lﬂ'l:ng Ciusiled
Ipsen guiekly that they must imike |heir cwnwayinthe
worid. Medant bs nst the maan poweyful house. nor the
most papulogs. The virengihy af s members ave kaen
vaslght and » learned .l1||:t'| Fi prr‘rhcr the setions ol
thasse o rouivd them based on the evidegee o hind, To tho
entd, ihe house :tuph’w: ity members not inthe colléction

SASNOH 3HL
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House Medani inguisitives
are '}'l"l‘lll'fl':\' [} |JiIr I'! r]ll'l‘il‘fl Pi#
investigate crimes that baflle

local Liw enforcement

Guitps in House Mepani

House Medani and the Warning Guild are synonymous
in the minds of many Khorvairians, few of whom real-
ize the degree of afficial separation that stands between
them. Rather than a simple extension of the house, the
Warning Guild has grown into an affiliated but largely
independent entity. The Mark of Detection often leads to
meddling in unpleasant affairs; official separation keeps
the house at a safe distance whenever the unpleasantness
turns out to involve the nobility or the dragonmarked
houses themselves,

While the Warning Guild provides valuable expe-
rience and training for its members, House Medani's
ministers realize that not everyone's gifts are best suited
to that path. Heirs and house members whose skills lie
elsewhere are encouraged to pursue them, as long as
those pursuits benefit the house eventually.

WarnNinGg GuiLp
The Warning Guild is administered by members of
House Medani, and it reporis to the Medani patriarch
and his council quarterly with financial reports and news
of particular interest 1o the house leadership, Members
of the Warn Guild do not gather infor ion in the
same manner as a Phiarl:
or even a Ghallanda barkeep. Rather, they piece rogether

1agent, n Thuranni operative,

a map of the subtle plots threading Khorvaire by keep-
ing those plots from coming to pass. Only when Aurum
agents are revezled within the Brelish court can the chain
of orders and intrigue that brought them there be care-
fully unraveled. When an assassination attempt against
n Cannith seneschal is prevented. it unlocks layers of
eming that would otherwise never come to light.

The Warning Guild provides certification and contract
employment for bodyguards, inquisitives, and sentries across
Khorvaire, though the bulk of itswork is in the larger cities.
Bodyguardsin Khorvaire can be hired from any number of
sources, but those of the Warning Guild are not hired pri-
marily for their musele or skill with a blade. Rather, House
Medani specializes in anticipating attacks and preventing
them before strength and steel are ever needed.

The guild has enclaves throughout the Five Nations,
but they are always small and unmarked. If a potential
guild member can't find the place on hier own, that doesn't
bode well for her future in that line of wo

WARNING GUILD
.‘waodnlEd C]lailt-:: Bar‘d, cxpe.rt, rogue.
Associated Skills: Diplomacy. Gather Information.
Listen. Search. Sense Mative. Spot.
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ol intelligence {1he long-standing purview of House
Pliarlan and, more recently. House Thuranni). but in
counterintelligence. Medsni does not traffic in secrets;
it helps 1o keep them.

Medan) sgenis and inguisitives work 1o detect and
durupt the thefi of goods znd informstion. Some focus
on the more iraditional physical methods of doing
so; athers take 4 more subile approach. All Medani
heirs train in close combat, with a focus on yurprise
wactics. T hepare not masners of disguise. norare they
especially gified a1 blending intaa crowd, bur no ane

can pick a target out of thet same crowd faster than a
Medarns heir

HOUSE MEDANI BENEFITS

Members of House Medani can call upon the resourees
af their house 1n the major cities of central Khorvaire,
and anywhere outside the Five Nations where the house
has holdings.

Economics: The Warning Guilds urban enclaves
double as a network of sale hauses. Flouse members can
obtain free, nonsecure lodging at any enclave. but mighs
be asked 1o perform service for the guild in exchanpe
{especially if non-Medan) companiang require lodging
dswell)

Services: Membars of Houwse Medin! can make use
ol sny of the regular services of the Warning Guild at
20% of nurmal cost,

Information: House Medan mombers con make
use of current infarmation uncovared by members of
the Warnimg Guild inrhe course ol bheir work, While
ina house exiclive, o member con guin o =5 bonus on
asingle Knowledge, bardic knowledge, or lore check
per day

Favored in House Benefits

House Medani's narrow cammerclal loeus pl'n'-'l.rh-!,
iy members with an equally narrow ranje of bon
etits. The following table indicates the types of luvory
# Madani characrer with the Favoarsd in House fem
might request

PLAYING A MEMBER
OF HOUSE MEDANI

A u member of House Medani. your life revolves around
subterfuge—not engaging in it, huy preveniing ather
from doing so. You vee the woreld sround you es an oneri-
cate web of schemes, plen, and counterplots, Auesiing
the tange of possibilities, you yse insilhel to predict and
defend ngainst thowe thay hreater your clients, anil do so
well before threaiican vurn o danger. Defending againn
in absnisin s blade is o job that any Denelih sellsword or
Tharashk enforcer ean do well pnough. Making supe thai
blade iz never drawn (6 the Medan way

Combat

You are irmined to handle yoursel [ in a virnight-up hghr.
but the bea defonse ie to aliminate & for before he has
& chance (o join haitle. When combal s necesaary, you
epguge on your own best terms, Ambush. surprise. debal-
ating poivon or magic. the advantages of rerrain—all
are 1ools 10 your arsensl, and you have no compunciion
agmenst wnog them 1o combet as in all Vhings, youseek 1o

FAVORED IN HOUSE MEDAN]

DC' Benefit

10 One free use of the least Mark of Detection: free use
of a Tu-level member of the Warning Guild for |
day: sse of house cantacis 1o gain @ +73 elreumanance
bonus on & Gaiher Informetion check a loan of 100
£p ¢ 10% per month®

15 Une free wie of the lesser Mark of Detection) free
use of |d4 Znd-level members of the Warning Gulld
fur 1 week, use of house contects 10 gain & +6 oir-
cumstance bonus on » Gather [nformmion check,
frer use of honse coniscts to have minor (rouble whh
the law disappear’

20 One free use of the grester Mark of Detection; free
use of & Jrd-level member of the Warding Guild
(lenst dragonmark) for T week; use of bouse contagi
10 gain a +9 circummance bonus on & Gather Infor-
mation cheek, liae use of & secured 1als howis for
four cheracters for | week!

25 Free use of o Stholeve! member of 1he Warding
Gulld Uessnr dragonmark) for | weeh, free use ol 2
srciared wife house for four charsciers for | manth®
uss of house contacis io gain s <12 circumptence
henus on & Gather Information check

| 1§ & eeqqursted Tavior invalves an illegal or dangerous st

inerease he DI bﬂ,’ 5 Favoors mith DCs inf 20 32 h:l‘l!.rt

alwnyh require addivions] service o the house

ZAcharacier can have na more than one loan a1 8 hime

FALthe DM s dincretion

 Nanmagical anempn to locste charsciore in a Medanid

pale hause far examijale, wiing Lhe Urhan Tracking fraed

take s <20 penaliy.

prodict the sctions of others snd execute your response in
such s way tharihe foe never sees l coming, [T your tactics
fall, rg quarter will he daked or given. The safety of the
elient comes hipsi—pveryihing elie i scademic

Advancement

Advancing in the Medan, hierarchy 15 not aegessar-
Hy dependent on perfarmance 10 the Warning Guild

Though you will by encouraged 1o consider joining the
gullel, Meadani recpgniies that ot everyone |5 sulted
for it rigorous Gand sometimes dangerous) ficldwork

In face, # number of house parriarchs have never been
members ol the guild—maost notably Stavros, a great
vieticinn of fve eenturies past who lost the use of his legs
it wehild.

Your hause is a elose-knit one, but the nature of your
work makes you constantly aware of the danger of becrayal
and infilirsnion. However, from the moment you prove
yourself. you are part of an elite group. Your family and
prople dedicate their lives (o others—watching, waiting,
and ensuring that those in their care liveto see tomor-
row unhirmed

Missions

When not tasked with a specific assignment {most olten
protecting nables of the dragonmarked elite fram
ssrassination. kidnapping. and the like), you will find
yoursell engaged in Medani's more general business
of sitiing the plots that run rampant 1n Kharvaire

When the Warning Guald hears & growing rumor of a
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new Drosam incursion, you follow thase rumors fram
Sharn to Graywall and beyond—confirming thesc
plots by shutting them down. When s noble is black-
mailed, you are not conrent to sumply keep terms of the
payment quiet, but will work your way back to discover
who gave the order. and why. Beneath the veneer of civil
palitics, the plow of Khorvaire are given life by noble
courts, criminal gu ilds, and lirlgnnmarhed houses alike.
In the end. you see through their deception as no ane
elye can.

HOUSE MEDANI IN THE WORILD
“The Tharashk thumb-breahens, the Marshals, the Medani, They 'l all find
aul iwhal pou know. haweper they haor to do it Bt with Howse Medam.

yow're bkeby to find oul who it = pou're reoily zoriing for—and pat how

much of the whole plan they bothered filling you m o ™
Guard Svaro Entirre. Sharn watch

In g waorld in which seerets, espionage, and assassina-
tion can be bought and sold on the open market, the
rale af the countarspy takes on grest signilicance.
House Phiarlan, Hause Thuranni, the King's Dark
Lanterns, the Royal Eyes, the Aurum. the Emerald Claw,
and uncountable other arganizations weave theis weba
of intrigus across Khorvaire—all the while curving
the agents of House Medani who undo theor well

wrought plans.

Urban campaigns in particular can easily entwine
a party with House Medanl, even iFnone ol the PCs has
any affiliation with the house, The party could vun head-
long inte a Medani investigation, become involved with
a character being guarded by a member af the Warning
Guild. or join forces with a house operative 1o take on a
commaon foe

Beyond the house's role 45 a counterinielligence
agrney, Medant (ke Lyrandar) s looked 10 for leader-
ship by many Khoravar. However. the house accepta this
role us an-offshoot of i position asa protectar—nal as a
godi-grven righi.

As befitsa house proud of [ty iconaclast status, House
Medaniisavightly ki group, It s ameng the imalles of
the houses in population, wnd indeviduals are encouraged
10 have strong honds 1o their extended famalies. Factional
disagreements arise within the house from time 10 nime.
but have never threatened 1o became schism or open
conllict. Cutside the house, relations between Medani,
Phiarlan. and Thuranny are sometimes strained. with
the three houses often working on different sides of the
wume intelligence-gathering operations.

I'he relationship between House Medaniand House
Lyrandar is a comples ane, Though precious leele
comman ground or competitlon exists hetween their
mereaniile operationg, the two hall-ellf houses have very
different views of their racial heritage. Lyrandar had
centuries 1o spread beflore the appesrance of the Mark
of Detection, and takes as ity mandaie the continued
development of an inclusive Khoravar race. Even before
the appearance of their dragonmarks. the Medani had
rejected this view, content to see themielves as heirs 1o
two worlds rather than the bullders of one.

Todwy, where Lyrandar seeks racial wsolanian,
Medanl sees greater sirength in being a bridge between
two cultures. House Medani's encouragement of occa-
sional intermarriage between half-elf and lf or human

is abhorrent to many Lyrandar, who are not afraid 1o
make their feelings known.

Despite the inherent separstion of the Warning
Guild from the house, strong funciional ties bind the
members ol both, Medani operatives outsade the Warn-
ing Guild work mostly to colleet. collate. and decipher
the informatian gained from the plot the guild uncov-
ers, and hoth sides look out for the other. In its awn way,
House Medani's store of intelligence might be the equal
of enher House Phiarlan or House Thuranni. bur with
ane significant difference: Medani's information is never
sold. Rather, the house uses Lthe facis, rumors, and spercu-
lation at its disposal solely in the service of its clients—and
sometimes to convince prospective clients that they need
Medani protection

NPC Reactions

House Medani's home and history lies in Breland, and
members of the house can expect an initlal reacrion
of friendly from all Brelish except those who oppose
King Baranels reign. Members of the ciry guard in
the urhan centers of Khorvaire give House Medani
an ndifferent reactlon. improving to friendly ifthey
have been helped by (as oppesed 10 shown up by} the
house in the pau.

Law enforcement and intelligence agencics rec-
ognire House Medani's expertise. At the vame time.
Medanioperatives are often seen as unwelcome meddlers
inofficial business, a view that makes them unpopular
in seme administrations. In particular, members of
House Phiarlan rarely have an initial anticude toward the
Medani any mare favarable than indifferent

HOUSE MEDANI LORE

Charactera with ranks in Knowledge (lacal Breland) or
Knowledge (nobility and royalty) can revesrch House
Medanito learn more about it. When s character suc-
ceeds on a skill eheck, the following lare is revaaled,
including the information from lower D,

DO 10: House Medan is best know for bodyguards.
Theiragenis wark anywhere. but the eities of central
Khorvairve suppart the highest percentage.

DC 15: House Medani hall elves bear the Mark of
Detection. popularly believed 1o give them a "sixth sense”
for trouble

DC20: The patrisrch of the housc s an ally of King
Baranel, and seemas 1o have » closer link 1o the Brelish
court than he hasto the other dragonmarked houses. The
houses—along with Aundair, Thrane, and Karenath—
express misgivings about the policical vmplications of
this close relmionship.

DC 30: Charuciers who schleve this level of suceens
can learn importent details about House Medani in
your campaign. including history. notable members.
the areas where at aperates. and the kinds of activities
i undertakes.

HOUSE MEDAHNI'S HOLDINGS

In keeprngwith its role as o hause of counterspres, Medani
keeps a low profile even in its ancestral home in Wram

| he Medani enclave is 0 connected network ol unmarked
buildings within sight of both Brokenblade Castle and
Parliament Hall, It s not marked on any map, and thaose
not already aware of its exsstence would be hard-pressed



1o pick its well-guarded doors out from
among the private apartments and shops
that surround it.

The Tower of Inquisition, Med-
ani’s center of interrogation and
incarceration, is the only part
of the enclave known by name
among the other dragonmarked
houses. A nondescript stone
building overlooking the river.
itissaid to be as well guarded
as Brokenblade Castle iiself.
Underground passages and
permanent dimension doors are
said to connect the tower
and the castle, created so
that the enclave might be
used as a secret refuge in the
Last War, but this rumor has
never been confirmed.

In addition to its ancestral hold,
House Medani maintains enclaves in
Fairhaven, Flamekeep, Korth, Sharn,
and Trolanport. It has smaller centers in Newthrone,
Pylas Talaear, Stormreach, Taer Valaestas, and Varna.
Medani outposts can be found in smaller cities across
Khorvaire, including Rhukaan Draal in Darguun.

MEMBERS OF HOUSE MEDANI
IN THE GAME

When threats arise to the rule of the nobility. the
activities of the dragonmarked houses, or the peace of
Thronehold, House Medani is the first to know. Though
many among the dragonmarked have reservations about
Medani's motives, the house has proven its worth and
discretion time and time again. The house’s small popu-
lation but wide-ranging power allows it to function on
any social level. Medani operatives are just as likely to
be involved in thwarting the plans of the Aurum or the
Dreaming Darkastheyare preventing extortion attempts
against a minor merchant.

PCs might become involved with Medani through
the operations of the Warning Guild. High-level antago-
nists can be exposed by a Medani NPC, thus dragging
the PCs (wi]]ingly or otherwise) into a storm of intrigue
and danger. When the Blood 0f Vol, the Dreaming Dark,
and the other sinister threats that plague Eberron come
into play, House Medani can make an excellent ally and
motivating force for a party,

Adaptation

House Medaniiswell suited to intrigue and larger-than-
fife villains who operate on a global level. Even without
dragonmarks, Medani works as a secret organization
devoted to countering the intrigues of others. It might
be supported by the commercial interests or noble
families of nations in conflict. Alternatively, ifalarge-
scale threat is beyond the scope of the campaign, House
Medani becomes a group determined to protect those
who cannot protect themselves. A good-aligned thieves
guild is a role Medani can easily fill.

Warning Guild member

Sample Encounter
Through the Warning Guild, House Medani
has eyes and ears across Khorvaire. PCs
commonly encounter Medani characters
while seeking investigative or protective
services. Given the dangers that those
in Medani often face. the party might
also encounter a member of the house
facing an ambush or retreating
from a desperate fight. PCs
might even gain the enmity of
Medaniby compromising one
of its operations, or by being
too closely affiliated with 2
group whose plans Medani is

SASNOH FHL

attempting to thwart.
EL 5: Brina d’Medani is

working for a well-to-do mer-

Brina d’Medani, chant who ran afoul of a local
gang, and whose young son has
since gone missing. Her inves-
tigation has turned up evidence of a kidnapping that
goes far beyond simple threats and extortion—confirmed
when a squad of Emerald Claw fighters jumps her on a
darkened street within sight of the PCs.
Brina D' MEDANI CR 3
Female half-elf rogue 3

CG Medium humanoid (elf)

Init +6; Senses low-light vision. Listen +5. Spot +7
Languages Common, Elven, Gnome

AC 15, touch 12, flat-footed 13; +1 against traps
(+2 Dex. +3 armor)
hp 16 (3 HD)
Immune sleep
Resist evasion
Fort +2, Ref +5 (+6 against traps), Will +0 (+2 against

enchantments)

Speed 30 fi. (6 squares)
Melee mwk short sword +3 (1d6/19-20) or
Melee sap +2 (1d6 nonletbal)
Ranged hand crosshow +4 (1d4/19-20)
Base Atk +2; Grp +2
Atk Options sneak attack +2d6
Combat Gear potion of cure light wounds
Spell-Like Abilities (CL 1st):
2/day—detect magic
Abilities Str 10, Dex 15, Con 12, Int 13, Wis 8§, Cha 14
SQ trapfinding
Feats lmProved Iniciative, Least Dragonmark (Mark of

Detection)

Skills Bluff +8, Diplomacyﬂ?. Disguise +2 (+4 toactin char-
acter). Gather Informauion +10, Intimidate +9, Knowledge
(local) +7, Listen +6, Move Silently +7, Open Lock +6,
Search +8, Spot +8

Possessions combat gear plus masterwork studded leather,
masterwork short sword, sap, hand crossbow with 20
bolts

Hook “You take things {or granted, friend. No Medani makes
that mistake.”
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both the Couriers Guild and the Transpertation Guild,
and for nearly two thousand years, controlled virtually all
land-based trade and transportation in Khorvaire.

JOINING HOUSE ORIEN

House Orien employs a number of hirelings, butitisrare
that such individuals make the leap to house member.
Instead, Orien encourages its heirs to have numerous
children, even accepting those born cut of wedlock as
full scions of the house. This policy has given Orien

the largest and most racially varied population of any
dragonmarked house in Khorvaire; its members include
a number of half-elves and half-orcs. Though such
children never manifest the Mark of Passage, they havea
home and a future within the house.

House Orien prefers that its members focus on
skills and talents useful for day-to-day labor, or ones
that enhance the powers granted by their dragonmarks.
To that end, members of Orien often become artificers,
bards, fighters. magewrights, or wizards.

F———ﬁ

Guitps i1 House ORIEN

The day-to-day issues of coordinating lightning rail traf

fic. hiring and paying caravan crews, and oversesing the
movement of goods and passengers are handled by the
Couriers Guild and the Transportation Guild. The house
actsas a managing compiny, keeping its share of the profits
and overseeing the guilds’ decision-making processes.
Most members of House Orien work for one guild or the
other. Nonguild members of the house typically deal with
the other houses or the governments of Khorvaire.

Couriers GuiLD

The Couriers Guild servesboth the rich and poor of Khar-
vaire, though the common folk arguably henehit the most
from it. For i reasonable fec, the guild arranges safe trans-
portation for letters or packages. Lightning rail cargo runs
cover Khorvaire's major centers and the smaller settlements
en route, while Orien caravans serve more remote areas,
In addition, the Couriers Guild can arrange cxpressship-
ping, guaraniesing the fastest service and personal delivery
at the recipient’s end. For its most exclusive clients (and at
its most expensive rates), the guild guarantees safe, next-
day delivery of any parcel small enough to be carried by the
courier charged with teleporting to its destination.

Asasideservice, the guildalso employs an elite group
of agents who specialize in sccure and high-risk delivery
scenarios. [ the destination isdangerous or remote, orif
the item or information to be shipped cannot be entrusted
to the rail or the open road, the Couriers Guild has
options for those who can afford them.

COHI 1ers I.:\_-r])icn”f-' -.|r|r|c.r‘1'.|kr: El guod nu|r-.|_|r:r of|:_;w-
risk assignments hefore they are entrusted with sensitive
documents or goods. All couriers undergo u thorough
investigation of their character before becoming mem-
bers of the guild. Those who have proven their worth and
are of suflicient level (usuaI!T at least 5th) can becomes
special couriers, taking on high-profile assignments.

COURIERS GUILD

Associated Classes: Bard, expert, fighter, warrior.
Associated Skills: BlalT, [Inyiomacy. Iotimidate,
Krowledge (local), Ride, Use Rape.

TRANSPORTATION GUILD

The -l‘rallﬁpcrr.ﬂ.!lon Guild is I'ESPOI':I:'\I1IJ':' for |i:g!'|!||.1'tlg
rail, caravan, and coach routes throughouwt Khorvaire,

including the maintenance of trade roads and courier
posts. Tariff agreements made with the nations through
which its lines run fund the guild. Taxes paid by the
settlements where stops ure located go towprd station
maintenance. Passenger fares and shipping fees on the
lightning rail, coaches, and caravans are used for peneral
maintenance, salaries, and overhead, and to boost House
Orien’s battom line.

While the Couriers Guild is a valuable part of
Orien's business, the Transportation Guild is the house's
financial foundation. Nearly everyone involved with
house operations works in the Transpartation Guild ac
some point. Piloting a lightning rail is the most glam-
arous and prized job in the guild, but beneath every
pilot are hundreds of guild operatives whose work keeps
the rail running. Ovrien does not make its employment
numbers public, but it iswidely surmised that the Trans-
portation Guild is the largest guild in Khorvaire.

The Transportation Guild's teleportation services
are typically availahle only al house enclaves. Once the
province of nobles and the dragonmarked viceroys, tele-
portation has taken on a new significance for Orien in
the aftermath of the Lust War. In the age of exploration, a
new class of adventurers and mercenary heroes often has
the need {and the coin) 1o hire those Orien heirs with
the greater or Siberys Mark of Passage. In particular, the
grouler telefior! a|:i]:||)( of u S:berys heir sllows instanianeous
travel from mainland K horvaire to the wilds and riches of
.'(1'|1'-:i.|'i'|(. F.'u't:lj with Iile: lal‘ospect O!ra dangerous. month-
long VOyage BCross the Thunder Sea, many an adventuring
party 15 willing to cobble together the 5,000 gp required
to teleport directly from Sharn to Stormreach.

As they did all through the Last War, Orien tele-
porters continue to do a steady trade with the nobility
and the dragonmarked houses. The politics of Khor-
vaire have never been in greater flux, and the ability to
instantly meet with one's allics—or just as instuntly send
spius into the court ol one's foes—isthe foundation of the
alliances and imtrigue that make up the modern age.

TRANSPORTATION GUILD

Associated Classes: Artificer, expert, mugewright,
rague, wizard.

Associated Skills: Craft. Diplomacy, Gather Infor-
mation, Krnlwlmigr flocal). Profession, Sense Maotive.
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ENTRY REQUIREMENTS

Race: Humsn, half-elf, half-ore
Srﬂ:il]: Muit be selated by blood o marTisgelo &
rnrmhrt n{Htrult Drlbn.

The Brelish poet Kessler onee called 1he lightming rail
the spiriveltheage.” If that s 1rue, then House Orien's
potition a8 the keeper of thay apiriy (8 one O takes seri-
auily. Ovwen s (or @1 [eass wan) the center of travel and
transpart throughout the Five Natlons and across Khor-
vabie. As such, house heirs can bir lound posied Lo nearly
pvary carner of the conlinet
Hanse artifeers cantinually work to improve the
I|E|‘|ln]r;g rabl and the sarcans rihancements of their
rirmvans. including the magivally eocled carte thar allos
fvod b be shipped virtually snywhere Bards are the
public fuce of the house, working & sdiicin masters. ticket
brokers, and couriers. Warriars and fighters olten act as
ircuiriy on Orien coaches and caravans quungh::
worth sk techiniciani on coach routes or the lightming rail,
while wrzards snd ariificers résnarch new vohicle designs.
ihvent new magic dems. ar seek o enhance the natural
shyluiss provided by the Mark af Passage

HOUSE ORIEN BENEFITS

Asbefise its place s the centes ol Khorvairian transpor-
wiien, House Oren s invesimenis and holdings provide
benefits for s hetrs acrass the continenl

Gear: Full members of ithe Couriets Guild who da
not have their awn horse and riding gear have them pro-
vided , then pay of T rhe hass com acu rave of 20% per year
lor soaner if they wishl, O rien harees are healthy and of
gl guality, House Orien sl provides lree short-term
tore and sinbling for the mounts of house heiri.

Services: Mimbers of the hanse can broveel by Orien
caravan for free 2l any time. and can iravel bwicr yearly by
||!|||n| ng rall on ;_u-ruu:ul business gt no cost, Members
treveling on howse or guild business ride the hightning
rail for free. Companions riding with and vouched for
by & member of the house can ebiain caravan iravel for
5% of the normal cost and lightning rail transport for
0% of the normal coir. Hivelings of the hause can travel
by caravan for 50% af the normal coan but miust pay full
fare for personal lightning rail iravel,

Infarmation: Houwse Orien members receive 5
S prpgumitance honus on & sngle K nowledge (lncal)
r|1PI:L w:u:h.l_-\.'r-l" Ihl"} FRIFF @ REw EFFa rhll- LT} ll'u_- wide
grographical bage aof the howss

Favored in House Benefits

For ¢eharaciers on the move, the tavor of Houwse Orien
tranalates into @ number of wave to travel. The following
rable indicates the types of favorsan (Jrien character with
thi Favared 1n House fear might rocuaat

PLAYING A MEMBER
OF HOUSE ORIEN

For you, the clamm chathe 0 me of Galifar was s golden age
for Khorvaire is more than a matier of opinion, Before
vhe Loat War, Oriensinfluenee blankeied the continen,
and iis trade roads and Lighining rails were ihe lifeblood
olakingdom. The warcur thow sneries. however. leaving

FAVORED IN HOUSE ORILEN

DC' Benehit
10 One free use of the leas Mark of Passage; o voucher
far 1000 miles worth of teavel by lightaing rail
(unndurd cart)’) n loan of 100 gp at 10% per month'
15 One free use of the lesser Mirk of Passage: & vaucher
For 2,000 miles worth of travel by lightning rail
Cheal e lass eart}?; free wie of mundane Coureri
Guild yervices 10 apenly send ar receive one letter or
vinal| pechage lany disance}
20 Onefreeuse nhhmll-itlhﬂphl
uir of 8 chartered | pasvenger eart und
crew for | day', fres use of x 3rd-level member of
the Couriers Gulld or Guild (lean
dragonmark) for | eeek; free wie of mundune Cou-
riers Guild services 1o openly send or receive one
large or disereetly send or recelve one amall
pachage (amy disiance)
Free use of & Sith-leve] member of the Couriem
Couild o Trapsportatinn Guild (lesser dragon -
mirh) for | week)| (ree use of o chariered Hight ning

[
&

rill custom cari and erew far | wreek™ | fren uas al
mundane Courwrs Guild services to peeretly wend o
reeeier one i rge package (any disanced
111 o vegueited lavor involves an llegal oF dingerows aci,
increwie Lthe S L %, Favors woith DG ol 20 or highes
plways require addinional vervice to The howse
2 Regular routed anly. Availahlt destinatioms and depar
lre Limes Lo bie dales mined by ihe DM, Voushers con be
dovided smang muliple ridera’teips. See Explorer’s Howiltmik
far more informaiion on lightning rail eavel 1o Eberron
1A charazies ran have no more than one losgn sl s time

Calitar desd and House Dirien bloodied but wilowed.
The losw al Cyre woas as de-vnﬂuung far Oirien as (1 wai
ful' f..ﬂ.n.ul.ill. I‘JI.H. yau hn:lw 1|1al al;ln'l.tl'!l.lr rm.n' hnl.l.lr '||Ir|||
regaim (be lvssats. [ts ust 9 guestion ol when

Combat

Asamember of House Orien. you vicwcomban as an unusual
hazard. vonw part of your daily routine_ A fight s often an
ambiuih, sapecially Jor ihose in the puildi. Assuch. snce
im combar. you seek 1o ger our of 1 as quichkly & pﬂ-ulhﬁt.
Whether this means avénding 1L, cscaping . ar pulliag a
quack ened v ot 18 up 10 you. When combat as inevinahle, your
prelerred taciic byt Lake coniral ofthe field The telepar
abilities of the Mark ol Pucage lend themselves Lo ihis
JFP;'l:mrll. bt L will use @Oy AT quihil‘r { Fircam m W le e
alehemcal riemal 1o disorient end overwhelm your laes,

Advancement
Axa member of House Orien, your concerns ure your
house your gulldy, wnd your persan. in thm arder
Advancement within the house and the guilda Is driven
by actiainn 1t aupport Lhe health and growih of Orien.
However. it is posiilile 1o advance in the houie withow
advaneing in & guild, and vice versa.

Howgie Orien emphasizes teaning futare leade s, anil
il real-wurld eaperience o @ particular course of dludy
might benehit the house, Orien s usually willong ta fund
s purtton of the expenses. This expendiure of resourons o
seen avan invesiment. and it 1s expected that thowse recois
ing such siud will repay the house with time and labor,
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Asamember of House Orien, you havea mix of eco-
nomic ambition and social concern. The Transportation
Guild is as much a public service as a business in Khor-
vaire and, as a result, you sometimes find the commercial
focus of the other houses undignified or shortsighted.
Short-term exigencies might force your hand, but your
projects require long-term planning. A certain amount
of patience is necessary.

Missions

As a member of House Orien. your work touches on the
operation of both the Couriers Guild and the Trans-
portation Guild. When caravans are attacked, problems
arise on the lightning rail line, or a courier goes miss-
ing, investigators are dispatched. With the freedom to
travel almost anywhere in Khorvaire, a house assignment
could see you scouting the borders of the Mournland,
searching Sharn for black-market corductor stones, or track-
ing stelen documents from the Eldeen Reaches to the
Lhazaar Principalities and back again. Your role in any
house assignment depends on your class and experience,
but will more likely involve recovery and reporting than
infiltration or combat.

HOUSE ORIEN IN THE WORLD

"Bunch of quill trimmers, they are. Always thinking about wha! they can
get and what you're willing to pay. They'd do beiter to think about how to

make thewr thrice-damped coaches run on time.
—Bernard Hoffstein, disgruntled Vathirond city clerk

House Orien is synonymous with travel across Khorvaire.
House Lyrandar commands the air, but their pors
of call are limited compared to Orien’s. If travel is
important in a campaign, little work needs 1o be
done to bring Orien into it. Whether a journey
by caravan or lightning rail is simply a means
to get to adventure or an adventure in and of
iself, the PCs wilt become familiar with (if not
employed by) House Orien before they reach
their destination.

Orien caravans are the cheapesi and
often most dependable means of travel
for adventurers. Even those with
the wealth to afford the light-
ning rail or airship travel soon
discover many destinations in
Khorvaire that only caravans
or coaches can reach.

Though House Orien fol-
lows the standard hierarchy of
the dragonmarked houses, sig-
nificant differences exist at the top
levels. On the patriarch’s council, each
guild has three representatives (two elected
by guild members, one appointed by the
guildmaster) while the house has another three repre-
sentatives appointed by the pairiarch. Protoeol is firmly
followed at the higher levels. Decisions are rarely made
without 2 quorum preseat, and a two-thirds majority vote
is required for most resolutions. The patriarch almost
never makes a decision alone, but presents issues to his
council and casts the deciding vote when necessary. [tis
no surprise, then, that the other houses look at Orien
and wonder who is in charge.

Baron Kwanti d'Orien

of Passage

Among the middle to lower ranks of the house, the
fullacceptance of children born out of wedlock {and half-
breed ¢hildren at that) throws a twist into the traditional
dragonmarked sense of aristocracy. Birth order and
blood tiesto the house are the primary determination of
social status. Within the guilds, more upward mobility
is possible, since family ties are less important.

The current patriarch of the house is Baron Kwanti
d'Orien (CN male human sorcerer 7/dragonmark heir
3). Though the house enclave in Passage is his primary
residence, he spends much of his time on a private light-
ning rail coach, checking up on enclaves and stations
throughout the Five Nations. His current goal is to find
asource of income te allow Orien to reroute the broken
lightning rail around the Mournland.

NPC Reactions

Thanks to Orien’s part in making travel accessible 1o the
population as a whole. most commoeon folk have an initial
attitude of indifferent or friendly to members of the
house. Citizens of Passage (where House Orien wields
considerable power) have an initial reaction of friendly or
helpful. Members of House Vadalis have an initial reac-
tien of friendly 1o members of House Orien, thanksio the
long-standing relationship between their operations.

HOUSE ORIEN LORE

Characters with ranks in Knowledge (history) or
Knowledge (nobility and royalty) can research House
Orien to learn more about it, When a character suc-
ceeds on a skill check, the fo]lowing lore is
revealed, including the information from

- lower DCs.

DC 10: House Orien invented the
lightning rail, and it staffs and maintains
the coach lines. The house controls most
paid, land-based travel in Khorvaire.

DC 15: House Orien carries the
Mark of Passage in its bloodlines, giving

its members access to teleportation
powers. T'he Orien guilds existed long
before the dragonmarks.

DC 20: The Couriers
Guild is the smaller gu:ld
of House Orien, in charge
of delivering sensitive pack-

ages or papers anywhere in
Khorvaire.

DC 30: Characters who
achieve this level of success can

learn important details about
House Orien in your campaign,
including history, notable members,
the areas where it operates, and the kinds
of activities it undertakes.

HOUSE ORIEN'S HOLDINGS

The families that made up House Orien were originally
spread across Aundair, but their transformation into a
dragonmarked house created the need for a home. They
chose a small town that they renamed Passage, building
their main enclave and headquarters there. This they
catled “Journey's Home,” in reference to the amount of
time most house heirs would be away from it.



FllulTlr‘f & Home jakes up lu'|.|;;h'|.:r on:-lhitd of 1the
madern ey of Passuge It amploys nearly half the ciry's
workforece in ane ERpHIC LY or antther, with n can-

Udernbile number devoted 10 the eongleue-
nen il maintenance of lightring rall
arts and caravan wagons, Research
i nww agleal methods af rrans
e and ”“}'F””H Iy genteved al
[ourriey's Home. und most spellons-
ing hairs muke thelr homes there

All members of House Clrien
areenpeeivd to spend fime m Jour
aey's Home, learning the bohind
the arnes aapecih ol runnipg Hhe
howse wnd guilds us they keep up with
the industry Orien han creared
Coublel harelings might visn an
aceaston, bl sueh teips wre rare,
and usually pressge advance
mai ol vl b ldaal haso

Ill url*llllnu Fiw _|||||:|'r|r'\_v-|.
House Crien keepa
enclaves in Sharn, Naw Cyre
III"lII"I'I-l. i\.rn'!h. Hr‘g.‘llirnrll Korann Pepk,

Flamehse, Tuer Valoestan, and Tralan

Home

part. The house alyo bk autposis sind
offees [n nearly pvery lown Gn Che (rade coads and Tighi
ning radl routes of the Five Natians and beyoned . Mo al
these after the services ol one or borh guildy, Aside from
Houwse Vadal s, Cvrben ia 1 he anly deagonmarked house 1o
havis o \1H||.1f'4;.-||'|l [IvELENTE N Ve Fldeen Bearlies
House Orien maintalng w number of lghtning ral
conches Chat aey ws mabile soelives For impartand linuse
members Usod exclunively lor house and guild business
ihese eaaches are not held 1o any timetable, and are given
priarity on the lghining rail Lines over commercial snd

privale ¢ caches alike

MEMBERS OF HOUSE ORIEN
IN THE GAME

Ay ERETIA LT L hai redjulres travel aeross he Five Nations
v peifeer caniidate for the Incluslon of Houw Orlen
Unlike athor hesgses wilh thei e overare II.|||“ 11]||I pand pali
tes, Orien's focus ia simply getting lrom point A 1o poin
f—preterably wirh everyones alive, atill in possession of
walrad 1h|.'.:|- lelt home with, and ||.n|.|“- 8 wl ther farer. The
challanges invelved (m maintaining this stetus guo sve sl

Rctene that Orten has livtle time far inte 1, dacep when
the sehemes al others interfere with the houie's plana
RPCy in House Orien are pragmanse aod resulis

prienied. All vhe Iﬁ'll:, rentiond tn the world amouny
ionathing (F vou cannol make the coachies fun on time
Chrpen o mservive intdusiey, sod s imembers heve mariered
the art ol Lu—p.ﬁg & pleasan, eslm espression in the midu
of thaos. All members af the houie are Tamily, regaddleas

ol where they come (eom, Anvone oatdde the house i 3

poreniial comomer. and Urien ever forgets | hat

Adaptation

Compaigns thay use a more traditienial level of majg
andl vechnology might find House Oren & difficuls fa
Even of the :|g]n'run|,: rail s oo Iln.uq'.h (1] lﬂ'd 1+ ] lu:’h ]
witing. beep Oirsen’s cpravans and courners In mind

Rikard d'Ovrien of the
Fransportation Guild

As an organization devored 1o trade and exploration,
Oirien can take on the role of the real-life Marco Pala
in a funtesy setring. Even as house members build and
cantiol the major trade routes, they are dlways seeking
to discover what lies beyond the well-traveled roads—and
how it might prabr them.

Sa mplc Encounter
Travel is b constant meny adventurers, As a result,
encounters with Orien NPCs might be the rule
rather thun the exception in s campaign, whether
the journey issimply a prelude 1o adventure
or the adventure itself. A caravan trip
across Khorvaire brings the POy
into cantact with Oren, but a
murder on thal same caravan raises
the stakes. |{ the characiers are
implicated in such a crime, Grien
imight try to eliminate them
EL 7, A minar noble traveling

In first class on the lightning reil is found
murdered. Rikard d Orien is the highesr-ranking
house member on the train, and o fallsto
b Land whomewer e can ropd tnio hrle
irig hom ) v eateh the killer Rikard is usu-
ally more toncerned with his status within
Oreven than the house's elients, but sl Qhe momenit, he s on
the verge of losing both He i desperate ta salve the crime
betore word gets out—or the killer seerkes sgain
RixARD D ORIEN CR 5
Male human bard 5
N hif“il”ﬂll .1ul1lﬂ'|”‘-1]

Inidy =2, Scnses Listen =7, Spor |
I.i:ll.n'uigfi Lommon., L:nome

AC 4. wouch 13 NMvt -footed 12. Dodge. Mobilily
[+2 Dex. 1 srmor, +| deflieciion)

hp 25 (5 HD)

Fort -2, Rel -6, Will -3

Nl""'“] 30 i (b sgusres)

Melee = ihartswand <0 (Idb«1719-20) or

Meles mwh dagper <6 (Id4/15-20)

an‘l:l! e LIn.L:';rr +& (hdd s 1920}

Base Atk -1, Grp -1

Specidl Acriens bardie mianie 3/day fcouniersong. fascinate

freaturea, mspite cpurage | anapare compretence )
Combal Gear el o) moating
Bard Spells Known (CL Sthl
2ined (2'day)—um mudyrdbs sawnds ghitbiedull (D 15) Aald
perses (D 15D
[t Oy ) —vdorms, slemiifs. sleep LEVNCE 18D, wsseen sersumt
U Ul day) —detecr magn. kol moge hand, read muagne, maidance,

yig sy om e e

Abilivies Soe 10 Dex 14, Can 1T, Ine 12, Win 8. Cha |6
ﬁquurllll lllltwlrllg* =0

Feais i}ndl‘rr thrhl:l “rnpnr: Finewse

Skills kppranr s Bl <)) Conesnirmion 9 I_.'(|i1h.-1'

5 1o mee be ehar

Seript « Y, Diploanacy «1%, Disgules <7
Jl!fl:l l.‘lJl.‘I.l'l inirlfrl\.‘llrl1 "II [!’I.‘IlTIIl'l.'r ".ri r infeT ":'
Senve Motive 7, Spot -]

Possessions cambar grar i.l!:...q betiewry af wemar + 1, ring uf profectian

o, = short vward, | masierwork daggers

Hook | serne gread danger. Perhaps you shoald | nvesugaie
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House PHIARLAN

“We are the shadow—the border between light and darkness. We are not

simply spies or assassins. We are agents ofbafance, and through our dance,
we shape the future.”

—Kaleth Shol d'Phiarlan,

ghost of the Serpentine Table

The world at large knows the elves of House Phiarlan as
entertainers of the highest order. Thisroleis not simplya
cover for the secret work of the house, but atradition that
dates back tens of thousands of years. For many members
of the house. it is the only trade they follow.

Though stories abound that attest the elves of Phiar-
lan are spies and assassins, the people of Khorvaire treat
these as children’s tales. Phiarlan’s virtuous performers
are known across the continent for their talents—who
would believe that they sneak offstage and kill people
during intermission? In a world that includes change-
lings. doppelgangers, and rakshasas, people have enough
real spies to worry about.

In truth, House Phiarlan controls one of the finest
intelligence networks in Khorvaire. but these services
are available only to guildmasters, nobles, and othersthe
house recognizes as players in the great game of politics
and power. How do the twin paths of entertainment and
espionage converge? To understand the present, one
must look to the past.

THE SPIRIT KEEPERS

The roots of House Phiarlan canbetraced back to the ancient
conflict between the elves and the giants of Xen'drik. The
elves of that lost age were not asingle, monolithic culture,
and in the dying days of the giants, the former slaves among
them fought alongside the warriors of a dozen different
unconquered elf tribes. A corps of bardsand scouts traveled
from front to front, carrying news and inte]ligence that
helped coordinate the elves' attack. These couriers also
struggled with the impossible task of maintaining morale
and preserving the fragile alliances between the elven
tribes. They called themselves phiarlans, aword meaning
“spirit keeper.” As the end drew near, the prophet Aeren
called on the phiarlans to help him gather elves from
across the continent, creating the refugee fleet that would
ultimately found the nation of Aerenal.

AERENAL AND THE UNDYING COURT

Before the rise of the Undying Court, Aerenal wasaloose
alliance of tribes and city-states. Members of the phiar-
lan bloodlines continued to serve as liaisons and trou-
badours, traveling from court to court bringing songs
and news. Phiarlans worked to maintain peace and order
through open mediation, but they also began to collect
clandestine knowledge on their travels—knowledge that
they would anonymously pass to competing tribes and
leaders when doing so served the greater good. Gradu-
ally, intelligence-gathering became a secret industry for
the phiarlan families, even as their skill with art, song,
and dance became a shield against detection.

With the rise of the undying court, the phiarlans
came into their own as spies, serving the nation of Aer-
enal as a whole. Their task was a noble one—bringing

the light of observation to bear against the shadows of
deception so that justice could be served.

THE MARK OF SHADOW

Some thirty-two hundred years ago. two of the first three
dragonmarks appeared among the Aerenal elves. The
Mark of Death was limited to the line of Vol, but the Mark
of Shadow appeared within a number of elf bloodlines, alt
tied to the phiarlans. Though the nature of the marks wasa
mystery, the elves were quick to recognize their connection
to the Prophecy of the dragons—the great wyrms against
which Aerenal had intermittently fought for thousands of
years. Suspicion was brought to bear against the dragon-
marked, and in the end, the very real schemes of the line
of Vol were uncovered. The civil war that ensued saw that
line and the Mark of Death destroyed, and sent waves of
fearful refugees from Aerenal to Khorvaire.

This exodus included the vast majority of the phi-
arlans, fearful that the fury that had destroyed the Mark
of Death would be turned against them. A few remained
behind and were absorbed into other lines; today. the
Mark of Shadow is found among the Aereni from time to
time. In Khorvaire, the majority of those elves with the
Mark of Shadow set out to create a new life. To mark their
departure from Aereni society, they formally joined
their lines into a new alliance: House Phiarlan.

PHIARLAN IN KHORVAIRE

The people of Khorvaire had never seen anything to
compare to the artistic skills and talents of the exiled
elves, and a renaissance in culture quickly spread across
theland. Elf entertainers were welcomed in every village
and city, allowing Phiarlan’s knowledge and contacts to
grow. In time, the leaders of the house parlayed Phiar-
lan’s reputation into secret contacts with the nobility, and
they began to sell the intelligence-gathering skills they
had honed over thousands of years while serving as the
eyes of the Undying Court.

Today. House Phiarlan Jives in two worlds. Tts per-
formers can be found on the greatest stages and in the
humblest taverns, and its eyes watch Khorvaire even where
no elf iseverseen. Few people realize the true reach of the
house, but kings and queens respect its power.

In 972 YK, House Phiarlan was torn asunder by a
conflict that had festered within its ranks for centuries.
Inthe end, the Shadow Schism saw the creation of House
Thuranniand the loss of most of House Phiarlan’s hold-
ings in Karrnath and the Lhazaar Principalities. More
information about the Shadow Schism can be found in
the House Thuranni section, starting on page 82.

HOUSE PHIARLAN
AS AN ORGANIZATION

"The treasures of our house are shadows and sounds, and il 1s with words
and motion thal we earn our gold.”

—Tyasha d'Phiarlan, diva of Sharn

The elves of House Phiarlan carry the Mark of Shadow.
and they use the powers of this mark for entertainment
and espionage. House Phiarlan dominatesthe entertain-
ment trade in Aundair, Breland, and Thrane. In addition
to this peaceful work. it maintainsa massive intelligence



network that sireiches seeou Khorvaire. The house sells
information and intelligence-guthering services o the
mail powerful people in the Five Nations.

JOINING HOUSE PHIARLAN

lavhe pas. Howse Phiarlan sllowed individuals 1o marry
b the hovuse oinly rarely, it would have been unusual
1o wee two such unions ina vingle century, However, the
Shadow Schism was a great blow to the house, reducing
hath s populstion and the diversity of its family line, As
such, Phiarlan’s ranks have become more apen 1o those
wutside the dragonmarked families. though anly elves are
ever conudered for membership. A candidite muse Have
sicaprional artistic akill or remarkable talent in the ares
of steafth and subterfuge, Experts are well represented
within House Phiarian, bur s mose gified seions pursue
ihe pachs of rogue. scour (From Gomplets Aduenturer), hard,
wizard, orsovcerer, Phiarlan spellcasters typically focias
e divination, enchantment, and illusion magic, which
can be used both lorthe secret work of the houwse and for
(e anteriminmenl achivil ey thal conceal o

ENTRY REQUIREMENTS

Racei Ell,

.rlllﬂ.‘illl he ETET] Ilr relaied 1o o member ol Howse Phiar-
lemar House Thurannil by blood er marriage or decepted
based on exvraord inavy abilivy far DM discretion

hough player characters will likely be deawn Lo Phiar
lanw'sesplonage arm, the houwse derives mosit of il income

Fram the Entertainers and Artisans Guild. Phisrlan
entertainers cover 4 vast spectrum of the performing
arts, and a typical Phiarlan enclave has musiclans, aciom,
poets, dancers, and professional escorts available. Sueh
characters are often experis or bards, with the oceasional
spellenster versed in Iusion magie. Rogues. scouts, und
other comhbai-ariented charaerers might begin as enter-
tainiers, but ure often more attracied ta the Serpentineg
Table. the espianage arm of the house.

HOUSE PHIARLAN BENEFITS

The wealth of House Phiarlan lesin the knowledge of ts
spies and the lame of L enteriners,

Economics: Sinee the services al the Serpentine
Table are available anly to those of great wealith arvank
house membership is usually the only way for adven
turersio hire Phiarlan spies. The house'diniglligence
services are normally noy discounied (bul ser Infurms
tian, helaw).

The lome of Phisrlan's entériainers can beneln
player characiers 1o o number ol ways. First, if ithey are
performers themsclves. they can mik the house 1o help
find a local venue and 1o promore their performances
Even afier the house takes iis cul, PCi receive 8 bonus of
from 3% 1o 20% (1d4%5) tw the inrome generated by thei)
Perfaorm checks

Information: House Phisrlan members can make
use of curren| informmion uneovered by members al the
Slr]‘u-nrmr Table in the cousse af their wark, While it a
hud!f tﬂl’ll.r a me mhfr Tan #’;l‘ . '--.’ I}l‘!lul o s s l‘!.'

Knowledge, bardir knowledge, or lare check per day

E—q

Guips in House PHIARLAN

With bundreds ol vears 1o devote to their particular aria
the ell entertainers of Phiarlan are legendary, While the
elves are the primary ambassadors of the arts. members
of other races can study under Phiarlan ai long as they
have at least 5 ranks in iwo or more of o guild's sssociaved
ikills. 55 noied below.

ENTERTAINERS AND ArT1SANS GUILD

Phiarlans Entertainers and Arvisans Guild is the loun-
dation on which the house's reputation s buili. Any
business associated with the guild (theaters. music halls,
circused, and so on) only employs licensed jalent A
characier who has ar least 8 ranks in an associated akill
can carn a place with one of the bound businesaes of
the house, including the famed Carnival of Shadows

s traveling Phiarlan circus combining illosion, physical
aris, and exotic beans from across Eberron. A charscter
with such eredentisls can find employment 1n any major
city of Khorvaire

ENTERTAINERS ANDARTISANS GUILD

Associated Classes) Bard. expert, sorcerer, winard.
Amociared Skills: Bluff. Disguine. Crali. Perform.
Sleight of Hand, Tumble

Tue SerpenTINE TABLE

e Serpeniine Table is the esplonage arm of House Phi-
arlan, 11w not w guild in snd of iself; few people outside
the house even know of e existence. And hardly any ol iLs
lower-level operatives realive the full implication of thetr
service, | hey sumply collect and pass along inlormation,
never knowing how i i used. Members of the house
whi wish ta aperate thaie own Independent intalligence
aganeies can be licensed by the Serpentine Table, though
the house keeps o close watch on such endeavors.

While it s n simple marver 1o deal with the Emervim-
ers and Artisans Guild, the Hrr:_u*nhr:r Table tdoes noi
adveriine s presence. A charaeter seeking 1o employ the
shadowy services of the house pan Lagquire il main enclove
I ihe request o warthwhile, it is pasaed todhe Seepentine
lwison, When the time w eighe, an sgent will approach the
prospective client 1o discuass the job ot hand

THE SERPENTINE TABLE

Assacinted Classes: Bard, rangen, rague, seout®,
wizard.

Aswocioted Skills) Blufl, Dusguise, Hide, Gathor
Information, Listen. Move Silently.

* See Camjilere Adeeniurer
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THE HOLISES

Though characterstypically have to pay for the house's
intelligence services, a Phiarlan agent might volunteer
informatian to a fellow heir, warning her of o patential
threat or the activities of s mutusl enemy.

Accesss The house can provide rourine access 1o
low-level, invitation-only social events, arranging for
characters who sre not performers to gain entry as part
of an entourage.

Favored in House Benefits
Heirs of House Phiarlan can call on the enteriatnment
arm of the house or the Serpentine lable for assistance,
as outlined below. An opportunity 1o inhltrate a social
evenl refers o the chanee 1o participate tn an evenl speci-
fied by the heir. The house will always help a bard find
day-to-day wark for wealthy patrons. but an agent want-
ing totake the place of a singer seheduled to perform for
the Karrnathi ambassador needs 1o call in a favor,

The lallowing table indicates the types of {avors
a Phiarlan character with the Favored in House lear
might reques

FAVORED IN HOUSE PHIARLAN

DC* Benefin

10 One free use of the least Murk of Shadow; use of
bouse contacts to gain & +5 circumsiance bonus on &
Gather Information check: a loan of 100 gp at 10%
per month®

15  Onefree use of the lesser Mark ol Shadow; an iniro
duction ta s well-placed guild afficial. succesaiul
eriminal, er smilar NPC, use ¢f house contacu 1o
gain a =0 rircumstance bonui on s Gather Infor-
Al i Chll. h: {rr{ use ur I‘lll.l.’f confacts 10 I}“I‘ hl."
poisons or buy and sell siolen goods'

20 One free use of the greater Mark of Shadow, fres
use of 8 3rd-level member of the Entertainers and
Artinans Gulld (least dragonmark) for 1 week's an
introduction to a crime lord, guildmaster, or simi-
lar NPC; a chance for four charscters to infiltrate
an exclusive social event as entertainers; use of
house contacts to gain & +15 circumstance bonui on
a Gather Information check; use of house contacta
to send n message through  serptone

25 Freeuse ol o 5th-level member of the Enteriain-
erdand Arvsans Guild or the Serpentine Table
(lesser dragonmark) for | week': an invitaton to
an exclusive social event for Four charscters; uie of
house coniacin io gain a +20 cireamstance bonus on
a Gather Inlormation check, a free poem written
about the eharacter’s or party's espliolis

I TF s reéquested favar involves an illegal or dangerousart,

increase the D by 5, Favors with MOy of 20 ar higher

alwaps require addivional service 1o the hause

2 A chsracter can hove no more than ane loan 22 2 lime

3 Availabiliy of polsons and prices for stolen goods 1o be

determined by the DM

# For legal activities anly,

PLAYING A MEMBER
OF HOUSE PHIARLAN

Though you have seenwealth, fame, and beaury as a child
of Phiarlan, you know that knowledge {and the power it

being) is the greates trensure of all. However, the path
you take to cleim that power is very much up 1o you.

As a scion of the house, you might choose to be o
socialite, tnking pride in your house's works and enjoying
the fame that goes with them. As an adventurer, you likely
veek inspiration for some epic wark you have in mind
Performance is in your blood, though, and between
sdventures you are never far from the theater, the tavern,
or any ather place where you can regale friends and
strangers wil h SOry OF song,

If you ¢hoose the path of the apent, you verve the
will of the Serpentine Table. Though some who know
of Phiarlan’s intelligence services might call you thief
oripy. you know better, The Serpentine Table chooses
each mmgnment with care, and through your work in the
shadows, you shape the Diture.

A third path is that of the nomad. You respect the
traditions and methods of your house snd wish to hold
influence within it. but you have no intention of work-
ingyour way up through standard service. Insiead, you
create your own power base, starting wilh the members
ol your adventuring party. You will weave your own web
ol influrnce, and the Serpantine Table will aceept you as
anequal in the end.

Combat

House Phiarlan has few enemies. Barring occasional
duels between heirs who have crossed cach other, your
fumily's rivalry with House Thuranni remains g subile
war, Both houses respect the potential damuge each
could inflict on the other, and respect their esnab-
lished jerritories.

When members of House Phiarlan do engage in
combat, they do so carefully and methodically. You
study your enemy heforehand. learning his weaknessres
and preferred tactes, Whenever possible, you choose
the hatlefield, prcking ground that provides a ractical
or psychological advantage

Fram the four-thousand-year history of your house,
you know patience. A Phisarlan zssassin maght wait a
month 1o prepare the definitive situation in which o
strike, and like those cold killers of your house, you do
not consider honor to be s virtue in battle, [t s always
best 1o avold combat when possible, but when you are
forced {nto i1, surprise your foe. Exploit his weaknesses,
Do whatever it takes 1o win

Advancement

In the Entertainers and Artisans Galld, talent rises ta
the top, Ranks in Perform and an aputude for magic are
the pillars ol w career with the puild, but it takes more
than a single performance 10 earn the top spot in a the-
strical company. Repeated success is necessary 1n order
for the house to invest resources in promoting you. As
an adventuring entertalner. your life might not put you
on the fast teack to house leadership, but you could seck
the right to carry one of the helrloom performances of
the house (see the sidebar)

The life af an entertainer easily suits o bard, but
other adventurers are more likely to be drawn 1o the
Serpentine Table. Children of the house play games of
intrigue and deception. and the lessons of your youth
remain with you. As you undertake missions for the
house, you receive angoing tratning in the silent arts,
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Beyond this, the house can provide you with insight
into the secret struggles taking place in the shadows
across Khorvaire.

Asamember of House Phiarlan, you are taught to be
ruthless and expedient when a mission requires it. You
aretrained to search for the secrets in any situation, since
any piece of knowledge might someday prove valuable.

Missions

Should you serve the Serpentine Table, your adventuring
companions are seen by House Phiarlan as an extension
of you—a tool you are expected to mold and use for the

th ;:rl‘l.uu, ;J‘-'I& i'rIJIFI'ulJII: 1? fl II.IF!'\ |'I1.l'I|II?‘\| r‘lll' I:;l'l |I1'1"\

benefit of the house. House Phiarlan excels at magieal
surveillance. and you will never undertake a mission
that could be accomplished by the simple use of serying.
As a low-level agent, you might be sent on so-called
shadowbait missions, following a target or penetrating
anunexplored location to serve asan anchor for magical
observation. If you are especially talenied, you might be
sent to steal a lock of hair from a 1arget the house wishes
to spy upon, erto plant a shedow eye (page 155). Missions
in the service of the house and its clients could set you
against kings, dragonmarked viceroys, masterminds of
the Aurum, or even the Lords of Dust.

F—-_—-#

HERLOOM PERFORMANCES

While House Phiarlan long ago severed its ties to the
Undying Court, members of the house still hold their
ry and the memories of their ancestors in high

ard, The greatest treasures of the house are the wor
of ancient artists: the dance with which Jhazalaen Elor-
renthi bl dthe Kingof Fire, the

as the elves boarded their ships in Xen

|'|.g‘ t_]'l.;al ‘-.5:.»;-1'10] 5ANg
rik, and other

epic performances. One of the greatest honors any elf

can receive js the right to perform ane of these heirloom
ch is incredibly hard 1o master, and ¢
intensive training and the riy of ancient tome

tianally, the bearer of an heirjoom performance chooses

works. E

r, but should he dis without de*.ﬁignating an
te house demesne selects

hig suce
heir, the council of the Eppropri
a new elf to perform the art. Stories eirculate of unworthy
assassinated by demesne councils in order for an
heirloom performance to be transferred 1o a superior
aviist, but these have never been substantiated.
Anelfknown to be the rightful enactor of an heir-
sa+2 bonus on Charisma-based

heir

logm performance receiv
checks involving members of his dragonmarked house.
i n performance to an unworthy pupil

is i terrible crime, and both master and student could

tace censure or worse.
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THE HOUSE
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House Phiarlan has no special dispensation to break
the law, and agents captured while engaged in illegal
activities suffer the consequences. Serpentine liaisons
require full disclosure about the reasons driving an
assignment. Assassination requires excellent justifica-
tion, and the house never kills or kidnaps a client in good
standing—one of the reasons rulers prefer to work with
the house instead of against it.

HOUSE PHIARLAN IN THE WORLD

"The Phiarlan hydro might have five heads, but it's the shadow you need
to watch out for.”
—Kessler. poet of Sharn

House Phiarlan uses two symbols: the heraldic mark
of the hydra, representing the artistic divisions of the
house as well as its resilience, and a stylized silver "mask
of shadows.” Some members of the house wear full-sized
masks to show their allegiance, while others bear the
mask design worked into jewelry or clothing.

A DM decides which side of House Phiarlan’s mask
the playersare shown. Most of Eberron sees only
the beautiful facade: artists and entertainers,
poets and escorts. Only a select few deal
with the sixth demesne of House Phiarxlan:
the spies and assassins of the Serpentine
Table. Phiarlan entertainers can be found
across Khorvaire, from the grandest gala to
the homeliest inn. Phiarlan spies are just as
ubiquitous, but rarely seen.

Taken as a whole, House Phiarlan is a
neutral organization. Though its spies fre-
quently engage in illegal activities in the
course of their duties, Phiarlan operatives
respect the overall structure of society.
Like their ancestors, the leaders of the
house see themselves as agents of balance,
evening the odds between opponents and
exposing conflicts that would otherwise fester
and grow.

The elves of House Phiarlan practice hun-
dreds of different styles of song, dance, and
otherarts, covering both the ancient tra-
ditions of Xen'drik and the modern styles
of Khorvaire. Long before the house was
formed, the early phiarlans divided the
arts into five disciplines, with the greatest masters and
teachers of each settling in the five major enclaves of the
house, known as demesnes.

The five disciplinesand theirdemesnesare described
below

Memory: This discipline encompasses the written
word, including prose, poetry, and even propaganda.
History might be dictated by the victors. but the smart-
est hire Phiarlan word-weavers to write it down. The
Demesne of Memory islocated in the city of Fairhaven
and run by Viceroy Dulaen Elorrenthi d'Phiarlan (N
male elf bard 7/dragonmark heir 3), Lord Seneschal
of Aundair.

Motion: These are the arts of the body, including
dance, gymnastics, wrestling, contortion, massage, and
more. Gifted students of motion are often recruited by
the Serpentine Table, their skills adapted to burglary and
battle. The Demesne of Motion is located in Wroat, the

Taen Shol d'Phiarlan
of the Serpentine Table

capital of Breland. It is administered by Viceroy Surael
Shol d’Phiarlan (N female elf expert 6/dragonmark heir
4), Lord Seneschal of Breland.

Music: The Demesne of Music teaches the arts of
sound, including song and the use of instruments.
The demesne islocated in the city of Flamekeep, under
the leadership of Viceroy Kels Tialaen d'Phiarlan (N
male elf bard 9/dragonmark heir 1), Lord Seneschal
of Thrane.

Shape: The discipline of shape covers the creation
of physical objects. This ranges from purely functional
goods (the costumes, props, instruments and the like
required by the performers of the house) to the physical
arts of sculptors, painters, and potters. The masters of this
discipline belonged to the Thurannilines, and the new-
born house claimed the Karrnath enclave that housed the
demesne during the Shadow Schism. House Phiarlan has
reestablished the Demesne of Shape in the Thrane ¢ity of
Thaliost, but its operations are overshadowed by those of
House Thuranni. Currently the demesne is led by Viceroy
Idal Tialaen d'Phiarlan (N male elf expert 8).

Shadow: In its broadest sense, thisis the art of
deception. This includes the artistic use of Jlu-
sions, puppetry, and literal shadow plays, but the
Demesne of Shadow also encompasses the verbal
arts of deception and coercion, feigning emo-
tion, and playing a role. Actors and orators
learn their craft at this demesne, and while a
storyteller might creace his talesat the Demesne
of Memory, helearnstobringthose tales fully
to life at the Demesne of Shadow.

The first Demesne of Shadow was
located in Metrol, but was relocated to
Sharn after the Day of Mourning. The
current matriarch of the house, Elvinor
Elorrenthi d'Phiarlan, resides at the
Demesne of Shadow.

The Phiarlan hydra has five heads, but

a sixth is said to lurk in the shadow of the
house crest. The Serpentine Table is the
effective sixth demesne of Phiarlan, and
the espionage arm of the house. The loca-
tion of the Serpentine Table is a closely
guarded secret, and its placement in the
campaign is at the DM's diseretion. It
mjght be in a major city—perhaps even in
Sharn, hidden beneath the Demesne of Shadow. It could
be concealed within a smaller community, or an entire
town that exists only as a front for Phiarlan spies.

Every Phiarlan enclave has an observer who serves as
aliaison with the Table, arranging jobsand ensuring that
thelocal heirs of the house do not interfere with Serpen-
tine operations. Active agents of the group are hidden
even from this Jiaison, often scattered throughout the
community and concealed behind layer upon layer of
false identity. The true spymaster of a major cily weaves
her web in the shadows, and no one should ever know her
connection to the house.

Agents of the Serpentine Table hold one of four ranks.
Theleastare known asshadows, and often serve simply as
observers. Wraiths coordinate groups of shadows, while
specters are elite troubleshooters. Ghosts are the legends
of the house. Only a handful of these agents exist, and
their identities are carefully guarded. The leader of the



Serpentine Table tenother mysiery left o the purview of
the DM The intermsia of Phiarlan's spies ave represenied
hy the Seneschal Toen Shol d'Phisrlan (N male elf expert
#/rogue 41 but those on the inside know that Taen is juat
i mouthppees for the Serpentine Table's irue muster,

The Tialaen, Shol and Elorrenthi lines have the
most 10 luenee wiihin Heuse Phiarlan . but o nomber of
Ipsser lines are well esiabilished in the house hierare by
Prior to the Shadonw Schism, ithe Thuranni line h.d
considerable power. roday. juil » few members of this
bloodline rembin in the house, and they are often 1reared
l|-|1l'|. 'IIJHPI'FII:II'.I.

NPC Reactions

o the average eliledn of the Five Mations. House Phi-
arbany is a8 harmboss as i iy ingrigeing When a house
member 13 apprasched, he s likely ro be asked which
fumous Phiarlan entertainers be knows. Those who know
af |he Serpeniine Table 14eal members of House Phisrlan
with more caulion, whether out of respect {and a Triendly
reaction ) ar earefully veiled hastiling.

House Phiarlan's sirangest ally among the dragon
marked howses (s Ghallands. and members of that house
sre frvendly vosard sctons and agents of Phiarlan, Memilers
of House Thuranuni iypically treat their cousing with cos
indifference. though snme sie more avertly hostile, The
only true enemies of the house are the Bloady Shadows
(page 1193, who are always hostile rownrd Phiaclan heves

HOUSE PHIARLAN LORE

Characterswith ranksin Knowledge (hisiorv) or K nowl
edge (nobility and rovaliy) can research House Phisrlan
1a leatn more about 1 When a characier succeeds an &
skill check, the fallowing lore 1 revesled, yneluding ihe
infsrmazion {from lower DCs

DC 10: The elves ol Houie Phisrlan ate snrerasiners
Singing. dancing, writing—and the sver-popular elrevn-
are arts practiced by Phiarlan

DC 15: The Mark of Shadow s carried by the Phi
arlan, who wse it 1o rreate o lupians

DC 200 Some elaim the Phiarlan elves sell thely
sy (ces nsospies and aasdaninn, but others rebui thet the
elves earn enough gald by enreraining tha they do ne
need dnother souree of 1nenme

DC 30: Charneters who achieve thislevel of success
eont Jearn ymporiant detnils about House Phiarlan in
your campalgn. including history. notable members,
thie areas where it operates. and Lhe kinds of detivivies
il underiakes.

Typically. this intormation spplies only'to the pub-
licly known members of the house. Regardless of the
cheek result, anly members 6f Howse Phiarlan. House
Thuranni, or a charseter with access to informed intel-
ligence can use a Knowledge check o gain information
abour Phuarlan's clandesiing sctivities or agenss of the
Serpenting [ahle

HOUSE PHIARLAN'S
HEADQUARTERS

I'he five artistic demeanes, along with the hidden citadel
of the Serpentine Tahle. are the most important caniees
of house sctivity, House Phiarlan has outposts acrown
Breland, Aundair, and Thrane, Where it does ngt have
anenclave, ivofien maintsins & presence acthe local Gald
Dragan Inn. sharing cous and resources with Flouse
Ghallanda. The Serpentine Talile also maintains hidden
sunle houses 10 cities across K horvalre.

Sincethe Shadow Schism, House Phiarlan has been
fareed 1o leave Koarrnath snd the noctheass in the hands
of House Thurarni. To make up fort bis loss of tesruory,
it hag been working 1o cxplore pmnllui markeiz 1n the
Eldern Reaches, Valenar. and Darguun. with somewhat
|I-l11|l1-|| s Eas

MEMBERS OF HOUSE PHIARLAN
IN THE GAME

K horvaire's greatest entertainors are Phierlan elves, e
members of otheér rices whe hive srudied a1 one of the
five demesnes. Asinger in 4 random lavern is Tevenled
ta be an el with the silver mask embroidered on his
doubler, A noble lord arpives mia gala with a besuniial
Phiarlan escort on hisarm. The musicians enlertaining
al & dragonmarked hinise hangues biear the silhoustte of
{he mask of shadows A Phiarien dancer might even be
found in agrungy inn in Darguun. anonishing che locals
with her Evareful movemenis gnd shadow play.

Fﬂ

Tue Eves o PHIARLAN

House Phiarlan makes evtepabvn use of the srymg power
of the lesser Mark of Shudow. The hidden citadel of the
Serpentine Toble includes & mussive divinition center,
which wses sepeniinemirrors Epage 156} to maininin constam
wurveillance on locations nod characiers being targeted
l1'5' Ihl.‘ house '

While the target ol woyuig receives s saving throw
Phiarlen diviaers oflen use ihados epts (page 155} or
Phiarlan agents 1o anchor their sensors. ensuring tha
a wrong-willed subject cannot sense the presence of
the chaerver

Inaddition 1o intelligenee-gathering, the howsw uies
aTying 10 communicale W‘“h s .t'."nt’ ACTOS&SR Nhﬂr”ﬂ-"‘f-

Serpstene wllow the user to telepaihically communicate
with the person being observed. and even normal wn-
ing allows the use of the meosge spell. Phiarlan viceroys
often arvange in advance to simullaneously sery on one
snoiher, allowing them 1o converse across any distance
wilhout the aid of House Sivis.

A charagier warking for Phisrlan can receive sdvier
or insructions st any Lime, courtesy of s sormtond. Agents
are given recognition coded to canfirm that o commind
is legrmimate. On the miher hand, characters ourside rhe
house never know when el eyes nre warehing, and thiear
Phiaran-protecied enemies might be given telepailine
updstes about the characier’ actions.

m

4HL

SHSNOH

69




The house's devotion to the arts can even serve as
asource of adventure. A Phiarlan viceroy might ask an
agent to retrieve a priceless tapestry from the ruins of
Metrol, or send a young heir to Xen'drik in search of an
epic poem lost since the fall of the giants.

Characters engaged in intrigue will see the other
side of the Phiarlan mask. House Phiarlan never turns
on its own scions or agents, but for a group of PCs not
connected to the house, the hydra can be a dangerous foe.
As deadly as a Phiarlan assassin might be, the greatest
weapon of the house is information. PCswho are deal-
ing with a wealthy enemy might have their plans spied
or scryed upon by Phiarlan agents, providing advance
warning and knowledge of the party’s weaknesses.

Adaptation

As it stands, House Phiarlan prefers to deal in infer-
mation rather than assassination. It seeks balance, not
power for its own sake. However, if it serves the needs
of the campaign. Phiarlan could be a more active and
sinister force. Agents could be deployed to assassinate
nobles, guildmasters, or anyone else who gets in the way
of the house's plans.

Sample Encounter
PCs should have no trouble recognizing an artist or
performer of House Phiarlan, just as they have little
chance of recognizing an agent of the Serpentine Table.
Involvement with Phiarlan's espionage activities will
almost always be initiated by a house heir's contacts with
the Serpentine Table. or by the characiers being in the
wrong place at the wrong time.
EL12:Elvinord'Phiarlan,
the matriarch of House Phi-

arlan, makes her home in
the city of Sharn. As the
mistress of the Demesne of
Shadow, she is a remark-
ably skilled orator, and

she can inspire trust or fear with her words. Despite
showing signs of slowing down in her middle years, she
returns to the stage annually to perform the Dance of
Twenty Shadows, weaving darkness, mirror image, and Cloak
Dance into an unforgettable experience.

Agifted student of the arts of dance or shadow might
find herself taken under Elvinor's wing. The matriarch
hasan heirloom performance and is looking foran artist
to pass it on to. Alternatively, she might wish to employa
non-Phiarlan party to surreptitiously protect her from a
rumored Bloody Shadow attack while she attends a cer-
emony or performance.

ELviNOR ELORRENTHI D PHIARLAN CR 12

Female elf bard 8/shadowdancer 4

N Medium humanoid

Action Points 3

Init +3; Senses darkvision 60 ft., low-light vision; Listen +4,
Spot +8

Languages Common, Dwarven, Elven, Gnome

AC 20, touch 14, flat-footed 17, uncanny dodge
(+3 Dex, +6 armor, +] deflection)

Miss Chance 20% or 50% (Cloak Dance)

hp 48 (12 HD)

Immune sleep

Resist evasion
Fort +3, Ref +13, Will +9 {+1) against enchanuments)

Speed 30 ft. (6 squares); shadow jump 20 f1.
Melee mwk dagger +9/+4 (1d4—1/19=-20)
Base Atk +9; Grp +8
Special Actions bardic music 8/day (countersong, foscinate 3
targets, inspire competence, inspire courage +2. suggestion)
Baxrd Spells Known (CL 8th):
3rad (Z/day)*b{ink, glibness, scrying (DC 19)
2nd (5/day)—alter self, darkness, hold person (DC 18), mirror image
Ist (S/day)—ffmrm person (DC 17, cure iigh! wounds, erpedfhous
retreat, Tasha’s hideous laughter (DC 17)
0 (3/day)—daze, detect mogic, ghost saund, mage hond, message,
brestidigitotion
Spell-Like Ability (CL ]12th):
1/day—silent image (DC 17

Abilities Str 8, Dex 16, Con I}, Int 16, Wis 14, Cha 2%
50 able 1o notice secret or concealed doers, bardic knowledge
+11, hide in plain sight, summon shadow
Feats Cloak Dance* Combat Reflexes, Dodge, Heroic Spirit,
Mobility
* from Expanded Psionics Handbook; see below
Skills Balance +9. Bluff +21, Concentration +9, Diplo-
macy +20, Disguise +6 {(+8 to act in character), Gather
Information +9, Hide +16, Intimidate +16, Knowledge
(local) +8, Knowledge (nobility and royalty) +8, Lisien
+4,Move Silently +11, Perform (dance) +21. Perform
(singing} +15, Search +5, Sense Motive +12, Spot +8,
Tumble +14
Possessions +2 glamered mithral chain shirt, ring of protection =1,
masierwork alchemical silvered dagger, helt of Constitution
+2, darkweave cloak of Charisma +4. gloves of Dexterity +2
Cloak Dance Elvinor can take a move action to provide
herself with concealment until her next turn, or she can
take a full-round action 10 provide herselfwith total con-

cealment until her next turn.

Hook "[ have been watching you from the shadows.”

Baron Elvinor Elorrenthi
d'Phiarlan of Sharn



House Sivis

"L mication w the J'||I'H,l|l|uﬂf |.-lf evilipation
—Mairiareh Lysse Lyrriman d Sivis

|'c|.1]||-r often underesuumate the value of & carefully
rhosen wird, hur not the gnomes of House Siwvia. Lan-
guage drives the wealth and power ol this howse, and
Sivis han e h.lng!{! the LhJ.F:IE ol communication Inthe
modern age. It is the oreone mark al & Rivia seribe Lhat
proves Lhe worth of o Kunderak Initer of ecedit, and
the speaking itones of House Sivin thay atlow an Aundarr

W sage 1o cantact his brothar in Q harei. Whether
srrving as transdarors, medintars, or condubis for
lang distance communicetion, the heirs of House
Sivia build bridges hetween peaple. nations. and eul-
tiures, House Sivis hes long served as s wiahilizing force
ameng the dragonmaerked houser, snd has marniained
s reputalion for shialute neurraliiy lar nearly three

thousand vears

THE IMPARTIAL VOICE

T he sociely of filarga has long revalved around houses
allimners of families wielding great sou il posar, Stvin was
an established house even betore the Mark ol Sc :|"ih|r||§
sppeared smong its membere Though (e mark ovigi
il ly mvaifested ro onlv e few ol the Blaodlines withio
the howuse, 1 has since sprend o all vhe Svis lamilies
I'he gnames ate a race touched by magic and driven by
evirloslty, and rhe bards and sages ol Sivis worked gquickly
1o unlock the mark’s full potential, Recognining the risk
ol heing ostracized for the power they held. the Siviy
dragupmarked alsa sought 1o make themirlves wieful
fa il voricty, even as they distanced i hemselves from
thr rrnIH:r+ ol thase thev wverved. In chin, thev laid Lhe
foundation for what would becaome the standared [t Lhe
L!fll‘ll-]’ll'll.irll'.'fj heouwyes: mercanille Torees whose newtral
iy inereased their commercial power

Withina tew centuries, Mouse Sivis spread ra other
lumds, where (14 herrs” shills as translplors g ||r|:.l"|||.lsl,:n.
provnil invilushle 1o the young nations ol Khorvaire.
Many Savie gnomesclaim thal thelv house wne respon
wibile for the refinement and spread ol the Commaon
tongun from the Old Camman of the caclioar Sar
lonsm migranys

As House Sivis spread beyond Zilargn, it made con
tart with ihe leaders of the newly ereated llTnul-ﬂﬂllfll‘_l{
houses, helping to establish the common traditiens
shared by the houses o this day. Ad vime passed. Sivia
wiould !:Ianr aeribwcal role an dizcavering new I:irlb‘_l_‘r_lﬂ
marked bloodlines and helping the younger houses
eitablaah a foathald i rhe woarld, O all the houses, Sivis
has histnpically had the most interest (n Lhe d racani
Praphecy and the role of the dragonmarked houses
within i, Ever since Alder d'Cannith's uisertion ihat
twelve cantemparary dragonmarks would one day he
found in Eherron, the sages of Sivis searehed for the
misnin g marks

Decplie dis influence, House Sivis hae never sought 1o
daminaie | he housed, instead working 1o be o friend and
ally to all O course, the snomesare o tubile people. and
many dragonmarked wonder of the vaunted nearralicy of

A dragonmarked gnome sends and receives messages
using a2 speaking stone in @ House Sivis message starion

House Sivis ts nat in fact o mask shroodingafar-reaching
hadden agenda

Though the wading ability of the Sivis hetvn hay
always been tredsired. the house's gresatesd turning
poinl was (he develapment of the speabag stanp (ECS 26%)
in 7TATYEK . Conceived by Tasker Torralyn d Sivis and
developed by 1he Twelve, the specking stene nllows Sivia
|||:|1‘\. uhu Car r, !|1.r leabt 111.;r5: 0ol rhr- hﬂuuﬂ' Il Iransrmil
messages briween mones. In 789 YK the fire Sivn
messape stationi appeared in Lhe capital ciites of the
Five Natwons. Since that time, they have multiplied and
spread acrow Khorvaire

Taday. vhe houve continues 2s 3t always has, doing
its part to stabilize & world tornapart by war. Though
sonme are guleh o wrbte BfT the importance of 8 house
of seribes, Sivis s an tnvaluable, integral part of modern
cwvilization

HousEk Sivis
AS AN ORGANIZATION

“Let's pet the word oul,”
-Taass Torralyn d'Sivas, Third Staneipeakes

House Sivic s 8 dragonmarked house of gnomes wha
carry the Mark ol Seribhing in their bloodlines. The
gnomes of Sivivare the mastervof 1s nguage. Lnadditian
tomainimining the magical lines of commumieation thal
link rhe nations of Khorvaire, House Sivis produces
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scribes, notaries, interpreters, barristers, and others
whose specialty is the written or spoken word.

JOINING HOUSE SIVIS

House Sivis is one of the most insular of the dragon-
marked houses, and it has been centuries since anyone
outside a Sivis family was permitted to marry into it.
Foundlings can rejoin the house, but Sivis has little
interest in inducting strangers into its mystertes.

Members of House Sivis are often experts, mage-
wrights, bards, or (less commonly) rogues. Asmall number
of respected wizards and artificers can also be found within
the house, as well as a few adepts and clerics dedscated
to Aureon, regarded as the patron of the house.

ENTRY REQUIREMENTS

Race: Gnome.
Special: Must be related to a member of House Sivis
by blood or marriage.

Members of House Sivis are expected to master the arts
of communication. Mediators and barristers need to be
skilled in Diplomacy and Sense Motive, and language
skills are important for members of all classes. Artificers
and wizards spend their time constructing the magical
tools of the house or investigating new modes of commu-
nication. Rogues and diviners often work for Oversight,
the house's security division (see page 74).

HOUSE SIVIS BENEFITS

From its position at the center of Khorvairian commu-
nications, House Sivis grants its members a number of

useful benefits.

Economies: ASivisheirin good standing can obtain
free use of a message station, though a backlog of paid
messages often means a long wait. Other house services
are provided at 50% of normal cost, but should a Sivis heir
find himself in legal trouble, the house usually provides

him with a barrister at no charge.

Access: Within House Sivis, members of individual
familylineslook out for each otherin a way not typical of
most other dragonmarked houses. As such. a Lyrriman
can often seek special favors from another Lyrriman, a
Torralyn introuble can expect aid from other Torralyns,
and so on. Such informal favoritism is not a substitute
for the Favored in House feat, and both DM and player
should remember that family ties work both ways. A Sivis
heir PC might find herself on the hook for her family as
much (or more) than that family has ever assisted her.

Favored in House Benefits

Favored in House benefits for a Sivis heirvary depending
on whether the heirapproaches hisown family or another
member of the house. A favor requested from family
grants a character a +1 bonus on favor checks made with
the Favored in House feat.

Members of House Sivis take their neutrality seri-
ously. A character is free to ask another member of the
house to violate the trust of a client as a favor. However,
\ should the information gleaned from such a favor be
abused, the character’s favored status will not protect him
from censure by Oversight, nor from possible retaliation
by the gnome whose favor was misused.

A barrister of House Sivis meetg with a dragonmarked
1] :
scion of House Orien facing cngminal charges i

’ 3
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lhe following table indieates the sypes of favors a Sivis
character with the Fivored bn House feat might reques:

FAVORED IN HOUSE SIVIS

DE Beneln

10 Onefree use of the lesst Murk of Scribing; free use
of house conrais 19 gain & +5 circomstance bonus
an s Knowledge, bardie knowledge, or lore eheck®
A loan of 100 gp si 10% per month’

13 Crne free e of the lesser Murk of Secibong. a gifi
of td4 lat=level sevalls, fres wse of house contacts
bicy Edl“ ar I”‘ CAVYEM MYl anNCeT I'H'ITI:I.I.'I on o hnﬂwledge.
bardie knowledge, or lore eheck

0 Onefree pie of the greater Murk of Seribing) free

use of a Srd-level member of the Notaries Guild or

Speakers Guild (lnast dragonmark) for | week; n gift

of 1d4 2nd-level scrolly) free use of house contacta

to gain & +15 cireumatinee bonui on a Knowledge,
hardic knowledge. ar lore cheek®; free priority use
of Sivis mesasge ststions for | week

Free use of a Hth level member of the Nataties

s
a.n

Guild or Speabery Guilid | lesser dragoomark] for
| week l:;l'-r al ld4 Ve bewe| serolls Free prioey
use of Svin message sintions for | monch, Free use ol
house cOnlacis (o ﬁu.l.u i 220 elrrnmatance Banus on
a Knowledge, hardic knowledge, or lore chech’
I IFTa re::lurd.lﬁtl Tuverr (e | ves in dlrg’ul ar ha FIEETILA 1L,
imerease the L by 5. Favors with DGy of 20 or higher
dlways require additlonal secvice ta the hoose
2 .q-LII. h I.'hEi.'L'l (= it l'I-'IJII'rF LRLLL iII’]quI.I- "'II!.mI.HI:LI'I ﬂ}.'H.IIJ‘
a Bivis clieny, but the characier |1,1.,]L1ng the chech ke
eonwure lrom Dwei sight il the Informaton is abused or
pabiliciy revealed

l ‘ LS hlr arief caf Mave o More 'I1 am omr an Sl 8 iims

PLAYING A MEMBER
OF HOUSE SIVIS

For nearly thirty cemturnies, your family hasworked 1o main-
tain erder. Communicstion is the cord that binds civiliza-
tion together, snd your aneestor have settled the disputes of
kings and helped the dragonmarked houses find o place in
the world. Few people realize the influence House Sivis has
had an the shape of the madern age, Just 4 few know haw
often o royal sdvisar holds more power thin the king himself.
Let Cannith and the others fight for fame and recognition
Youu know that the greatest work in done in silence.

Your upbringing hat taught you o see life as an
eatendrd game. As an adventurer, you might be playing
o long game. building influence anly usable in years 1o
come. On the other hand. you might simply enjoy the
challenge of the moment, and the ihirill of pitting your
wils aguinst the warld &4 you unravel the most difficali
pureles. Your family hae whways found o way 1o cul through
thaos and produce order, and you snilesver to do the same,
Mever reveal your full strength or your tog goale. Always
wuteh forways joogain an sdvantuge over your enemies,

Cif course, not every member of your house follows
thewe traditions. Anumber of ascorisies intheannals of
Swwieliave fake joy sncausibg ¢ hook and confusion, and this
dark puth might call w you more than you care to admat

Combat

“Five words can defeat & thousand swords™ ma 2l pn,rrl,-rtr
thist House Sivis lives by, For an licir of House Sivis. 1he
challenge i to prevent combar. This dees not mean thn
yiru back down from s Fght, but where diplomaey [ails

bribery, imtimrdation, enthaniment, or blackmal are
all 1oolv thatr can be broughe into play. When combar s
anavoidable. House Stvla primarily relivs an the services of

_ﬁ

Guitps in House Sivis

Huouxe Sivis contrals both the Speakers Gulild and the
Notaries Guild, The guilds’ bookish reputations (and the
inwnlar nature of the house as o wholel mesns thar many
of those outaide the other dragonmirked houses have
little senpe of where one heging and the other ends

NoTtaries GurLp

The Notaries Gulld overiees a vast range of servicad
relating to the wrilten word, Tn addition to s vilal
work producing legal documents and authenticating
leviers of eredit. 1the guild licenscs earvographers.
bookbhinders, and seribes. including those whose spe-
r‘|||.||:r‘ 1copyling magic e ralls, Sivo hoohktfpth work
with pumbers as well as words., and guild sppraisers

NOTARIES GUILD

BT e e e e caES
Ausocisted Classes: Bard, expert, magewright,
rogue, wizard.
Associated Skills: Appraise, Crafi, Decipher
seript. Forgery. Profession, Speak Language.

are trained to spot all manner of fargeries, One of the
more inleresting branches of the guild is the Hidden
Ward, This arm of the house sells borh codes and code-
breaking services, slong with magical toals such s et
page and Hliaory wript

SreEakeErs GuiLp

Sivis message narions and thelr ipeskmy stones are the mosi
well-known service of the Speakesy Guild, bui the guild
slso oversees z number of professions concerned with the
spoken word. The guild licenses barristess. interpreters,
medintors, heralds, and nmilir professions, occasionally
l.n‘q'l'|.ii'r!;u.n]|r with the 1p¢hh arth of House Phiaclan, As
# rule, House Sivis handles pracuical and mundene ma-
ters, while artistie endeavors belong o the elves,

SPEAKRERS GUILD

Associated Classes: Bard. expere. magewright. rogue.
Associated Skills) Blull, Diplomacy. Perform (ora-

1oryl. Profession. Sense Motive, Speak Language

_ﬂ
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House Kundarsk for magical and physical security: when
personally drawn into battle, you likewise look to your
albiow, Like mot Sivis heirs. you preler magie to steel's luck
of subtlety: Assuch. Sivis experta. rogues. und bards often
marximize their effectivences with Use Magic Device,
Asan adventorer, you jump into meles more often than
your house kin, but you always keecp your eyes open [or wayp
1a resolve con flics without combat. When baule v joined. iry
to be clever and expedient. Look for weaknesses 1o 2s plok

anidd ways 10 Bring combat 1o 3 clowe s quiikly as possiisle,

Advancement
Lide within House Sivis ks o conptant struggle for rank
und prestige. The house uses s wywtem ol Vitles and affices
far more complicated thanany ot hoe havie. Some of these
ave tied to specifie vaeat fons, st others sre simply hon-
artfics passed from herr to heie, Within even the smallest
message station, heirs compete for the position of Prime
Stonekeeper, while harelings mighy alio fight for the vile
al Keeper of the Fifteenth Ward

Thankfully. this competition does nal affecy rhe
operations of the house, [t is o comples bui highly civiliaed
game—a form ol sniertainment, intended to keep an heir's
mind tharp. You face off sgains your fellows, but never 1o
the txent of hurting them or threatening the wablliy of
the honse. Someons alwaysw|ns, amd vameane always loses
but you can abeayy st up the pirces for anather game,

Though life as sn sdventurer removes you from che
daily struggles of the workplace. any missian you
undertans Predenia you w!lh (Ll nppﬂrlu:'ulq Ly
rarn & new title or improve your standing 1n
the ]‘:1:-”.“. -\I !|'|:' satme llame nh\-lp_n be warely-
ful forathers seeking 10 steal your viclarees
and cladm your Litles ay therr awn. Asan
sgent of Hause Siviv, your most prevalent
enemues might well be avher agents of
Haowie ‘ﬁi'llll. I"\pn I4|H'| Lhase ol {I]Iiﬂ]’iﬂr
bloodlines. Such fmilial foes never act to
threaten the interesid of the house, but if they
can do the job better than you. Hhey will

As in adveniurer, you are |n an
excellent porition to scquire intor
mation, whether the weeretsal fallen
empires of comiempar ey lore never
seen by gnome eyes. There s nothing
wrongwith gold. but the greares mes-
sure al all is knoededge. As your adven
fures take you hrough the world. look for the
wealth that others mas

Lysse Lyrriman d'Sivis
of Korranberg

Missions
Houee Sivis deoes not seek 1o enforee s willon
the warld a1 lean nor openlv. Asan agent of the house. gah
aring intarmat lon i pour most important duty. Howse Sivis
seekstomelninin order among the dragonmarked houses
As such, you might be sisigned 1o investigaie the setiony
of anather house or 1o resalve an angoing condliet, eiher
openly or through subtle setion. The house always searches
for ways to i mprove communicanon, including reseavch o
magic, palonics. and forgotten languages, While a Gan-
nith expeditjon 1o Xen'drik covers lost schemas, you migh
tag dlong imasarch of an ancient lome on semantios
House Sivis also has s greac interest in the draconic
Prophecy, particalarly the dragonmarks that appear invhe

world at large. These symbols hold the key 1o the future
and if any mortals can unleck their significance. the mas
ters of the Mark of Scribing will be the ones ta do ao

HOUSE SIVIS IN THE WORLD

“How mony legends speak of war parked by the woreadubly teemssf ancent
Pty © ﬂrbnf.'ﬁ}ﬁu.b:ﬁ: fur v Tk o af e infgrpiretor whin m ipht e hr'qued
o cudtural divade ™ [f the war chiefi and by of anpwnt Khoroaere could howe
bwred Howse S s mauch fess Boady oar bistory mught haoe been, "

—Channs Desir, WayFinder histarian

Honise Sivis goea o great lengiha 1o preserve it position
asan ympariial foree vn Vhe world. As s resnh adventur-
ers are more likely io encountar (he house when they
need s services, nol becavuse they have been uul_;h: up
in it schemee. Al The samie 1ime, Lhe gnomes are driven
1_:'!‘! a thirst for Lnljwlfl_’_ﬁf’_ i desire Tor seder, and theis
awn miaze of internal imrigues —any af which could draw
Houze Sivis |nto an adveniure
House Sivis wan tnsteumeninl In standardizing the
system of viceroys, minisiers, aned seneschals that forms
the backbone ol I-'!Ill‘ﬂll.l’l'll'll'k!ll hierarehy, Beneath this,
the house empliys a diveying areay of titles and affices that
are largely cosmutic in nmure. When iwo viceroys meet. the
Bearer of the Thirteenth Word hasaslighusacial advanrage
over the Hearet of the Fourternth Word, but both are seill
siceroys. Some ol thewe honors can be granted or frans-
ferred by a viceroy, some require the interven-
tion of the maiviarch, and some are based
- enlirely o abd 1l rusrom. Far E:l.irl'lplr:. any
heir whoe invents a new idwom isencitled
1a the hoasrihe " Wardvma h.™
House Sivis ls composed of twelve
families, sncluding the Torrslyns.
Severins. Lyrrimans, Syrralans. Cor-
ralyna, and Samiors. Political pames
can he lound st all levels ol the ﬂnujr
and evernr & house matriarch can be
replaged IT 4 sufficient number of
viceroys stand againsther. The stalnlity
of the house takes precedence over per
nonal ambivon, though, and 1he current
malridrch, Dayenne Lysse Lyeri
mand Sivis (N fermale gnome, baed
b/dragonmaerk heir 4), has held her
poitably for same ninely years.
In addition ta the Speakees Guild
u and the Notaries Guild, 3 number
af ather important agencies oparate
within the house. Oversight bs the securlly
arm ﬂfil!)uw‘ St\'l,_ ﬂTIl'l ‘k&lld’l .}'l' i]:]‘ulr“t
repatatian for ehsolule confdentiality and
impartialiny, Chverught proteces Sovis from spres and sery
g eyed, but alin polices the house membesship, swafily
punilshing i howe who thredten the sabiling of the orge
nizatien, ln addition 1o its own bighly deilled sperstives.
Oversight ofien works with operatives of Phiarlan and
Tharannt, Howse KRundarak, and the Trust, creaning the
nglwest web of secrecy that gold can buy. Aswirh Zilargo and
the Trust, Oversight is allowed a grear deal of larirade in s
miet hods) Unomes who leak house secrets have s tendency
1o unply disappesr,
The Hiddern Wored 15 a division of the Novaries Guild
that develops eodes and code-hreaking technigues, in




sddition 10 its work concealing inlormation by magical
means, It did 3 brosk bupiness during the Last War,

Taskes's Dream 1s s thinkvank Though Tasker Tor-
ralyn d'Sixis worked within the Twelve when he invenied
the wpeabingitone, Tasker's Dream ia a private arm of House
Sovus dedicaved o the development of new forms of magi-
cal #nd lingwistic communicarion Though House Sivis
remalns a vital member of the Twelve, (18 eurreant in-
house projecis inelude dragonshaed Foous items designed
toenhance the wndingabilivy of the grester Mark of Serib-
ing, and exploration of the potential al weleparhy.

NPC Reactions

The steiet newrrality of House Sivia means (hat it has few
premies; assuch, mos: praple have on indifferent seaction
tawird Sivty griomes, House Kundarak 1s s notshle recep-
tipn, Because af the close ties between the St seribes and
the Kundarak banking empire. the Kundarak dwarves
fyprcally hove a friendly artitude toward Swwis ey

HOUSE SIVIS LORE

Charactein with ranks in Knowledyge {local Lilargo) o
Knowledge (nobility and royalty) can research House
Swwiv 1o learn more abour 1t When o character vuccends
onaskill check, the fallowing lore i revealed, including
the infarmation from lower DCs

DC 10 House Sivis is the house of the gnomes. 1t
deals in communications (managing the mekage sa
tione) nnd puty the seals on leoers of credi

DG 15 Sivis gnomes have the deagonmark of Srrib
ing T gives them power over words, They can hide seeret
infurmation in a page of script and Lk 1 people over
lang distances

DG 20 House Saves takes pride moats newirs| iy, never
raking sides in leuds smong the bouses, by is rumared thas
ance a Swvid Irndt: ﬂIFI.'LI.E'E. even tortwre will ool F” him
o divalge ithe informatren. Other rumoern, of conwant
scheming within the house, also persisr,

DC 30, Chaincrers who achieve this level of sueeeds
can lesrn L portsnt detgilvabous Flowse Srvis v YO £ PR
paign. including hisiory. notable members. the sresswhere
it operates, and the kinds of activities ot underrabes

HOUSE SIVIS'S HOLDINGS

The oldeat Sivis enclave is locared in the city of Farran

berg viv Ailargo, and this remarns the heart of the house
in the present day, |he reglonal viceroys coordinate
efforty from enelaves in the capital citdes of every nution
al Klervaire, including Drosam dnd Darguaun, Though

Sivis enclaves are denigned 1o facilitare interacnion with
people of all races, the inner heart of an enclave is con-
structed for Small humanaids. As such. members of
larger reces find i difficuly vo infiliruie u Sivis citadel.
Secrecy s of paramount impartance to members of the
house, and Oversight uses abjuration magic to shisld
critical mreas from prying (or scrying) eyes.

MEMBERS OF HOUSE SIVIS
IN THE GAME

Sivis heirs are 1ypically polite, well spoken, and firmly
commteed 1o 1 he neutrality of their house. Even when he
hias an sgends. a Sivis heir ls more likely 1o direct sctions
subtly—making wpgestions hul allowing others lo take
the creditand glocy when they act upon those suggestions.
Though the howse s unlikely 1o ever be front and centerin
an adventure, Svis NPCs might be revealed astheinstiga-
fors ol that adventure when all iy sad and done.

Sivis PCs can forge ties 10 the house in many ways.
Tazker's Dream could werve a4 a patran far s phaTly thas
eunlains an arconist of paanide Sivis hmir. Allarnatively,
the PCs mught sfumble jnta couled information ner meant
for them. then find themselves deputized by ihe Hidden
Woard agents pursuing it

Adaptation
As presented, House Sivie is & neurral [orce that seeks to
mainfain order between the dragonmarked houses—hbu
what if thisaz an elaboraie ruse st 1he heart of 2 three-
thosisand-vesr-ald tul‘lbplthcrr‘ MHauise Sivin I'l‘ughl: haws
secreily taved every message vt senl Over 4 ipeoking done
Alternatively, the Shadow Sehiam, the infighting in House
Cannth, snd any number of other plon could stmply be
paris of & grand plan 1o bring vhe dragonmarked houses
u !lrlrlr Riwis eontral

Another possthility s that House Sivis (o In league
with the Trusr. using intrigue and sasannination wo extend
Lilavgo's influence into every nation al K harvaire,

Sample Encounter

An encounterwith a Sivisscrilae 1-1’n-n1:-uhiy the last thang
moat mlventurers will ever prepare fur, bul the gnomes of
the house can be indispensable suurees of Information,
communication, and legal advice. PCs who find them
irlves recriving @ mysterious message, needing tranilation
wrvices, being pursued for crimes they didn't cammal
or srarching for serolls or lost lore should make a Sivis
eniclave their first stap

P—ﬁ

MuEMONIC TRAINING

House Sivis promises abaolute seerecy to is clients, pledg-
ing 1 hat even torture cannot force its speakens 1o divalge nny
details ol 1he messages they send. This intense maemonis
iraining s sccesced through the Aurobyprosic skil] from
Espandnd Pasnicy Hundbook, Just as Autohyprosis can be vsed
to memorize text or pheases. it can be used to forget them,
Each successful DC 15 Aurohypnosis cheekallaws a characier
to expunge s message he has read or heard (up 10 800 warda)

from his memory. Multiple chechs allow a character to forges
longer conversations or documenis, House Sivikexperts
ke Aurohypriosis as s class akill, while members of other
clauses can acquire s few ranks drovs-claw, After sendinga
message, o Sivis speaker simply dreives 1l from his mind,

I you do not use Expanded Prisnie Hanidbook in your game.
charagiers can accomplish this ek using 1he Concentra-
tion skill, bul with +2 10 all DCa

M
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Corius Corralyn d'Sivis of the Speakers Guild

EL 5: Corins Corralyn d’Sivis 1s a highly eespecied
barristeralthe ﬁpralrri Cawald rhllugh he devoles musl
of his time 1o the law, he oecasionally sells b services as
an advocate. lobbying for clients or negotiming high
stakes Jegal agreements. When adverturers run afoul of
the law, Corius can offer them the chance to pul ther
misdeeds behind them. Alternarively. the burritar could
he employed to serve as an intermedlacy, negolialing
missions op behall of 8 mysterioos patron who prefers
tia keep her identity secret.

Comnus CorrALYH D SV CR 5

Malr grome rapert b

LM Small humanold

Init -0) Senses low-ligh) viswon; Lisen «3, Spal =

[.'nxualrg Common, Dwarsen, Elven. Onome, Gablin
Hunlflirg

AC 1. roueh 11 Mat-focted 11: +4 againsi glanis
(o] sige)

hp 1% (6 HD)

Fart «4. Ref «5. Will -7 =% agmina || lusions)

.'In!l-trl! Ta 1y (4 u;rl:urgﬂ
Melee mwk dagger 5 (14311924}
Base Atk «4 Grp -
Atk Options <1 on sibseks againg kabolds and gablinaids
Combat Gear putbicon Egie !Pbﬂnf«r artuom {5'.1,'“ FaLI] f;_lr-'r
Spell-Like Abilivies (CL Jad,

Lod ay-—anang mark

1wl ay |I'|:|-'1rrn,[.:'-l|||'¢rh. _y;J'l-HF wouenf [THE T4 ). Irll'E.I.'I'Illllglﬁlﬂllfl wfuenih ety

wrvierenls Cliwsrrus g mammals only, durazian | minuted

Abilities Sir B, Dex 10, Gon 12, [nt 15, Wis 13, Gha 16
Fealn Edurcalian, Leas Urn&rmrlrnm'k (Marck wl SI.'I:!L"I'I!H_:'_,

Megt nlisr

Skille Blut) 13, Crale Gilehemyd w4, Diplomacy «20, Disguise
o4 (o8 da net In eharacien], Gather Information +5, Hide +4,
Tovimudate + 14, Krowledge (history) <7, Knowledge (locall
o8, Knowledpe (nobiliny and rovaliv) <9, Listen +3. Perform
(oratary] +12. Profeision (hartister) =10, Sense Mol lve 12
Speak Languags (Goblin, Haliling), Spe <!

Posvessions combal gear plus masterwork dagper. glomeruseors
doak uf reiiitnce +1. glamerwesve eourtier’s auhi

Haok "Well, this s 2 fine mess. Now lei's find & way io gei
you out of i

Housge THARASHK

“We wre hunterd {n o iwerld of triber.”
—Kalaash'acrna, Tharashk inguisitive

House Thareshk carriesthe Mark of Finding, and s powars
allow Tharashk hears 1o teack losl rellevand living croatures
alike. The ancestors of the house were savage hunters who
drew on the power of their marks 1o irack proy through
the murky drw ks of the Shadow Maréhesw. The sparit ol
the hunter lwes on in the house today 'T'huugh one ol the
younges) houses, Tharashk possesses a vibran) compeitive
spirit thar drives its efforts to inereair (18 infloenoe

BornN oF Two BLOODS

For thousands of years the Shadow Marches wore 1he
domain of the ores: It was a land scarred by the anciem
condlict with the daslkvr. where the descendants of the fira
I-_;.-IFLI_'F_'P'FI'I and 1thow cary uplrd by the toueh of Xaria
continued to battle in the darkness. Fifieen hund red years
ago, hiumans camé to the Shadow Marches, relugees rom
the disvtant Jand of Sarlona Heeing the growing power of
the Inspired  Though many of the arcs of the Marches mei
the frat waves of setrlers wath hastilly, a hand{ul af eibas
welcomel these strangers. Ohver thme. this union of eul
tures produced bath the clans of the modern age nnd the
(horguntasl “ehildren of vwo bloods” ar hall-ores

When the Mark of Finding appearod among the
elana hive ceituries later, it was carried by humane ansd
half-ar alibe Some considered this jo bea divine gifi
o the humani and half-bloods 1o make up for their phys
leul Prallty—a magic mark in lieu of the grear sirengih
wnd durk-pirrcong eves that Eberron hed gramied the
pres. The mark appesred among three clans—Anvhis
Yelderan. and Torrm—and aver the ned fve canturie
the husiers ul these elans would beeome legends within
the Marches

In 498 YK. espeditions from central Kharvaire
reached 1he Shadow Marches One such expediion was
Irl! b" EIL xrlnmr‘ th H:d '_:Ir.l'ﬂ.'ﬂl* ’h.l Ih.r d]lrd.l'lf
landd might hold rieh deposies of dragonshards. In this
ihiny were correct. but the discovery of the Muek of Find
Ing wak an ever gredtes treasure.

The clan leaders were cunning and cagable, L
vhe Sivis emissaries were intent on working wirh the
Marchars, not exploiting them. With the assiseancs al
the gnumes, the three gres) elans bnd thelr lesder ki
jeined together 1o form House Tharashk, an Ore ward
menning "uniied.” For the symbol af the house. the Firs
Triumyirate chose the dragonne. 1ouched with the power
ol dragons and a fierce hunter 1n the legends of hail)
Marcher ates and Sarlanan humans.

Tharashk was lounded an the dragonshard trade, j1s
dragunmarked heiis employing the Mark of Finding 1
locate shard Relds while their unmarked kin extracted
thase sliaids, The clan leaders were ambatious, however
ﬂr:l.' ol rlll'l.!f'|11 o remanm 1n .blf {-J‘;d‘,lw". {I\.i'l' r*’:l.l' "l'
three cemiuries. the house has spread across the world
Tharashk prospectors csplore the darkent carners of
Eberran, drowing dragonsluards sod other valuables from
2 harra, (he Demon Wasies. and Xen'drk. Ciy-dwel e
sell their services as inguisitives and bownty hunters.
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Since the rise of the Daughrers of Sora Kell in
Drowam. members of House Tharashk linve served as
intermediarics between the realm of monsters and the
eart, bartering the service of manurous mercenaries
acrors Khorvaire. The houss takes great pride in having
lorced mainstceam Khorvaire 1o recogpnuee tha: oresand
hall-ores are woriby of the iame courtesies and appor-
fuEItigs as 1]::: Taied i!!crﬂ.\ !LI.JIJLII.!I.!d in RaCIELY. qu,
howse members have wsed their st o do the ame for
Diropam s monscrows razes. who can be found living and
nrurhh‘ across Khorviire Mot all are ]'I-Fl".i'll'f: with this
jurn of evenu—particularly Mouse Denelth lsee Supply
and Demand on page 241

Toduy, Tharashk 1= said 10 be working with the
Prnapibeedd i locate eppatalwastes 1n Xen' drik thar vee bey 1o
the cpnmiion of Riedean crvaieel and evon sending expe
ditiens o (hie Frostfell Tharmahbh might be the youngesi
uf The howses, by i as Blled s b bee: liy leaders intend
1w their mark on Eberron. and the house s ||u;:ﬂ.

TETES s nuq 'I-u:r TIEW np]’ll:n" TR RIE [ R L] rlu i

House THARASHK
AS AN ORGANIZATION

We arv the p |||l' Fherran bt aad o o bee pospr 4J1:||'_1|-|r|#|". v far
i _rlrrr :
—Maagrim Toven. Thaeashk teiumves

‘IIF Vitamamnin IIII'J hall-arcs |.|! H.l."!uIr Mhasnikk rarTy
ibhe Mark of Findiog. end sell thels sorvices ab peoaped-
(oie, iaguisitives, bounty hunters, sré¢hirologins snd
mote. Hiuw Therashk is more than jui 1he power of
i mark, however lts people are driven and aggressive
determined i find new sars i iadrease Lhe dbenpih af
il young house.

JOINING HOUSE THARASHK

The clane 6! the Shadow Marches were larmed by the
wibon af ore and human cultares, and have grown
plangside the half-ore caliuee thur rose briween them.
Famiily tles are impariant to the people of harashk, and
marringe b generally the anly way 1o emter the housse
T harsshk is Mrlll{ng to embirace any who ahare s values,

plrthcilirly ores whe cannot bear the Mark of Finding
but whoan strength and bravery are o cornerione of the
houwse's mercantile success, Tharashk aven acceptamem-
bers of ather races into s ranks, albed sarely

ENTRY REQUIREMENTS

Race: Haman, half-ore. or drey ather races ot DM
dineretia.

Speciali Muit be relsted to 8 member pl House Tha-
rasbik by bluod of mad ringe.

Heira of Tharashk Tive hared lives and are enconraged 1o
develop o diverse range of skills, Experts are cammon
theetighou Hhe house, as e rangers Wallen found inthe
Marchesd and rogues (predominsnt smong heirs raiged
in the eyes). Thareshk's wide-ramping ambitions can
fnd & use for charsciers of almosi any cless, including
barharian wout, and Gghier Even avisteersn can be
Fovgnned v v LNE 80 medmtors for merrensary rontracts 10
the larger coniem of K horvaire

The housr has few wyrards or artaficem, bal wrang
praddet jun of soreery runs 'I‘:rnu.;sh the vlany. Humors
alvs shaund of warlocks ':P_rnrn L'.'.;mphn Mrpueng) Hmong the
Aashta clan sriuned 1o ihe power af (he Dragon Below
The howse hasa I||1-|:1|| CorpE nfadnpn. nhn ny with o ||.|u||1—
fuld wf deviids wi fllow the teadicions of the Galrkesp
ark These myatler olien werk with prospectors o protec
and resrare the land

HOUSE THARASHK BENEFITS

House Tharshik i notoniowsly vightfisted wath dia
resourcey, and provides lntle in 1the way of materisl ben
ehws o s heies, Even o, family members o out af their
way tor holp their bin

Eeonomies Tharashk heirs provide thair services
va relavives far 5% of the normal cow, if they ehurge
all. Tharashk apollcasters alsa cant las-level vo drd-lovel
ipells wi oo charge Tor members of thelr elan twithin
reagont Mairs ol i different clan will eypically pay 50%
of the nermal con al spellcasting,

Atf(ﬂ]l- I hre hr.ruj.r W *rlihﬂlu‘llp w:!h minf&i FHUE
ndilons cen also prove & bhenefit. A ]ELLIH!!I.If‘d igeni
of House Tharashk alien receives a Ivicndly resciion

P——#

Guitps 1H House THARASHK

For o1l s shors bistory, House Tharashk has been syn-
poymous sith the Finders Guild, and tle operations
ol house end guild sre common throughowt rural and
ul’|‘|l1‘| H,.hur valre

FinpeErs GuiLp

The Findern Guild oversers a witle range ol activites,
from dragonshaird proaperting in vhe wilds 1a inguiai-
tive work in the lurger centers of the Five Mations, The
Finders Guild i deseribed in more devall in the Magic of
Elernom supplement

Withinthe ‘Hl[l’j,l group known s the L'Iu.[nnm',
Roar coordinaies the saley of moansirous mercenaries and

laborers. Members of the Boar work with elienis or serve
s reeruliers in the wild, Agents of the group must eoce]
st diplomacy and have & good grasp of monsirous cusioms
and langusge Accidentally insulitng » flight of harpiss
is generally a bal prlea,

FINDERS GUILD

Associsted Clasaes: Aristocrsl, barbsrian, druid,

expert ranger, rogue, eoul® jorierer.
Associared Skilly Crafl, Diplamaey, Intimidate,
knowledge (naturel, Profession. Search. Spot, Survivsl
* See Gompleie Adsenturer

M
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to Drosam, or from ather groups that work with the
Dragonne's Roax, At the same vime, » Tharashk adven
turer with a repatation as a gnoll- or ogre-slayer poses
athresttothe work of the Raar, and might be censured
by the house,

Favored in House Benefits
Favored Tharashk heirs can uwse their conneciions in
call in services from their relstives. or to gain man
srous asiistance through the Dragonne’s Roar, More ao
than far mast houses, hetrs of Tharashk often And thai
geography is o (actor inobraining favors. An adventurs:
might canvinee the house 1o grant hor the servaces of
8 Arh-level spelleasier, but the house's small numbes
of such spelleasters might be deep williin the Shadow
Mazcher or Drosam a1 the time

The lallowing (shle indicates the types of fasors a
Tharashbk churacter with the Favored |0 House feat mighs
reques

FAVORED IN HOUSE THARASHEK

D Bene b

10 One free use of the Jeas: Mork of Finding: a loan of
100 gp s 10% per month®: Free use of & monstrous
Droasm meseenary (CR 1) for | day'

15 Onr free wse ol 1he lesser Mark of Finding. free use
of 2 monwioui Urosam mercenary ICR T or lower)
Fot | week') wir of hoose eoniaets la abldlin a roken
uf safe passage in the Shadow Murches for | month

10 One free uie of the grearer Mark of Finding; fres
wie ol a Ird-level member af tha Finders Guild
(least dragonmark) for | week; free use of 1d4
monstrous Dreasm mercenaries (CR 5 or lower) for
1 week'; use of house contacts 10 purchase Eberron
dragonshards # half normal price*

1% Free wie af a Sih leve| member af 1he Finders Guild
UHesser dragonmark) for | week, Free nae of howse
contacts Lo abiain g token ol sale passuge Lo Dranam
far | mont "

| IEm requested faviar cnealves an olegal or dange rous ace

increase the DC by 5 Favors wich OCs of 30 pr higher

always require addiional service 10 the houss

2 A rharacier ran heve o mores than ans loan ot s ime

11 the mercenary doss not survive the period of employ

ment. the characer mun pay for s funaral and Lhe house™y

coil ta reerust a replacement

4 See poge 30 of Plagers Guade to Eherran tor information on

drsganshard pricing

5 Effectivencss o be devermined by the DM,

PLAYING A MEMBER
OF HOUSE THARASHK

Whatever your chosen profession, you are s huntey. Hetrs
of ather houses lead lives of luxury, but not s the heirs of
House Tharashk. Asachild. you mighi have been siranded
in the wilds or left 1o fend for yourzelt on the ey streels.
You would play games of hunter and prey. somelimes using
real weapons, It s & haesh life. and not all heica of the
house qurvive W You did, and it made you sirong

Your house 13 young. butwhat you lack In resources.
you make up for inapirit. Tharashk ks o desiioy o Tulfill
unel you have a desting in the house: Your prade s not
the cultured srrogance of o Cannith dandy or the blind
amibition of 8 toathless Denelth lord, Lt isealm savurance.
based omskill and the will 10 succeed

You are loval to the house g3 a whole, bt you slso have
# bond 1o one of the three grea clans within the house. The
lorrn and their allies have the strongest dradie trad inion
anvil the grestest number of Full-hlooded ores. The Aashta
ind the lesser elans bowl 1o them produces the surerrers of
e house. and have tigs to the Culis of the Dragon Below,
T'he Velderan clan is largely human, dand is known for its
altruipm, Torrn Thareshk acre "TP"H”‘I newlral, while ithe
Aashia ofien iake opporiunism 1o dark exiremes

Combat

Yau were taught to besell-reliant asa child. botli in combat
and aut of it. Heirs of House Tharashk are expected to e
able 1o handle themaelves in bartle, though a good hunter
knows when he tsounmatehed by his prey, Treal banle || ke
the hunt. Study your enemy, exploil his wenbnesses, snd
:iu ntl‘:ulr\{'r it I:ukt*i. 1o ichieve vli.'l\'.!l‘gr.

Ax i house, Tharashk relies on the skill of ita haira
ard (18 monstrous allies 1o handle security. A Tharaahk
enclave might have minctaur guards or other esotic
delenders The enclave st Larash'ak is protecied by airio
af medisas reerilted Eram Caghaak Draal.

Advancement

As an hoir of House Tharashk, you live forvhe rheill of
the « .llil‘. wh:lhf‘r‘ ]Iulﬂlﬂu dr'm”'_r lwllxll imthe t!rr'!_l
Reaches or secrets in Sharn, Though you meghi have no
persansl interest in wealih @r the woable 11 buyi. you
know that heirs who bring tevenue ta the house are rec
ngnired far thewr efforts. By helping the house aequire a
rich drugonshard feld in Xen'drik or forming an ulh
anee with a teibe of Lizard falk, you receive a shire af the
prafila=but more imporiany, you gann the favioe ul o hose
phave i

F—#

THARASHK SURNAMES

All blood heirs of House Tharashk are emtitled to use
d Tharashk ps a surname, or to sdd the d' prefixto their
elan name. Tharsshk heity ofien ignore this custom, how-
ever—aome as & sign of clan pride, others as a form af rebel-
[ mgains established teaditions. A Tharashk heir b jusi as
likely 1o introduce himself as an Aashia or s Velderan, and
people are familiarwith the names of the three grear clans

While Torrn, Aushta, snd Velderan are the primary
clans of House Tharashk, each of these three v allied
with a number of smaller clans. Consider clan illiance
when ereating & Tharashk, bur also feel Free to devive
your own surnsme for the chavacter.

M
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The Triamvirare: Daric d*Velderan, Khondar'sashea, and Maagrim Toren d"Tharashk

Far thase who do wisk to F‘l"" the game ol pnlln. ]

rink within the houwse derives Trom b combination al
talent, sivength of will, and pthe rourape fo sct. LT you
b lieve jhat & superinr cannol prriorm hu dul ies, predeo

sirur evildenee o g counct | of vieerovs and call lor & chal

lenge. You can '.J'!.’.J]LI.E"-' only heirs of your oven bloodine
clowe to your rank, with tecmy wet by thie vicerove accord
TR the position you are challenging. Showld yow call o
challrage and Il you might lose your ¢uy rent posians
% the hivuse. Al the least, vouare unhikely 1o peerive back

g for uny Fuluee challpapes

Missions

Aaown agent of the house, you serve the ipeereses al
vieeroys dnd triumyir of your elin, You might beealled
upron (o negatiate an imporcant allisnee. 1o investigaee

i likely site of dragonshiards o ather revources: or 12
track down bandiis preying an houke prospeciors. I you
have the shilli of a bounty huater, you could be asked 1o
uraleriage § par ticular conirect on hehalf of the hause

rale, youl

Onece sou have carned 1he trun el ihe Trimms

MISsEONS VWA mMore 10 IRACTTAsLs '-hl' Puﬂllf l\.l! 'u-ll-lll."'l"

Tharaihk -i'll'fl'\-'-l‘hl\ by undermaning the mrength of
Cannouith or Deneith. 17T you are dllved sath the Torrn
clan, you could be assigned (o the Grarekeepers: iF you are

Asabin, your tasks -|||L;I1- werve Lhe Drapon Beliow

HOUSE THARASHK IN THE WORLD

'Malaosh ™ He's tike o Valerre wrhouna once e bas the scent, he nens
B afh, Well, that and they bally hoes N
Kessler, pael of Sharn

F————#

THeE MoNSTERS OF THARASHK

Fhe alliwmer between FHouse Tharashk and Deosam s one
ol the more calorful papects of the hitvuse, and an apec
Thavushk cominues to expind. Monsters artiched 10 1he
haowim ave ovaluated; licensed, and moniiored by ithe Dreag

MMnF & F-'lJl :‘l-lllll':l-f"l L war krllL: I'lf |I'r I"ll]'l'- are 1II 1 Jj?JIl'i'
sl having Basie intersetions with humans wil ot resoriing

\_II.',_ DETES 1|.|j I'|I1|.|!.|||,_r-.u.-.rl s MMeTre

10 wliilence o

-while rurpovles and h arpies make uxeiul

i and mesenpers. Asarule, Tharsihksells

mand rous wrviced only to establlibed cllants wilth pood

tals, b luediong hocse Visiia, A persin sannot simply

'--'J”. in |11é |]!F AR .b!l..l }'|!."' [ 1}] oFre i a ! I!'I.|.1"IJI1I|

redr

The cost 1o employ & monuer |s hased on its (hal
lenge Harning. Mrrcenaries are maors rypensrve than

|.|!.|r.-r{'r-. whi |-|_|'-I simily when iheir lives are theemtenead

(and only (o themielves), Services are ofien limized 1o

" !r.\‘lll_l_‘]lllr arca ||'.|r'| in 'lh-r:ln -I!!'L W '..';"ua'.'!' &M
hle the s ndirsied cost io

wa mereenaries are hard

cannol be taken on the road, Do

r||||-|l-1. illy ing éreature, Man e
bix envimiE Ly 8 a l'rll i |||.l'=:r cEi i Es, aad morsd o
tey Ly pas iwn il be hired, The []“ n.hul_.':! create a shorl
[RLN -||.r n Irl aveEr Choraciery ire '\II‘I'LIII!,: fhf-f ECTVILES

Creature GR Laborer Mervenary
0 2aplduy Jap/duy
| [ 11|-i||ll| tiI"r".l.'r
2 T gprding Sgpiday
i 11 iy |4 L':Tl'l{.\fl
4 40 ppiday 60 gpiday
3 100 gp ‘day 1 50 £p dav
b 200 gpiday 300 gpiday

Thataahk « hnancial success with its monsrows merce

i g bes s liggely diepe ndent on mlogme. F"Ih"-ut"r'. the wer

vieok of o amaller band of mercenacies ean he obisined by
el inl favor (sen House Tharashk Benehvs on page 17
i e |'lr-4|_ll|H||l' i Rope pormally will ool hare pw Eroups
of Fewnr dhian iweniyv monsers, even Lo house heirs, The
house also does not contrsel mercenary bunds for less
ihen ons monith's Full service F”:""E in advance. Mon

it POl MAFEENAriI&s ..n.i |;|1"u_||'rra rmiiEt He |H|I1|.| |||]| TalA
for travel time to and lrom an asdignment. Ohvlouily,
dangs ianii LERAF] g mienis demand doubls the siandared Fesy
¥ ]I",,"ilr [} .l.IIl! Lljr;*-l AR iFTIMRenis |1||||| FEiFi El'.::lu..'lll.ll

dFE D BEd ejl‘.n.‘
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The services of House Tharashk can prove useful 1o
adveniurers as well as their enemies. Exploren, bounry
honters, inquisitives. and ambitious merchant princes
can pll wenr the mark of the dragonne, and sach serves s
different rale in a campaign,

Due to the guidance of House Sivis in the formative
years of the house, Tharashk uses the tenditlonal dragon-
marked structure of viceroys, ministers, and masters. In
addition. family plays a central role in House Thiurashk
in the form of Lhe alliance of three great clany Aashia
Torrn, and Velderan, Each clan contrals iis own distioet
territory, 4o (hat challenges w seham that territary muws
come from within the rul:ng elan. lnwead ol hay ing s
single matriareh or patriarch, the houie s controlled
by the Triumyirate, consisiing of ene [eader (known as
prriumvir! lraom each r_||.||:'| The CUFrenl IFibdmyirs are
Daric d'Velderan G0 male human ranger bidragon
mark heir 2), Kliundaraashia (NE male hall-ore rogue
Bidragonmark heir 33, and Maageim Toren d Thirashlk
(N femule hall-are druid Vexpert 57 Heir ol Siberys 1
Humansand hall-ores ofternhold the hauie s leadershap,
though there have heen orciriumyirs and vicerovs in the
past. especially smong the Torrn clan

Tensionn us sruie within 1he house especially boet ey
thosc Amhits heirs who revere the Dragon Below and the
Tarrm Guteheepers. Feuds between clans occhninnally have
dead ly consegue need, but the house s leaders have largely
ma r|.|i-;4-1| ] Irril their bim focused an caommon goaly and
dedicared to masntaining the strength of Tharaslik

Unknown even to most house memhbers, the
Valshat'oh Seal bva union ol dedicared Gatekeepers wha

have vowed 10 use the resources of Tharashk 1o Tulfill
their ancient duties. and to prevenithe Dragon Below
from doing the ame. Maagrim Torrn supports the Seal

but her pasition s triumyvir prevents her from taking
an active rale with the group, Carrently. the Valsharak
Saal v locd by the yenerable Urley Tarrn (5 male hall-
ore dreuld L1}

NPC Reactions

The peaple of Khorvaire are typically indifferent 1o
the members of Howuse Tharashk 1 ]'II.:I'H:!:]I many cxpeci
Marchers to be provincisl and ancivilieed, this expee
1alion carely irantlates inte hostility, Houwse Tharashk
does regular hadyguard and mercenary business with
House Lyrandur, sand Tharanni end Tharashk share
ambitien and influence 1n Drosaam. Agenmi of House
Lyrandar amnd House Tharanni are olten |1|r'r|r!|:p
towired theiy Tharashk counterparis On the ather
hand, House Thurashk is openly resentful of Heuwse
Denenih's aell-aivled military superiarily and House
Cannith’ v dominance over the d LT ked houses
Adjust the minoude ol s Cannuhor Denceith heir by one
step taward hostile when encountering &4 meamber ol
Hi!l.].\‘l' I !'uﬂl l\hk

As menticned in the Eamsav Compayes Selling. mon
inhabitanis af Droaam have their reaciians adjusted by
one calegory ) v i el hr[frl-u[ when dl‘tilﬁg with hall-nres
Thisulso ||I|I.ri|rl in human hewrs of House T harnshk, bui
anly 1M they wdentify themaelyes and prove their afhill
atian, Lnoan ambasly by hestile mansters, recagnition
Hl:igl'il came too lale




HOUSE THARASHK LORE

Charncters with ranks in knowledge (loeal Shadow
Marches) or Knowledge Cnokilily and royeliy) can rescarch
House Tharuahk to learn more sbout it. Whenacharacter
wiecerds an & skill check, the following lore s revealed,
Iincluding the |nfarmation from lower BCa,

DC 10y House Tharashk, made up of half~
orei. arcy. and humana. contral the Finders
Cuild. Prospecror, inguisitives, and bounty
hunters are the best-known members.

DC IS The humans and hall-ores
of the b carey the Mark of Finding,
which lewethein 1raeh dows are. -Ingnn—
shards, arpeople. The ore membersof 1he
house do not carry dragonmarks Thar
arhk alve works with Dirosam. selling 1he
W rviced ol monstrois mercenaries

DC 20: The houie is com-
posed of three mayor clans, ol of
which sre exiended families frem
ihe Shadow Marches, The famalies
hawe l*lillr flli!ﬂlrnt hrllrfl. hut
sl work together successfulls.

DC 30, Characiars who schieve this
level of surress can learn Important detalls
about Houwse Tharashk yn pour campagn
including history, noiable members. the areas
where jppperatos. and the kinds of activities it undertakes,

HOUSE THARASHK'S HOLDINGS

The Terumyvirate of House Tharashkiz based in Zavash'ak.
the lapgest ey in the Shadow Marches. House Tharashk
wields considerable pawer and authoriy in Zarash’al,
Pov add inion 1o heirs of the house, the enclave includes a
number of monstrous guardians, laborers, and ambas-
sadors lrom Droaam.

MEMBERS OF HOUSE THARASHK
IN THE GAME

'I'i:rnugh F'I: |'.ll“l.l.'|.1*l‘-l {.'-u.||||_ Il(:uaf Thur;jgl‘\h il |11-'
s valuable patron for any group of adventurers, not
Just heirs of the house, Would-be explorers could take
ssslgnments from the goild to venture mto the deprhs of
Xewdreih, the Frosifell, vrather dangerom and unknown
lands. Charsrterswho do nocwant to jom the guild mighs
will be employed 1o protect a guild operation. and the
house's inguisitives and bounty hunters could werve as
useful allier Alternatively, ithe Finders Guild could be a
rival searching forthe msme treasuse 35 the PLi—or evon
huntbng the characten themselves

House Tharashk’s connection to Drosam provides
an pppariuny to cxplore the role of intelhgent monsiers
in the game, and adventurers bound for Droaam will find
INharashk connections invaluable. The ambition of the
hovse can also play a central role in s campagn Tharashb i
always looking for wavs 1o improve it mitluence and 10 gan
an economic edge over the other houses. Player characters
huve ample apportuny to shift the balance of pawer

Adaptation

House Tharashk's steuggle with House Cannith and
House Deneith s one of subtle sconomice, end i cauld
stretch on for decades with no obvious results. IF (he

Master inguisitive
Kalaash'arrna

dragonmarked houses are due for o shake-up, Tharashk
could take more divect sctlon, deploying house agenis
and Droasmish forces ta stelke agadost (he holdings of
it foes. The cities of Khorvaire could became battle
grounds of harpy and hall-ore againa warforged and
Blademark, with the PGy eaught in the middle

Sample Encounter
A Tharashk inguikivive or bounty huntar makes
# formidable ally or an ymplacable foe PCs
who come up agains one are well advised (o
figure out whose side he s on, and quickly,
EL 7; Kalassh'arras is an independont
inguisitive who puna & licensed agency called
Information Acguiution yn Sharn. The
Arrnas are allied with the Asshia clan,
and Kalaash is o ruthlews character
who specializes indigging up din
an behall of corrupt politicians
One of the enemies of the party
could hire Kalassh 1o track 1hem

SASNOH AHL

down or Y 0N them. Alternal nrrl:p
Kalaash could have some scross inicr
eatlng lnlormation tlutulg an ihveitl
gation that he might be willing to share
with Lhe POy far o price

KALAASHARRHA CR7

Male hull<wre rogue dimavies snguisiijee 1
NE Medium humunaid (ore)

Trit +2 Senses dilivigion Gl {y
Languages Commeon, Dracong, Grome. Goblin, Cire

Ligten o [0, Spen off

AC 16, toveh 12, (lat-footed 14 WRCAILTY ulquliar il aguimal iraps
(o Dhen, o urmor)

hp 30 (7 HD)

Rr_!"l' evEn o

Fort 43, Ref <10 (1] againsi |I'4EII-.I:. Will 3

Speed 30 1. (6 squaresl

Melee mwh rapinr +6 (1A | -2

Ra H-gl-'l‘l- hand rrosshow =7 (b 19200

Base Ak <8 Gep 15

Ak t)P'll"l'lhl anehk attnck =4dh

Cambat Gear poion af gues foem, folon af sonbdivg fation of
L g Jlﬁﬁi oA

Spull-Like Abilities
Liday—loenie abyeet (0L Baly)
| rilww—iisrern Jon [0 15 CL 3rd) locote runtuer (CL Bih)

g af Tewth (D 17 L Ard )
Abilivies Sar 10, Dex 14, Con 10, Iny 16, Wis 10, Cha 12

54} contac (3id leval). veaphnding
Feats lovestigare, Least Dragonmark (Mairk of Finding)

Lesser Dragonmark (Mask of i'uuhngi_ Lirbian T!'lln'.'hl'|.gE
Skills Bl <10, :]rr|.|1|1|r:r Fur.p: 1] Lll_'l:l':nl'hi{\ 5, Disable
Devier «10. Disguine =] [s3 4o et iny charscier), Gather
Information <19, Hide + 14, Iniinidate -8, Knowledge
(licald +8, Knowledge (nobiluy sod royalivl +5. Linen
« |1, Move Silenmly « & Open Lock « 10, Search «15. Sense
Mative =10, Speak Language (Draconic), Spor -8
Possessioms coml st prar il1u1 o] dheding slishiled beniher, muasies-
work rajues -1..1*;»:_ dordgeporhaad u'fll'l'i'lh:ll.li =l |m'.|l,;|urr|rr'|.

it maate rwork thieves toals

Hook "] bnow shal you're ook ing for betier thisn you do”
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THE HOUSES

Housge THURANNI

"ﬂrl_bfmm the shadomyr can one see dearly. Mummation wait: for these
whios i ta et aut of the hight."

—Tuen d Thuranni,

bright phantasm of the Shadow Network

Though the Mark of Shadow was the fira of the dragon-
marks 1o appear, the elves of Thuraani are the youngest
althe dragonmarksd houses. Like their eousins in House
Phierlan. the Thuranni lead double lives. Known among
the ganeral populace as fineartisis and courtier. they are
equally well known among the knowledgeable elive as pur-
veyori of seerety and dark deeds. [nashaort Hime {espeeally
by elven reckaning), the Thurann| Shadow Nertwork has
giown 1o fval and even eclipse ita parant wect, Lhe Serpen-
Line Tuble of House Phiarlan. In espionage and undercoves
work, sgonts of the new house have uy good & repulstion as
thesr Phiarlan brethren. In asssssinstion, House Thursnni
has s distinet and dangerous edge—one that makes many
within the dragonmarked houses uneasy

The edicts of Kaerth demand thet the drogonmarked
houses muintain srict neutrality with regard o the
political concerns of the land. However, 1he work of
espionage ik, by s natare, tnextelcably linked with ihe
atfairs of nations apd thelr partisan concerns. For tha
reason shove all others, existing contlicts within House
Phiarlan grew out ol econirel, ultimately lead ing to House
Thueanni's break Trom the rest of the house in Y72
YK —an eveni now known as the Shadow Schism

EVYES OF ALL NATIONS

Before the start of ihe Last War, House Phoarlan had s com-
fortable working relaionship with the heirs of Galifir who
sat om the thrones of the Foe Nagons. The house holped
them o maintaih oeder in (he Bingdam, uncovey | reason-
ous conspiracies, and gunrd againstany threat [rom outside
Khorvaire, Phosrlan assassing removed Insurgent leaders
and ather internal thraals. On more than one occasion,
House Phaarlan helped io enforce the sirange laws of jnler.
tance, such s the ones which prevented the eldest ehild of
Breland's king fram ever succeeding to Breland s throne

There were oecaiions, even in & unifed Oalifar,
when the rulers of the Foe Nations ploved sgaias each
other and even agavnat their sovereign. and House Phiar-
lan was often inwolved in those schemes. Nascent argani-
sations |hat would everitually grow inwn Breland's King's
Citadel. Aundair’s Royal [‘.ru, and the like relied heavily
on intelligence purchased from House Phiarlan

With the death of King Jaror, the best elloris of
Hause Phiaclan were po longer ahle 1o ensure a peace-
(ul transfer of power, and Khorvnice was plunged (nlo s
century of warfare Each of the Five Nanions buili up i
own corps of covert agenti and iet them to work againn
the spies of enemy naticns, whiie continusagto rely hear
ily on Phiaclan inielligence

A heruse that was more strongly unified to begin with
might have been shle 10 remain united even ander such
circumpances, but House Phiarlon had slways been frac-
tious. | he Mark of Shadow zppurﬂd not in one r;nlll'r
line bt in several, and relutdons among the Phiarlan
lines had been strained inthe past

Five lines—the Tialzen, Shol, Elorrenthi, Thuranmi,
and Paellon—were the mast prominent and influential
tamilies in House Phiarian before the schism Each line
had it# particular strengiths within the brosd field of the
house's sctivities, and preferred elienn smong the facrions
and arganizstions of the Frve Nations, Rivalry amang
those sta lines, not io mention the numeroussmallor lines
within the house hierarchy, often grew fieres Lllimately,
the straing of the Last War proved to be greater than the
thes that bound the Phiarlan families tagether

THE SHADOW SCHISM

The hnal blow enme in 972 YK The Order al the
Emerald Cliw—at the rime, an extension of Karenath's
governmant —wan g favored chent of the Thurann famaly,
ax well ws the mosl imporiant espronage -related organiza.
tion in Karrnsth s government. Knight Superier Kadrath
i Vardihk o hugh-ranking Emerald Claw alficer, came
to Locd Elar Thurann d Phiaclanwith inlormation tha
pointed 1o a Brelish plot 10 sssassinate both Karnnath s
regent and ite young king. The plar relled heavily on
the taleris of 1he Paslion line, the most fedrsome askiis-
sins it House Phigrlan, Sir Kadrath demanded ihae (e
Thuranni line eliminate the Paslions hefore the assaning
could carey our their mission

Atfirat, Lard Elar wis hesitant to strike agamat his
own house Me st iried 1o verify the information Sir
Kadruth had brought him. What the Thursnni agents
uncovered, however. wis i far greater threst than i ilmple
sssasyinutian plor againat Karrnath. Lord Tolar Paclion
d ' Phiarlan, 1t seempd. had concocted an vlaboraie
scheme 1o bring the Last War to an end and gather the
teins of power in Khorvaire, not in Brelund'y hands, buoi
ire hesvwet. Parpalitha plan, Lord Elar lparneel, invalved
exterminating the ather Phiarlan familes as well us the
leadership of the ather dragonmarked houses,

Some might have dismissed these plans as megalo-
mariiacal ravings presenting little serious theeal. Siner
they originated in the moat fearrome line of assanins in
all Khorvaire, however. Lard Elar 100k them unerly seri
ously, and he ordered an immediate strike to exterminate
the Paclions before Lord Tolar could carry oub his plan

Lord Elar himsell killed Tolar and his immedi
ste family, while the Thurannl agents ot his command
slaughtered every Paclion within the family haldings in
Lhazaar, and every ane they vould find in Phusrlan held
ings acress Khorvaire

Chutraged at this apparent hetrayal, Baron Elvinar
Flurenihi d ' Phiarlan dee lared {he Thurannt line escar)
ite, Defant, Locd Elar relused this ]Ju!'lil]'iml:ni. insiead
declaring the formation of o few dragonmarked house
I'he clients ol the Thuranni lamily continued dormyg busi
nesk with the eicariate house, and Eler—now taking the
tile ol Baron—managed 1o scquire some ehenes formerly
loval t4 the Paslion line

To thus day. Baron Elar d Thuraony maintains tha
be vered out of boyalty ra b own house and all the dragon-
murked houses, quashing o plot thay would have thrawn
all of Kharvaire into even greator upheaval, There are
many sdes ta the stary, howevel, and—as in all tales af
rll'rl,urulwl_'—fhf trulh v hard 10 liurl_-rrl.

Some would suggest thai the Order of the Emerald
Claw actually [abricared evidence againn the Paelions,
hringing some of it to Lord Elar while planting the rea
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in the Paelion heldingy for Elar’s spies io uncover, Some
Further sppest & link between the Emerald Ulaw s rols
irpthe Shadow Sehis

I.:I'I.ivl I||| I:II‘II'I |1| 1} ‘I Ul yEars I-'.I'r

and Regent Morannas's dere ision i

Same

Chher theories supgest wi inapiracies

Lhamber helped

claim that human agetts of the ¢

tw bring the sehism sbout in arder 1o fulfll FI."-FII]n_":.l'

elaymu about thirteen houwes or the apli of a 1e hinlise

(Many of these theoritie Turvher elaim thay ihe i

Chamher ageniy are working Lo prevent House Caninith

from = vering for the same reason ) Others whisper tha
ul (#air onie Pras rin Dreadhold i imprisoned there lor
hiv role sn fJomeniing the schiam Still others € laim thai

ol Elar il Naren Elvinoar : ! rrwed] 10 i
artl Elar and Naren Elvin arvcabily age ] g g b b
the houte and used & muilual enemy, the Paslion line. ds
2 scapegonl 10 cloak thelr true Inlenliona

Whatever the truth, the Shodow Schivem wes the

riant cansequence of the Lavt Waras bar s the

omarked hovuies sre cancernad Jhast asthe s mpire
of Gralifar was [ractured Intasmaller nations, su oo Lhe
Lazst Wur lelt the desgonmparked houses broken, unsure
1o the new

heir role ln the new warld and 1heir e

poditical powers ol K horvaire

HousE THURANNI
AS AN ORGANIZATION

howedking ot oue gud When e decads jou

Lia md concern yiarsel s

mdwd o, ware aud i ||'II'-|

Lo

| Elor o " Thuranni. house pateiareh

I'he elves of House Thuranni carry the Mark of Shadow
e Phiarlan

|II.||.I .':Iltu"'llalg;l' il I||r'

Likethearc they uwwe the powers

WL

of the mark for enter
houses have as many differences between them as simi
larities. Where House Phiarlan sees itaell as an Apent of

balance, the Thurann are driven by 5 senae of destiny

riy millennwa after their Tlight fram Xen'drik, 1
families of the house still seek purpose and the iecrets
they uneover are fragments of a4 puzele of fae thil has
vel ia he assembled This deave is ¢|||.I||||||..r||{ by the
Dragons Peth. an orgenization dedicated o distovering

the secrets of the draconic Prl)".?'l”'l Y

JOINING HOUSE THURANNI

By virtue of its young age and dark business, Houge
lMuranniis a remarkably guarded organication. Where
rll_'lﬁ_|\.|" Pllléll'lélrl I-I._Il.,lII{L il ||1'|,'t"|!u|'|:|- Vo Qpr e IIII \\u‘lil'
rebullding stter the Shadow Schism, the heirs of
Fhurannt have sealed iheir operations sightly, The house
PR iids o eoncent rale on --:]Iniahlln_q ifs powed Liase fose
the lume being, rather than embraving new and poten

tially troublesome members, At the same time. the house

is -::-|1||ur d [y aece @l !|'|'.|:|:1.]J:|f;: annd ather egitamale heir

vlonly o prevent ]"]'I].!E'.H"- [TomANAppIng them up 2]
4k

siich members are always walched eloely

Experis are common in House Thuranni, s are
rogues. AConts I'1-."'\;--:r- (Cieper f..'-"-' Adsentwert), and hards The

house seekr o Rllits rankswith as w amemberahim &5

veratives alven have lesaln in

POssrDIE. ANG J1s ‘:F'-‘flﬂi

{Iram rihed Afcang )

sarcorer LA F & b urhan ill'lﬁ:
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ENTRY REQUIREMENTS

Race: Eif.
Specials Musi be related 1o & member of House Phiar-
lan er House Thuranni by blood or marriage.

Unlike thetr cousins in House Phiarlan, a majoruy of
Thuranni srtisis are not performers but artismny Mas-
tery of the Demesne of Shape. the Thurenn: are some
of the most gified architects, painters, and sculprors in
the world. This (s not 1o say that no sdlors, dancers, e
musicians are found withio the house, but many of | hose
pursue the bne ariv as well.

HOUSE THURANNI BENEFITS

As grim as it sounds. the greatest sdvantage 1o being o
member of House Thuranni might be that no heir of
Thurannm will accept a job (whether simple eapronage
or a conbract for pesessimnton} thai targels or inyalves
anolher member ol 1 he house.

Economics. | he operatione ol the Shadow Network
sre mare Lightly caniralled than those ol any other guild
in Khorvarre, and membershap in House Thuranniis i bie
only way for rank-and-file adventurersto hire Thuranni
agenth, The house's ntelligence services ara normally nat
discaumed [(bul ser Infarmation, below),

Artists of House Thuranni wlio wish 2 gallery display
of their work can call upon the house for assistance. In
scddwion, theart produced by Thuranen heirs tends to sell
fuster and at p higher race than eguivelent work by alher
artints. Thuranni chirnerera recelve a bonus of 5% -30%
{1ddxn) ta the locome generated by thoie Craft ehecks,

Ilnformation: House Thuranng mmembers cin make
wse il currentinfarmation uncovered by members of the
Shadow Nerwark in the course of their work. While in s
houss enclave, a mamber can gein a =5 bonos on a single
Knowledge, bardic bnowledge, or lnre check per day,

Thowgh characters ivpically have o pay for che house's
intelligence services. Thuranni ageis olien waich oui for
other hizass members, alerimg them lo thrests or danger.

Axcess: The house can provide routine acces 1o low
level. anwitation - only sucial evenis, arranging for eharacters
whis ave ot artiss to galn eniry as part of anentourage

Favored in House Benefits
Members of Houre Thuranni can call on the Shadow
Metwork for zid or information, s outlined below. An
upportunity o sitend a sooal evend relers to the thanee
to pariieipete in an event specified by the heir, The house
will always helpanartin connectwith dealersor patrana,
hut an agent waniing access to & benebi o1 the Deang
Museum of Antigquities needs 1o call 1n n faver.

The following tsble indicatis the types of favars s
Thuranascharscter with the Favorsd o Haouse fest migh
rerjued

PLAYING A MEMBER
OF HOUSE THURANHNI

Given House Thuranni’s short history and specific focus,
you are expecied 1o Turther the intereiis of the house
al every opportunity. These are the house's formative
years in an independent entity, and every move you make
is watched closely. This s not 1o say that every heir of

FAVORED IN HOUSE THURANNI

PC' Benchit
10 One free use of the least Mark of Shadow; use of house
contacts to gain « +8 circumstance borus on » Gather
Information check: a loan ol 100 gp st 10% per month®
18  Ohae frecuse of Chie lesser Mark of Shodow; an intro
duevron 10 2wl plpeed guild official, successful erim
inal. ar smilar NG an invitation 1o a gals eveni, ase
of house comlagis lo gain s =0 ¢lre umastanes bonus on
i Govher [nformanon check; use of house contaels o
purchise porsons or buyand sell stolen goods?
20 Oune free use of the grester Mark of Shadow; Free wie
of & Ird-level member of the Shadow Network (lean
dragonmark) for | week'; en introduction 1o 2 crime
lord, guildmaster, or similar NPC, a chanec for four
characters io infilirdie an exclusive sochil eyent as
artisans; use of house contacts to gain & +15 cireum-
stance bonus on 8 Gather Information cheek; use of
bouss contacts 1o send « mesage through a soystons
Free usr of & Sth-leve] member of the Shadow Neiwark
{lesser dragonmark] for | week!, #n invistion lo an
exclwive social eveil for four characters, use af howie
eorfacks Lo gain i <20 pireumatanee honus an a Garher

el
n

Informavon check, n lree porirnt of up to five peaple
|1 & requesied favar invalves sn Hlegal ar dangerous set,
increase Lhe DO by 5. Favars with DCwof 30 ar higher
always requjre sdditional service 1o the hause
2 Acharacier can have no mare than one lasn s s oome
3 Avallabilivy of pelsony and prices for swolen goods o be
determined hy i1le DM,

Thuranni must scirvely spy at the behew of houss elders
bur even 1he house's mou insular arvins and artisans are
expected 10 keep up wilh eurrent palitical events and 1o
pass on ar rallect infoymalion when asked,

By ¢hoosing the path of espionage. you wre joinmg s
secret sociery that monitors s agents closely. The Shadow
Netwark differs lrom Lhe Serpentine Table in both asagends
and ity meihods. and prospecine member are encouraged
1o remember this. Beeause of its aggresiive techniques
the actwoik relies heavily an the loyally of iy memberd,
Avsuch, werving efficiently and consigienily 1nthe surest
way 1o carn the respect ol one's peers within the house

Combat
Dnee s eourse of actinn has been determined and set,
only death or the direct ofder of s superior con deter you
From careping it oul, Like your Phiarlan kin, you ave a
master at sieing up your opponents, whether in advanee
orin the thickofthe hght Whenever poisible, youtryin
st the verma by which coambat takss place

The Thuranel sithude toward combai dierates that
g shauld alwavs caonvider whether death [ ydiur inten-
vion. Assussination s one thing. butasimple escalation
of tepaion should always be resalvable. Argumenie shoula
never end willy blood spilled, by il deack is required. yoo
prefer 1o deliver i1 as quivkly snd effert ively as passible

Advancement

Asa young howse, Thurann) can il afford nostakes—
particulnrly conspicuous ones. Ambicion and talent wil
tuke you fur in the house, but only esplonage work tha



shows resuliv and goes undetecied will see that ambition
ancl talani reragniand

Bevause timur)isl e endesvors are so 1_‘|1|H“|:,-' tied Lo Tis
ipying. Thurmnng expects ity heirs 1o be ps smbitious with
thelr ereativiey as they are with their undercover work.
Heirsdhould serive to make an impressionin their artis-
tie feeld, and 1o culitvaie o reputation that grants them
acces to the upper levels of Khorvairian society and the

sep ity hald ihebe

Missions
Uinderaking missions lon the Shadow Network requires
"-'frf'h"[.'l Hr'l'! £rel |Ji|.lr.\ Ln "'iu.l: FII lll.'l.'ll‘ll.hrlh. Ir‘rll!' COrrmi-
jranbns (o your party are il of Hoose Tharanni,
they need 10 Fesped) thai vou have ties you cannol
diselose—or will need 1o be replaced with new

slliey The house haw nexe 1o no sympathy for

thow whao would jeopardize ity existence with
fven & moment s induscretion

Thuranns chooses s elients and assign

ments carefully, snd any massion you are given
will be as Important as it is likely dangerous.
Ay milh Houwse Phiarlan, Thuranmni agenti
spesinlize in making magical observa
tunm eauder by EFVTIRE clise 1o fergels
un the ground. Especially with
|'||" Illl||.'ri Lgrl_-“ |..'|‘: r!"IJLIiI'iUT s
assassing. e mos imporiant pan
of wpy mission 14 (o ensure that
YOUT wor K goek u nileiecied
Should your wark far the
house hring you into the ser-
vice ot the Dragon's Path you ®
CUT EXPECT YOUT assignments (o
ENEOMpAsE More than the rouline
Furllllc: al the Five Nations and the
dragummarked houses. The eternal ques

serve lingers deep in the heart of your house. Asa resuh,
vou might find yourself engaging in more traditional
advrnruﬂhg— o al ] ing old lor=, rec |a!m|n‘ relles of Lhe
past. digging through Jost tombs—in yoprongoing search
for the secrets of the past and future. Such expeditions
might even hring you into contsct with the dragonsihem-
selyes, aboui whom your supariors are alwayy cautioualy
interested in learning mare

HOUSE THURANNI IN THE WORLD

A cunous tigie i Ty Curled wp high v pinaler trees Ty fur jit Block.

bur somehen sinped 1t micted form with shin drawn ghe/Asd whan i
Ve Lo disk of mad 1"u1=|:|'|r|;,|'_fh.rrir ﬁr“fl-ﬂ L ] \Iﬂllﬂ i

—"A Curtous Tiger" by Danika Rumblestone,

the Bard vl l;a'.u.-l]ul’n:e

Adrer the Shadow Schism, Houwse Thurann
adaped ihe displacer beast s s symbal
invoking that coenture’sabiliy 1o appear 1o be
unll i n anot her, 8 hall-

inone '||].:.4'r whilea
mark of Thurann! operatives long beflore
the house's seceation. The Thuranni
coal pf arms alsa neludes the imapge of
alengrth ol chaom mioched ton spiked
bar. Helrs elaini b iy mbalices lhath
thele power dnd Lhe chains thae
anee I‘I:Il,[ rIII. I Il,l'l‘l ik ||.,I|,i|[|_fr1'. ﬂ.'.'lf_l
ta the Phinrlan. T hose few wha
dare to imply Lthat 1he tmage's
sirmalar ily toy a flatl—ihe 1rady
tional weapon of the Order of the
Emerald Claw—ts .-||'.1_.-l]|.”1-_¢ mure
then eningidence sre likély to face
mocking derivion m publie, andn
privaie much. much worse

Where the elves af Phiarlan

Buron Flar d "Thuranni, m rmploy the mask of shadows as a

tan of what destiny the lir'.lgl.u'.l:ll.l rhed Pairiarch of Mouse Thurannd werondary n

Fhuranmn has

F——q

Guitps v Housg THURANNI

Though the youngest dragonmarked houwse, Thurennl
has House Phiarlan's eenturies of experienca to draw
oo in its husiness deal logs—and iy abllity 1o sermen s
darker husinews bebind artistic endeavars

Unlike House Phiarlan. House Thursanal has tia
interest in opeming up ta Lhaw outside 1Lhe house. As s
reaw it ':'1.-.-._1.£i1 i nflers artiatae tratnl ngt I‘I.rI.IIlHJI. the True
Shapers. such irzining has no connoction 1o the arilstic

or espronage sctivitres of Lthe Shadow MNetwork

THE SHADOW NETWORK
T huranm s snswer to the Emertsiners and Artisane Coulld (s
the Shadow SNetwork, & single orpanisarion Lhet ETCTIT paNas

|

L nlike House

b the howse s public and priviie iervices

Phisrian. which opEraies the Ser pettine Tabile as a CpaATale
branch of the hoose. Thuranni's Shadows Network s an
integrated gulld. As el virually all Thursnni ianiss see
imvolved jo jome degres 1o esplonage sctivities, even | Fonk

by being aware that their business helps obacure them

Ayents al the Shadow Network mast be loval to 9
fwult. far they are extruaed with secrets and tasks of
eriticd| fmportance ta both the house end its clienis. In
particulior, vhe Shadow Network sccepls assassinmon
wark mare read lly than the Serpentine Table, and this
secret (o woe sl network members proveat with their
lives. Low-lpwval dgenth al the Shadow Netwark are v
cally better informed as to the details of their sssignments

than their counterparts in the Serpentine Table
THE SHADOW NETWORK

Associated Classes: Assassin, hard, expert, rogue,
scout®, srcerer. urban renger*™, wizard

Associated Skills: Bluff, Dispuise. Hide, Gather
Information, Livien, Move _"_5||-_1'|.||:. Senee Motive ‘ilm!_-;h:
af Hand

mfslets Advemturyr

*2 See Vanrthed Arrans

M
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adopted the symbol of g crescent moon, its face wreathed
in shadow. Members of the house wear this symbol in
the form of 8 small pendant, often hidden beneath the
tunic or shirt.

Unlike the house from which it split, House
Thuranni makes no pretense 1o neutrality. The house
sees [y sctions as having grester purpose than simply
supporting the subile machinations of lords and kings.
This ideclogical separation combines with the house's
business philosophy to make heirs of Thurann| more
ruthless and aggressive than the Phiarlan.

House Thuranni observes the traditional hierarchy of
the dragonmarked, bur also maintains divisions based an the
roles heirs play withan the house. Though Houss Phiarlan
still muinains iss own cemer for the Demesne of Shape in
Thaliaw, all serious students ol architeciure, costuming,
painting. pottery, and sculpiure studyat the true heari of the
duseipline—the House Thurannienclave in the Karrnuthi
city af Atur. Tharanniealls [ts demesne the True Shapers
asan unsubtle jibe toward Phiorlan, and students [rem all
races and nations study under its master arusts and arni
sans. The True Shapers is run by Lord Eriz d'Thuranni
(CN male eIl aristoeral Leapert T/dragonmark heir 3)

At the core of House Thuranmi. the Dragon's Path
remains dedicated 1o unraveling the draconic Prophecy
as 3t wnfolds on Eberron. Composed primarily of older
house members with » strong sense of history and »
working knowledge of magic. the Dragon's Path includes
srehitects, astrologers, histerians, and the feld agrnn
who do theirbidding, The traditions ol the Dragon's Path
srounigue. and do not overlap with the dragon prophets.
the work of the Chamber, or House Sivie's sprudy of the
prophecy. Members of the order believe that the dragons
have kept therr knowledge of the Prophecy 1o themselves
for [ar roo long. snd recall the dragon wars of Aerenal as
prouflhll the great wyrms' agenda seesthe "lesser roces”
avenpendable if need be. The ordecisadminisiored and
convened by Vieeray Urerlya d " Thuranni (LN femnle elf
aristocrat J/wizard b/geamerer 5, the geometer preatige
cluss can be Tound in Complete Asraned,

Where the Serpentine Table is bur one aspect of
House Phiarlan. its mirrar sect among the Thuranni
iv the true face of the house—and all other sects merely
veils of convenience. The talent and vision of Thuranni
artists i real. but so woo s the dedication with which they
pursue ather, darker arta

Like Phiarlan's esplonage network, the Shadew Net
work divides its agents into four ranks. Unlike in the Ser-
pentine Table, shadow is the highest rank s member can
hope to attamn. Those of lowest rank are known as wisps, and
they represent a small magority of s membership. Appa-
rittens eoordinate groups of waps, while phaniaams are
elite operatives and feld agenis. Each operative is further
defined by one of two deseriptors, The bright classifeation
sgnifies an agent who excely pi missions of an aggresnve
nature, including assassination; the pale classification
denotes un agent who specializes in deep cover missions of
finesse. Though rumors of a fifih rank, an office known as
the Master of Shadows, have circulsted through Thuranni
in recent years, little evidence supporis such taled

NPC Reactions
Most residents of Khorvaire hive 3 passing knowledge thay

the elves of the Mark of Shadow now comprise two distinet

Families; but few have any real knowledge of the Shadow
Schism or the philosophical divisions that drove the spli.
Those familiar with the art world know that the heirs of
Thursnni comprise the talented painters, sculptors, and
architects that once blessed House Phiarlan, but Thuranng
heirs typically receive the same degree of respect and awe is
Phiarfan heirs (and are olten mistaken for them).
Thaose who know of the Shadow Network are more
reserved in ther rlenlings with membhery of the house.
theugh this apprehension can either improve or worken
starting attitudes. depending on the circumasinnces.
House Thuranni’s strongen slly among the dragon-
marked houses is House Tharashk. The House of Finding
15 also young snd ambitious, and was quick to side with
Thuranni after the Schism. Heiry of Phiarlan reaect to
Thuranni with cold detachment, and prefer to keep any
encounters brief. Al the same time, both houses share a
wariness af the Bloody Shadows (see page 119}, who are
more hostile 1o heirs of Thuranni than any other group.

HOUSE THURANNI LORE

Characters with ranks in Knowledge l:hulnr:r'.!nr K nowl-
edge (nobility and royaliy) can research House Thurannl
1o learn more about . When a charscter succeeds on a
skill cheek, the following lore is revealed, including the
information fram lower DCs.

DC 10y Thuranni is a well-known name an
archiwecture,

DC 15 The Thuranni have the Mark aof Shadow,
23 do the Phisrlan. The houes split during the Lan
War. Thuranni specialize in painting. sculprure, and
archuecture

DC 20: Borh Phiarlanand | huranni are reported to
engage i 1llegal espionage activities, The Phlarlan ignore
such camments, but the Thurannl become offended.

DC 300 Charscters who achieve thik level of succesi
can learn important details abouwt House Thuranni i your
eampaign. including history. nowable members. the areas
where it aperates, and the kinds of activities it undertakes.

Typically, this applies anly ta the publicly known
members of the house. Regardless of the check result,
only members of House Phiarlan. House Thuranni. ar
s character with aceess to informed intelligence can usea
Knowledge check to gain information about Thuranni's
clandestine activities or agents of the Shadow Network,

HOUSE THURANNI'S HOLDINGS

The power of House Thurann: » centered in and around
the Lhazaar Principalities. The Shadow Network likes 1o
discourage the idea thar us aperations are hased in any
one location, bul the powerful families thet make up the
house claim territories that are more or less their own,
The Thuranni family. led by the house patriarch, Elar
d Thuranni (LM male elf rogue b/dragonmark heir 3),
has haldings 1n the Lhazaar capuinl of Regalport and in
Sharn, and most high-level house business is carried ow
ifi these two places. The patriarch has also been develop-
ing a massive, heavily forufied family enclave nesr the
northern island of Stonespur for the last two decades.

The town of Tantamar, on the nor hern cosst of the
Lhazaar Principalities, 15 the center of house actvity on
the mainland. House Thuranni has additional enclaves
in Drossm, Kagrnath, and QY barea, and has established
outposts and safe houses across Khorvaire,



MEMBERS OF HOUSE THURANNI
IN THE GAME

Few Thuranni heirs travel 1o perform or present their
aris. o their casual intre yvoften requires 3 context.
{ acters who attend & gals or other event might see
anni wulpture on display, or could be introduced
wathe Thurar |lrh||'.g1 who desigried rhie hall itself. One
the iran et of the Shadow '\lr"u.:'r.r: 1 that Phiarlan apers-
tivet ofien Rnd themaelves :,.'i-lt.lrl'illllllz-.' within concert

halls mnd thesters designed by Thuranni ertisans:

Adaptation

Where Houwe Phiarlan |||F|-r'r'.- 1o deal in entertainment
mation ind, House Thuranni is largely

-ast hmong s culing elite. Though indi-

siduval Thurann might never wnderiake an espionage

miisssan, they are irained to do so, and the ho

vive Iy purites i1 more prospernus YETilu

palgn warranis i Phdrmnnl could pursue an internal

||=fIJ|‘I|1 rII-I! EEAIFES imare an ||||I||1F||J|i|‘illj._|. 1I|I‘ gl e -

vt i politics of Khorvaire than resolving the houses'

]ll:ll.'r invhe Llllf'llilll'ﬂ: al the draconic |‘|'|:|!r'l1e:'-:'\.

Sample Encounter

A campargh that [nvolves sipionage and intrigue can
eanily leature House Thuranni. either as independ
WEERE Of TalEators of & erios. Any adveniure aor sce-
nint e vuitable for House Phiarlan works equally well for
hurarins. buar the Shadow Network i1 much harder o
acecess Lhanthe Sey presniine Takile Liv alimast all in

pperts af the network will approach P4 whi neer
services, ralher than the other way around

EL 10 Lady Aevliad Thuranni s renowned ami LT

the Thuranne, bul her family can 0l aiford 1o I'I.'.I."IIII.i'\.

hewmst ol her aee :.-r|'||||-1.||l1u-||ln. By day. she i the

yummate courtier, iauring the cilies of Khorvas

precentative of both tamily & wouse, Her artistry (b
way of 1he Disguise skill) s the transflormation of rmags
iy rosmeiics, and nmarked women of nearly
every | we arch her iy rr'..:'}" Aevlia v one of 1he
il s8¢ ;n|||1-.'n|n-.‘: Jil r'!.-lll!-'-! l'hu!.-n hullrl‘:'- (N hl.'i.'
house, afid she has ysed her mastery of disxguyae 1a r
out members af the hated Bloody Shadows sect on me
than one cceasior

A party might cross paihs with Lady Aeylia ot a house

gale or of o event, She b I almost constantly, ofien
traveling & carcuil thel winds s way through all Five
Matlons, Ahernatively, PUs could run into her on active

savignment . moil Likely while she ppon o isguise

ﬁ

THe UrBanN RANGER

Aeyliand Thurinni and Kaleth d'Phiarlan (see page 120)

use the urban ranger variant ¢laa p:r\rrnrr! in

nrarthed
Arrorie. This optional class is well suited 1o the work ol
H | Til_llr.'ul.lll .uni “.ul_ur PII.IJI.'I]FI l.!'IIJJII r-nl;ru
substitute the Urbsn Tracking feat (ECS 61) for Track.
and have Gather Information I‘-..:nrwh‘dg_-f ocall. and
Senian Motive is class akills in place of knowledge (dun
groneeringl), hnowledge | urel. and Survival

r———— !
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Lady Aevlia
d' Thuranmni

CR 10

Ilii

Lapy Aevua o THURANNI
Female elf aristocral Wurhan ranger 4" shadow hunter
& Slr'.' [ul."H'HI"II'lf‘Ii A'I wnar
** Mow presiige ¢lass described on poge 17
LN Medium humanoid
[nit »3. Senses |ow-light vision; Listen +9, Spai v
Languages Commaon, Elven

AC 19 rouch 13, flai-foared 16
(3 Dex, b armaor)
hp 38 (10 HOY
Immune sleep
Fore o9, Ref 411, Will +7 {+% spsindt enchanimental

Speed 3 1y, (6 squares)

Rangr_rl | rl’ﬂlqnn rr.lngbru.'- 10374 (i< |1||.u Praisan 1) G

Runged =1 elfbans longhan «11/c11/-6 (1dR-] plus poiten/x1)
with Rapid Shot

Base Ark +9 Grp <8

Atk Options Point Blank Shot, favored snemy elvey <2 petson
{hlack adder verom, [ 1], |db Cand ldh CCond

.'ipér.i.il Actions eloak of shadows deeper shadows, thadow
R ah;dguhllndlrlngcd ouch =12, D 17), ihadow
ughl wild el hv =4 (-0 ||m1|ln'd] besuisl

Combat Gear | dose of black adder venom

Urban Ranger Spell Prepared (CL 2nd)
|u—_1ul'1ll:

Spell-Like Abilities (CL Vrh!
B dar—dorenes
lid oy —shosrsude nce daroyance. we of hadons™ (DT 14)

* Sl Comitenshum 147

Abilities Sor 10, Diex |6, Con 12, 1o 10, Wis 16 Chs 19

5Q able 1o nolice wecrel or concealed doory poson use

Frais I'.Flr.lgm'lrnari: Pv_'nlj|g' Lrasy nrug-_uunuh {Mlark of
Shadow), 'Lessar Dragonmark (Mark of Shadow), Poine
Blank Shot. Rapid Shot®
* Mew frat desmibed on page 138

Shills Baturice « 4, Bluff«11, Diplomacy «14. Disgiime +10 (+] 2 1o
act in character). Gather [nformation 8. Hide <6 Jumgp +1
Intimidate « 4 I\.nl‘rwledgﬂ floeal] +4, Knaw!:.-ugr [rvability
and royalty) <4 Listen +9, Move Silenily <b, Pertorm Lacuing)
6, Search <1, Sense Mative +7, Spot +3, Tumhle «9

Possessinna combinr gear plus of glomered elven choln, +! olfbane
lorighon with 60 arrows, quiver of Ehlonng

Hoak "When |'m Bnished with Yo, dear, i wor i réCOg e e
yourmall"

House VADALIS

“Theaugh the marstage of magic ond nature, s have discovered the path tn
perfection. Every mew generation better than the old. Ecery form itronger.
loughr, mory pecfect. Hom can they gaoe epan thiv animal s grace and
et o (ol i wnong?

~Regine d"Vadalis. Varna breedmaster

House Vadalis 15 arguably ihe most innocuous of the
dragonmarked houses. |15 gifts do not win battles or drive
the commerce of nanons: the house was not instrumental in
tha Last War ot in estahlishing the traditions of the houses.
Its mark allows 1 1o hetter care Tor and contral anymm b
while wseful. thisabilivy is hardly the stuff of legend.

Yet namehow, this Inconspicuous house carries more
thun lts share of cantroversy, During the War of the
Mark, it was rumored thatr Flouse Yadalis bred avcane
heasts 1o harrifying that they were later banned and
destroyed Valenar reluses to allow Vadalis heirs 1o even
enter the country, wnd the house's honding of magic with
nature alternately Inspires wonder or hostility among the
people al Khorvaire

FAMILY BUSINESS

I'he dragonimarked howses consist of extended fami-
ligi—separare hloodlines that all trace back to s commaon
pncestty, However, the sheer size of mosi houses means
that lew house members can claim any sorl af relaion
ship oulside their (mmediate family una within the
honine, Flouse Vadallk is the exception 1o ths rale

While 1he other houses have done theier bhest to
increake (heir siee and inflluence on Khorvaire. Houose
Vadalis hasvaken slmost vhe opposite stance, Every Vada-
lis hesr aver he age ol 10 cam eeeire his Tamdily |mrage an
baoith sides lor several Erneralions THis s not a matter of
role memorization for the purpose ol pride, ba infor-
mation that sees daily Gae. Through this knowledge, any
hwars ol Houw Vadalia coan determiime their exacr rela-
vionship 1o one another within an hour's time. Thisin
turn creates s sirong band berween them. ltis one thing
o work n-rhglufr wmeans who shares your name, bt
another 1o nid your grandmother’s sister’s great grand
son—ar least 10 8 Vadalis heir

Howuse Vadalis ivs Tamily fipnt prd 2 business itecond
Commercinl deals that might thresien the larger famaly
Wnit are ignar ed. while p|an+ with less prnﬁr that accom-—
modale | e howse's stirucivee are taken up instead. The
ot her h.l‘l.l AEs are l'l_njl:lrl.u'l.l, At oru fIIJﬂYJ }I'I rl‘ll" .‘I.'id\lllﬂ w.n
aften ridiculing the house's limited wealth and influ-
ence, bur Yadalis simply rakes o ditferent view af the
world Iptherr mands, no one ol their hilood s a slrpnget,
aned no amuint of moeney can tike the place of kin.

HousE VADALIS
AS AN ORGANIZATION

"Bliesdd wall 1), Tevalves |J|'||JH|'|‘|[|IHIII'I| 'k marm i1 rlirﬁ'fn' TR |m_|’r||.|lllu'r|nfl|l|'

Bt oty trwe fust o5 na amount of beeedig o inferor e woll get you o
champion, o pecioe line oaa o hidden for long”

Brogo o Vadalis, breed master

ol Maynar's Menagerie in Sharn



MHouse Vadalis is a dragonmark ed house of humans who
carry the Mark of Handling in their bloodlines. They
run the Handlers Gusld. devoted 10 breeding. selling.
garing for. and training animals throughowt Khorvaire
Orniginating 0 the Eldeen Resches, Vadalis in the
only human dragonmarked house 1o keep it center of
operations cutside the Five Nations: l1s members are
comtent ioyerve | he small oitics. rowns, and rural areas

argely lgnored by other houses

JOINING HOUSE VADALIS

Vadaliw admars new members inue ity canks only rarely
and those secking to marry io1o the house are carefully
velted. Heirs are allowed to wed for love, bul only wiih
II'-" 1""': MILsiomn 1'ri |]i.f ":“I'r FidaTie | \" EECAMIN AN 11'5'
house takes the bloodlines af (1a heasti, it gives the waime
silention io s own. This hasy mads ."I..ll.ii.l]ﬂ the bul: of
numerous jokes, bul house membery typically take Tittle
notice of what the outside world has 1o aay

Hiwsre Vadalia maintainis s Pkt Borpus o ols o howen
feld. and members sre divecied 1owsrd the classes of
EXpPEr !|uh1l-r or ranger ";1lr||-|. HilEY dFE .ljuiluh
encouraged to study with the dewids tatbier Hthsn wizhrds
orolenes, sirenglhenimg the tics belween the howse and

the Wardens ol 1he Wood in 1he Eldeen Reaches

ENTRY RFQ[] REMENTS Baron Dalin d Vadalis of Varna
Race: Human House Vadalie ie the amallest af the |i|nH|'-|'|'||'.4|i1~|_|
Spt;iul Muar be roluted by Tvirih or marringe (0 s haises by bath wealth and |1||1lu||r||.rr1 Thisis as much
meimber of House Yadalis by design as corcumsiance and smbiion within Howse

Vadalin in vameiimes ||r|rr-r||£n:r|u|r|r in the membiers

_ﬂ

Guitps in House VADALIS

House Vadalis runs the Handlers Guild, devoted 1o official houvae enclaves. T he .-:r.:'.|-1 iEtred 10 |{.I||11"!
ihe business of breeding. caring for, and selling price independent ranchers snd breeders, share Informa
antmal slock .‘p‘!f'rl:-!h'r-illl|- i ihe Handlers Guild s von and bloodlines, and sel]l Vedalis methods and
not mandatory for all house members, bui for heim truining o those who wani 1o improve their own
who intend 1o work outeide the maln enelaves. ihe |:'|.:|.'|r{ herds 1|'.rr_|'|||,:|- n::nrr...;:n..'-l meani |lo sddition. tha
patiblishes & good working relallonsh ip wil h raschers g lld Heenses the ieamaters, drovers, stahlehands, and
and other breeders handlers that comprise the most common face of the
Inn the iame wiv. me tnhrr-:il{ll in the MHandlars Bciwse i Khorvalree
Cuild is pes sunomatically a nepping itone o dalus in 'he Handlers Luild provides certificalion for
the house, Barth gwild saod howse ara vilal in iheir own i members, .|||-m||'._;lr them o ind work with weslthy
II...-:|1r and jpining one solely 18 make progreLs in the P.HII|1H“|1|| nesd their lands und livestock .‘:4-:.1..:I_--.1 h
ather Jsactively discoucaged alagy dealswilh bustness the house does sutside the Eldeen

F:!'-'H Iaf"\. Ir .hii'\ al{]hll\r no &nee !.'I.Ir"l- LY I.II"IJ-'.I i, Ila Mmein

Haxprers GuiLp be

' T ! L i i " ta take them. Some have norved tha sueh & Huid presenes
Fhe Handlers Gaild ixa meareani e guild under the con- !

instead meeting up wherever thelr travels happen

1 would make sn excellent Feond for any number of sinliter
trel of House Vadalis, Unlike the dragonmarked houses i 1| - ' i . i obstagn | :

3 ’ ses,. butl o evidence of suc ity ad Tal EvET
inwhich puilds contral tndustry while the house handles T et RS AENRETLAEERL BE CRC S I
been found.

adminisirative taaks, Yadslis divides responiibilities in

a dilferem: lashion

'he hauwe handles research iblo new frpes of HANDLERS GUILD
ariimiile and new hresding programs, o4 woit || withe wile M
. Associated Classes: Druid. expert, highter, zanger

eale, wiad trainiag &) thase snimals, The Handlers
Assochated Skills Appraivg, Lionce ntration

Is

ating primarily in areas where Yadalis docs oot have

M

Gralld Tunct laps mue s an outresch program aper-

Handle Animal. Heal, Profeniion, Ride, Survivsl

89



of another house. The bucolle [1festyle thai most house
members lead keeps them pied 1o the eyeles of nature,
inatilling a tl‘tiun:t that few outdide o farming com-
munity ever kntw.

Vadalis in flexible when it comes 1o the ¢areer
preferences of its members. Experts form the bulk of
the house's breeders and record keepers. as well sathe
merchants charged wirh ul[ln‘ snimals. Warriors and
fighters often become teamsters, driving caravans for
House Orien or providing security w1 house enclaves
oron the road Rangerssupport the care and training
af animuls (or YVadalis clients, and travel uncxplared
lands 1o seeb out new specimens, retrieve lost animals,
Gracl A couriersin arels 160 remote for Orien to serve
Druids wark to protect the land snd safeguard the pali-
ciey and processes of the house. They act as an ethical
compais {or the family. and are contral to the magical
researih needed to develop and | mprove enisiing hreed-
ing programs

HOUSE VADALIS BENEFITS

Heose Vadulis's investmenis and holdimge are primarily
centered it the Eldeen Resches wsnd Aundair. with minor
entlaves and cutposts spread seram Khorvaire.

Eeonomics: House Vadalis affers u 25% discount an
ihe purehave of sy magebred anomala 1o house members,
and a 50% discount on mabling and related services

Gear, House Vadahs gives free i of pack and riding
ancimals thorses, mules, oxen, and so onl and related gear
to house members. aslong axihe untmaly ure well lended
Megleot ar abuse of ananimal will caune this privilege 1o
be suspended |ndefinitely.

Accesni House Vadalis members can travel by Oypien
caravan lar free. thankete Orien s long-dtanding uie
of Vadalis animaly and drivers. Such passage v on
regular routes anly. and 1 subject to availeble space
dn & cArAVEn

Favored in House Benehits

Membiers of Flouse Vadal (s have acenns Lo a wide range of
benefity of use to adventuring charucters, The following
table indicares the types of favors o Vadaliveharacter with
the Favared 1n Houre Tea) might request

PLAYING A MEMBER
OF HOUSE VADALIS

You huve grown up with respeer for both family and
nature, You understand the culiure of 1the Five MNatians
Las least an well b you want 1o}, but are ol drawn into the
games of ambition and status others play. You know the
bestiy and power inherentin lile, Lhe mysterievol birih
and death. and ihe miracles that happen in between
Those dwarced fram the land might alfer scorn and
nidicule ar your leck of supposed sophisticaion. bot your
world holds far more trath than thawe who inhabit the
cities will ever know,

The madern age ts a tangled web of plots and plans,
but the forces of nature are stranger than the machina-
vions of peaple. Your insights inwe 1he natural world
ullow you to casily see through the lies and deception of
the elties and their folk—and never 10 let on how much
of their subterfage you see.

FAVORED IN HOUSE VADALIS

DC' Benefii

10 Onefree use of the lesss Mark of Handling: an
introductian 1o a friendly druidic sectin the Eldeen
Reache; free feed and stabling forwup to four
animals far | week ut any House Vadalis outpont or
enclave; a loun of 100 gp at 10% per month?

15 Otoe free use ol the leiser Mark of Handling, lree
feed and stabiling for up 1o four animals for | month
at any House Vadaliy owipost or enclave; the use of &
magebred animal (CR ) for | week

20 Oune fres use of the grester Mark of Handling) free
use of 8 Srd-level member of the Handlers Guild
(leas: ) for 1 week; the use of up 1o four
magebred animals (CR 2) for 1 week; froe fesd and
stabling for up to four animals for 3 monthe st any
House Vadalis cutpost a7 enclave

25 Fres upe of 2 BLh level member of the Hanedleps
Guild (lesser draganmark} for 1 week; the gill of
a-magebred animnl (GR 30 the use of up 1o four
magebred anamals for | month: free feed and
stabling for up o faur snimals for 6 months &) any
House Vadalis ouipost or enclave

| IF & requesied Favor invilves an lllegs! or dangerous ser

incresse the DO by 5. Favars with DCsof 20 o7 higher

always regaire addinional service to the hoose.

2 A cheractercan have no more then one loan s a lime

Combat
Living close to nature, you have examined the rule of
tagih and claw Arst hand, Regardiess of the alfectarions
prople choosc togwve 1f, combal ix not a geme, You fghi
when you mast end you fght 1o win, buy you are never
afrard 1o wulk sway from s fight il you have the ajiion,
ﬁ“di_- Frum. the lives .n.ld wr“—br:n! |:|Fl|'||1nl.t vou gare
about. few things are worth dying for. However. when
death s on the line. hald nothing back. Forgercourtesies
anel iraditions. You hgh for blead, and nothing should
beep you Fram spllling 1L Never leave an enemy alive
unleds you know he connot return toharm you A0 Lhe
same time: leave the fight an the field. Comba vhould
never be o personsl maner, and making o o clouds
your judpment

Advancement

'I"!'}uﬂ hl:r you were bhorn a Vll]llla ot marrind into
the family. you earry the blood of your house now
Hegardless af whar divecvion lile takes you, your plaee
here s secure.

As long us you pursue s career within Vadalin, 1he
house pays for the trwining and equipmeni you need 1o
camplete your goals (within reason). The houwe mighi
arrange instruction for you if you pursue ap outude
yoaca ton, but you mun pay your own way. Dragonmarked
heiry are expecied to continue wing their marks for
house lusiness even (f theie main career takes them lar
from house and birth. Regardless of caresr choice, un
heir of House Vadalin in family. Unless you harm the
house, your place warthin i is olways secure

Missions
House Vadalus isbound 1o the natursl world. and i heirs
sirive constantly to mainiain the balance of 1hat world



As w member of the house, you aci ds bath |i'||"|_|hr_‘rd and

hunter, 1raveling through the wild areas of Khorvaiee

i wearch of new bloadlines, or preventing Vadalin stock
iz r|"r||.r1rllll.: the patural erder MNoi all "-"4le|.| mis
iinnk will L—r!. yau an the Irantler, Ilpqulgh and vau
might aceompany Orien caraviing lo any corner of Khar-
vaire, or sct is handler for vaee mopebired ereatures in
the nighiciubs of Sharn

Member ol Houwse Vadal 14 typically phn A Support
rle v cambal singe their ahilliies are afien second
ary lo Lhose of 1the sapnymals they command. They use
theircresturer o helpcontirol movementon the baitle

bidd oy sving Their enemies 1nla the whiting arms of

resplarceme s

HOUSE VADALIS IN THE WORLD .

“Marna

i gy doal el

(fary oy Sul jowi foe W a ¥ ol

Lovrus Unee, rancher of Au

House YVadalis makes sn excellent oprion for working a

dragonmaerksd house Inta & wilderness or rurs]l cam
¥

pargn Viadalis rangerd and hghiers can e engountered

serovs B horviire. wherever people are staree and animals

pbound, Wherther wandering the oper roid, st ioned a1

Peimil e ol Posts. ar tonduciing business in small towns

across the continent, Vadalis heirs can motivate players
to look bevond the eities for their adveniures,

PCs can become involved with House Vadalin by
joiningup with sn Orien curavan. either as passengers of
hired help. Alternatively, if 4 marsuding beast endangers
8 settled area, s Vadalia ranger can make an sppes rance
1o either control the animal ar Kill i, Such o charecier
might become an ally of the PCs—or could become com
pentian for a party of adventurers seeking their fortunes
in the wilds of Kharvaire

The most famous member of House Vadalis is
The consort of
Duren Aurals of Aundair, Sasik d"Vadalis rencunesd all

1echnically no longer a member at all

position and 1es 1o his house upen marrying the queen
though he remains 8 member of the YVadalis famaly. His

brother s the patniarch of the house, Dalin d Vadalis

(CG male human ELpert A, and the iwi temain cline
"l:‘:i.:'r:f Samk s 1'*!5'."!!_”." 1m siEtion

House Vadalin is the only human hause 10 have ivs
center of power outside the Five Natlons, s members
hsve o illes, ol =vern i Fhe patriareh Vadalies makes
no clurm to mobility or grestness, o fact Lhat sggrevais
the maore ambitious houses. Quuaide 1he house. puild
members who have aitained excellence in thear Nields
are known oy breed maniers, but (his 1l le is desagned
\(l]-:'.} to inapire cornfidernre in | hose who lhave husi

rieLs |i|-|4||.:|'..;:'= with 1the house. Ne set eouinci! advives the

patriarch; rather, decisians ire & family affair, with
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all adults present 1o the enclave giving their opinions
on jmpartant matters, These meetings can be loag and
chaotie, bul members of Vadaliz consider them integral
to the Funetion of the house. Patrisrchs who lpnore .1.hr
will of others quickly find themselves replaced

N FC Rtntl 1ons

Members ol House Vadalis go their own way. not caring
what others ihink, snd ihiv willfulness lesds into 1 he
.1.r'.:-.||_ul-... somie hawe toward the hogse, 7l I|I||l|||.‘ll‘. [
common falk are Fooliih F'r'.t:l..'g.l'. o subscribe to the
tales of Yadalis as s hroeder of monsters, members of 1
house typically cannot be botheded (o deny | hage 1ales
As g result. the prople of roral Khorvaive are (riandly
oward Yadalis heses il | |u-3.l have worked with them, but
unfriendly 17 they haven'i. iy folk are iy piedlly indil
fereant, bt o Vidalis helr 1n the ciis mighi be met with
thainly verled comemp

Members of most dragonmarked howses have an
initial readtion ol indifferent upon meeting 8 memhbes
ol Hause YVadalis, given the difference in spprosch
and stvle herwern Vadaliv and the arher hauven. The
excepyion 1o thisis Houwse U rien,. whoie meambers are
untlarmly friendly toward Vadalis herrs: Members ol
the Warderns of 1 e Wood alsp have anoimiboal wriiitde
of friendlyv toward membeérs of House Vadalis, while
maost other deuidlie vecty have an initlal muitude of
mdifferen The nxe eplion 1s the Ashbaound, whase
abharrence fur muagebred animals makes them howivle

toward the hause

Foalswwod, the ancestral estare
af House Vadalis

HOUSE VADALIS LORE

Characters with ranks in Klnll'hlrﬂdgl.' (lacal Eldeen
Reeches) or Knowledge (nobility smd rovaliy) cas
rescarch Houwuse Vedalis to learn more about (v, When @
character suceeeds on & ikill check. the following lore i1
Tflfd!fit T3l ='":|"E ibie inbormetign o ;r_lun'r |..|f 1

DG 10 House Vadalis bhreeds and works with live
iwarck. Houwse heirs vay oat ol the cities, but therranimals
nre rlf“"-d.lf‘ll‘- I"I-F"nl'n'\lllrfr

DC 156: Vadaliwd heies hove the Mark of Handlilng
nnd raige m H.El:‘lil'rnl beants, The hoose his enclaves aero
Khorvaire, but draganmarked herscan be found in 1he
\‘il'l'll""-l mare ||||’!'|1 ||||Il|| man I"I III"" r'lf xli!l'ﬂll'. Iﬁr'i'.'
guariers is in Varna, in the Eldeen Reaches

DC 20: House Vadalis (s banned from ever entel
g Valenar again, alter 8 scandal vears apo. Legend

sates Lthar their breede ra stole some of the elves prioe

[C 30: Characters who achieve this level of ue-
ress can learn impouriant detal |y abow Howse Vadalivin
your campaign, Including history, notable members
the aress where i GparHtes ind the kinds of acvivities

it undertakes

HOUSE VADALIS'S HOLDINGS

Heuse Vadalis had it home s the western wilds of Aun
dair long before Galifar came 1a pass. When the Eldeen
Reaches withdrew [vam Aundeir. the hoouse ssw Lingle
reascn 1o .IEJ\'T'

Thesmall cuv ol Varna scin as the sear of Vadalis

powes Mosat of itxs prople wark in snme way for Hhe




income generated by Vadalis trade, but the house uses
its enclave within the city primarily as a place to con-
duct business with the outside world. The majority of
its research and bloodline development takes place at
Foalswoad, the sprawling ranch that the Vadalis family
calls home.

A far cry from the defensible keeps maintained by
other houses, Foalswood is a complex of barns, ware-
houses, and homes nestled among the rolling hills
around Varna. Though one of the smallest house head-
quarters by population, Foalswood features uncountable
acres of pasture and meadow where Vadalis animals roam.
Though he spends his days in Varna, the patriarch lives
at Foalswood, as do most of the heirs to the house. The
largest building designed for human use is the ranch’s
great meeting house.

Qurside Varna, House Vadalis maintains enclavesin
small towns across the Reaches, including Merylsward,
Delethorn, and Erlaskar. It has a Jarge ranch outside
the village of Shavalant and another on the outskires
of Wroat. The house also has holdings in the cities
of Fairhaven, Flamekeep, Newthrone, Pylas Talaear,
Sharn, Stormreach, and Trolanport.

MEMBERS OF HOUSE VADALIS
IN THE GAME

House Vadalis makes an excellent addition to a wilder-
ness or rural campaign, or even a low-powered game
where a traditional dragonmarked house would prove
disruptive. Because Vadalis thrives away from the cities,
it can show up in places where the other houses would
not normally be found. Given its base in the Eldeen
Reaches, House Vadalis alse provides a connection for
shifter characters, allowing them to more easity fit into
a game involving the machinations and plots of the
dragonmarked houses.

Adaptation

House Vadalis is known as a benign organization, partly
in thanks to its chaotic good patriarch. However, a
change in leadership could change the house irrevocably.
Vadalis asa clan controlled by mad mages could research
new ways of creating horrible monsters, or attempt to
selectively breed the perfect example of human stock.
The house could even seek to clandestinely eliminate
traits—or even dragonmarks themselves—from the
bloodlines of all the dragonmarked houses by eliminat-
ing those who carry them.

House Vadalis's main enterprise does not require
the use of magic. In a campaign without dragonmarks,
the house can simply be a powerful mercantile family
whose fortune is based on its legendary animals and the
preservation of rare hloodlines.

Sample Encounter

A normal pack animal ¢an be purchased from any
independent farmer, but members of the Handlers
Guild or House Vadalis run nearly every urban stable in
Khorvaire. As such, characters looking for land-based
transportation (whether mounts of their own or passage
with an Orien caravan) will encounter a Vadalis heir

sooner or later.
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Ravi d"Vadalis of the Handlers Guild

EL 6: Ravi d'Vadalis is a Vadalis breedmaster,
knowledgeable in his profession and comfortable in the
woods. Though not outgoing, he is quietly friendly. On
a journey to the Shadow Marches to inspect an 2nimal
and verify its bloodline, he is attacked by members of the
Ashbound sect. He is barely managing to hold them off
when the PCs arrive on the scene.
RAVI D VADALIS CR 6
Male human ranger 6
NG Medium humanoid
Init +3; Senses Listen +10, Spot +1
Languages Common. Orc

AC 16, touch 13, flat-footed 13
(+3 Dex, +3 armor)

hp 33 (6 HD}

Fort +5, Ref +8, Will +~ 3

Speed 30 fi. (6 squares)
Melee mwk longsword +9/+4 (1d8+2/19-20)
Ranged +] longbow +11/+6 (1d8+1/X3) or
Ranged +1 longhow +9/+9/¢4 (1d8+1/x3) with Rapid Shot or
Ranged +1 longbow +7 (2d8+2/x3) with Manyshot
Base Atk +6; Grp +8
Atk Options Point Blank Shot, Power Atack
Combat Gear 2 paticns of cure light wounds
Ranger Spells Prepared (CL 3rd):

]Sl—dehy poison, endure elements
Spell-Like Ability (GL 1st):

t/day—colm animals (DC 10)

Abilities Str 14, Dex 16, Con 10, Int 13, Wis 12, Cha §
50 animal companion {none at present), favored enemy giant
+4, favored enemy outsider {chaotic) +2, wild empathy +7

(+3 magical beasts)

Feats Endurance®. Least Dragonmark (Mark of Handling),
Manyshot”, Point Blank Shot, Power Attack, Rapid Shot®,
Toughness, Track®

Skills Handle Animal +10. Heal +10. Knowledge (nature)
+12, Listen +10, Move Silently +12, Ride +14. Spoc +1,
Survival +10 (+12 in aboveground natural environments),
Use Rope +12

Possessions combalt gear plus +1 leather armor, +1 longbow with 20
arrows, masterwork longsword, Jesser bracers of archery

Hook "You always talk this much?”
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ith the ltoltn deeds in hand, .
¥, J Wmeh.rd Orien turned
to Spymaster Rylock and his |
bewildered henchmen.

e Y

. ‘ % ady Azalthis of Fairhaven ; 4
! sends her regards! Consider
this her farewell kiss.”

+ ylock had been a fool to
trust him. As Fareshka and
‘ Tarath drew their weapons,

. | Lyzanthar's hidden dragonmark
. B | ' (i  pulsed with power, and in a
1 : flash of light he found himself
outside the tower, plunging
toward the city below.

2 f

e delayed blast fireball
exploded behind him,
obliterating Spymaster

Rylock, his minions, and their
dark ambitions.

|. | _ is "message” delivered, Lyzanthar tf%
) Hsm.irir.d as he fell. Thank the
| : ; Host for rings of feather fall!




CHAPTER TWO

PRESTIGE
C. LASSES

f Sharn. & Medani praphet studies the
scene of 8 murder, pesring through time
toenteh s plimpae of the killes. A Tharsashk
duraab ash purioes her prey through the
wasies of the Mournland. her predaiory
instiners complemenied by the power ol her dragonmark
In the sewers benesth the ¢ty of Passage. & Thursannl
assassin wnleashes a fearful darkiness upon his foes.

Dragonmarks are the 1ouls with which 1he houoses
h..ll\'! ]'Jt.]lll Illfllr Lo oA |;|1wr|'. hul i|'|r ||l'l.r htlwrlﬂ"l
1oo] and weapon s somelimes blurred. Over the course
af hundreds of years, members of each dragonmarked
house have found ways Lo channel the powers of their
mark inta specialized wanka,

In same cases. these are vohaneed (arms of the
-\1&:’“‘131'{' inl‘l'b |1r | |r# fha!h
Thirashk hanes her mystical senses to @ razor edge
inereasing the :'unﬁtnnrl necursey of these powers Oiher
traditions twiat the powers of a mavk and teke 00 new
and unexpected directions. The Mark ol Hospirality

The duraal ‘ssh af House

allows lis heares 1o create food, bui the black dogs of
Howse Ghallapda have turned thi power 16 the manu-
farture of deardly poisons

Some of thee pathsnre the result af specinlozed rrain-
ing and research. Oithers draw on pure inner potential
adestany that cannot be chasen bue must be discovered,

This chapier preienia twelve new prestige classes
ronnecied g the I!Plll’u‘l marked haunses.

BiLACK DoOG

“1'ie dane miiw good with ane tambard nf ale than pos ceer bove asth
Juia s imeed

—Mirps Tann, a black dog

The blink dog (s ihe symbal of House Ghallanda—a
helpful beant that leaps 1o the ard of travelers in need,
Inthe davkness, however, one dog s easily mistaken for
another. Travelors maghr heariales ol a secret saciety
within House Ghallonda, s pabal ol vigilanie assassing
who vpacinlize in the use of poisen These depdly hall
lings call themeelves the Children of Dhurinds, bur few
athers use thivname. When a rowdy parron deops dead in
atavern, the [nnkeeper curves the black dogs.

BECOMING A BLACK DOG

Ablack dag nesdi nimble Rngersand guick wits. Rogues
bards. and ninpas (from Comdeir Advenfurer) make exceptional
black dog, but seouts. rengers. monkse, and clerics

with the Trickery domain occasionally chooas va follaw
Dhurinda’s teachings. An aspiring black dog needs 1o
find = mentar tasel himon the proper path. Dhurinda's
Ir(‘i!nlqur_;;kt J:IH,Fu'ull i masief lhﬂ i E el r1:| u|'||tr
guwance 3 characier could apend decades s ruggling 1o
mascer his mark

ENTRY REQUIREMENTS

Skills: Blufl 4 ranks, Hide 8 ranks, Sleight of Hand:
4 ranks.

Feais: Leasi Dragonmark (Muck of Maspitalitg—
ﬁl‘l.\?_dr_gl.!uimn 'Y 5 f‘um-!r r-lmlfurrrf drnk}

Special: Must have received training from s black dog.

THE BLACK DOG HIT DIE. 46

Base

Atpck Fort Rel Will
Level Bonus Save Save Save Specinl
Lae il +2  +2 +0 Helr'smark, improved
howpivality, poison use
Death mirnck,
Dharinda’s irick
Cresite paisrin,
refine poison
Empower polson
low in Lhe crowd

Phgrremeda’s fovchs

2ad vl 1 «1 ]
Ird 2 3 «3 sl
4k 3 s of
Sih #1 s |

Class Skills (6 + Tt madifier per levell Appraize. Bal-
ence, Blulf. Conceniraton, Crali, Diplomacy, Dhaguise
Ewapes Arvin, Forgery, Gather Informaon, Heal Hide,
Hnﬂult‘dgr (lacal). Listens, Mowe Silenily. Perlorm.
Prufession, Riile, Search, Sensr Mutive, Sleight of Hand.
Spoil,. Tumble.

CLASS FEATURES

Asnhlack dog, youare Lrained 11 all the seis of assastinm-
Lo, Bl [pratpain be pour Ll.!ﬂrl.ﬁ“\'. You uke your rirﬁE'un-
mark to refine und deliver toxine of all kinds,

Weapon and Armor Proficiency: As parv ol your
trabning nsa black dog, yoau gein proficieacy with the
hand erasahow, Tliisdmall, concealable weapon can be
an irvalushle ioal for delivering potsons in battla.

Heir's Mark: Lovels in the black dog prestige elass
couni s levels inthe dragonmark heir prestige class when
determining the caner level for the spell-like abilivies
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If yau do not already Bave a sneak sitack abblity
this clans feature does nol grant you one, Rather you
cen make # death atiack whenever your opponent is
flanked or when he would be denied his Desceriny
bonus 1o AQ. (See the sssassin’'s death sttach elase lea-
tare. DMO TRO

The saving throw against vour death attack 1o DC [0
= wonr hlagh ol Class lewel = your assassin elasy level (if
anyl + your Intelligence madifnr

Dhurinda's Trick (Su) At 2nd level, vou lewrn ta
r*.'l.tgl.l..a-h ipply an |||5_:r-|||!.|' pinsnn o nearby lond o
||q|.:| d by espending one use ol vour prestadigifiation ar punjy
foid amd drink abality The poison vou wish 1o uie mus be
OM Ol e e raor 2nd the t-ﬂ._'_-' --:"_lrt'E must he vinihle
erned wiihan 29 feei = 3 Feel perciav e 'tr.||:~l.|' tood or
EI-.“|_Iaulf|- Li |'||'11I-l|r|;; potians) Feie e Will save LDC |0 » yaur
class lovrl 4 yosie Cha noodifep) o resint the effec), with
the dose ol poison rl;!:u-u.il d whether used suscesalully
or not. Dhurinda’s trick isa full round artion Il anvone
15 directly observing vou. you can conceal your action
welh = 5ls .._-_I;- ol Hland check -'II[""--“.'i by ihe ghygrver s
Spot cheek

Create Poison {SP} At 3rd level, vou learm e pea
iluce poisans uking the create food und water power of the
[esser Mark of Hospuality, By sacrificinga single uaw al
1he PoOwWer, you can create ont dose of peoison The pos
sons availahle depend on your class level, as shown an
Muoras Tann the table below., Poison credaled in ithiy maaner rad lates
w hloek dog s faint durs of conjuranion and becomes inerr ufier 24

hours |. el tned

Class  Type Inivial/Secomdury
Powson Lawel (Save) “‘in'ligw.‘
ol yoour dr BEONITATE You ran have s mavimum al Hve Arsenic ird |I!._gl.-ﬂl'd | CondldB Can
ellective levels in dragoamark he lior tha purpose of (DC13)
determaning the cavier level of vour dragonmark Dhurinda’s Jud Ingesied il Cha/2d4 Cha
Improved Hospivality {Ex): You can use the prir iench (DC 14)
dygttation or punfy food god drok power of the Mark of Hos il of taggit  drd Ingested 0/ Unconscitusnon
piiality an addittonsl number of times pee day egual 16 (DC 15}
vl Clags level ld mioss Lili r-—._g-l--‘ln'-i. 144 T/ 246 1a
Paison Use (Eal: You are trained in the vse ol (DC 14
poivon. end never riik hirming vourself shen applyimg Mack sdder drh Injury 1dé Can/l1d6 Con
Frojvan 1o 8 weapon FETIO™ (DG
Death Artack TEs) From Znd level an, of you stuedy Blrdy val Gl | ngested ldf Con/7dt Con
avletim for 3rownds and then make o sieak atrsck with a (e 15
|IJ|7]rr'u-<.|'|~=-|:|.I|idl: successfully fl.t-'.‘l.h-!l.l.lll.llll' vilur aurach M:’dl-l-l.l‘fl Elh ]Hj-ﬂ-!'}' ll“ Slr-'hi*! SH
bt Lhe sdditionil elfect of possibly eithes paralveing or iplder venom (DC 14

Eillling t he (asget vour ¢ howel

E————ﬂ

Tug Tale oF DHURINDA

Dhurinds was ol the Ghallands tribe long bt was foond desd on the das of esrculion. Somehow
bhe=lee it begame a2 houae Ar Exvellent ehel, he wai acquired poison il laken his own e
expiaed gy s murderer lote in life. Over the yeurs, he had [ spite Dhurinda's Fate, 1t i3 sild thut others have
}' (E ) "1 IYyranni || ~||"'|I.|HI1 |.-.-.rq-||l- I-I'-r| I-||l.|l.‘T:- ||-i.|||w-|-|_;| in |I-I\ I.i-l|1~'|l |'a'~ K[I'.'I“H 1] I'| 1'-L ||-"'|._"'| heas
drspiie the Cihallonda vow to aid all travelees vigilantes dispense justice wilh polsan snd (reschery
Phurinds was unrepeniant, maintaining that he had A\ character canm make a succesalul DL 25 bardiv

tmproved the !:'----.-nlI||--|-rr.'|'-|- -'-l‘h-—;|-|n.||- Somewers k

3 i ) )
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Refine Poison (Su): At 3rd level, youlearnto refine
asingle dose of poison in your possession by expend-
ing one use of your prestidigitation or purify food and drink
power. Asastandard action, you increase the poison’'s
saving throw DC by 2. The effect lasts for | minute per
class level.

Erspower Poison (Su): From 4th level on, you can
use astandard action to empower a single dose of poison
in your possession by expending one use of your presti~
digitation or purify food and drink power, The poison’s variable
numeric effects increase by 50%. The effect lasts for 1
minute per class level.

Lostinthe Crowd (Ex): From 4th level on, you are
able to use the Hide skill while being observed. As long
as at least three creatures Jarger than you stand within 10
feetinanydirection, you can atiempt to conceal yourself
from view without having cover or concealment.

Dhurinda’s Touch (Sp): At 5th level, you can
peison your foes with a touch. With a successful melee
touch attack, you target a foe with one dose of poison
currently in your possession (regardless of the poison’s
normal method of delivery) by expending one use
of your prestidigilation or purify food and drink ability. You
can choose to delay the effect of the poison by up to &
minutes. You can make a Bluff check opposed by your
target's Sense Motive check to conceal the nature of your
action, but if you do so in combat, you provoke attacks
of opportunity.

PLAYING A BLACK DOG

Others might consider you a criminal. but you know
better. You are an agent of justice, and though you are
willing 10 kill in the name of your beliefs, many black
dogs prefer to avoid murder. Your deadly strike can para-
lyze as well as kill, and poison can be used for different
tasks. Afterall, slaying a corrupt noble might make him
a martyr—but a dose of Dhurinda's stench will ¢ripple
his ability to lead.

Not all black dogs are evil, and even those who
are sometimes work to accomplish noble goals. As a
black dog, you must establish your own personal code.
Are there specific crimes you seek to punish? Areyou
engaging in a class struggle, preying on the corrupt
rich? Do you target dishonest politicians or deceitful
priests? Perhaps you hunt criminals, stealing from
the thiefand murdering the murderer. Whatever path
you follow, you believe that the powers of govern-
ment and the dragonmarked houses are incapable and
unwilling to do what must be done, or that they too
often punish the innocent as well as the guilty. You
can do better.

The path of the adventurer might seem at odds
with the goals and tools of the black dog, bui the two do
converge. Gold for gold's sake might have no attrac-
tion for you, but adventuring can provide you with
knowledge, new skills, and more effective tools for your
personal crusade.

Combat

As ablack dog, direct combat is not your style. Always
look for opportunities to use Diplomacy and Bluff,
buying time until you can make a death attack or bring
your poisons into play. When battle is joined, stick to
the shadows and use your lost in the crowd ability to hide

{from your foes. You might not have potent spells or pow-
erful attacks, but your hand crossbow can be an effective
weapon if your bolts are treated with the empowered or
refined poisons of your trade.

Advancement

House Ghallanda opposes the work of the black dogs,
and those caught by the house are harshly punished.
At the same time, a good number of Ghallandans view
the vigilante black dogs as romantic outlaws. If you
were one of these, you might have sought out the Chil-
dren of Dhurinda or been approached by a mentor
who saw a kindred spirit and offered to teach you
Dhurinda's secrets.

Since your combat skills are limited. Hide is a
vitally important skill for you, as are Bluff and Sleight
of Hand. Consider advancing your dragonmark with
the Lesser Dragonmark and Greater Dragonmark feats,
especially to gain the create food and water ability necessary
Lo creale poisen.

Resources

The Children of Dhurinda are a secret order spread
far across Khorvaire. Though you have few resources to
draw on, part of your iraining involves learning where
1o acquire poisons. When you are in a ¢ity or metrope-
lis, a suceessful DC 15 Knowledge (local) check reveals
the name and location of a local source for poisons, if
one exists.

If you are ascion or agent of House Ghallanda, you
can draw on the resources of your house described on
page 32, but this can be a dangerous path 1o walk. The
house officially abhors black dogs, and if you are caught,
you might face excoriation—or worse.

BLACK DOGS IN THE WORLD
"A black dog? An il omen, [f ever there was one. Why, if you'd heard half
the stories I had, you'd swear off food and drink forever.”

—Kessler, poet of Sharn

The black dogs are a small and secretive society. Most
live in the cities and metropolises of Khorvaire, where
theycan find enough ¢crime and inhumanity to fuel their
thirst for justice.

Ablack dog sirives to slip into the heart of his com-
munity, becoming alocus for gossip and news. Ifa dog is
stilla member of House Ghallanda, he might werk at one
of the house arms or make a living as an entertainer in
the service of Phiarlan. Player characters who settleina
¢ity might befriend a black dog long before theylearn his
true vocation. This character might be acolorful regular
at whatever inn the party frequents: always ready with a
joke, astory, or adrink for a friend.

Organization

The Children of Dhurinda are few in number and
solitary by nature, with each black dog seeking his own
territory. Members are discouraged from trying to learn
the identities of other black dogs. lest this knowledge
endanger the order. Though a few recognition signals
exist, including the preparation of certain dishes sea-
soned in special ways, another dogis unlikely to respond
unless he is certain he can trust the character in need

of aid.
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PRESTIGE CLASSES

NPC Reactions

Those who know the black dogs typically have an
unfriendly reaction toward anyone they discover to be s
follower of Dhurinda. However, more than a few Chal-
lznda halflings admire the black dogs. and it is always
possible to find friends when you least expect them.

BLACK DOG LORE

House Ghallands does what it can to supprow knowledge
of the black doga, and few people know of them. However,
characters with ranks in Knowledge (nobility and roy
alty) ewn research the subgeet, Whena characier succeeds
on a skill check. the lollowing lore is revealed. including
the information from lower M4,

DC 15: The black dogs are a sceret society hidden
within Hoose Ghallanda. The house denies the existenes
af the order and seeks to desiroy i,

DC 20: The black dogs—or Children of Dhurinda, as
they call themselves—are avsassiny who meie oui vigilanie
Jui‘l'l.l:f using m'glf.l "I:“.llit! f:l.f'd L TOXIME, Inﬂludln‘
the sbilivy 1o poison food or drink aca distanee,

DC 30: Characters who achieve this level ol success
can learn imporiant details about black dogs io your
campaign. including hisiory. nowble individuals. the
areas in which they operate, and the kinds of activities
they underiake.

BLACK DOGS IN THE GAME

Black dogs are vigilanies. operating outside the law and
willing to kill For n couse. Player characters who take
"unjust” actions or eross & black dog could be targeted
Murder (s not always a black dog's goal. A dose of id moss
can make life difficult for an arrogant wizard Alterna-
tvely, s misguided or even insane black dog could decide
10 murder followers ol the Silver Flame, members of a
dragonmarked house. or any other group he has come ta
wee as corrupl

On the other hand, a block dog can make a useful
ully. Followers of Dhurinda often know a great deal abow
the lacal community. and might eliminate enemy NPCs
that a law-nbiding party cannal touch,

Adaptation

Though hiack doga are tied to House Ghallanda, the
class’s abilitees could be useful 1o characters in other
paris of the campaign. Clandesiine murder iy espe
cially appropriaie {or the gnomes of Lilargo. and the
black dog could be a good prestige clase for a Trus
enforcer, In this case, the Mark of Hospital ity can be
replaced with the ability to spontaneously cast protidigie-
ton or purify fond and drink. apening the class up 10 bards
and sorcererd

Sample Encounter
Death comen cheap in the cities af Khorvaire. and any
suspicious murder could bring s party into contact witha
black dog. The PCs mught find themselvesaccused of the
crime when a noted foe drops dead aver a meal. Alterna-
vively, the death of an NPC the characters are set 1o meet
could trigger o search for his killer,

EL 9+ Moras Tann is » foundling, the only child of
s Ghallands excorise. His mother tsught him the ways
of the black dogs, and he hay lived his life according 1o
Dhurinda's deals. Today he makes his home in the ¢lty of

Passage, where the entrance to his Mordenkainen's magnificent
mangion in hidden in n run-down alleyway. He (s a popular
gadabout in the taverns of Passage, and plays Talentan
music ot a number of local Ghallanda establishmenta.
He ofien provides conjured food and copper coins to the
vagranta who Tive in his district. and has a host of lriends
whaose wid he can call on if pressed. Moras prefers to prey
on criminals. bul has recently begun to 1ake a greater
interest in the politics of Pamage—and the city's many
corrupt afficials,

Mogas Tann CR9
Male hallling bard 5/black dog 4

CK Semall humanod (halllicg)

Action Points 3

Init +4; Senses Listen +8, Spot o8

Languages Common. Dwarven. Gnome. Goblin, Haltling

AC 20, touch 153, Nar-fooied 16
(+] saee, o4 Dex, »5 grmor}
hp 34 (O HDN
Fort +6, Rel «13, Will -7 (+% againal fear)

Speed 20 i (4 squares)

Melee mwhk dagger «6/-1 (1d3-2/19-20)

Ranged mwk hand crosshow +12 (1d9/19-20)

Base Atk +b; Grp +0

Atk Options death sttack (DC 16}

Special Actions bardic music 5/day (countersong. fascinate
2 wargets. inspire competence. inapire courage +1). crean

Jpeane, Dhurinda's trick, CEMpOWEF (IS0, refine poson
Combat Gear polion of bk, pohan af shield, petien of neutrolize paisen,
2 doser of antitoxin, 2 doses of Large scorpion venom (DO
18, 1d6 Sir/1d6 Serd, 2 doses of hlur whinnia (DC 14, 1
Con/untonsciouaness). 1 doses of dark reaver powder (DO
H; 2d6 Con/1d6 Con « 1d6 Serd, € doses of id moss (DG
b, D D/ 2d6 Inad, 2 doses of Dharinda's siench (DC 14,
1d4 Cha/2d4 Cha}
Bard Spells Known (CL Sth)
Ind (2/day)—alter self. hald peeron (EHC 18], imyisibality
bst Ch/dnyd—charm persan (DO 14D cirre fight woundy, remane fear,
Tr.'l:.hlllj ferlacrins Jﬂugﬁ!#r (N8 [ H':l
0 (34 dmy) ~ ghast soand (DC 13), ight, moge hond, mending, mesage,
smmEmn onglrmmend
Spell-Like Abilities LCL l4th]
Aiday—prostidigitation
Tiday—rcrente food and wale
| fday—Mordenkamen’s magnificenl saniion

Abilities Sir 7. Dex 18, Con 10. Ini 14. Wis 12, Cha 16

50Q bards knowledge +7, lost in the crowd, possan use

Feats Greater Dragonmark (Mark of Hospitalityl, Heroic
Spirit, Least Dragonmark (Mark of Hospitality). Lesser
Dragonmark {Mark of Hospitaliey)

Skills BlufT «15, Climb +0, Diplomascy «15, Disguiae =5 (-7
toace in characrer), Gather Information <10, Heal +5,
Hide <20, Intimadate «5, Jump «2, Knowledge (local)
=4, Knowledge {nobility and royalty) 47, Listen +8, Move
Silently +12, Perform (drums) +9, Semse Motive +B,
Sleight of Hand «12. Spesk Language {Dwarven), Spor
#B. Tumble +3

Possessions combal gear plus glomered mithral chain shirt 41,

masterwark degger. masierwork hand crossbow, desl of
(harmma +2
Hook “This round's on me!”




BLADE OF ORIEN

Dhtanei u oo fuctor § ohooe fir graeey

~Milva o Oirien. blade ol Orien

[he blade of Orienis asoldier who uses her Mark of Pas-
sage ro gein a tactical edge on gombat. She inn masier of
short-range ieleparistion;, and in time can learn to iurn
ihe PowE ol her mark ;|1,;n1|1".1 Hereneminos .'\-'Iqh'r wi [
Lie bandits and hijackers wha have beled Lo ply thelr trndes
on the I.IEIIIH!H[_I_ ratl hove Fawnd themselves Ir|rF||.||'|:-r1|
1ll'||]j_["1f ﬁ'-:un the PHESENEEL ( art lo Lhe cir o cary nngd
vhe Medani sentries Fudrding o

BECOMING A BLADE OF ORIEN

Blades of Orien need to be able o handle themselves in
battle. and many vart ol aa membern of combat- arlenced
classes. At thesame time, a Blade needs to have keen eyes
g W ATFTEMNEEY O the woriag *I.”ullil hll 1

 n s

making

rangers snd swwauts (from [ wmfibete Adswnlurer) excellent

canddated for vhid ¢l
ENTRY H[Ql-lﬂif\lfﬁllﬂ

Base Attack Bonua: +3,

Shills: E].rr:r 3 ranka

Fests: Leart Dragonmark (Mark of Paseape—dininiian
leap). Lesser Dragonmark (Mark of Pasaage—dimension door).

THE BLADE OF ORIEN HIT DIE; 48

(e o e — 1 e IR,

Base
Attaick Forv Rel Wil
Level Bonus Save Save Save Special
1] ] -0 «2 off  Heir'swmark, improved
dimension leap
2nd %, 3] «3 o) Swilt leap
ird «3 sl «3 «]  Korran's sirength
#+h =4 + = + Drvn's graap
S5th 5 sl 1} ] Oitedre's
[ als . " . [ - al ik
7th *7 vl =5 =7 (emer’s wrenth
Reh =R +2 [ . Shadow shali
Bih +9 «3 13 #3  Dwien's doall

LY « | B | jjena fary
Class Skills (4 » Ini modifier per lewel) Halanmee

Climb, Concemrarlon, Cealy, Intimidate, Juinp.
Listen, Move Silenalv, Proalession. Ride. Search "-.:-|.II'II

Survival, Tumble

CLASS FEATURES
Ablade ol Orien lenrns o wist space with her thaughts,
Motwan is her allv, and ahe becames the IJI:HirK'I’H“r_':‘I
master of ity physical and magieal modes
Heir's Mark) Levels inthe blade of Qren presuge
¢lass pount as levels in the draganmark hele prestipge
class when dejerminbng the caster lovel Lar the 'LF.II.'H'!iEE
abalities ol yaur ~|r1|,|'nr|r'|1.|-:| You can have & maximum
of frve effective lesels in dragonmark herr for the purpose
of determining the coster level of your dragonmark
Improved Dimenslon Leap (Ex): Dmession lrop is the

spgpmature ability of the hlade of Orian, and you ean oie

it an additional number of times per day equal to one
um 1}, When using

plus one-half your class level (mani
dimmeniunn -'rr.r_f.l. YOu can move 1n B-fom Iincrements instend
ol heing lHimited 10 |0-foor increments

Swift Leap (Ex): At 2nd level. you gain the sbility 10
use dimension feop as & move derion. When you inake a dwilt
leap, your meximum distance 1§ reduced by halk

Korran's Strength (Ex): At Srd loval, you gain
the ability to transport one willing Medium ar amisller
ereature when you wae dimensiin feop. You can transpori
Two creal aees dil EH:E"I Il_'ul_-l .ﬂnr_l three EreRtuyes il Yih
leval A Large creature counts ai two Medium crea-
rures. Huge or larger creatures cannot be transporied
im this manner. All ereatures to he transported must
be i contact with you at the Lime vou wee vou e dimenston
leap ability. [f used on an unwilling creature, the effect
sulomatically Fails

Oriens Grasp {_'i;.l At dth level, vou learn 1o
JI"_‘I'_"':"'\ Into your -.l:l‘"'l:."' .'lﬂliil. r.'\

cipe t,;j.n% on# use ol yaur dimeiiios lrap abality. You can

'|HI:'E_'|I:II'I smnall

targel an ohject thal weighs no more th 5 |.-|u_nq|.-

and is within 25 Teet. The olyect must eiiher be car
ried on your person or in [ioe of sight. An ohjeer on
YOur persnon can be 'rIF_::qr:Irn.i ava awifl action thai does
not provoke attacks of opporiunily, 1eleporting any
-r'!.lt'-r l‘ltl_lf"|| s a \'-I'IliJ"'. sl iaan |J al ||1|'\-||‘-'.'" CIRE T Y
of opportunity. An abject held or in yse by another
cregiure receiveos o Wil save Aldirin this effeer LD 12
+ yvour CUha modifiern)

ﬂ”“r]rull_; .r*|.1 {.NI.}' .l'll'l'lll I|||'i II"'P'I 0n Yidl o Ccan

expend one use of your dimennn leaf abilily 1o ywap

Mﬂ:rl d'Oriem,
a blade of Orien
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positions with any one Medium or smaller ally, or to
switch the positions of two Medium or smaller allies.
The target or targets must be within 30 feet of you.
[f used on an unwilling ally, the effect automatically
fails. Activating this effect is a standard action that
provokes attacks of opportunity from enemies threat-
eningyou, but not from enemies threatening theally
or allies you target.

Dimensional Push (Sp): At 6th level, you gain the
ability to teleport an adjacent willing ally. By expend-
ing one use of your dimension leap ability, you can move a
Medium orsmaller creature the same distance you would
normally move yourself. If used on an unwilling ally.
the effect automatically fails. The effects of improved
dimension leap and swift leap apply to your use of dimen-
sional push.

Orien's Wrath (Sp): At 7th level, you gain a truly
fearsome power: the ability to teleport your foes. To use
this power, you expend one use of your dimension door abil -
ity and target a Medium or smaller creature within 10
feet. Your target gets a Will save to resist the effect (DC 14
+your Cha modifier). On a failed save. you can teleport
the target up to 20 feet in any direction. If this would
place the target in a solid object, the effect automatically
fails. Activating this ability is a full-round action that
provokes attacks of opportunity.

Shadow Shift (Ex): At 8th level, you learn to shift
away from blows when teleporting. When you use your
dimension leap or dimension door abilities. you no longer pro-
voke attacks of opportunity.

Orien’s Cloak (Sp): From Sth level on, you can
expend one use of your dimension door ability to use blink (PH
206) asa spell-like ability, at the same caster level as your
other dragonmark powers.

Orien’s Fury (Ex): At 10th level, you learn to
unleashlightning-swift attacks even as you shift through
space. Whenever you use your swift leap ability to dimension
leapas a move action, you can make a full attack at the end
of your leap.

PLAYING A BLADE OF ORIEN

For others, the shape and makeup of the battlefield are
limitations. Foryou, they are simply suggestions. Motion
is your life. and you are only truly happy when you are
moving. Though youlove to tumble, run, and experience
the freedom of the open road, nothing compares to the
sensation of leaping through dimensions and feeling
space bend to your will.

Combat

Movement is your greatest sirength. and many blades
of Orien use their ability to shift across the battlefield
to keep foes at a distance while they attack with missile
weapons. Your gift is equally useful in melee combat,
allowing you to position yourself to perform flanking
attacks or block an enemy’s escape. As you rise in level.
you gain the ability to teleport your allies. allowing you
to place your rogue companion in sneak attack position,
or to move a spellecaster away from enemies so she can cast
unhindered. Orien’s wrath might be the most dangerous and
versatile tool in your arsenal, allowing you to move your
enemy to a position that suits your needs—whether into

a cell or off a bridge.

Advancement

You started down the path of the blade of Orien the first
time you used dimension leap, but while your house can train
you in the skills associated with the class, anly you can
unlock the full potential of your dragonmark. The Mark
of Passage fills your soul with a powerful wanderlust. As
aresult of this desire for motion, blades of Orien often
prefer to work with the house on a freelance basis. taking
jobs when they choose and wandering the world at will.
As a blade of Orien, you can always find work at a major
house enclave. but it is rare to find two blades of Orien
in the same place at the same time.

As you advance in the class, focus on your combat
abilities, whether close melee or archery. Ranks in Bal-
ance, J[ump, Move Silently, Spot, and Tumble reflect your
keen spatial awareness.

Resources

Blades of Orien have no formal organization, although
most fee) kinship for one another and will lend 2 hand to
a comrade in need. Asan heir of Orien. you have access
to the house benefits described on page 61.

BLADES OF ORIEN IN THE WORLD

"So there I am in the first-class carriage. reaching for the fattest purse
_you ever seen. Then I hear a sound behind me, and next thing [ know, I'm
waking up on the ground, ten strides from the conductor stores with the

coach o half-league awoy!™
—Kenton Del, aspiring thief

Few members of House Orien have the martial spirit
required to master the arts of the blade of Orien, and
those who do are valued operatives. Blades on assign-
ment often protect lightning rail coaches or caravans
transporting important clients or cargo.

Blades of Orien arc¢ true wandering souls. When a
blade is encountered in the world, she is as likely to be
traveling on her own as serving the needs of House Orien.
Most blades of Orien feel a strong bond to their house and
kin, but simply cannot stand to be tied down.

Organization

Blades of Orien serve the interests of the house, but they
bave no formal organization or ranks. Many revere the
Sovereign Host, particularly Olladraand Kol Korran.
but a number of blades are rumored to the worship of
the Traveler. Some whisper that these Traveler’s heirs
might even have formed a secret society within the heart

of Orien.
NPC Reactions

Blades of Orien are rare and exotic, and few outside
House Orien are even aware of their existence. As a
result, blades of Orien can expect the same reactions as
any other Orien heir.

BLADE OF ORIEN LORE

Characters with ranks in Knowledge (nobility and
royalty) can research House Orien to learn more about
the blades of Orien. When a character succeeds on a
skill check, the following lore is revealed, including the
information from lower DCs.

DC 10: House Orien maintains a corps of elite
guards known as the blades of Orien.



DC 15: The blades of Orien specialize in short-
range teleportation, engaging in swift, frequent jumps
to gain a tactical advantage in battle.

DC 20: A powerful blade of Orien can teleport a
weapon from an enemy’s hand, or even teleportan enemy
against his will.

DC 30: Characters who achieve this level of success
can learn important details about blades of Orien in
your campaign, including history, notable individuals,
the areas in which they operate and the kinds of activities
they undertake.

BLADES OF ORIEN IN THE GAME

Whether accompanyinga caravan, providingsecurity for
the lightning rail, or simply wandering from thorp to
thorp, a blade of Orien is always preparing for her next
journey. For many blades, travel is its own reward. Such
characters go out of their way to meet new people, try
local foods, listen to native music, or otherwise indulge
in whatever customs a new place has to offer. Gold and
jewels are all weil and good, but new experiences are the
greatest treasures.

Adaptation

The powers of the blade of Orien are based on short-term
teleportation. To remove the connection to dragon-
marks, simply change that prerequisite 1o the ability 1o
spontaneously cast dimension door, then give the class the
ahility to use dimension leap once per day per classlevel by
expending a 0-level spell slot.

Sample Encounter

Adventurers are most likely to encounter a blade of
Orienwhile making use of that house's transportation.
Ablade of Orien can make a challenging opponent for
a group of adventurers hired to hijack a lightning rail
coach, or an innocent party framed for such a crime.
A]terna[ivei)’, ablade could be avaluable a”y ifenemies
of the party arrange an attack during a rail journey.
A wandering blade could be found anywhere in Eber-
ron, from Xen'drik to Sarlona., As a result, a blade of
Orien could be avaluable source of information about
exotic locations.

EL 9: Asachild, Milyad'Orien was fascinated by
the lightning rail, and would often stow away in cargo
carts. Today, she spends ber days riding the rail. Milya
is fiercely protective of “her” passengers, and shows no
mercy to anyone who threatens their safety. While away
from the house, she often roams the lost lines: lightning
rail routes desiroyed during the Last War, including
those in the Mournland.
Mirya DORIEN CR9
Female human fighter 6/blade of Orien 3
CG Medium humanoid
Init +3; Senses Listen +3, Spot +7
Languages Comman,. Goblin

AC 24, touch 13, flatc-footed 21; Dodge
(+3 Dex, +9 armor, +2 shield)

hp 60 {9 HD)

Fort +10, Ref +9, Will +4

Speed 20 ft. (4 squares) in full plate; base speed 20 ft.
Melee mwk longsword +12/+7 (138+2/17-20)

Ranged +] composite longbow +13/+8 (1d8+3/%3) or
Ranged +I composite longhow +11/+11/+6 {ld8+3/%3) with Rapid
Shot or
Ranged +] composite longbow +9 (2d8+6/%3) with Manyshot
Base Atk +9; Grp +!1
Atk Options Combat Expeareise, Point Blank Shot, Precise
Shot
Special Actions swift leap
Combat Gear 3 potions of cure light wounds, potion bracer®
¥ Sharn: City of Towers 159
Spell-Like Abilities (CL 9th):
5/day—dimension leap
|/day—dimension door

Abilities Scr 14, Dex 17, Con 12, Int L3, Wis 10, Cha 8

SQ improved dimension leap, Korran's strength

Feats Combat Expertise®. Dodge, Improved Critical {long-
sword), Least Dragonmark (Mark of Passage), Lesser
Dragonmark (Mark of Passage), Manyshot®, Point Blank
Shot?, Precise Shot®, Rapid Shot®

Skills Balance +4. Climb +2, Intimidate +11. Jump +1, Listen
+3, Ride +9, Spot +7, Survival +6, Tumble +6

Possessions combat gear plus +! darkleaf full plate, +1 buckier,
+1 composite fongbow (+2 Str bonus) with 20 arrows, cloak of
resisiance +1

Hook “Where does the road 1ake you?"

CYRE Scourt

"Even in death, the wonders of Whitehearth eclipse those of any other house
enclave, any other site on Khorvaire, ['ve seen them. | know.”
—Sulwar d’Cannith, a Cyre scout

Many in House Cannith, particulariy Merrixd Cannith’s
followersin Cannith South, refuse to acknowledge that the
greatest days of the house are behind them. Though the Day
of Mourning spelled the destruetion of much that Cannith
had worked for, the wonders and marvels of that bygone age
survive. T he Mournland hasclaimed the lives of uncount-
able common explorersand scavengers, but the Cyre scouts
of House Cannith are anything but common.

BECOMING A CYRE SCOUT

Cyre scouts combine the creative traditions of House
Cannith with the ability to survive in the most hazard-
ous environments. Rangers are frequent entrants into
this class, but its ranks also include scouts (from Complele
Adventurer), druids, clerics of the Travel domain, and
even the occasional expert. A significant number of
prospective Cyre scouts come to the class with levels
in artificer, allowing them to easily meet the Knowledge
(arcana) requirement and to build on their experience
with infusions.

ENTRY REQUIREMENTS

Skills: Knowledge {arcana) 4 ranks, Survival 6 vanks.
Feats: Least Dragonmark (Mark of Making).
Special: Must be a member in good standing of
House Cannith South.
Special: An heir of Siberys with the Mark of Making
can take this class without meeting the Least Dragonmark
prerequisite.
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Base
Anack Fort Ref Will
Level Bonus Save Save Save Special

Infusions
lst 2Znd 3red 4ih

Yat 40 +2  +0 42  Direction sense. dragonmark

conduit (preservation), heir's mark — - — -
Znd = +3 +0 «3 Shadow Rghter I - - -
3rd « o3 sl 43 Detert mogic a — = -
4th 3 +§ | 4 {mproved dirdciion sense 3 — =
5th -3 +4+ +1 4  Deagonmark conduit (natural healing) 3 1 —— =
Bih 4 +3 -2 3] Tareless 3 2 - -
Tih ] 5 ] +§  Blindsense mark, innafe detect mogie 3 3 1 -
Mk v b '] 1] Matural survivor k| 3 1
9th 6 +6 +3 ob  [denify 3 3 2 -
10k 7 o i3 «7 Dragonmark condunt magical healing) 3 3 | |

Class Skilla (2 & lnt modifier prr level): Climb, Cancenivation, Hide Knnwlrrlnr 'i,.n|| skills, taben sodividually)
Lysien. Seareh Spot, Spellerafi, Survival, and Use Magic Device

CLASS FEATURES

A Cyre scoul combines the abiliy 1o manipalape magic
with survival skills akin o those of o ranger. Asadventue-
ers, Cyre veouts are emanently sulied te the mysicrious
Mournland or snywhereelse in the magic-suffused wilds
of Eberron

Direction Sense (Exl: You have un innaie sense
of direction, allowing you wa Lind your way even in
the mists of the Mournland, Add your ¢lass levelinall
Survival ehecks

Dragonmark Conduit (Sul Ay & Cyre scout, you
establish @ supernatural conmecnion o 1 lie power of your
dragonmark. This power can eventuslly overeome the
wasting elfects of | he Mournland. bui alvo provides ben
efits1n ol her environments. You activate your dragon-
mark condui abilities by expending one use of any ol
your draganmirk powers. The duration of the elfeel ia
based on the serengeh of the dragnnmark whose power
o ex pand

Mark Duration
Leant 12 hour
Lesser 24 hiou i
Grester or Siberys | day/elane level

Preseriating: Ht‘glhhlﬁg when you sater b elasy, vau
draw sustenance [rom your dragonmark, snd no longer
need (o fal ar drink You thus avoud heving to hont the
mutated beasts of |he Mournland, and can iravel the wilder-
ness withoul weighing voursell down with provinons,

Netwra! Hemlng From Sith level on, you heal naturally
even in areas sich as the Mournland where natural
hesling s suppressed, [n other aress, you instead need
to leep Grly 2 hours 1o gain all the physical benefis of
o night's rest, though you mus rest a8 nurmal to regain
spells or power poinia

Magical Healing: At 101h level, apells and spell-like
elfects of the healing subschool function noermally on
you even in aress such as the Mournland where magical
healing is suppressed. In other areas. you instead gain
damage reduction 3/magic because your body instanly
heals minor woands,

Heir's Mark: Levels in the Cyre scout prestige class
enunt ds levels in the dragonmark hieir prestige class when

determining the casier level for the spell-like abilities
of your dragonmark. You can have & maximum of flive
effective levels jn dragonmark heir for the purpaose af
devermuning the enster level of your dragonmark.,

Infusions, At 2nd level, you gain the ability to
imbue iteméwith inlusions Lke an artileer (ECE31). Ta
imbue an i fusion. you must have an Intelligenee seore of
at beast 10 = the infusion’s level, so if you have an Laxells
gence of 10 or lower, you cannos imbue infusions. Bonus
infusions are based on Intelligence, and saving throws
sgainst these infusvions have g DC of 10 » spell level +
your Intelligence madiher, Your infusion lis appears
helow. You can imbue an item with any infusion from
the hist without preparing the infusian whead of time
Lnlike s sareerer or bard, you do noy selecl s subser of
the available infusions ax vour known infusions; yéu
have accesas ba every inTusion on the List 1het is 67 s level
YO Can use

At 1a level, o Cyre seour has no casier level. From Znd
level on, your caster level 1o yaur clase lovel minae |

Shadow Fighter (Ex): At 2nd level | yoni gain Blind-
Fight as a bonus feat, the better to funetion in the misw
of the Mournland. If you alveady have Blind-Fight. vou
reduce any miss chance From eoncealment by 20% (ming-
mum %)

Detect Magic (Sp)i From ird level on, you can use
deiest magic {PH 219) 58 » apell-like abilivy, at the same
caster level as your olther :!r;gc_mm.urk prorwers, Yo can
wse this ability o number of times per day ogqual 1o your
class level

Improved Direction Sense (Ex): From 41h level on
an dinnale abal iy (o sense misdireciion makes i almos)
impossible for you to get lost. Though you stall make
Survival checks ss normalio Fnd vour way. you are aware
when you Fail 2 check and can rearient youraelT by stop-
ping for 1d4 hours. In the Mournland, sopping inthis
wiay prevents you fram traveling in.a randem direction
fue 1d4 hours (see ECE [90],

Tireless (Ex): Frum bih level on, you are able (o
keep going long afier other charecters have faliered.
You gain Endurance an a bonus fear. I you already have
Endurince, the bonui to checkis and ssves (6 doubled. In
sddition, you become immune to fatigue. anid any elfcos
that would narmally exhaust you only furigue you,



Blindsense Mark (Su): At Teh level, you learn to
function even in full darkness. By expending one use of
adragonmark power. you gain the blindsense ability. The
vange and duration of the ability is based on the strength
of the dragonmark whose power you expend.

Mark Range Dhuration
Least 10 fr. I hr,
Lesser 20 f. 2hrn
Ciregter 40 i, 4 hr.
Siberys 40 i 8 hr.

Innate Detect Magic (Su): From 7th level on
vou automatically sense the presence of magical suras
anywhere within 15 feet per ¢lass level. Thisimproved
ability does not give you the location. type, arsirength
of the auras, but merely warns you thal magic 18 near
You must use a ditect magic effect as normal to gaan fur-
ther information,

Like detect mogie, this ability can penetrale hareiers
but | foot of stone, | inch of common metal, a thin sheet
of lead. or 3 [eer of wood or dirs blocks n

MNatural Survivor (Ex}: From Sch level an, you can
tike 10 vnany Survival check, even when threatened ar
distracted.

ldentify (Sp): From Sth level on, yau can use identify
(PH 2430 o number of times per day egqual to your class
tevel, You need not provide the material component, b
the process still takes as long as narmal,

Cyre Scout Infusions List
Cyre stouts gain therr infusions from the following lisu

Lat Level: wennify, Night, magec stone, magi westment, magl
weapan. resistance item®. shreld of faith, skl enbansemen %, personal
dgafiin augmeniolien®

Znd Level: bear’s endurince, bull's drength cot’s grace, saglt's
splender, for'y cunning, aml b widom

3rd Level: gremr magie weapon, metamagic item®, power
aurge®, supfiress requirement *

4th Level: leverglobe ol moulnerabilily, miner cepation, rsting
arasp, legron’s shield of fok®.

* Described in the Exegron Compaign Sethng.

PLAYING A CYRE sCOUT

Yau are one of the greatest triumphs—and pechaps
the preatest hape—af Cannith South. Since the Day of
Mourning. your people have soughuto return to the ruins
af Cyre. Now. you have the honoer and responsibilicy of
beingamong the first ta be specially trained to dosa. Le
athers brag of therr forays into the Demon Wasies, the
Frosifell, and Xen'drik. You explore the one unknown
land thar truly matters, Daing sa might bring you per-
sonal glory, bul glory pales next wo restoring Hhe woneers
of Whitehearth to Cannith hands.

Combat
You can hold yourown onthe trant lines when necessary,
and your infuslons can augment your awn weapons and
armaoras well asanyone else’s. Asascoul, however, your
best approach to combai 18 1o allow others wo fight it for
you- Serengthen the hghter, speed the ropue and try to
keep the blades and claws of your foes at a distance.
Youare more willing to stand af the fore while within
the Mournland. At higher levels, you might be the only

nonwirforged in your party who can beneht from heal-
ing. As such, you will often find yoursell Facing dunger
that you might prefer to leave to athers.

Advancement

You were plucked from the ranks of House Cannith when
you displayed 1he survival skills, the intelligence, and the
aptitude for magic necessary totake up the path of the
Cyre scout, You were tratned by the Arst generation of
Cyre scouts, but also learned at the hands of rhe parri-
archs of Cannith South who devized the class's methods
and abilities,

You and your fellows stand the grestest chance of
recovering useful magie and knowledge fram the ruins
of Cyre. You are an explover, pure and simpls. Any
other application 15 a waste of your ralenis and abulities,
and when not adventuring, you study the history and
lore of your house und lost Whitehearth. Though your
missions might take you far afield in the name of the
house, always and inevitably you Fad yoursel ldeawn 1o
once more shp through the Mournland 'swall of dead-

gray fog.

Resources

Wo formal organization ol Cyre scouts exista within
Hause Cannith, but as s memberin good standing of
Cannith 3outh, you can count on the full benelits of

membership described on page 21
CYRE SCOUTS IN THE WORLD

“He walked anto that fog like he was goung on g prenic! Damnedes
thing 1 ever sow. Well, no—second-damnedest thing | ever sauw.
Oamneaest hing eoer sam was theee days loter when he wolked o
of it again. ;

—Gaorporal Berias. Karen border guard

The Cyre scout iz best-saited to campeigns that focus on
the Mournland, but given their imporiance 1o House
Cannith's southern branch| they can easily be rneluded
in any campagn that focuses on exploration, Members
af the ¢lays siudy cn:u:nnllil.-. e bettar retain their edge.
The history of Cyreand the Mournland, the activities of
House Cannith the methads ol the actibicer, Lhe ehyihm
of the natural world, and the habits of wild beasts are
all second nature to you, Againse the dangersa Cyre
seoutl fages, preparation and teaining are the only ways
to stay alive

Organization

All Cyre scouts are members of Cannuh Seath, Lot
while they congregate for study and training, they have
na formal organization within the house. Beinga Cyre
seont does not connole any specific rank or authority
within House Cannith: seows fir into the hierarchy just
as all other heirs do,

NPC Reactions

Cyrescauts are well knawn in Cannith South, and are
respected by members of the family's ather branehes.
When dealing with another member of House Cannath,
Cyre scouts can expect a reaction one step more favarable
than they would otherwise receive.

Among the common Talk, many who know of 1he
Cyre scouts view them with distrust—as lunaties who
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would voluntarily explore the Mournland, putting body
and soul in jeopardy by exposing themselves to that
dangerous land. Those who recognize a Cyre scout or
hear of his missions have a reaction one step less favorable
than normal.

CYRE SCOUT LORE

Characters with ranks in Knowledge (arcana) or Knowl-
edge (local Mournland) can research Cyre scouts to
learn more about them. When a character succeeds on a
skill check, the following lore is revealed, including the
information from lower DCs.

DC 10: Cyre scouts are explorers from Cannith
South. They take special training that allows them to
explore the Mournland in search of old magics.

DC 15: The scouts can make use of alimited amount
of magic of the same type artificers use, and are almost
asskilled at surviving the wilds as rangers. It is said to be
impossible for them 10 get lost.

DC 20: Cyre scouts are all dragonmarked, and learn
to use their power to survive the Mournland. They don't
need to eat or sleep, and can even heal while there.

DC 30: Characters who achieve this level of suc-
cess can learn important detajls about Cyre scouts in
your campaign, including notable members, the areas
where they operate, and the kinds of activities they
undertake.

CYRE SCOUTS IN THE GAME

PCs might encounter a Cyre scout as a rival explorer in
the Mournland, perhaps even seeking the same relic or
lore the party seeks. Alternatively, they might seek out a
Cyre scout to join their own expedition.

The Cyre scout prestige class suits a Cannith
character dedicated to exploration and self-sufficiency.
Any campaign that provides frequent opportunities
for adventure in the Mournland should suit the Cyre
scout.

Adaptation

Aswritten, Cyre scouts are members of Cannith South,
but the class can easily be expanded to include all three
branches of the house. By focusing on the alternate ben-
efus of the dragonmark conduit ability, the class becomes
ascout and explorer seeking magical relics of use to the
house. Cannith East and West might even have their own
versions of the Cyre scouts dedicated to sabotaging the
efforts of Cannith South.

To adapt the Cyre scout for a campaign that does not
include dragonmarks, replace the Least Dragonmark
prerequisite with a basic spellcasting requirement. The
class then becomes one 1n which characters focus their
magical ability into self-sufficiency in the wild. Alter-
nate dragonmark conduit abilities could protect against
other forms of environmental harm. For instance, the
class could gain resistance to energy, temporary hit
points, or bonuses to resist gaining taint (from the Heroes
of Horror supplement).

Sample Encounter

In or around the Mournland, a Cyre scout might ally
with the PCs for mutual gain and protection—or might
see them asrival huntersafter ancient secrets. An enemy
Cyre scout in the Mournland takes full advantage of his

abilities, knowing that he can heal and recover between
encounters while the PCs cannot.

Hiring or engaging a Cyre scout requires interaction
with Cannith South. Only if the house patriarchs deter-
mine that the family's interests are advanced by the PCs’
goalswill they allowan NPC Cyre scout to accompany an
outside expedition.

EL 8: Sulwar js a devoted member of Cannith
South. Though not comfortable with all Merrix’s meth-
ods or objectives, he fully supports the goal of restoring
Cannith to its former glory. In the Mournland and else-
where, he hunts ancient magjc that can be used to restore
or recreate the wonders lost to Cannith on the Day of
Mourning. He is happy to work with others if doing so
advances his goals, but opposes any efforts that do not
include turning over discoveries to House Cannith.
SULWAR D CANNITH CR8
Human male ranger 3/artificer 1/Cyre scout 4
N Medium humanoid
Init «2; Senses Listen +5. Spot +)

Languages Common, Elven, Gnome

AC 18, touch 12. flat-footed 16
(+2 Dex, +4 armor, +2 shield)

hp 54 (8 HD)

Fort +9, Ref +6, Will +8

Speed 30 ft. (6 squares)
Melee mwk longsword +7/+2 (148/19-20)
Ranged +] longbow +7/+2 (1d8+1/%3) or
Ranged +1 longbow +5/+5/+0 (1d8+1/%3) with Rapid Shot
Base Atk +6; Grp +6
Atk Options Blind-Fight. Mounted Combat. Point Blank
Shot, favored enemy aberrations +2
Axtificer Infusions (CL 1st, DC )12 + level of infusion):
3/day—Ilst*
Cyre Scout Infusions (CL 3rd, DC 12 « level of infusion):
4/day—Ilst*
* See Chapter 4 in this book and page 103 of the EbgrroN
Compoign Sething for available artificer infusions; see above
for available Cyre scout infusions
Spell-Like Abilities (CL 6th):
4/day—detect magic
2/day—mending
Abilities Str 10, Dex 15, Con 14, Int 15, Wis 12, Cha 10

SQ artificer knowledge +3, craft reserve 20. disable trap,
dragonmark conduit (preserva(ion), improved direc-

tion sense, item creation, wild empathy +3 (-1 magical
beasts)

Feats Blind-Fight®. Least Dragonmark (Mark of Making),
Endurance®, Mounted Archery. Mounted Combat, Point
Blank Shot, Rapid Shot®, Scribe Scroll®, Track®

Skills Disable Device +13, Knowledge (arcana) +13. Knowl-
edge (dungeoneering) +13, Knowledge (geography) +13,
Listen +5, Search +13, Spot +1, Survival +16 (+18 to keep
from getting lost or avoid hazards; +18 following tracks;
+18 in underground environments), Use Magic Device
+11 (+15 serolls)

Possessions +] studded leather, +1 light wooden shield, master-
work longsword, +1 longbow with 20 arrows, gloves of Dexterity
+2, dragonmork focus +1

Hook "You think you've known danger? Follow me . . . *



DENEITH WARDEN

“Aswel! ta bry toculeun the wind, lo outrun death, orto outrun the lan, "
—Danlerna d'Deneith, Deneith warden

House Denesth holds 1ight 1o s position as universal
enforcer ol the laws ol K horvaire. a responsibility inher-
ited from the days of Galifar. Few s mong their rankas
areascxalted and respecied as the Sentinel Marshals,
the house's greatest heroes and law-keepers. Amang the
Sentinel Marshals are aselect group of dragonmarked
hewps of such burning commuoment o the law that they
develop a singular edge for enforcing it, These are
the Deneith wardens—the mast devated members of a
devared Hiuse.

BECOMING A DENEITH WARDEN

Though anly asingle class, the Deneith warden repre-
sents two separate pachs, Sentinel Marshals who have
entered Lhe ranks of that arganization through service
in the Blademarks and (he Defenders Guild afien rake
levels in Deneith warden te hone therr talents and dedi-
cation, On the other hand, characters seeking inirial
entry to the Sentinel Marshals can rake Deneith warden
la improve Lheir chances. Only the most trosted scions
of House Deneith ever hecome Sentinel Muorshals, how-
ever. and a PC seeking 1o join the Marshals by becoming
a Neneh warden must have proven has dedication and
service to the house before being allowed 10 1ake this
prestige class,

I'he mn_inrll:,rﬁf[)ene:lh wardensare muliiclass char-
acters, with levels ina combat-oriented elass (commonly
highter, paladin, or ranger) and levels in bhard or rogue
Single-class characters can hecome Denesth wardens, bu
must devore extra effort to meesting the prerequasites,

FNTRY RFQUIRFMENTS

Alignment: Any lawful.

Base Attack Bonus: +4,

Skills: Gather Information 4 ranks.

Feats: Least Dragonmark {Mark of Sentinel)

Special: Musi be 8 member of the Sentine] Marshals
of House Deneith, or must have proven dedication to the
house and been granted permission to petition to join the
Sentinel Marghalz,

CLASS FEATURES

The Deneith warden is devored, body and soul, 10 the
apprehension of lawhreakers wherever they are found.

Heir's Mark: Levels in the Deneith warden prestige
class count as levels in the dragonmark heir prestige clpss
when determining the caster level far the spell- like abili-
ties of your deagonmark. You can have & maximom of
five effective levels in dragonmark heir for the purpase
ol determining the caster level ol your dragonmark.

Tracker: Asa Deneith warden, you garn either Track
or Urban Tracking (ECS6)) as s bonus feat,

Warden's Authority {Ex)i You have the weight
af the Sentinel Marshals and House Deneith behind
voiul, granting a +] circumstance bonus on Diplomacy,
Gather Tnformation, and Intimidate checks. This bonus
increases to +2 at 2nd level, and increases by | every twa
||“"\|.'1’-_-|:5I ||‘!r'|‘|"_"?|rrl_'l'
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Base
Attack Fort Ref Will
Level Bonus Save Save Save Spuiai

Ist +1 +2  +0 20 Heir's mack, tracker,
warden's authority +
2nd +d + +0 #0  Subduing sirike,

warden's authority <2

Devoned lawkeeper +2

Uncanny dodge,

wikrden's authoriny +3

5th L] o4+l sl Mettle

Gih +6 +5 +2 <2 Devoted lawkecper -4,
impraved subduing

ard +3 +3 +1 +1
4ih -4 v #1 +1

slrike. warden's
puthoriy +4

Tth +7 «F 42  #21  [mproved uncenny
dodge
Bih =4 +h +3 +2 |.ie deieeior

wirden's authority +5
Devoted lawkeeper <6
Greates suhduing

9th +3 + 4 43

lih w1 +7 3 +3
sirike, implacahle
warden s autharity <6

Class Skills {4 + lnt modificr per level): Bloff, Crafl,
Diplamaey, Eseape Artist. Gather Informmion, [ntimi
date, Knowledge (local) Knowledge {nobility and
royaliy), Listen, Qpen Lock, Ride, Search, Senae Muoive,
Spot. Survival. Swim, Use Rope.

Subduing Strike (Ex): From 2nd level on. vou can
choase to deal nonlethal damage with any melee weapan
without taking the normal penalties for dorng so,

Devoted Lawkeeper (Ex): From Trd level an, you
gain an edge against those you know huve broken the
law. Thisgrants youa +2 bonus un Blulf, Listen, Senze
Mative, Spot. and Survival checks when using these skills
against known criminals, aswell asa +2 bonus on weapon
damage rolls ggainst such characters,

This bonus inereases to o4 at Grh level. and to 4B al
9th level,

Fora loe (o qualilv ass knowr criminal for the pur-
pose of this ability, vou must either have witnessed the
individual engaged 10 a coiminal acy. had the criminal
act repotted 10 you by a member of a legitimate law-
enforcement agency, or made g successful Sense Motrve
check o ascertain the trath of the crime as reparted by
one of itsvictims, The erime must have oceurred within
a number of monthe equal to your level in this class for
minor offenses (peny thefy, vandalism. and so onl, or
within s numhber of years equal fa your level |n this class
for major offenses (murder, rape, freason and s ong,
Ifthe individual has served the full punishment due far
the trime, you do not gain Lhe benefis of this alilaty
againsl him.

Uncanny Dodge (Ex}: At 4th level. you react to
dinger helore your senses would normally allew you 1o de
s and rannao| be caught Har-foated. [See the harharian
elass feature, PH 26}

Mettle (Ex): ArGeh level, your devorion and single-
mindedness allow you ta shrup off magical effects thae
would otherwise harm or impede you 1T you make a
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suecessFul Will or Fortitude saving throw agilnsi a spell
or spell-like ability that normally has partia] or reduced
effects on a succesful save, you instead suffer no effecr
atall.

Improved Subduing Strike (Ex}: At Gth level, your
subduing strike becomes even more potent, Any time you
deal 15 or more points of nonlethal damage with asingle
attack, your target must succeed on a Fortitude save (DT
5+ damage dealt} or be shaken for | round

Improved Uncanny Dadge (Ex): Fram 7th level on,
you can no langer be llanked. (See the barbarian class
feature, PH 26.)

Lie Detector (Ex)i At 3th level. you can take
10 an any Sense Motive check. even il threatened or
disiracied,

Greater Subduing Strike (Ex)i At Hith level. you
can make a single attack 1o deal nonlethal damage that
has the potential ta stun your foe. You must declare the
use of this ability before you roll the attack 1T the attack
hita, the targer must nreempr a Fortoude save (DO 10 +
your Deneith warden level + your Strength modifier) or
be stunned for | round, then shaken lor 1d4 rounds.
You can use this sbility a number of times per day equal
1o your Denesth warden level, but no mare than once
per round

In addivion, the saving throw DC tor your improved
subduing serike ability increases ta L0 + damage deale.

Fmplacable (Su)i A 10th level, if you have line ol
sighttoa known lawbreaker (as defined by the devoted
luwkeeperability). you gain a <6 morale bonus on Will
saves.

PLAYING A DENEITH WARDEN

The honar of your entire house resta squarely on your
ihoulders. You are the embodiment af Depeith, the
elite of its elite. and you conduet yourself accordingly,
Thisdoes nor mean you must be humorless, passionless,
or stiffly formel on all aecasions. You simply show your
respeet for the law and for the needs and traditions of
your house. You are shedient to house and law. loyal
to your companioni, and merciless in the pursui of
those you hunt

Combat

Whatever your background, the martial orlentation of
o Deneith warden lends iself 1o strarghtforward meiee,
and you stand i the frant ranks with the fighier or the
poladin. Whean given a choice of foes, attack your target
lawbreaker when you ¢an. At higher levels, you can move
into the midst of the enemy. sale from any attempt to
flank you. Make liberal use of your subduing sirike, the
better 1o bring criminals back to face trial, or to battle
your way through those who stand apainst you, but are
NOL youT prime arges.

Advancement
The Dencith warden path places you at the pinnacle
of what the house strives to achieve. Your authorily
it recognized across the Five Nations and beyond. You
are a tool for Deneith's justice, and you would have it no
ather way.

Yaur ongoing training depends on your chosen
combat style. Asa Deneith warden, you lack the bonus
feata of the fighter, 1o seloct whit feats you do gain to

complement your class abilities. Your goalisto take down
criminals fast, and feais such as Power Auack, Improved
Disarm, and Improved Sunder will help. Make sure no
to neglect your skills, particularly Gather Information,
Sense Motive, and Survival, since finding the eriminal
is the first step toward delivering him.

R:ﬂ'ﬂ‘urccs

As a Deneith warden. you have all the advaniages nor
mally granted a favored heir of House Deneith (deseribed
on page 27). In addition, If you are assisting local law
enforcement in the caplure of o dangerous Tugitive,
you mighi be able 1o rely on them for basic equipment
iweapans, potons, and w0 on}, as well as information and
guidance through the local underworld

DENEITH WARDENS IN THE WORLD

"I would hmlrg:rflzn iy with if, too
—Jory "Farmer® Brouden,
currently awanting execution in Yedykar

Deneith wardens are wandering lawkeepers, and can he
found in every corner of Khorvaire, Wherever brigandy
evade local law enfarcement, amugplers move contraband
acrous borders, and criminal guilds attempi 10 extend
their rench, the wardens are there.

Organization

Maost Deneith wardens sre members of the Sentinel
Marshals. Like all Semiinel Marshals. they are respected
both within the house and throughout the Five Nations
All members of the Sentinel Marshals are treated equally
for the most part and, while tnking levelsin this prestige
class might grantan edge inabilily, it earns no paricular
privileges or rank. Those who arve petitioning for a place
inthe Sentinel Marshals use their experience as Deneith
wardens 1o prove their abiliy

MNPC Reactions

The Sentinel Marshals are recognized across Kharvaire,
and even If not necessarily liked, nre greatly respected.
When dealing with the common folk, a Denenh warden
can expect n reaction one sep more favorable than
normal. Griminals, an the ather hand, have ohvious
reasons to fear and mastrust & Deneith warden, even
if they ure not that warden's target.

DENEITH WARDEN LORE

Charactera with ranks in Knowledge thistory) or K nowl
edge (nobility and royalty) con research Deneith wardens
talearn maore shout them, When a character succeeds an
aakill eheek, the following lore is revealed, including the
information lrom lower DOy,

DC LD Sentinel Marshals are the elite law enforce-
ment group within House Deneith, They reavel all Five
Nations, bringing criminals to justice

DC 15: Certain members of the Sentinel Marshals
train invery specific methods. They learn ta track people
in the city an easily as across open ground, and have such
passion for pursuing lawbreakers thar they are sironger
in battle againa them.

DC 20; Deneith wardens are so single-minded, the
best of them are said to be immune 1o magic when on
the hunt. They have a dozen ways to bring a fugitive back

& '-.:.
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slive—und anyone left alive after fighting a warden should
be thanklal (o i)

DC 30Q: Charsciers who achreve thia level ol sue-
cesy can learn Importint details abour Deneith war-
dens in your campaign. including notable members,
the areas where they operate. and the kinds of activi-
ties they undertake.

DENEITH WARDEHNS IN THE GAME

PCacan run into s Deneith warden anywhere within the
Five Nactons. almost always in pursein of their quarry,
Though & Deneith warden makes a potent ally, adven-
turers frequently get themselves into tioubls. Aserious
mesunderstonding vy o erime committed in ignorance
could well panult in o warden being tasked o bring the
party o

The Deneith warden should appeal 1o players wha
enjoy solving mysieries. tracking down evildoers. snd
exercising some meaiui e of suthorily. Eberron has no
shortage of villaing, and & Deneiih warden will neves
want for assignmenia

Adaptation

The abalinies of & Deneith sarden are not directly nhied
to her dragonmark. Rather, the mark represencs the
allegiance and irust of Vhe house. and s campaign that
de-emphasizesthe wie of dragunmarks could replace tha
prerequisite with another feat In broader campaigns,
theelass might be openet up 1o members beyond House
Deneith, becominganelie guard drawn from a number
al different law-enforcoment agencies

Sample Encounter
Going through House Deneith iy one sure way of contact -
ing s Denecith warden, committing a beinous crime isthe
other. Between those extremes, I'"Cs might inadvertently
find themselves interfering with 8 Dencith warden's
pursutl al her target. or could end up as the huned
themuelves through mibusken identity or the sctions of
their enemies

EL 12: Oae af the most famous (or, in the craiminal
world, infamous) Sentinel Marshali alive today, Durilerns
d'Deneith bas brought adshssing. crime lords. nnd entire
thieves guilds ra justice. When firn encoundered by the
PCs, she has been following them for some fime—but
what 15 it she axpects them to lead her to?
DAHLERNA D DENEITH CR 12
Fymale humen rogue 6/ Deneith warden
LG Medium hurnanoid
lail b, Seases Listen 10, Spot <10
Languages Common, Dwarven Unome

AC 21 wouch 12, Nst-fooied |9 ymproved uncanny dodge,
light for1ifeatson. -2 againd traps
(2 D, +7 avmor, =2 vhicld)

hp 56 (12 HDY

Resist evaniosn. mettle

Fort +7, Ref <3 (=11 sgaina jraps), Will -5

Speed 30 fi. (B squares)

Malee 2 rapier + 14/+9 {146/ 15-20)

Base Ak <10 Gep +10

Atk Opiions devaied lawkeeper o4, improved subduing
prike, aneak aack <3d6. subduing strike

Spell-Like Ahilities (CL &th),
1 /iy —shield of faith

AbiYities Str 18, Dex i5. Con 10, Tt 14, Wia 13, Cha 10

8Q iraphinding

Feats Lesst Dragonmark (Mark af Sgnitinel), Impeoved
Critical (rapier), Improved Initist ive, Skill Focus (Gather
Informarion). Stealthy. Urban Tracking® Weapan
Finesie

Skills Balance +3, Bluff+8, Climb =} {+| ropes), Eiplomacy
+19. Chisguive +8 (+2 toact in character), Escape Ariis « 10
Gl rwolving ropes), Gather Informatlon +18, Hide +12,
It lmidate +15. Jump +1, Knowledge (local) «11, Knowl-
pidge [nobiliyand royalty) <8, Listen +10, Move Silemly
4|2, Open Lock +11, Search +11, Sense Maotive 412, Spot
o0, Survival <] {43 following tracks), Tumhle «10, Use
Rope +1] 1413 invalving hindings!

Possesslans combat gear plus +3 light fortiforsbiion mithral
cham ibiri. moderaack heaey iedl ihinld, + 2 vapiar. Kat af digurie.
ihieses toals

Haok “Giving up now is the smartes thing vou'll aser do ™

L ]
DURAAK'ASH
o wal find | hunt My mark binds predator and prey, and onee [ huse

iughl it idénl pbu mnnat escape me. "
—Sul'gashta Steelbone

“Murank'nah" 15 an Oroword that translates to "aalk-
bng deagon * & duraakash is an implacable foe who nves
her Mark af Finding 1o form a link 1o her prey. s bond
thai granis ker benefits both during the hunt and o0 the
inevitatile baule ar its end

BECOMING A DURAAKASH

The patk of the duraak’ash can scive the hunier who
stalka beasts an the wild ot the inguisilive whe frachs
her prey through city shadows. Rogucs, seauis [from
amplete Adventurer), and rangers all make oxcellens walk-
ing draguns, but barbarians and hghiers also 1ake lavels
Im huraek ash

ENTRY REQUIREMENTS

Base Attack Bonus: +4.

Feats) Leaat Diagonmark (Mark of Find ing—losits
alyertd Lesser Deaganmaek (Mark of Finding — lesite creatine}|
either Track or Urban Trackmg®

* Ewiuntin Comipoggn Selling 61

CLASS FEATURES

Aw a duraak ash. you learo to let the Mark of Finding
guide you. As you hone your hunting skills, your mark
becomes a deeper part of you. helping you find and high
your prey

Catch the Scent (Ex)) When you use your locute
crvature ahilivg, you can locate a specific ereatire you
have never mel, To do this, you must possess w plece
of the target coesture (hole, scale, nail, and so an) or
an ahiject the varger has touched within one day per
class level,

Heir's Mark: Levels [n the duraak'ash prestige elas
rount as levels (n the dragonmark heir prestige class when
determining the caster level for the spell-like abilities

SHSSV1D HOLLSANd




THE DURAAK'ASH HIT DIE, 48

Base
Artack Fert Ref Will
Level Bonus Save Save Save Special
ist +1 +2  +2  +0 Caich the scent,
heir's mark,
hunter's insight 1,
swifl tracher
Tnd +2 «3 3 0 Dragons puidance,
sharpened senses

3rd +13 4+ +1  [Improved dragonmark

4ih -4 =1 L ¢l Favared enemy

Gth +8 «4 +4 +] Hunier'sinsight+2,
trackless step

ih -t <5 «5 #2  Perfee) awareness

Tth 7 #5 +5 42 Track the trackless

Sch 8 b 13 #2 Improved dragonmack

ih +9 «h 46 +3  Favored enemy

Tdh +10 -7 7 +3  Hunter's Inaighs +3
Class Skills (6 « Int modiher per leveld: Bluff Climb,
Disguise. Gather Informaton. Hide, Intimidste, Jump,
KEnowledge {grography), Knowledge (local), K nowledge
{nsure). Listen, Move Silently, Open Lock, Search,
Senie Motive, Spot, Survival. Swim. and Use Rope.

af pour dragonmark. You can have a massmum of Five
elfective levels in dragonmark heir for the purpose of
determining the caster level of your dragonmark,

Hunter's Insight (Ex): While fghting a creature
wha ys the current target of your Ibeale coeature abai sy, you
gain @ +] ansight bonus on attack rolls and damage rolls.
and a <} insight bonus 10 Armor Class against that crea-
ture, | his bonus bnereases 1o -2 a1 Sth level, and 1o -3 a1
10tk level.

Swift Tracker (Ex} You can move at your normal
speed while following tracks. (See the ranger class fea-
ture, PH 48.)

Diragon's Guidance (Sub From 2Znd level on. you
can wxpend one use ol any ol your dragonmark powers 1o
gain an insight bonus an s Survival check made in con-
junction with the Track feat or on a Gather Information
check made in conjunciion with the Urban Tracking fear.
I'he bonui is based an the sirength of the draganmack
whose power you expend

Dragonmark Insight Bonus
Lenst i

| eszer b

Cireater «10

Sharpencd Senses {Ex)i At Znd level. you double
the range of all divination abilities associated with your
Mark of Finding. In addition, when using yoor dragon-
mark, you can add your claw level to s caster level check
to overcome nondetertion (PH 257) ar as a bonus an s Will
wave made to avercome milend (PH 255).

Improved Dragonmark (Ex): At 3rd level and Btk
leve]l, you gain one additional daily use of your least and
lesser dragonmark powers.

Favored Enemy (Ex): At d1h level, you can select s
type of creature asa favored enemy, {Seethe ranger clas
feature, FH 47.)

1 you already have u favored enemy fram another
elnss, you instead select an additional favored enemy. In
addition, you can increase by 2 the bonus againat any
one favored enemy (including the ane just selected, if
o desired)

AL 9th level. you can select an addinonal favored
enemy and ance more inerease & favored enemy bonua,

Trackless Step (Ex): At Sth level and higher, you
eannol be tracked in nutural iurroundings: (See the
druid elass feature, PH 360

Perfect Awareness (Ex)) From bih level an, while
highiing s ereature who is the current target of your fecte
¢reature ability, you cannot be Manked by the targer. In
addition. you suffer no misi chance from any conceal
ment protecting him, including that of invisibilily
and darkness

Track the Trackless (Ex): At Teh level, you gain
the ability 1o track creatures under the effect al o
without trace, tracklessstep, or similarabilities, though
you take a =20 penalty an your Survival check when
daoing so.

PLAYING A DURAAKASH

You are & predator. born to the hunt. Through your
draganmark, you feel a primal connection 1o your prey
Whether using Track or locote rreature. whether prowling
the deep swamps or the alleys of Sharn, you Live for the
chase. Though you gain some satisfsction from explora
tion und adveniuring, nothing compares to the thrill
and exhilararion of the contest berween hunter and prey
You are always searching for greater challenges. and lor
apponents worlhy of your skills

Duraab’ssh are solitary by nature. You mighi feel
a strong sttachment to your family ar your adventuring
companlons (pour pack, as It were), but you instinetively
percesve other duraak’ash as rivals, not allies. Choose
your friends carefully and help your family when they are
inneed, butin the end you walk yaur own path, unbound
by ithe will of others.

One iradition among the duraak'anh isthe concept of
the destined foe: a nemesia that will be the grestest chal
lengs of your carcer. Your destined foe might be known
10 you from your first sieps on the durask’ash path—or
was perhaps what drove vou to thar path. Alternatively
hints of your destined foe’s identity might come to you
later in dreams and visions. Legends hiold thatastalking
dragon who defeats her destined foe will be blessed for
the remainder af her days.

Combat

You are skilled in the arts of combat, but you cannot go
toe-to-1oe with an expenienced fighter and expect 1o win.
Yourweaponsare stealth. cunning. snd keen senses_ Use
them. Study your prey. Swalk him. learn his weaknesses,
and sirike when the moment iz right. In the wilds, na
honor is lound in baitle—only victary ar death, and you
Are @ SUTrVIVOr,

WVersatility is p virtue. You never know whin you will
be hunting nexi or when your prey will turn the tables,
and you should be capable of handling vourselfin any
combat situstion, Iy is useful for a durask’ash to have
some skill with ranged weaponi, to he able to take full
advantage of the element of surprise and the potental
for ambush.



Advancement

As a child. you were rained on the tales of the stalking
dAragans, the legendary warriors of the Shadow Marches

lhen your di :||;;::'.r1|.||1- munifested il.-.dw_n.'vnu soon fownd
yaursell dreaming of the huni, Now you have harnessed
youl desnmy dnd che power they promise. You might be
eontent Inthe shadows, finding all the satiafartion you
need tn the hunt, Perhaps vou wich 10 inspire legends
ol YN E w h||.||l4:||.g 1he rreal beasts of the age Years
Iterim now, ehildren in the Shadow Marehes might listen
o sturles of your deeds.

Most duraak nsh are drawn o the wilds, and of vou
are among them keep your Suevival skill high. At vhe
WHTTE TIIME, yoOu |‘:||-Q-J'II channel you predotory instinets
inte the path of the inguisitive, Focusing on Galher
nformation and Search. Either Wiy, stealth and -.h.'.rr:
wernes (i bhe form af ranks i Hide, Move Silend ly !"1||l.l!
and Listen) gre vital for vour work.

Resources
Duraak ash have no formal organiralion and do aoi

share resources with arne another. However, (fyouare an

1 !
ingwith House Tharashk, vou receive
Taln ol

heir in ...-J sl
1
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DURAAKASH IN THE WURI D

{ i "l',f"'JrJ" B

th the Sty

farged in thi ruini of Ji

| s ber huet, and he o o @

—Caerva Vadallia, revenant hlade

[he sradition of the duraak’ash s alder than House
'harashk Mo Focmal oy ganizgatwin eqisie among | hem
i stolking dragon stands alone, und bends her knee 10
o one. Duraik ash ave agents of Houwse T havashb and
ol theirindividual ¢ dans Towae ||Ir"|. AEFYE wliEn I hey widl
ind cunnot be bound

A duraak ssh 18 always seArchang lar a new chal-
lenge warthy af her skills, Thaugh ehis ean sametines
deive her o take what nthers see an Todl ek fisks s nkilled
durdsk ssh iz alwave keenly aware af thove risks. She
maght choose 1o place herself in the parh of danger; bar

she s ]'FI!'_;..'-AEIHI: 1or Fave that darnger wher |\ hppesTY

Organization

A vrong. instinel e aense al Vivaley and competition
exiils Elwern stalking o Fromy When duraak ash meet
they often engage in challenges of vl or angempis
ta claim a rival s préy. They rarely light one dnother
direcily, nince earh recugniees their binship and i hue
othersvalue 1o the house 5s & whole. Pride demands tha
b hunter establich dominance. though, and matching
wils with a Fellow duraal’ash v & challenge too good 10

pass up

NPC Reactions

Few sutside the Shadow Marches or House Tharash k have
eny knowledge althe durnak ssh, wned o vtalking dragan
recewves the same peaction aspny other Tharushk hesr A
durask ash who defeats ""'El'l?" baanis nne bir ngs Iwavianst 4
trophies 1o Larash 'uk's Hall of Heroey elicios reacrions
from MPCs at lenet ane itep are lavarable while'in the

?;I}I .ItEIJ'\A \1a| i IIF'.-

Sl wunliva Seewdhiing
v ik an ki

DURAAKASH LORE

Characterswith ranks in Knowledge (nsture) or Knowl
--.h’r Inahililv and rovalty) can research the duraak'aiha
olearn more ehout them. When a character surcerdyon

ankill check, the ‘.r.l.lirmmg lore o revenled, including ihe
informatian Mrom lower D0

DC 10 The rl-.anJ- siha aee the slile huniers of
Huouse Tharashk A durssk ash uses his Mark af Finding
ta hunt prey

D 15: There is no formal arderof durask asha, bu
hunters who deleal Tearsome beasisare lalk heroes i the
Shadow Marches

DC 200 A dutank ssh gaine 4 magical bond thir
allows loim to track bie prey throogh wildernes or eiiy
This myvstical senss h-r-||-u. hir to predict b victim's
movements tn butile

]:’{. 3{]' 'i'.'l-.nr.wrrrw \‘l}lll achiove r|1-|~ |-"i vl ol wiccass
can learn LT F T detnily abvout o pank 'asha Loy
campaign, including history, noteble individuls, the
areas in which vhey operale and the kinds of activities

thes underfake

DURAAK'ASH IN THE GAME

A duraak ssh can eaully be drawn ta the Ll of the adven
{ureras she segrches for new challenges and deadlv thellls
Nhoueh many duraak wsh spend their duyy 1n the waldest
areas of Eberron, & ngnifcint number have adapred the
iradition of the salking dragons o urhan life. Thess
inauisitives and bouniy huntees T the --::._:'lﬂ'-' TEFIEIm
i 1-!|c greal cities, ieacking dangerows criminals or unrav-

eling dead]y myaterios. Though these hunters Lypically
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have bettér soeinl ehills than their rural cooneerparo.
they are jush as grim. unforgiving, and dediested.

Adaptation

A duraak’ash makes o formidable hunter even in eam-
paigna without dragonmarks. Simply replace the leat
prerequitites and allow the class to use locate cremture an
spell-like ability omce per day {caster level equal ta class
lewel) Thisability isthen modified by the dragon’s guid-
snce and improved dragonmark abilities.

Sample Encounter
Asan enemy. o durankush NPC maght be employed 10
irack the PEs, enher lighting them hersell or blazing
atrail farather foes to follow Allernatively, a stalking
driagon might be s rival huming the same monsters or
seking the same 1veanures an the party. A duraab ash
might even believe thai one ol the PCs s her destined
for, repedtedly coming alier the pariytotest her shilln
im camhbai

El 12, Sul is & hunter of the Aashta clan whote Life
18 thaped by two lorees: ber faith inthe Dragon Below,
and her dreams of her destined enemy. 8 mighey war
rior forged ol stesl and sone. Guided by her dreama,
Sul'sashia seeks 10 wlay warforged. and she sells her ser-
vices hunoing ervminals and fugitives of that race. She
alic spends a great deal of time reaming the Mowrnland
and preyiog an the consiructs that live there,
SULAASHTA STEELBANK CR 12
Female halt-are ranger hfduraak anh G
WE Medum humangid lore)
Inar +3, Senses darkvivban b0 §i.. Lisien <10 SPM +15
Languages Coammen, Cre

AC 2] souch W, flar-fovied |8 periect awareness
[<3 Dea. +b armar, | deflectiaon. <) natural)

hp Bl (12 HIM

Fort-]4. Ref :13, Will -&

SFrl:-l‘l 0 6. (& ks ren)

Melee | odumenbing cossirnilbane greabymdrd =177+ 12/4=7
(246717200 ]

Ranged mwhk compoute longhow o 16/ e [] feh (1d8+4/ %3] ar

Ranged mwk composite langhow o147 1450904 {idB-45x3)
w|t|'| Ea].mj Shed o

Ranged mwhk compoiic longhow ¢ 10 (FdB 125280 with

Manyshm

Base Atk -12; Grp +1b

Ak Options Power Advick, (avored woemy construces <6
favored enemy abervavions «2. fuvared encmy humans <2
bhuntérsannght »1. periect awairhen

Combat Gear 2 pohwe of dheeli, pastisn of imlarge peryom womd of oers
J‘,;ﬁ.i et poLion brucer®
* Sharn: City of Tomers 1549

R.nFr S’?I,':] P"’l-lﬂi‘.' (CL Ted)
ln—longstesder

Spell-Like Abikivies (CL 15ch]
Hilay—Jocate by
Y/day—locote crentyre
| Feday—fimd the path

Abilities Sir 18, Dex 16, Coan 14, Ine 10, Wis 11, Cha &

5Q animal companion (none ut peesent), catch the seent,
dragon’s guidance. sharpened senaes, swift tracker, track-
les atep, wild empachy +4 (¢0 magical beans}

Feats Epdurance®, Greater Desgonmark (Mark af Finding),
Improved Critiesl (greatsword). Least Diragonmark (Mark
of Finding}., Lesser Dragonmark (Mark of Finding),
Hnn”hm’, Power Alrack, Rapid Shot®, Track®

Skills Climb «4. Heal +5. Hide +18, Knowledge [natura) 7,
Listen +10. Move Silently 17, Ride 5, Search +9, Spot
5 Burwival #1535 [+17 in aboveground noturil envieon-
menin, +17 following tracks)

Possenssions cambin gear plus « 2 chainabirr, amale af notural grmor
el reng of pratection =1+ adomaniine sonid naetbame preatsaed,
nuii e rwnrk composite lopghbow G4 Ste o) with 10
vared arrows and |0 adsmanting arrowi. gleve o Desierine
o2, darkiea i ook of resatance +2. rng of iuklenance

"uni "You are not my proy. Mot pes

MEDANI PROPHET
"My beethern cum defrnd you from dangen i the present—buf anly | n

protect pou from the future.”
—Arid Medan, propher af Passage

The Murk of Detection grants heirs of House Medanl
myatical powers of perception. allowing them 1o 4ee the
How af magic, (o sense poison, or (o peneteate illunans
Within the house lives an order of priests known sy the
Varcn of Aureon, Initiates of the arder aro taught 1o wse
their dn‘umn. rha i see through the veil ol thme, vateb-
ing glimpses af the future or visions of the past These
are the Medanl prophets.

BECOMING A MEDANI PROPHET

A Medani propher must possess s poweriul dragonmark

& been inuight into the piyche, and a8 solid undersiand-
ing ol magical matters, Beyond this, he must seudy at the
ihrine of the Voice of Aureon 1o Wroat, for anly there can
he unlock the full porential of hu dragoomark, Though
charariers n‘rf.ll? 1_'“1: EAn El:;l‘:.l.u.‘: this !‘ﬂll‘:. 1 lEl'..ul.l‘l"l
great falth in the wivdom of Aurcon, Hende, Medani
prophess are most often drawn from the ranks of eleries,
palading, and lavared aouls (Fram Complete Divine).

ENTRY REQUIREMENTS

Skills; Knowledje (sreanal ¢ sanks, Sense Motive 4

rumks,

Feaini Lr-ﬂ "rl‘nnm|r¥ {erk ur nrlrl'nun}.
Leswer Dvaganmach (Mark of Detection}

Spelleasting: Ability 1o cast Ind-level divine spells,
including st least three divinations.

Spreial: Musi be & worshiper of Aareon. and mus
have received Lraining Irom the Vaice of Aureon.

CLASS FEATURES

Asa Medan prophol, you learn to draw on your dragon-
mark 1o peer into the future—and potentially. to unloch
the secrein ol the pasi,

!’ipall:..-ﬂ[nm Apeach level, you gain new spells [rer
day und an inerense in caster level {and spells krown, i
applicable) as ol you hud also gained a level 1 a divine
spellcasting ¢lass 10 which you belonged hefore adding
the prestige closs level, You do not, however, gain any
other benetic s charscrer of that class would have gained.
[f you had more than one divine spelicasting class before



becaming a Medani prophet, you must decide to which
class it ndd each level for the purpose of determining
spells per day, caster level, and spells known.

Heir's Mark: Levels inthe Medsni prophet prestige
riaas count as levels inthe dragonmark heir prestige clam
when determining the casier level lor the spell-like abili-
ties ol your dragonmark. You can have s maximum of
five elfective levels in dragonmark heir for the purpose
ol determuning the caster level of your dragonmark.

Keen Insight (5u): Your dragonmark gives you
(lathes ol intuntion. granting you an insght bonus on
Sense Motive chechs equal 10 pour class level.

Prophetic Vision (Su): As you undertake your trmain-
ing ay 8 Medani propher. you begin to receive powerful
sislons of the past and funire. These rare and cryprie
revelations are a rool for the DM 1o advance the stary; and
the frequency and nature of these visions 15 determined
by the needs of the campaign. These visions often can-
neah o your elrrent location, such thal you ave far more
likely to see un imege of the ancient hattles between quar:
wnd giant if you are in Xen'drik.

Hiavision strikey while yau are awake, you must make
a DG 15 Will save or be stunned for 1d4 rounds as the
R ] Vflﬁh oYEr Yo,

Tmproved Dragonmark {Ex}: At Znd level and 4th
level, yougain one additional daily use of your least and
lesser dragonmark powers.

Blaod Augury {Sp): From Znd tevel on, you can
expend one use of wleast dragonmark powsr 1o use gugory
CPHZO2) ay wwpell-like abiluy, a1 the same caster level as
pour ather dragonmark powers,

Dragon's Shield (Sud: At 3rd level. you gain an
inalght bunus to your Armor Class by expending one use
ol any of your dragonmark powers as 3 swifi action. The
elfect laste {or | minute per dragonmark pawer caster
lewel The honus is based on the sirengih of the dragon-
mark whose power you ey Fend.

Mark Insighi Bonus
Leani -l
Lesser <3
Greater 4

Medani Guidance (5p) From 4th level on. you
cofs expend one uie of 4 lesser dragonmark power 1o use
dianafion (PH T24) sv 9 spell-like abality. at the same caster
level as your other dragonmark powers.

Visions of the Past (Sp): At Sth level. vou can
espend one uie of & dragonmark power to peer ints Lhe
past. With esch wie of thizability, you can three gques-
vians regarding the past of the drea you are tn. This
requires b minutes of cancentration (2 minutes per
guestion), You receive your answers as a combination
of ind st inel sensery impressions, 45 dererminesd by the
DM, For example, if you ask "Who killed Borestes?”
you muight learn that it was a male holFore wielding an
axe. bus you will not learn the neme of the killer. If you
happon to be familiar with this particular half-ore, you
might Instinctively recognize him, Tn genesal, however,
the imagery is vague and blurred; however, you might
eateh a particularly vivid lmage, such as a precise look
Lhe koller s distinetive axe

Il wnwwers you receive come not from any deity,
but frarm your dragonmark's supernatural connection to

the past. As such, treal the answers as coming from an
effectively omniscient being However, you will only receive
responses (o questions regarding events that sccurred
within your line of sight. and oy magical efTect that would.
have interfered whth scrying swomatieally coneeals pas
eventa from this power, For example, you maght ask o ques-
tion regarding s crime eommiced atn pecticularsite but
il the character who commitied thal crime was under the
elfect of nandelection at the time, the resporse will be com-
pletely indecipherable. This ability works best when you ask
ipecthie questions, he move vagae the guestion you ask,
the more vague the response will be.

The masimum period you ¢an loak back through
time 14 bused on the strengeh of the dragonmark whose
power you expend

Dragonmark Maximum Period
Least § hours

Lesser Sdays

Greuter 1 month

PLAYING A MEDANI PROPHET

Yau lve in aworld ol ghosts and vhadows. whese theair
i filled with fainy whivpers of conversations thal have
yet ta necur. Whest you meel a siranger, you wee hinn
al hispapt and tpscos ol many pomible futures Theacare
maddeningly elurive. however. and only by calling on the
power of your dragonmark and the guidsnce of Aurean
can you make senie ol what you see

You are drawn 1o the path ol 1he sdventuror becsuse
traveling the world gives you s chance to shape hintory as
well is obierve it Tey 1o Hind ways to work this inio the
deseriprion of your artions, When you gain informa-
iiom from Sense Morive. iz imple insight, or have you
caughi a glimpee ol past treachery? Perhaps you have
& habit of finishing other prople’s sentenues, knowing
slwavs what they are sbout 1o sy Il you're wrong—well.
you only see possible futures. afrerall.

Combat

Thaugh deagon's shileld allaws you to evade enemies by
prediciing where their blowswill Ball, your ¢ lass provides
you with litthe in the way of alfensive copabilities. Your
rale in combar largely depends on the path you fol-
lowed before yau became a propher. You maintain your
Fall divine spelleasting progression, and magic hikely
FEMAINE Yiur h‘ﬂ'll wrapan.

Advancement
The path af the prophot o nota chowe. bur @ calling
Dreams and visions drew you te the sheine of 1the Yoice.
where you were Laught 1o interprer these signs and unlock
your potential, Only Hhe Taphiul of Aureon can receive
this gifl, und your fiith continues te guide you even if
your path leads you lae Feam your house. Litle siruggle
lor advanrament existy within the Yoice of Aurcon. The
leadare of the sect know whe v demined 1o guide them
atied Aureon's will supersedas any sarthly palities

As you contlnue 1o sharpen your magical insight
connder wequiring other shills and lests that can help
voul shed light on the myseries you encounter. Investigaie
and Research are both appropriate, while ranks in Diplo-
macy, Senve Molive, Appraise. Spot. and Knowledge will
serve you well
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THE MEDANI PROPHET HITDIE: d6
Base
Attack Fort Ref Will

Level Bonus Save Save Save Special

lst «0 +0 0 42 Heir's mark. keen insight,
prophetic vision

Ind «| +0 0 3 Improved dragonmark,
blood uugury

3rd 1 +1  +#1  +3 Dragon'sshicld

tih «3 «l o 4  Improved dragonmark.
Mudani puudance

5th +3 +1 el 4 Vielews of the post

Spellcasting
+1 level of existing divine spelleasting clasa

+1 leval of exiating divine spelleasting class

+1 level of existing divine spelleasting class
] level of eximing divine spelleanting class

+1 level of cxisting divine spellcasting clas

Class Skilly (4 + Int modifier per level) Appraise, Concentration, Graft, Decipher Script, Knawledge Gall ikills. taken

individunlly), Listen, Profession, Search, Sense Motive, Spelleralt, Spot

Resources

The Voice of Aureon 1 o religions order that serves house
Medani. nova force with lts own agendn. When you visit
the great shrine in Wreoat, you can ask [ar divine spell-
casting #i no charge from the adepis and clerics tending
it. provided | he prophets have not hed vinons indicsting
that their magic 1s needed elsewhere.

Anva member of your house, you have access 1o the
resources described on page 55, Av g known Medani
prophet in good standing with both the house and 1he
order, you receive a +| bonus on favor checks you make
with the Favared in House feat

MEDANI PROPHETS IN THE WORLD

“So we put in o week planning the ir Toan job, and put o5 we're geting
ready to move. Slugs hears that Lady i Tain's hured 0 Medan profihel
Job's off. Lawl group [ knos what tred o 7 The walch wm marting for them
when they arvieed. ™

—Kentan Del, guild thiel

The prophets of Aureon are invaluable membery al
House Medani. Aside fram the blessing of divine mage,
they use their oraculsr abilities and innate wisdom 10
guide che viceroysand the patriarch. In the wider warld.
prophets sell their serviess through the Warning Guild.
Same serve as simple augurs, peering into the immed|
ate [uiure 1o answer questions for a price. hers accem
long-term positions ai advisors for important clienia al
the house, providing the twin benefits of divination and
divane instght. The visions of o Medani prophet could
prove valuable to o party of adventurers, bul ifa power-
ful enemy emplays & propher, the PCs might find thm
their own plans are known almost as guickly as they can
be made

Organization

The Voice of Aureorn s based in the city of Wreoar, in the
ceniral enclave of House Medani. The spiritual leader
af the seet inthe Seneschal Ruram d Medani (LN male
half-elf adept 5/'dragonmark heir 2/ Medani prophes
1. His maglcal abilities are nov as powerful as those
of other members of the order. but Ruram's propheric
visions are strong and his advice iz sound, The Youce has
# loose structure, with three adminisirators (known as
ipe:.irn} assisting Buram in oversecing the operations
af the order, Beneath the speakers, every prophet holda
equal authorivy.

Few can maiter the gift of prophecy, and while major
Medani enclaves contuin shrines to Aureon. only s few
of these are permanently tended by a priest or prophet.
Though members ol the order encounter each ather only
rarely, a traveling Medani prophet finds a warm welcome
inany house enclave. especially 4f he is willing to nae his
powers to aid his kin,

NPC Reactions

Few prople know of the Vaice of Aureon, and » Medans
prophet receives the pame reaction from strangers as any
heir of House Medane. Prophets are haghly respecied
within the house, and receive a friendly welcome from
other heird of Medani (though they often have to nuffer
the guestions of those who hope to carch 2 ghmpae of the
future), Qther priesis of Aurcon are {riendly loward 2
prophet. but thow who worship the Shadow often view
Medan| prophets as worthy targets for the wrath of their
dark Hnr!

MEDANI PROPHET LLORE

Characierswith ranks in Knowledge [nobility and royaliy)
or Knowledge (religion) can research House Medanito
learn mare about the Medani prophets. When a character
suceends on askill check. the following lore is revealed,
ingluding the information (rom lower s

DC 10 The Voice of Aureon v 8 religious seci
within House Medani, lts members are widely known
for thelr wracular abilities, and are referred to as
Medunl prophets.

BC 16 Medany prophets receive oracular visions
snd dreams. and can use the power of their dragonmarks
to ask sprorhe queitiona

DC 20: A powerful Medani prophet can look
back into the pastto see whar has happened in the ares
around him

DC 30: Charscters who achieve this level of success
can lcarn imporiani deiails aboui Medani propheis in
your campaign. including histery. notable individuals,
the areas in which they operate, and the binds of actlvities
they undertake,

MEDANI PROPHETS IN THE GAME

A Medan: prophet can be o useful 100l for foreshadow-
ing upcoming plot developments as he warns the POy of
aterrible vision be has had concerning them. Prophetie
visions can also provide a way for adventurers 1o gain



insight into the activities of groups such as the Dreaming
Dark, the Lords of Dust, and the Chamber. Of course.
adventurers who become too reliant on prophecy can
easily be misled. A Medani prophet might be revealed to
be a doppelganger from the Cabinet of Faces, spinning
tales designed to lead the PCs into danger. Another
prophet’s vision might turn out to have been implanted
by the Dreaming Dark.

A Medaniprophet can also be a dangerous foe. When
an enemy of the party employs a prophet, the seer might
be able to provide his employer with advance warning of
whatever plans the heroes have in mind.

Adaptation

Medani prophetsare devoted to Aureon, but the house
could just as easily hold a sect dedicated to Aureon’s
dark reflection, the Shadow. Such prophets would use
their oracular powers for personal gain and to spread
the influence of their sinister patron. These prophets of
the Shadow could advance in arcane caster levels instead
of divine. reflecting the dark knowledge they gain from
their devotion.

Sample Encounter

Aureon is the sovereign lord of knowledge. and most
prophets spend their days in quiet contemplation or
studying history and lore. The services of prophets
are greatly valued by House Medani, and prophets in
residence at a Medanienclave are frequently called upon
to advise the ministers and viceroys. Occasionally. a
prophet’s visions compel him 10 go out into the world to

prevent a disaster or solve an ancient mystery, but most
prophets prefer a night of meditation to an evening on
the town.

EL 7: Ari d'Medani is a prophet stationed in the
city of Passage. He spends histime in the house enclave,
meditating on the mysteries of Aureon and the shadows
of the future. He advises the viceroy of the house and
tendsto injured Medani, but rarely sells his services to
thosc outside the house. When he does leave the enclave,
it is usually in pursuit of prophetic visions, and this has
led him into danger on more than one occasion.

ARi D MEDANI CR7
Male half-elf cleric 4/dragonmark heir 1/Medani prophet 2
LN Medinm humanoid (elf)

Init —1; Senses low-light vision, Listen +4. Spot +8
Languages Common, Dwarven, Elven, Gnome, Halfling

AC 18, touch 9, Nat-footed 18
(=1 Dex, +6 armor, +3 shield)

hp 40 (7 HD)

Immune sleep

Fort +8, Ref +3. Will +13 (+15 againsc enchantmenis)

Speed 20 fi. (4 aquares) in breastplate; base spced 30 fu.

Melee mwk rapjer +5 (1d6/18-20)

Base Atk +4: Grp +4

Special Actions blood augury, turn undead 4/day (+1, 2d6+3,
4th), spontaneous casling (cure spells)

Cleric Spells Prepared (CL 6th):
3rd—claraudience/cloirvoyance D (CL 7th), dispel magie, locate

object (CL 71h). speak with dead (DC 16)
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2rd—dpheet thoghtsD) (DO 15, CL 71h), Kold perssn (DG 15).
Husld ather, sichn (2] (CL 7eh)
| m—comprehend longuege (CL 7ih), dethwaboh, detect secref doorzD
{CL Fih), detert wadsad (CL ?th), mnctuary (DG |4)
O—deteet mugie LCL Tibd, guidanee (QL Tk, leght, purify food ond
drink, resisinmce
D Damain spell. Deity, Aureon. Domains. Kaowledge. Magsc
Spell-Like Abilities {C1 Skl
dlday— defect poson
2eelwy=ven inpirihility
Abilivies Sir 10, Des B, Con 12 los |4, Wis 16, Cha 1%
E;Qlllrl ol law_ houss sipiuy +], pr\npllrl IC VESHON), UM MEEIT

e oy 8 Ind level wicard

Feats Favored in House, Least Draparrmark (Mark of
Detection). Lesser Dragonmork (Mark of Detectlon)®,
Resewreh

Skills Diplomacy =6, Gather Informanon +3. Heal =10
Knowledjpe (arcana) -8, Knowledge (hitory) ~4 K nowl-
ﬂ*gr [ipeall <3 thr*lrl‘ige Proabsl ity anid n'r'-,-.-hj:‘ 5,
Knowledge (the plunes) «5, Knowledge {raligiond +3,
Llven +4, Search +§. Sense Motive «16. Speak Lanjguage
(Dwarven), Spellecafi <10, Spar +6

Poxsessions = | bremipleir, ={ heasy wopden thirld. marierwork
TEPIET. ctogk of reviitancr ¥l

Hook | linve dreamed of this moment.”

NosoOMATIC CHIRURGEON

| have sared ko the fuee of deuth und stepped ey strongere than before.
And oh. the things death hoy ioight me. "
—Krarrett Thorngage d Jorasca of the Healers Guild

The halflings of House Jornsco are known far and wide for
their undermanding ol lile, and far their facility with the
careal the injured, the mod, and the dying. What few can-
sider 16 that anyone alile (o coax the terminal back 1o ife
must be intimately lamiliar with the processes of dying.
and that some of thase sajprosed 10 8 Hiletime of death and
madneds pay p price or the bnowledge they gain

Within Jorasea, membersofa militent sect of healers
twist there powers 1o darkness. Theugh these nosamaric
elitrurgeont are nat unilormly evil, the power they wisld
vha derk stain on [oraswe’s repuiation Indeed, | hough
iheir existence s officially danied hr the house, when a
ehivurgeon o found, agents of Joraseo sre the Fri ones
sant to o lenee him:

BECOMING A
NOSOMATIC CHIRURGEON

A nosomatic chirurgeon s halfling siudent of sichness,
and a masterof the ebb and flow of 1he energies af life and

ENTRY REQUIREMENTS

Alignment: Any nongood.

Base Fortitude Save, +3,

Skills: Heal 8 ranks, Enowledge (nature) 4 ranks.

Feats: Least Dragonmark (Mark of Healing)

Speciali An heir of Siherye with the Mark of Heal-
Ing can take this cliss witheut meeting the Least Dragon-
mark prevequidite.

death. Any dngun masrked healer can take up this path
but nosomatic chirurgeons are ofien drawn From the
ranks of thosr who have expanded their healing knowl

edge through spellorafi. Chirurgeon cleries, deuids, and
milticlass adepts are common

CLASS FEATURES

In pddihen to expanding on any spellcasting trad)
t1on that hrought him o s current paih. a nosomatic
chirurgenn develops abilitles tha lec bhim manipulate lile
energy and disease

Spellcamiing: At cach level except Sth, you gain new
spelis per day snd sn ineresie in caster level (and spells
known, ifapplicable) asif you bad alvo gained 4 level ina
apelleasting elasy 10 which you belonged befars adding | he
porewtipe clos levnl. You do oot however. gain any ot her
beneht a characier fthat elaw would have gained. I you
hadl more than one spelleasiing elass bebore becoming a
nosommatie chirurgeon, you must decide 1o which elass to
add ench level for the purpose of determining spells per
tay, caster levnl. and spells known

H you have no levels in sy spellesating elass, this
closs grants you i he spellcpsting ability of the adept (DMG
107) From Ler 1o dth level You de not gain levels in the
nddepr e lase nar wiy ol the other features ol that elass, b
simply adopt that class’s spellessiing progression and
spell st as the spelleasting abiliiy of this class

Heir's Mark; Levels inthe nosomatie chirurgeon
prestige ¢lass count as levels in the deagnnmark heir
preatige clasy when detevmining the canfor level forihe
npell like abilities of your dragonmark. You can have
a masimum of five effective livels in dragonmark heir
for the put pose of determining the caster level of paur
dragonmark

Nosomatie Chirurgy (Ex) As s nosanmitic chirur
geon, your understanding ol ekness and disease praniy
you # bonus equal 1o your cluss lovel on saves agrinst mag-
ical or mundane diseases lineluding the catgon spell)
You gain this wame bonus On saves apainsl ahy magical
ar mundane elfleciy that wauld ehange your condition ta
nuuneated or ickened. I such effects alsvo denal damage,
yiou take thoy damage as normal

In sddition, you receive 8 bonus equsl 1o your class
leewl on all Hesl ¢ hecks.

Pestilential Touch (Su)) A chirurgeon develops the
supernatural abibivy to channel spell energy (nte debili.
teting harm. This abiliy sllows you to spentsneausly
“lose” » single unage of any spell or spell-like abiluy to
cast any mflict apell of the same spell level or lower. (An
iffich spell ds any epelbwith “infliet” [n s name, such
wn nfliet light woundyd,

Unlike with 4 normal casting of an ifliel spell. the
damage deah by this abulity is not negative snergs. snd
s cannoi be uied to heal wndead

Plague Bearer (Splhs Upon reaching Ind level, a
osomalic fh‘rul'“l‘-ﬂ‘“ con cultivale dindune in ]l\'lng
crefiures with & tonch, Onee per day, you an invake
an efTect stmilar 1o & costapron spell (PH2130 As with the
spell. you mun succeed on a melee touch anack 10 akfect
your target. You can gain additinnal uses of this abilicy by
enpendimg dally uses ol any spell-lhike alilily from your
Mark of Healing.

Upon acquiring this abiloy. you become immune 1o
the coniggon spell



THE NOSOMATIC CHIRURGEON

HIT DIE: 48

m

Base
Artack  Fort Ref  Will

Level Bonus Save Save Save  Special
Ist +0 +2 +0 +2

pestilential touch
2nd #l +3 +0 +3 Mlague bearer
ded +2 +1 «] +3 Isolate pathogen
{1h +3 +4 +l +4 Mosomatic touch
fth +3 4 +1 < Agcendant carrier

Heir's mark, nosomatic chirurgy,

Spellcasting
+1 level of existing class/see text

+| level of existing clasa/see tex
+l level of existing class/see text
+| level of existing classfses text

Class Skills {2 + Int modifier per level): Blutf, Concentration, Crafi (alchemyl, Gather Information, Heal, Knowl-
edge (arcana), Knowledge (nawurel, Profession (herbalisty, Search, Sense Motive. Sleight of Hand, Spelleraft, Spot.

Isolate Pathogen (Ex): From 9rd level on. vour
expertise allowsyou to expand your plague bearerability
to use any disease {including magical diseases) that you
have personally diagnosed and successlully treated with
the Heal skill. Thisallows you to use your plague hearer
abality to snfect subjects with a disease such as devil
chills or mummy rot if you have successfully helped
acharacter overcome the effect of that dizease with a
Heal check,

Inaddition, you can alwaystake 10 on Heal checks
made o diagnose a patient or treat disease,

Nasomatic Touch (Su): Ardih level, you can choose
1o combine your pestilential touch ability with your plague
bearer absihity, allowing you 1o deal damage and infect a
subject with disease with a single melee touch attack. You
lose aspell (for your pestilential touch) and expend any
applicable usage of a dragonmark power (Tor plague bearer}
as normal. Since this ability requires a touch attack, you
cannot use your nosomatic touch with any mass inflic spell,
regardless of level.

Ascendant Carrier (Ex): At Gth level. your studics
miake you immune (o all diseases, even those of magical
or supernatural origin such as lycanthropy end mummy

ot [fyouware already afflicted with any such disease,
vou are automatically cured of that condition. You also
become immune to any spell or effect that would cause
you to become nauseated or sickened,

In addition, you can extend your expertise ta those
in your care. Thisallows you to use remove diseose as a spell-
like ability once per day, at the same caster level asvour
other dragonmark powers.

PLAYING A
NOSOMATIC CHIRURGEON

Your connection with House Jorasco likely dictates how
{or if} you choose to conceal your activities as a noso-
matic chirnrgeon. Some chirurgeons remain respected
members of the house, plying their dark trade in abso-
lute secrecy. Some are excoriates, driven to the path of
the nosmmatic chivurgeon by the same compulsions that
drove them from the house,

Whether you are bookish ortake a more hands-on
approach to your work, vou maintain a level of detach
ment that makes vou appear cald and stoie, sspecially
campared to athers of your race. Chirurgeons often
cultivate skills of deception. to better blend in with their
Tellow halMaings and divest upwanted attention.

Combat

Mosomatic chivurgeons disdain combat as a rule, and you
have less interest in the art of war than in what warfare
begers. When pressed 1o entera Tray, you arve efheient,
cold, and disturbingly merciless, having little fear of
dying and even less fear of killing. You do not hesitate
to send terrible plagues against those who assail you,
The diseases you cultivate and bestow often work slowly,
bul youare Far lrom useless in the shaet term . As long as
yoou have magic to draw upon, your touch is deadly.

Advancement
As a nosomatic chirurgeon, you seck always to increase
your understanding of illness and disease, T0you remain
within House |orasco, your insights might grant vou great
respect from your fellow healers and house superiors—as
long as they never suspect the source ol your knowledge.
As you advance. focus on Heal and the Knowledge
shills asseciated with your class, You might also want 1o
keep up the social skills (such as Bluff and Sense Mative)
required to pursue your studies in safety and security.
Focus your Teal selections an those that improve your skills,
your spellcasting. or the power of your dragonmark.

Resources

[fyou are s part of House Jorasco, you have access to the
resources described on page 38, and can expect to receive
whatever assistance your work requires (within reason),
This typically involves access to house Taeilities and
laboarataries, but can also involve grants of money and
even access 1o organic specimens, bath hiving and dead,
Be warned, though—many nosomatic chirurgeons are
expased through cheir contacts within the house.

A chirurgeon who has fled Jorasco will likely find
himsellhynted by the house, but ntighe seek a place with
acriminal arganization orassassin'sguild. In parnicular,
the sberrant House Tarkanan (page 158} 15 rumored o
have more than a few |arasco-excoriate chirurgeons in
s ranks

NOSOMATIC CHIRURGEONS
IN THE WORLD

“Yes, pes, {'ve heard the rumors: 'The griffon’s tauch brings health, but
|I_u_ mare (s h.'ﬂ'den :.Imt.-. u.rrljg.lllf rhﬂl Hul b I'Irlﬂr"';f) .l_lr_fu’rl'(rif‘rr hﬁ?l’l 3 MIEPE
in the habit of going mad and unleashing plague, wouldn'l we have heard
abeut it by now?"

—Bennil the Nose, loremaster of the Boramar Clan
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As practitioners of a dark and dangerous urt, nosomatic
chirurgeons exist far ourside even the eriminal main-
siream of Khorvaire. Each chirurgeon has & differemt
story of what drove him or her to 1ake up the path. Some
seck purely intellectual fulfillment; others are driven o
near madness in their quest 10 tame the powers of life
and death.

Organization

Asa class, nosomatic chirurgeons have no arganization
or caomtactwith one another, The secrets that underl e
the siudy of the chirurgean’s art are found in hidden
aciebooks and s ribbled inthe margins ol ancient texts

All posomatic chirurgeons take up the path in their own
way, dnd only sccastonally hear of others like themselves

I chirurgeons within Joraseo meer, they typically fear
cuposure and take appropriste action to sllence each
other, Quiside the house. chirurgeons sometimes com

peie over acieis 1o a plfflflllir specimen, atrain. or
potential discovery In ewther pvent, canflict between
Lhem as bruial and short,

NPC Reactions

Because a nosomatic chirurgean's [ife i one of secrecy,
they inspire the sume reactions as their public person-
alitles. Chirurgeans identified as such to a person whe
knows their repuialion are Lreated indifferently al best
Those who hule within Jorasco sve treated as any other
house heir. but healers exposed as nosomatic chirurgeons
inapiee & hostile reaction amang (Ellow house members,
often to the point ol violence

NOSOMATIC CHIRURGEOHN LORE

Characters with ranks in Knowledge larcans) or Koowl-
edge {naturel can research nesomatic chirurgeons to
learn more asbout vhem. When a churacier succeeds on a
skill check. the fallowing lore ik revealed. including the
infarmation lrom lower DCa

DC 10; Noiall in House Jorasco only heal

DC 15: Some hallings who develop the Mark of Heal-
g go mad atier constant exposure 1o disease pnd death

DC20:Within Jorasco, s ymall number ol healers
lesrn to channel the power of their magic into dark
eaplorations of entropy and disease, They call them-
selves posomatie chirurgeons, and they oan kill as easily
wE CUTE.

DC 30: Characters who achieve this level of succens
can learn important details shout specific nosomarie
chirurgeonsin your campaign, Including the arras where
they operate and the kinds of activities they undertake,

NOSOMATIC CHIRURGEONS
IN THE GAME

MNosamatic chirurgeons are o secretive elass, and
are therefore easy Lo work inte a campagn. PG in s
chirurgeon's presence are typically given no resson to
suspect anything our of the ordinary. Every dragon-
marked Jorasco heir has the potential to be s nosomartie
chirurgeon, whether a gafied hesler craving to expand
his knowledge, or an insane sssassin seeking the power
to slay with a touch.

For players who are drawn 1o dark characters, a
nosomatic chirurgeon isan appealing choice. The path

of the chirurgeon promises power. but for characters
with a strong connection to House Jorasco, tha power
might eome at & price

Adaptation

A nosomatic chirurgeon functions in secrecy and iso
lation, and the clais can easily be tied to the healing
wradinions of any non-Eberron campaign. In an Eber-
ron game. perhaps the nosomatic chirurgeon tradivion
14 nol 5o reviled wilhin House |orasco as il seems, As a
secretarm of the hovse, the chirurgeons could be Jorasco
loyalists working in a special research division. harness-
ing the powers of plague for use ax a weapon

Sample Encounter

Acharacier ixlikely 10 encounter s nosomatle chirurgeon
i Lhe course of his rescarch. The PCs could be secking
s cure for a rare disease, possibly even interscting with
a chirurgeon in hes guise as o respected Jorasco healer,
Characters who hecome the target of a rogue chirurgean,
or who are tasked whth hunting down @ chirurgeon on
behall of [orasco, had best be wary.

EL 10: One of the most respected healers in
House lorasco today carries a dark secrel. Garretd
Thorngage d'Jorasco began his career holdly roaming
the wilds of Kharvaire. bringing healing to those who
hunted aberrations and éven fouler creatures. From his
observaiions of the extremes of magic, Garret sought
to #dvance his knowledge of healing, For years, he has
pursued the path of the nosomanie chirurgeon through
his study of cryptic house lore and the pestilence of
the frontier

When encountered by the PCs. Garrewr ia in the pro-
cess al tracking down the soutee af o particularly virulent
infection ravaging the local population. However, he has
grown paranoid of late. snd might suspect that the party
hunts him on Jorasca's arders

GARRETT THORNGAGE D JORASCO CR 10

Male haliling drwid Sdragonmack heir 1/ nosamuic chirur-
geon |

& Small humanowd

Init +3; Senses Listen =7, Spor »3

Languages Commen, Druidic. Hallling, Sylvan

AC 22, 1ouch 14, flat-footed 19, Dodye
(+] Saen, +3 Dea. «7 armor. «l shicld)

hp 68 (10 HD)

Immune funlagun :LE.H‘”

Fort «|2, Rel+7. Will «13 (+15 againwi fear) +2against super-
natural nnd spell lke abilivies of aberravions. +4 agains
spell-like abilities of fey. +4 aguinat disease. <4 against

nawses and eTects that cause the siekened cond it on

Speed 20 f1, (4 squares) woodland wride

Melee +| wimitar <B4 1 (1o 4/ 18=20)

Base Atk -6 Grp «]

Special Actions nosomatic touch, pestilennal wouch, plague
bearer. spontancous canting Gummen notere s afly s pellad. wild
shape |/day (5 hours)

Dvuid Spells Prepared (CL 9ih)

Sy he—atoneikin

drh—di th! M. nabuivy arath (DG |71

Brd—enl lightrung (DT 16). cure moderate moundi. remone driasis
water breathing



Ind —hbors rndernace. Bull'i ll'fl'l'l'lg'ui chill metal (D 15) Jesiar
restiwratuin, gosw of malursl psraly

et —salm pmimpls (DC 14, cure hght wounds. jump. fongsirifer,
pisesih meth gmemaly

O —swry mimir moinds, defect mage delect poun; light, rood magie,
vl

Spell-Like Abilivies (CL Llth}
Lidkay—crrd lyght wisunds

1/l my=—viire ey wrpoils
Abilitien S5ir 9 Dex |6, Con 14, Inu 13, Wis |6, Cha 10

SQ antmal companion {none al present), [salate pathogen,
trachless sep, house stntua <1 wild empathy « 4 0+0 mag)

cal boanis

Femus Dodje. Favared in House, Garekeeper Inmisie. Laau
Bragonmark (Mark of Healing), Leswer Draganmark
(Murk of Healing)”

Skille Bluit o)1, Concentration <10, Diplomacy «10, D
puise =f {=2 10 st in character). Heal =17, Intimidae =2
Jump « 3, Koowledge larcanal +7 Knowledge (nuniurel
13, Listen +3. Spon 3. Sureival +13 (+13 in aboveground
natueal ¢ vl ronmenis)

Passesslons -2 Jl.llﬁ.l'rl_fﬂmll‘lﬂ»ﬂ'rh. dlrkll.-.inugh! abyleld, o] wriom
far amulel uf hewlth o2, baoti of stridmg and shringing

Haak ~"You don'i look &t all well .

SHADOW HUNTER

AN shadoms mousd J'u” !
—Kaleth Shal, Phuarlan ghost

Those wha know | he seerel work of the Houpes of Shadow
understand (hat Phiarlan and Tharann have their lorces
of spies and avmassiny. However. same assignments demand
more—a cunning koldier who sltacks withow mercy, then
vanishes s ithiout s tesee, The shadow hunter learms to use the
power of hisdragenmurk in bactle, but also begins 1o senase
the presence of others who bear that mark—a gifc 1hat has
become far more imporiant since the Shodow Schism

BECOMING A SHADOW HUNTER

A shadow hunter i g warrior of his house, and must be
familiarwith the arts af battle ay well asstealth, The ranger
makes an ideal anery paint for this class lespecially the
urban ranger variant clise presented in Unearthed Arcana)

buta Fighter or wwashbuekler (from Complete Warnor) can
also qualily, Avauch aof fague or swashbuckler can help
B I"'tg!':tlrl.y.r charncter alitpio the skills he needs, and snesk
altaek or irli.i.gl"i'ul wl Flke rap borome a potent wespon in
s shadow hunier's arvenal

ENTRY REQUIREMENTS

Base Attack Bonus: «4,
Skills: Hide 4 ranks. Move Suenily 4 ranis
Feats: Leant Draganmark (Mark of Shadow—dorknes).

Special: Musl be praficient wilh magiial weapons.

CLASS FEATURES

As a shadow hunter. you learn 1o ue your innate powers
ol darkness ta bath hide fram and blind your foes. Yau
alto sxpand your senses, gaining the ability 1o see into
the deepeszshadows, and to sense (he prexence of others
who pessessyour dragonmark

THE SHADOWHUNTER HIT DIE: d8

Base
Attack Fort Rel Will
Level Bonus Save Save Save Special

Lat +1 +2° + 0 Helr'imark,

improved darknes:
2nd «2 f1  +3  +0 Deepershadows,
poison use. shados snu
Srd =1 3 3 4l Shadashlind
dih -4 A 4 o+l Shodomnght
Sih +5 o4 o4 <] Clokofibodows

Class Skills (6 = 1nt modifier per level) Blull,
Congeniraion, Crafi, Disgune, Evcope Artive. Gathes
Information. Hide. Intimidate, Jump. Knowledge (locul).
Listen Move Silently, Search, Seme Motive, Spar
Tumble, L Rope

Heir's Mark: Levels in the shadow hunter prestige
elass count as levels in the deagonmark heir prestige
closs when determiningthe caster level for (e spel]-tike
abilities of your dragonmark. You cun have s masimum
of five effectrve levels in draganmark helr for the purpose
ol determining the caster level of your deagonimark

Improved Darkness (Ex}) You con uer the durkaen
power of the Mark of Shadow an sadditional number of
rimes per day equal 1o your clsss level

Deeper Shadows {Ex): From 2nd level on, when
g uae the dadnen power of your dragonmark. you can
expend & secand use 1o enhance i1 power. This produces
an elfect identical to derper dorkaeu chat Lasis far 24 hours
or until divm issed

Poison Use (Ex}: From 2nd level on. you are trained
in the use of paisan, and never rlsk harming yourwell
when upplying potson to a weapon

Shadow Sense (5p}: At 2ad level, you guin un
wncanny abllity 1o sense members ol your blaodline. Ta
agiivare (his power, you expend one uee ol any of your
draganmark powers. Thereafter, for the duration of ihe
#hlect, 1 you come within 30 feer of & character who pre-
seanes the Mark af Shadow, you can sense lus location anid
the level of his mark

Thiseffert even allows you to pinpeint the location
af invinible characiers, although an invisible opponem
siill gaine i he benehits of concealment (20% muss chunce)
Misdirnetron 1o ellective against your shades waie. bus you
gain wan dnaighl bonus on your saving throw equsl 10 poul
elass lewml

The duration of the efTect 13 based on'the sirength
of the dragonmarck whose power you expend.

Dragonmark Duration

Lesu 10 min. felass fevel
Lesser | howirlelass level
Cireater 24 bours

Thaugh (v ariginally allowed allied shadow huare
ta avold aeeldenially nitacking each other while Rghring
inmagied] darhoess, this ability now allows shadow huni-
ersto detect the presence of those ol the apposing House
af Shadaw

Shadowblind (5p) A1 Srd level, you learn to uve dark-
nest ax b weapon. blinding your enemy winthin = elusier
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of shadows. Using shadowblind is a standard action that
provokes attacks of opportunity, and requires you to
expend one use of your darkness power. Target a creature
within 50 feet. That creature must make a Will save (DC
10 + your class level + your Cha modifier) or be blinded
for | minute.

Shadowsight (Sp): At 4th level, you can call on the
power of your dragonmark to pierce the deepest shadows.
To activate this ability, you expend one use of any of your
dragonmark powers. For the duration of the effect, you
gain darkvision with a range of 60 feet, and can ignore
the effects of darkness and deeper darkness. The duration of the
effect is based on the strength of the dragonmark whose
power you expend.

Dragonmark Duration

Least 10 min./class level
Lesser 1 hour/class level
Greater 24 hours

Cloak of Shadows (Sp): At 5th level, you learn to
wrap yoursell in shadows, concealing yourself from
your enemies. Using cloak of shadows is a swift action that
does not provoke attacks of opportunity, and requires
vou to expend one use of your darknzss power. You gain
concealment {20% miss chance) for | minute per level,
at the same caster level as your other dragonmark powers.
In addition, you can use the Hide skill even while
being observed.

PLAYING A SHADOW HUNTER

You are a warrior of the shadows, equal paris spy and
soldier. Darkness is in your blood, and your world is a
grim one. Enemies—rakshasas, doppelgangers, your own
cousins from the opposing House of Shadow—lurk even
in the brightest places, and you cannot lower your guard
for an instant.

As ashadow hunter. you are an ideal agent for your
house, but like all your kind, you must eventually decide
whether you wish to fight for the noble elite or find your
own path. You might not be able to avoid forming atiach-
ments to your adventuring companions, but you try to
keep your emotions hidden whenever possible. You are a
blade in the darkness, as hard and deadly as steel.

Combat

Though you are a more capable front-line fighter than
the rogue or assassin, your gifis for stealth should not go
to waste. Use your ability to move in the shadows to gain
the first strike, and use poison when you can. Honor has
na place in battle. All that matters is finishing the Hight
as swiftly and efficiently as possible.

Though you might not have the raw power to go up
against a fighter blade to blade, shadowbiind is an effective
weapon against Aighters and other characters with low
Will saves. Shadowsight allows you to see through your own
magical darkness, granting you a valuable edge over your
enemies. Though a useful defense, the cloak of shadows is
equally valuable as a tao) for fleeing combat. since it allows
you to hide in plain sight.

Advancement
The darkness within you has always been comfort and
shelter, and you have taken cold satisfaction from every

foe who has fallen to your blade. As a ¢hild of the Mark
of Shadow, you learned of the order of shadow hunters
at ayoung age and yearned to join their ranks. Now, you
feel the power of your mark growing, ready 1o serve your
house in the deadly game of shadows.

Shadow hunters most often choose to work with
their houses, and your skills can earn you a valued place
in your house hierarchy. Phiarlan and Thuranni elves
take pleasure in serving on the fronilines of their secret
wars, but you are free to maintain your independence or
sell your services on a case-by-case basis. Some shadow
hunters fight against both Phiarlan and Thuranni as a
Bloody Shadow (see Organization below).

As a shadow hunter, seek to balance your combat
abilities with stealth and keen senses. You can ignore
skills such as Tumble if you plan to wear heavy armor,
but Spot and Listen are vital tools for seeking out your
foes. Investing in the Lesser Dragonmark and Greater
Dragonmark feats enhances your shadow powers, but
combat feats can be equally valuable.

Resources

As a member of the Serpentine Table or the Shadow
Network, you have access to the resources of your house
described on pages 66 and 84 respectively. As a shadow
hunter, you can also receive magical or mundane assis-
tance, though your superiors expect a proper acceunting
of any items loaned Lo you at the end of the assignment.
Provided you are in good standing with your house, you
can acquire poison and magic items specifically related
to your work from major house enclaves, at 10% off the
normal price. In addition, if you reach 4th level and
choose 1o work for your house, you can receive a per-
manent Rory'stelepathic bond with a house handler, allowing
you to receive orders in the field.

Shadow hunters are secret agents, and your identity
will often be concealed even from other house members.
As you serve the house, you will come to know other
hunters through your work in the field. A shadow hunter
will often help another hunter of the same house, pro-
vided it does not place his own mission at risk.

SHADOW HUNTERS IN THE WORLD

"So I've got my eye on the old Thuranni elfwhat’s carrying the orb, but just
as I'm making my approach, everpthing goes black as pitch. Steel rings out,
bloody cries, and all s dark as night. When the light returns, my mark hos
his throat slit—along with two guards [ hadn't ever seen! Lucky for me that
Bloody Shadow struck first. Luckier still, he left the orb behind.”

—Kenton Del, master thief

Shadow hunters are soldiers in an invisible war, and few
beyond the elven houses even know of their existence.
Whether they serve the Serpentine Table, the Shadow
Network, or their own purposes, shadow hunters are
deadly opponents—hidden blades waiting for the moment
to strike.

Though both assassinsand shadow hunters are skilled
inthe arts of stealth, a shadow hunter isa beiter warrior,
and shadow hunters have long been used on missions
where a swift kill cannot be assured, Since the Shadow
Schism, the hunter has played a new role: defending his
house from the machinations of the opposing House of
Shadow. The shadow huniers’ talent for sensing those who
possess the Mark of Shadow has proved vital in uncovering




inbBlivators and spies, and they are more than capable of

dealing w iy I|-.||tr I||-r". N jpose

Organization

Shadow hunters allpued il he Ser pentine Table arthe
Shadow Mevwork Lall into the stindard hierarchy of those
houked (vee pages b6 and 840 Shadow huniers serve as

'rll.'d L[] g.ﬂ bs

bath spies and wacewors, snd might be asss

iniellhigence helore ar alier a combal mission

I'--r:.‘:q the Shadow Sehism. elves of 1the Paelion
hlaodline were betiayed by the Thatanni and. ar so
thevikhink, the Phiarlan, Although most members of the

femily were killed . & few e JF_H_'-i and iware vengeance

an hoth the | wed 0f Shadow T hese elves have formed

their own cabhal of shadow hunters=ihe Bloody Shadawt
prphan who seek personal vengeance sgainsl those who
tetrayed them

In additien o the damage they do by eaposing the

i

swehemes and secrets of Lthe houses, theor passion s ta bunt

agenieof Phinrlan and Thuranni one by aone proving the
saperiority af their bloadline with polaen ancd stesl. As
sueh, the Blouds Shadoss posE @ grearen threat than the
house on the other side of the sehism, und Thurane snd
Flhi e lam ahadow hvnters are alwava apnr |'|I.I||: tor Ihc‘n.‘.
lost elves Thiy path ol vengoance (v @ viahle @il wan i
1 player charaorer, hul going up ngainst {he combined
forces ol twa draganmarked haines v not far the faint

af heari

NPC Reactions

Shadow hunters are aaeerel order Awsueh, cliaracters
outside Hhe ) echelovs ol the Houses of Shadow reaci
i w shadow harer an Lhey would 16 any other Phiielan

or Thuramind helr

SHADOW HUHNTER LORE

House Phinrlon and House Thuranni have Fone to great
Imu_;rn. to cancesl the enstence af e shadow buniers
from the |:|-||h1u Charscters wibh renks in Enowledgr
lnabilily at
Lthesie wa

rovulty) might know something abou

Dri Ihh]ll"llll:l.hﬂrllll'!' II'\--I|III.J|||'I1 I|IrIIII

read OF FIJIll!:I|II.l'\-i-||'r Tallowimg, including the inlor
mation from lower MUy Members of House Phiarlan
or Thurann: recelve & #5 carcamatanes bonus on the
shell check

DC 10: Some elite apenty are sald 1o have muastery
over the thaddws

DC 15: Shadow hunters lesrn 1o gee darkness an o
weapon, bhinding opponents apd wong the shadows io
evade =tie miy atiac ks

DC 20: Shadow huniers are the ahldiery in the
ongoingstruggle batween House Thuranni sand House
Phisrlan. snd they are trained 1o senie the preience of
ol hers who bear the Marh ol Shadow

DC30: Charncters who sehideve 1his level of suceews
can learn impoartant detasly abiouy shadoaw bunters oo
your campiign |-|1|u|!||||.! Veipesky, natebile individuals
theareas in which thev operate and the hinds oFaetivities

thev undertnke

SHADOW HURNTERS IN THE GAME

Shadow hunters are detive agenis of thalr houses,

Irlo |ht‘- Wi IIE to ohierve .I:ui ll]{]l.l E.I!'Dlrl the rJ.lilLJ
il
v |

This isan excellent path [bra PO who wanis (o serve lis

house, and & shadow huntée's assignments could eanily
serve as Lhe basis of adventures far the whole party

A shadow hunter must alweys be ready lor batidle. An
assignment fram his house could come &t any tlme, as
could an attack .I'_\ the Blr:u:h‘. Shadows. Duiside howse
mssignments, shadow hunters actively seareh out the
secreti hidden bensath the facade of daily life. Even
relazing in a tavern (s 90 excuse (o seck oul rumor
whispered plots, and characiors wha are more than whas
they seein. A shadow hunter has litle time or interest in
lessnre Life is devoted to the gresi game ol shedows, and

Iilf M neveEr r'I:JII.I

Adaptation

A written, The shadow huniers comprise competing
rderswithin House Thurannieaod Hoeuwe Phisarlan. buil

what if their veadition Lnstesd connects the tws houses?

III.'\- an I.JII..::'FI: |'.|!f']l! k;l\'..'.l.Fa' '.I.i hll".lllr L& ||r ] "h Ilill‘ll- Hur e es

might seck to ensure that nelther h

e gets il & Pl

hand. Alternavively, 1hein |._:n.|| might be reuniheation
ll'-ﬁl'l.l:lmll'l.g the conflict of the sohism 1o tI-H|.'Ir [ -.:u-.:lr
House of Shadow onee maore

The shadow hunter class eould ilso be J-|.||.|||rl| for
sny character able 1o use dosbnri as a apell o o spell- ik
ubility. Avcabal of warrior-sorcerers ora i ribe ol doow in

Xen'drik could both make use of this olass

S.‘ll‘l"ll]]e Encounter
Asan NPC, ashadow hunter could be an eneiny or an
ally; 1l House Phisrlin or House Tharinnl aceepis

4 contract of sssassanation agarost the POs shadow

Kalech Shal d ' Phiarlan.
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PRESTIGE CLASSE

120 b/

hunters could be fnvalved in the hit, Alternatively, »
party eould wind up caught between u shadeow hunier
and hiswargess in the Lords of Drust. the Aurum, orthe
Tyranis of Sharn,

EL 10: Kaleth Shol is one of the ghasts of the Ser
penting Table. Though skilled with the sword and fciw,
he in aldo a manter spy who excels at shadowlng his prey

through urhen environments, Asone of the op ageni ol

Hause Phiarlan. Kaleth is deployved only ineriteal siia-
atiang, bun PCsswho unwittingly stumble inro s delicaie
Phinrlan pperation will find themselves on the wrong
wdde el the shatlow hanter's wirath,
KALETH SHOL D PHIARI AN CR 10
Male elf rogue Turban ranger® 2ishadow humer 5

* See Uneorthed Arvoma

NE Medium humanaad
Init o4 Senves low-light vision. Listen /0. Spos -4
Languages Commeon, Elven, Grome

AC 2N woch 15, Ha-footed 19, =] agsinat brapa
{=d Den. b srmor «2shield, | deflection)

hp 35010 HD)

Immune ileep

Kesinn evuiion

Forv oll Ref «Ib (o7 agavnvn rrapsd, Will b 0b aguinm
el fimenes)

Speed 30 0 (6 sgunres)

Melee = fonguurd o 1277 (1837 [9—20)

“Il‘lg’ll’ ] e fiiale |'l'rl'lg'hlru. 149 U dB+3/ =3 ar

“lhrqd "l rarfutite [ﬂqg‘lr-n 128100 T (ldB=1I%T) smith Hallui
Bl

Baie Ak -0 Grp <11

Atk Options Combal Expertise. favored enemy elves =2
sneah #tiack «Jdb

Special Artlony rloak af shadowi. deeper shadows
shadaw senie, thadowblind (mnzed waich « 1%, [MZ 15),
ll'L.l-dnhm'_l:r

Spell-Like Abilivies (71 15¢h)
la'l'll-'r-'lllr-l-ﬂrn
Viday—rhadas ey frn (D 4
Hdar-p:nrqf-m

Combar Gear kond of iup (ight woands (25 chargesd, otion of imii-
ibility, paton af deeld, thundeestane, tangleloot bag, 2 dases of
[Lwrge seorpion venom (DG 14, Telb Ste/1d6 Serd, % doses of
black adder venam (00 1] 1dh Cond1ds Conl

Abilities S5er 14, Dax 8, Can 12, Tl 13 Wis 10, Cha 10

S5 abvle to notiee seerel or cancesled daors, poson use, |rap-
hinding, wild emparhy <1 (-3 magical beasi)

Fears Caombat Experilin, Greater Dragonmark (Mark of
Shadow), Leas| Ulngunrn;rl (Mark of Shallue), Lesses
Draganmuert {Mark of Shadow). Rapid Shoe®, Urban
Tracking®

Shalls Ralance =4 “It[ultr =0 Escl!:r Ariist =9, Gather
Informenen <16, Hide +15 Jump 2. Knowledge (local)
=8, Listen =10 Move Silently <14, Open Lock <7, Search
<13, Spai <14, Tamble <11, Uie Rape =4 (+f invalving
binding)

Pousessions combm gear phua + | ki) brewatplate, =1 buckier.
ring of proteetson ¢ |, 1 compouite lengbaw (+2 Str bonus) wiih 20
arrows, vl loyparend, darkweaer cloak of resestanee + 2, fuet of dugnie
masterwark thieves' 1oals

Hook “Darkness (s coming”

SILVER KEY

" Impenctrahle” eh? If' | hod me a fistful of silier for eiesy tine | beaed
That hefore ol
—Barwigg the Vole, silver key

Huuse Kundarak is known aerow Khorvaire for s com-
mand of the Mark of Warding. Merchanty and nobles
gladly pay large sums lor Kundarak security, but few ever
meel the guiet experts behind 1ha securily This eliie
howse branch 15 called the Keyguard. and its members
are the vilver Ef?"' Aswell as dtdgﬂin‘ deferars. a illver
key s primary job 15 1o vest them—inientionally 1eying
to bypaws gusrds, wards, and lacks (Hauve Kundacik’s
or otherwise] a1 the request of those whose valuables are
secired behind them

BECOMING A SILVER KEY

A allver key is n master of stealth aand security, and an
expert al getting into and out of tight places. Only a
dwurl with support from the house can pver become a
silver key, and though the path 1 besy suited 10 rogues,
any dedicated character who meets the requiremenis can
receive the needed traming.

ENTRY REQUIREMENTS

RBace: Dwarf.
Shalls: Danahle Devier § ranba, Hiude 4 ranks,
K nowledge (archuecture and engineering) 4 vanks, Chpen
Lock 4 ranks,
Feata: DIH’!E.
Speciali Must be g member of Howse Kundarok
Special: Trap sense «1.

THESILVER KEY HIT DIE: d6
Base
Attack Fort Ref Will

Level Bonue Save Save Save Special

It +0 4 2 +21  Armored abjurstion,
heir's mark. trap
master «1. warder's
keyit, wardsenae

T «| <0 | ' | Crafiy hamds

Ind ¥ sl | % | Iﬂ.-.»hinf.!]

dth 3 «1  «4 +4 Trapmaster+l

Sk =1 =1 v 4 #1  Slysoul

L1 4 »2 +5 +#5 Cunningbody

Tth =5 Ly 3 5  Trap maner +3

Bih +6 #2  +6 +b Shipperymind

Mk =f =1 7 +B Vejled spiri

10tk «7 «d 7 7  Mauster of doom,

trap master +4

Claws Skills {6 » Int medifier per level): Balanee, Blali
Climb, Coneeptration. Craf) (trapmakingl. Dacipher
Setipl, Divable Deyice, Dispuise, Escape Ariia, Voryg
ory, Calher Information. Hide, Knowledge (arcanal
Enowledge (architecture and eagineeringd, Linen Move
Silenily, Open Lock, Search, Sense Motive. Sleight af
Harnd ﬁl;r”rrpﬁ Snpuq , Tumble, and Uie Mnglr Dievier



CLASS FEATURES

Silver keys gain ¢law abilities focosed on wealth, self-
sufficiency, and the ability ta forl the best security money
can buy. A nlver key is not trained in the use of spellsand
needi no dragonmark o perfarm his duties. However, he
is Familiar with how mage is wsed in security protacols,
and is able 1o eventually overcame its effects,

Armored Abjuration: Silver keys who are also
arcane spellcasters can cast spells of the abjuration
schoal while wearing light armor without incurring
the narmal chance for arcane spell failure. Like
other arcane ipellcasiers. however, & silver hey wear-
ing medium or hesvy srmor or using & shield mours a
chance of arcane spell failure if the spell in quention has
A Fomalic campanent,

Heir's Mark: Levels in the silver key prestige class
count as levels in the dragonmark heir prestige class when
determining the caster level for the spell-like abalitles of
your dragonmaork (iF sny). You can have o maximuom of
fve effective lovels in dragonmark her for the purpose
of determining the cuser level of your dragonmark.

Trap Master {Ex} You gain a +1 insight bonui on
Disable Device, Search. and Spellcrafi checks, but anly
when perraining specifically 1o rraps, wards, and other
security measures. T his bonus rises by + | every three levels
thereafier (o +2 m dth, +3ar Trh, and +4 ac [0th),

Warder's Keys: As you rake your first steps along
the silver key path. you receive a specinl se1 of tools
known ss warder's keys, This masterwork sel of picks,
pryvbars, hand hammers, hooks, saws, and sheleion keys
is fashioned of a silver alloy refined o us 1o maintain
its purity and hardness. The tools are held in a wpecial
lead-lined pouch designed to be strapped io the body
beneath & tunic or cloak. Your warder's keys are thus
almost impossible to either detect or remove, A setof
warder's heys providesa +2 circumstance bonus on Crall
(trspmaking). Disable Device. and Open Lock checks,
and on Search checks made to find rraps. Warder's keys
also provide a +2 compeience bonus on Upen Lock checks
and Disable Device cheeks {which stacks with the +2
circumstance bonusl,

Anundamaged set of warder's keys is worth 1 000 gp,
but silver keys are forbidden from s¢lling them and losing
aset iscause for disgroce. House Kundarak makes opera-
tives purchase their second and subsequent seis of warder's
keys a1 & cost of 1,200 gp. A silver key working within the
house who chooses 10 go withour a set of warder's keys
can EXpECL IO receive P'I"EL'IOHS few :l-‘igﬂ Merns.

Wardsense (Ex): You can use the Search skill 1o
locate trapy with a BC higher than 20, and you can use
Dhsable Devier to bypass a trap or disarm magic traps
(See the trapfind ing rogue class fearure, M1 50.)

IT you slready have the trapfinding ability, you
instead gain a +2 bonus on Disable Device. Search. and
Spelleraft checks involving traps

Your wardwense also allows you 10 use the Spelleraf
skall to identify magic traps and wards within 60 feet
as if you had canr detect magie or read magic, The DC of the
Spelleraft check is increased by 2 over what | would be
when using the sppropriate spell

Far example, you can use Spellerafi 1o adenuify a
ghvphaf warding ar spmbal without Rrst casting read mage, but
gt DCsaf 15 and 21 invtead of 13 and 19, respectively
You can also discern the school of magic in a magic trap

or ward without first casting detect magic, at a DC of 17 +
spell level.

Wardsente does not grant you the ability to auto-
matically detect magic traps or wards. You cannot use
thisability for any purpese other than identifying magic
traps and wards

Crafty Hands (Su): At 2nd level, you develop the
ability to manipulate mechanical devices with your
mind, sllowing you to make Open Lock and Disable
Device checks ot & distance of up 10 60 feet. Activar-
ingthis akility is a move action. after which you make
the appropriate check as normal, You cap move and
manipulate objects weighing up 1o 5 pounds (including
vour warder’s keys), allowing you to use any bonuses that
such abjecis add 1o your cheeks. However. you cannor
man|pulate those objects in any other way (such as hurl-
ing them at a foel,

H you are distracted while making an Open Lock
ar [wble Device check at a distunce. you must make &
Concentration check 2 normal. On a lailed check, you
mus use another move action 1o reactivate this ability.

Invisibility (Sp): At 3rd level, you learn how to turn
invistbile s the memivhity spell; onee/day; caster level equals
charscter level,

If you possess s Mark of Warding. you can expend
one use af any of your dragon mark powers to gain an
additional use of this abiliy.

SlySoul (Ex): Upon reaching Gth level. a permanent
sirengthening ol your spiril grants you spell resistance
15 + silver key level,

Cunning Body (5u}: By Guh level. asilver key's form
has developed the ability 1o adapt to a number of danger-
ous environments;

If submerged in liguid. you sutomatically activate &
water hevathing effect,

. If you fall more than 3 feet, yvou automatically acti-
vate n frather full effect.

v W you are paralyzed, you automatically activate a
remaue paraly elfect

You cannot cxtend the benefin of this abality to any
other cresture. nor can you voluntarily sctivare these
effects except under the stated conditions. Each effect
can be invoked once per day, Your caster level far these
effects v equal 1o your silver key level.

If you possess a lesser ar greater Mark of Warding,
you galn one additional use of any of these eflects by
expending one use of a lesser or grester dragonmark
power anan immediate action,

Slippery Mind {Ex) Upon reaching 8th level, if
vou fail a save against a mind-affecting effect, you can
attempt the save again | round later at the same DC
If this second wave also fails and you possess a greater
Mark of Warding, you can make s thied saving throw ]
round later by expending one use of a greater dragon-
mark power

Veiled Spirit (Su): At th level, you gain a +2
borus an all Hide checks, and become highly resistant
Lo ALTEMMPLS Lo espy yOuU OF divine your location through
scrying or other magical means. You gain a <4 bonus on
Will saves made 1o resist dwwination effects

Master of Doors (Su)i Ay [0hih level. you have
reached the pinnacle of a silver key's prowess, this poten)
ability allows you to make use of any magic door oe parial
you come across as though you had the specific ability to
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do o, In particular, you can bypasgs anane lock spells s
though you yourself had cast them. lgnore ghphs of woed
ing as though you knew the pussword (even glypha tha
have no password), and bypass the magic of a hald portal as
though you could cast koeck at will,

Your power even extends to portals ereated o
il ained by magie ¥Youi can follow another charactes

e door, and can enter a Mosdenhaoses s magnifiiest

ughw

marsiin, & droponmark demesne [see page 149). and simila

ss of whether the caster designated

Mruciures refFarc

you av one of the cresturces shle (o enter

Fhw atmlity does noy confer any advamuage when

dealing with mundane locks or door

pl AYING A SILVER KEY

i might know & lTew rriul ericks from befare vou

d the keys

bul thr majority of your [earnimg sinee

cenlerrd on hiw to avond danger. mob e kle 3

ithen hhas
head on You are largely el sulficient (at least while
carrying ouf a ish]. When vou do surrodnd youriel T with
allbes, you appreciae the help they affer but can easily
prow weary of heir inabality to lcrl:-l_l up w it h vou

Betore the end of the Last War. moar silver keys
apsed Inthe service ol House Kundarak their whole [ives
With the advent ofihe new age of r't|||11r itinn . many keys
take thair loave ol the house to embark on adventuring
careerd. and whether vou remain 8 Kondarak AgEnL or

g b you know the hnuse will respect vour

ae el

| II|||| Lal Il" |I'|" L} nmew recrulls trag '.llf kt"‘f’\. CHTE ||“|l|f'\-
L fersinal, anel ramars of o group ol el break-gnd-entee
e llista Lt 1'.||JIJ“: acrowh K hirvalie makes an effective

1c|:||||: Lol For Kundarak seduriy

Combat
Your strengihes are stoaleh and securny expertise. and

wahtip thovie sl rengths (o avoad pete mitalle lethal sptvaiions

Warmigy thie Vale

il lJ.||.|1 I-l'i

in your specinlty, When melee becomes inescapable you
rely om your eunning and your good saving throws. [Fall
else fails, do not hesitate 1o use your akills 10 abandon i he
1 ﬂll! entirely, Afier all, a clean griaway alwavi promises

apnother chiance (o test vourseld

Advancement
Only lovel dwnrves of Howse Bundarak are ever inducted

it the ranks of the silver keys leep involve ment 1n

hause dffairs is oprional. Any house heir who has proven

vimae |l capable and loyal slandy & pood chance of being

srcepied Much of 1he business the house receves goes

aut o the key nce frvyeEn "l.'.'lq '_‘I '-.:rn.l'ng- FI'.'T.r'I"'\IrI'

are typrically underiakén afisr o ey has done the prelim

nary merhanical work

Av & allver key, you undergo permanend Tupern

shierations 1o your mind, spivit, and body. A=zsuch, the

path is neither quick nor cisy When you gan levals, 1ry
1o lesens anihe promary toals of your trade ralt (1 THp
makingd, Disable Device, Hide. Knowledpe Circhatectiire
anid engineering), Opan Lock, Seavibh, and Spelleratt
Foeus voour Tual seleciions 1o ways that increase erther
your Armor Class or mobility. ar tha IMprove your rlass

skille mwiinn Purther

Resources
All silver key

asinl aa l|'r'-| rilteerd on e 42, but the hause

have the resources of House Kundarak

at their dis

prefecs Lo e I-u':.'w. operating with some measure of e [
sufficreney. Assueh, 1he house Mruwis M 1-f-|r||: anked
forassisiAnce-onee i |-|i| b ahslpgaind

In the rare cases when Kundarak sends o key on p
:-.]rl.'l:i|'.f..1|-'| Hegal misnion. the house har a poiicy of
1:-|.’!|!'.|'|-. dizavowing all knowledge of hin scrisagies o
he 18 caughr. Since all kevy bnow this, they are alwayi
-:yr.al...q.-.i 1o be ewil loose 81 the worst |.-.--...|I-|r e
Ihis tends to make keys even more determined (o sxce

SILVER KEYS IN I'HF WORLD

cardd arw il onlest rd  The sertrws seer m plape omd

Ber s, b i bwrwsi Brevarbed ol Phe wimig
lhuranne, ex-chamberlain
a FThuranni enclave in Regalpon
Integrating the silver keys into a ¢ ampaign 18 ranly done

o it bis al pais

ive Kundarak hias o perationg, allie

r'\r-'l-i.'\l.llll.'d r.nl.'l.l-! }\.hu.’-l]lt i l'l}'ll'ud |'||r||.r.'
with rach passing year. Nearly any member of Houae
Fundarak could be a kev. Same Eoyy posseny |||.|-|;'r|r|
marks. bur many de not. Typically, the keys go where
theaction 15, and all Khoevatra's urban contors legiuree 4

LT

smaathly running petwark whereby the b

L
jobs and have kevs oot in the Beld as ||-|:|'L.|.-. ok the nex

e an area, the more keéva ¢an work i

day. The more ag

3 :

and places such as Sharn aod Wraarare goldmines o
keys who are good af what they do

i Organization

I'he silver keys exist apart from House Kundarak
hierarehy, but ulimately mivear (8, Given the

nature of their work, keys who bear the Mark of

Warding hold special starus. As a rewals, high

tlll“lt‘j' .1#!1],'1\'|h|‘|||'\- arfE ollen iIn.i."l'.‘l"'l\.]. et b IIIl""||



with dragonmarks, though these are not necessarily the
moat lucrative jobs.

Within the keys. this status quo is accepted with
groce. Silver keys without dragonmarks enjoy greater
respect within the house than other unmarked heirs,
and in many cases are happy 1o avoid the Kundarak
palitics that olten ensnare the dragonmarked. In gen-
aral, silver keys do not compete against one another,
and there i always more demand for their services than
cin be met,

NPC Reactions

Palitical and financial allies of House Kundarak gree
silver keys warmly. starting with a friendly astitude. Ene-
mies and house rivals are ininally unfriendly. Since few
athers know of the silver keys ar what they do, individual
keys receive the seme reaction asany other Kundarak beir
of the same level and status,

SILVER KEY LORE

Charscters with ranks in Knowledge (archuecture and
engineering) or Knowledge (nobility and royalty) can
vesearch the silver keys to learn more aboul them, When
s characier succeeds on s skill check, the following loreis
revealed. including the information from lower DCs,

DC 10: House Kundarsk's secarity experis design
and build wards. iraps, and vaults, but claim the house selly
fa protection that it dessn’t alse know how ta defeat

DG 15 The silver keys are masters at getting into and
oul al even the most secure facilities, Kundarak uses them
1o tedl house security and the secarity they sell 1o others
improving it by determining how 11 can be broken.

DC 20, Silver keys are nat strictly tied to the house
hierarchy, so many silver keys become independent at
some point, Their skills at passing doors and 1raps are
impressive, and they are said to be invisihle to magical
scrutiny by well.

DC 30: Characiers who achieve this level of success
can learn important details about specihe silver keys in
rour campaign, including the areas where they aperate
snd the kinds of activities they undertake.

SILVER KEYS IN THE GAME

The silver keys can be casily worked 1nte an ongo-
ing campalgn. typically by revealing that an existing
Kundarak NPC has secret ties to the Keyguard af the
house, Alternatively, PCs could be introduced (o (he
stlver keys when developing ties with House Kundarak
for vhe Rrar time,

A player who engoys stealthy characters or skill-heavy
Luilds might be drawn o play a sulver key, Although ther
default purpose ivto help test and improve security pro-
tweals, independent keys have become spies, scouls, and
diplomats. On the other hand. an excoriaie silver key
could be the head of a thieves' guild. iraining new keys
to undermine House Kundarak's security business

Adaptation

Though the silver keys are a branch of House Kundarak,
ssvacialing them with & diflferent mercantile organiza-
non. a thieves guild. or even a law enforcement agency
makes i1 possible ro use the class in almost any game.
Alternatively, the keys might be associared with a cult or
religious sect that reveres a god of stealth or rogues. In

this case. tailor the flaver of the class's abilities to reflect
characters’ growing bonds with their patron deity.

Because this class has no dragonmark prerequisite; il
cun easily be modified to admut characters of other races.
On the other hand, adding a dn‘nnmlrl prereguinite
makes it more exclusive, and ties the class’s abilities vo the
powers of the Mark of Warding.

Sample Encounter

Ofiten, characiers who meet a silver key never realize i,
PCa who encounter a key in the course of his duties might
have been hired sx security for a facilivy or siranghald
the key i1 “testing.” Alternatively, the PCa might meet a
vilver key in o socisl setting, perhaps o function hosted
by House Kundarak.

EL 9: Though many keys are genuine Kundarak
nability, trained for years by the house, the dwarl known as
“The Vale” isan exceprion. Bavwigg'stalentsssathief were
on the verge of earning hima one-way trip ta the prison of
the Citade] in Sharn when the house quietly snatched him
up, setting him on the path to becoming a silver key, The
PCacan encounter him in any location where his presence
is unexpected, at which point he attempts to flee. 1f cor-
nered. the Vole reveris to hissireet instinets and defends
himsell with almost animal savagery.
Batwica THE Vol CR9O
Male dwarl rogue b'stlver key 3
N Medium humanaoid
Init +7, Senses darkvision 60 fi., Listen +2, Spat «]
Languages Common. Dwarven. Undercommon

AC 1A, touch 13, flat-footed 15 Dodge. uncanny dodge, +2
agsinel traps, 4 agzinst panti
(+3 Diex. +5 armar)

hp 57 {9 HIM

Resind cvanion, llﬂ.h:llﬂ'r {+4 against hull rush and H‘iP}

Fort «5 (+7 against poison). Ref+11 (+13 againat trapsl. Will
+7; 2 on wves against apellsand spell-like effecis

Spoed 20 §t. (4 squares)

Meler «| dagger « 10705 (1d4+1/19-20)

Runged light crosshow «37/+4 (1d8/19-200

Base Atk -6 Grep +0

Atk Options aneak attack +3d6, «1 on snacks ageinsi orc
wnd goblinoids

Spell-Like Abilities:
Vduwy—davinbahity (CL S h), midrrriam (DC 11, CL 41h)

Ahbilities Sir 10, Dex 17. Con 14 Ing 13, Wis 14, Cha 8

5Q crafiy hands, stonecunning (PH 15). wrepflinding.
warisenue

Feaws Dodge. Improved Initiative, Leass Dragonmark (Mark
of Warding). Weapon Finesse

Skills Apprasse «1 (-3 mesal or uwone), Balance +15, Climh +12,
Cralt (irapmaking) =13 (+15 metal or vione), Diable Davice
o1 (+16 1rapsl. Escape Artist <11, Hide «7. Knowledge
(architecture and engineering) « 13, Listen «2, Open Lock
15, Search +15 (+17 secrer doors, « I8 veapa), Spellerali +7
(+10 vrapald. Spot +2, Use Rope +3 {5 involving bindingy)

Passessions +2 studded feather, light crossbhow with 20 bolis,
wl dnﬂ;r. l\'on‘n :rJr Du]’rr:i}' +2, Heword) Frum_i)- hooersick,
worder's keys

Hook Barwigg rarely speaks. and his nose twitehes noticeably
when alhers “‘Ih’:l}- ohserve him
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STORM SENTRY

“Fear the fury of the storm!”
~—~Malena d'Lyrandar of the Mistral

Members of House Lyrandar call the wind to fill the sails
of merchant vessels or summon gentle rain for farmers
in need. However. the Mark of Storm is aptly named, and
its heirs control a powerful and deadly force of nature.
The storm sentry is a colorful warrior who masters the
martial applications of her dragonmark, blasting her
enemies with terrible winds and charging her weapons
with crackling lightning. Woe to the Lhazaar pirate who
tries his luck against a Lyrandar vessel only to find a
storm sentry on board.

BECOMING A STORM SENTRY

Astorm sentry is a soldier first and foremost, and must
be a capable combatant. At the same time, she mustalso
be able to move with the wind, and to feel it flowing
around her. The swashbuckler (from Complete Worrior)
isthe best-suited class 1o proceed to storm seniry, but
any swift, lightly armored soldier can successfully take
up this path. Though it is not a requirement, storm
sentrys tend toward chaotic alignments, and many are
as restless and changeable as the storm whose power
they summeon.

ENTRY REQUIREMENTS

Base Attack Bonus: +4.
Skills: Balance 4 ranks, Tumble 4 ranks.
Feats: Least Dragonmark (Mark ofStorm—-—gusfofwind).

THE STORM SENTRY HIT DIE: d10

P e e e e R

Base
Attack Fort Ref Will
Level Bonus Save Save Save Special

st +] +2 +2 +0  Heir's mark, improved
gust, wind's embrace

2nd +2 +3 +3 +0 Lyrendar’s shield,
powerful winds

3rd +5 +3  +3  +1  Lyrandar’s fist

4th +4 +4 +4 +1  Siorm strike

5th +5 +4 +4 +1 Gale force

Class Skills (4 + Int modifier per level): Balance, Bluff,
Climb, Concentration, Craft, Escape Artist. Intimidate,
Jump, Knowledge {nobility and royalty), Profession.
Swim, Tumble, Use Rope.

CLASS FEATURES

The storm is your weapon and shield. As you master
your dragonmark, you learn to smash your enemies with
mighty gales, or to call on the wind to protect you from
harm.

Heix's Mark: Levels in the storm sentry prestige
class count as levels in the dragonmark heir prestige
class when determining the caster level for the spell-like
abilities of your dragonmark. You can have a maximum
of five effective levelsin dragonmark heir for the purpose
of determining the caster level of your dragonmark.

Improved Gust (Ex): You can use the gusl of wind
power of the Mark of Storm an additional number of
times per day equal to your class level.

Wind’s Embrace (Sp}: You can expend one use
of any of your dragonmark powers to use feather foll as 2
speli-like ability, a1 the same caster level as your other
dragonmark powers. Thisisa swift action that does not
provoke attacks of opportunity.

Lyrandar’sShield (Sp): From 2nd level on, you can
expend one use of a least dragonmark power to use shieid
asaspell-like ability. at the same caster level as your other
dragonmark powers. If you instead expend one use of a
lesser or greater dragonmark power, the duration of the
effect is extended to 10 minutes per level.

Powerful Winds (Ex): Beginning at 2nd Level, you
add your class level to the saving throw DC of the gust of
wind and wind wall powers of the Mark of Storm.

Lyrandar’s Fist (Sp): From 3rd level on. you can
target a single creature with an intense blast of wind by
expending one use of any of your dragonmark powersasa
standard action. Thisability hasa range of 25 feet + 5 feet
per tlass level, and is resolved as a bull rush attack made
by a Medium creature. The effective Strength modifier
on the bull rush attack is based on the strength of the
dragonmark whose power you expend.

Dragonmark Strength Modifier
Least +4
Lesser +8
Greater +16

If you win the opposed Strength check, the targe: is
forced back 5 feet plus an additional 5 feet for every 5
points by which your check result is greater than the
defender’s. Using Lyrandar's fistisastandard action that
does not provoke attacks of opportunity.

Storm Strike (Su): At 4thlevel. you learn 1o expend
ene use of any of your dragenmark powers to charge
your current melee or ranged weapon (but not thrown
weapons or ammunition) with the energy of the storm.
This is a swift action that does not provoke attacks
of opportunity.

If you expend one use of a least mark power, this
duplicates the effect of the shockingweapon special ability.
Ifyou expend one use of a lesser or greater mark power,
the effect is that of shocking burst. A ranged weapon with
these abilities bestows the ability on its ammunition, as
normal. The effect lasts for 1 round per dragonmark
power caster level, or until the weapon leaves your hand.
This ability cannot be used on natural weapons, though
a monk’s unarmed strike is considered a manufactured
weapon as normal.

Gale Force (Ex): At 5th level, you €an generate a
more intense blast of wind when using your gust of wind
power. You treat all targets in the path of the gust as
if they were one size category smaller, so that Medium
creatures can be knocked down, while Small creatures
can be sent flying.

PLAYING A STORM SENTRY

You feel the storm within your soul, and you revel in
unleashing its power. Whenever possible, you prefer
to be out on the open seas or on the deck of an airship,
where you can feel the wind flowing around you. Most



storm sentries are wild and carefree, following the wind
and sejizing each new opportunity it offers. Exceptions
abound. however. and more than a few of your fellows are
as dour and grim as the blackest thunderstorm.

As a storm sentry, decide whether you want 1o
join the Sheltering Storm (see Organization, below)
or if you prefer to follow your own path. House
Lyrandar recognizes the value of your skills, and
might pressure you to join one of the house arms.
Though the viceroys respect any decision 1o remain
independent, you might find your access to the
standard benefits of house membership restricted.
After all, if you are going to benefit {rom your
birth, it is only fair that your family expect seme-
thing in retura.

Combat

Storm sentries love to dive into the thick of combat.
Tumble lets you dance between your enemies, while
storm strike adds deadly force to your attacks. Lyrandor’s
shield offers the defensive benefits of a tower shield
while leaving your hands free, so tiwo-weapon fighting
or specialization with a double weapon are good tactics
for you. You can use storm strike on multiple weapons
(or both ends of a double weapon), but at the expense of
multiple uses of your dragonmark powers.

Though melee combat is exhilarating, you can also
be an effective archer. Lyrandar’s shield protects you even
while you use a bow, and Lyrendar’s fist and gale force
gusts of wind let you drive back opponents who get too
close. The wind's power also lets you take advantage
of your surroundings. More than a few pirates have
been blasted overboard by a storm sentry who has them
outmaneuvered.

Advancement

The gifts of a storm sentry come only from within.
The least Mark of Storm symbolizes your potential,
but only time will tell how your power will grow. Once
it becomes clear that you have the makings of a storm
sentry, House Lyrandar will be eager to take advantage
of your skills. If you agree 1o work with the Sheltering
Storm, other storm sentries help you develop your
gifis. [f youwish to walk alone, you must find your own
path to power.

Though the abilities of this class can be used by
characters in armor, the skills and prerequisites lend
themselves to a more mobile style of combat. If you follow
this path, devote skill points to Tumble, and consider
feats such as Combat Expertise, Dodge, and Mobility.
Beyond combat, members of the Sheltering Storm help
maintain order aboard Lyrandar ships. A few ranks in
Balance, Climb, Swim, and Profession (sailor) can make
life at sea easier, while Intimidate and Bluff can help keep
a crew under control,

Resources

Storm sentries feel a strong sense of camaraderie toward
one another. Unless you develop an especially infamous
repuiation, other storm sentries have a friendly reaction
toward you, often willing to swap stories or lend a hand.
Ifyouarein the Sheltering Storm, you can request any
sort of magic or mundane equipment the house deems
necessary to accomplish a particular task. House elders

Malena d'Lyrandar,
a storm sent r'l’p'

keep astrictaccounting of this gear, however, and expect
to have all equipment returned intact.

Asamember of your house, you have access to the
resources described on page 48. If you are an active
member in good standing with the Sheltering Storm,
you receive a +1 bonus on favor checks you make with the
Favored in House feat.

STORM SENTRIES IN THE WORLD

"After the orb payday, [ staked a little operation running protection on
eristos in Sharn. EGSJ money, no risks, r'igh!? Sure, up untii thot S!'(inr_ur
half-elf hetr we try to put the touch on sends a windstorm that blows me
right off the bridge to Dragor Towers!”

—Kenten Del, retired thief

Storm seniries are the elite warriors of the House of
Storm. In the past, they have defended Lyrandar interests
from enemies of the house. but some say that the numbers
of storm sentries are growing—and that they seek a more
active role in shaping Lyrandac’s future. The bound-
less energy of the storm drives the storm sentries. One
might be as pleasant as a spring breeze while another is
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loud and blustering, but both make their presence felt
wherever they go.

Sentries working for the Sheltering Storm are often
assigned to protect Lyrandar ships carrying important
cargo and passengers or vessels traveling espectally dan-
gerous routes. Recently, the house has begun to partner
storm sentries with windwright captains {a prestige class
described in Explorer’s Handbook) for the most dangerous
voyages. Though a storm sentry is largely present 1o
provide security, sentries with ranks in Perform can help
entertain passengers. Ifastorm sentry possesses the wind’s
fovor power of the lesser Mark of Storm, she can even assist
the captain at the helm.

Organization
Most storm sentries belong to a loose alliance called the
Sheltering Storm, which works to protect the vessels of
the Windwrights Guild from piracy and other threats.
However, rumors constantly circulate of asecret order of
house enforcers known as the Lightning Strike—monks
and scouts {(from Complete Adventurer) who combine the
power of the storm sentry with the arts of stealth.
Sentries in the Sheltering Storm often have semi-
permanent positions on specific ships. with important
cargo assigned according to the sentry guarding it. The
Sheltering Storm maintains a small training facility
on the island of Stormhome, but storm sentries more
often use general house enclaves and Windwrights

Guild facilities,
NPC Reactions

Storm sentries are dashing and flamboyant, and
their rarity makes them stand out all the more. The
common folk react to a storm sentry as they would to
any respected heir of House Lyrandar, while members
of the house are especially respectful of the class’s skills
and dedication.

STORM SENTRY LORE

Characters with ranks in Knowledge {nobility and roy-
alty) can research House Lyrandar to learn more about
the storm sentries. When a character succeeds on a skill
check, the following lore is revealed, including the
information from lower DCs.

DC 10: Thestorm sentries of House Lyrandarlearn
to call on the winds 1o gain an edge in bartle.

DC 15: Astorm sentry can wrap herselfin a shield-
ing wind, blast an enemy with a mighty gale, and charge
her weapons with the power of lightning.

DC 20: There are rumors that House Lyrandar
maintains a secret strike force of storm sentries used in
covert operations. This order is supposedly called the
Lightning Stirike.

DC 30: Characters who achieve this level of success
can learn important details about storm sentries in your
campaign, including history, notable individuals, the
areasin which they operate and the kinds of activities they
undertake.

STORM SENTRIES IN THE GAME

Storm sentries are an essential component of House
Lyrandar’s security operations, but are rare enough
that PCs might never have met one. If an adventurer
becomes a storm sentry and wants to work with the

house, the Lyrandar viceroys might pair him with a wind-
wright captain. This can provide a party with trans-
portation and the freedom to choose assignments, with
the oath to serve Lyrandar offering adventure hooks
in abundance.

Adaptation

Inanon-Eberron campaign. the storm sentry could be
amagic-oriented combat class, oran order of specialist
fighters serving aboard the ships of a naval kingdom.
Simp]y add a prerequisite feat 1o replace Least Dragen-
mark, then give the class the ability to use gust of wind as
a spell-like ability 2 number of times per day equal to
class level.

Inan EBERRON game, storm sentries could be asecret
order entirely contained within the Lightning Strike.
As special operatives, sentries sacrifice sacial skills for
stealth, replacing Bluff and Intimidate for Hide and
Move Silently.

Sample Encounter

Adventurers can encounter storm sentries any time
they ride a Lyrandar vessel, especially an airship or
elemental galleon. If the Lightning Strike exists, PCs
might get caught up in a house security operation, or
could be targeted (inadvertent]y or otherwise) by storm
sentries themselves.

EL 9: Malena d'Lyrandar is a storm sentry of the
Sheltering Storm. She is currently assigned to the Mistral,
an airship commanded by captain Suren d'Lyrandar (N
male half-elf expert 6/artificer 1/windwright captain 2).
A party of adventurers might seek to charter the Mistra,
or the PCs could encounter Malena off the ship in an
exotic port of call. The storm sentry is impetuous and
impulsive, and the PCs could easily find themselves in
the middle of a brawl when Malena unleashes a gust of wind
in a Stormreach tavern.

MALENA D LYRANDAR CR9
Female half-elf fighter 2/swashbuckler 3/storm sentry 4

CN Medium humanoid (elf)

Init +5; Senses low-light vision, Listen +0, Spot +0
Languages Commuon, Elven, Gnome, Riedran

AC 21, touch 16, flat-footed 16
(+5 Dex, +5 armor, +1 deflection)
hp 54 (9 HD)
Immune sleep
Fort +11, Ref +12, Will +2 (+4 against enchantments)

Speed 30 fu. (6 squares)

Melee +1 rapier +15/+10 {1d6+2/15-20) or

Melee +I rapier +13/+8 {1d6+2/15-20)
and mwk short sword +13 (1d6+1/19-20)

Ranged mwk composite longbow +15/+10 (1d8+1/x3)

Base Atk +9; Grp +10

Atk Options Blind-Fight, Combat Expertise, insightful
strike, storm strike

Special Actions Lyrandar's fist, Lyrandar's shield, wind's

emhbrace
Combat Gear 2 potions of cure moderate wounds
Spell-Like Abilities (CL 101h):
6/day—gust of wind (DC 17)
l/day—wind’s favor
Abilities Str 12, Dex 20, Con 10, Int 14, Wis 8, Cha 12




Feats Blind-Flight, Combay Experiie. Improved Crivical
(rapior). Leasi Dragonmerk (Mark of Storm), Lesser
Diragonmark (Mark of S10rm), Two-Wespan Fighuing.
Weiapon Fioews"

Skills Balanice « |6, Bluff «% Climb =5, B]P‘Wﬂ“}' +16, Dhs-
guise o1 (=3 16 wet 1m charscier). Gather Information <3,
Jumg « 10, Knowledge (nobiliry and royalty) =7, Lisea +0,
Profesinon (wilor) =5, Search =3, Sense Motlee 4, Sput
ofl, Swym o8 Tumble «15

Pousessions comban pear plu | mitheal cham shirt, rong of provdectos
1, ol roper. masterwork shart switd. maderwork com pos-
e !ﬁngl:unr (=] Bap bonas) with 70 arrmws, E‘ﬂ--ﬂ .-fi.hm_r;
2. glumyrmiare clogh of reviatuney « |

Haak "1 fallaw 1he wind. and ihe wind follows me "

UNBOUND SCROLL

= Fosus v Li:.ll.!t the rlght l!:lﬁ_p-umr;.mhj.ﬁu[ e ﬂmf_,lmrﬁ'rlhum -rrurd
But I woger | can redhiee pow bo whes weth jud fioe words, Care il
it tw the fenn

—Syla Syrralan d'Sivis, an unhownd sroll

Few woldiers envy the gnomes of House Sivia. Areone mark
i the ool of a notary. not the weapan of o knlght—exeapt
in s world af magic, where words can be weapons An
unbound scroll is 0 member of an elite arder within
Huouse Sivia, and a mydile warcior deaw(ng an the power
of her dragonmark 1o unleash destpuetion with w wored.

BECOMING AN UNBOUND SCROLL

Unbound sevolls sre deawn from 1he most gifred arih-
cersand wizerds of Hoose Sivis, though o few exceptional
magewrights have made their wiy inte the order. An
unbound seroll must posaess the Mackaf Seeibing and
a keen insighl Inta the process vied 1o errate wiralls
The techniques used by unbound scrolls ire o curelully
gusrded secrer, and cannot be learned withow iraining
from a current member of the order

ENTRY REQUIREMENTS
Skills: Profession (scribe) 4 ranks,

Feats: Least Dragonmark (Mark of Seribing—anin
mark }, Scribe Sconll

Spellcasting: Ability to prepare 3rd-level sreane
spells ar imbue 3rd-level infusions.

Special: Musl hare performed & task ipecified by the
\'..[fru‘_l of the Sinith l:uﬂi_-s'l‘

I'he Nimh College (the order of the unbound serolls)
includes the presteit srcanlan of House Sivia, [t mem
e s apr nd rmuéh of their time l:ral'nngs:rn”l snd other
magic (tems on behalf of the howse

CLASS FEATURES

Asan unbound seroll, you learn to unlock the Tull poien-
Halolf mugical writing. By drawing onyour draganmark,
vou can enhance the power of werolls in a number of
different wavs

Spelleasting: At each level except 3rd. you gain new
spelly or intusions per day and an inerease in caster level
fand spells o infusions known, if spplicable} as i you
had wlso gained o level 1n an arcane spellcasting elass or

infusing class 10 which you belanged hefare adding the
prestige class level. You do not, hgwever, gain iny pther
benefit a character of that eluw would have gained. [Fyou
had more than one applicsble class before becoming an
anhound scroll, you must dectds to which elass 1o add =ach
Ievel for the purpose of determining spslls or infusions
per day, easter level. and spells or infasiond known.

Heir's Mark: Levels in the unbound scrofl presige
class count as levels in the dragonmark heir prestige
class when derermining the caster level for the spell-like
abilities of your dragonmark. You can have a magimum
of five effective levels in dragonmark heir for the purpose
of determining the caster leve] of your dragonmark

Master Scribe (Ex): When you use Scribe Scroll.
reduce the gp and X P costs by 5% for each level in this
class. These bonuses stack with those of Legendary
Artisan and Extraordinary Aripan. sothat a Sthelevel
unbound scrollwith the Legendiry Arvisan feat reduces
the XPeoat af acroll oreation by 50%.

Seroll Mastery (Ex)t As an unbound scrall, you gain
& bonus equal to your class level an Use Magic Device
thecks made ta activate serolls.

Improved Arcane Mark (Ex}: From 2nd level on,
you can use the arcone mork power of the Mark of Scribing
an additional number of times per day equal to your
class level

Strong Words (Sul: From Ind level on. you can
expend one use of any of your dragonmark powers as a
swilh achion Lo increase the caster level of ase rall you st |-
vate, to a maximum of 2 + character leve]l The lnérease
inbised on the strength of the draganmark whose pawer
vl f'xPEnd

Dragonmark Caster Level
Least *2
I_ FABET s |
Gresiar 4

Metamagic Scrall (Su): From 3rd level an, yoo can
expend one use of sny of your dragonmark powers as
awwil sction 1o apply a single mewamagic feat thar you
know to & aerall pou serivaie. You cannot combine this
ability with the moomagu wroll infusion (Magic of Ehermon
99) or similar elfecis, You are limiied in.the fesis you
can apply by level madifier, based on the strength of the
dragunmark wlhose powes you expend.

Dragonmark  Metamagic Level Modifier
Lenst *2 levels
L ewwer #3 levels
Greater ad levels

Charged Words (Sudi At $1h level you learn 1o
charge wscroll wih mystical energy. When you activate a
scroll, you can expend one use of any of your dragonmark
powers as s dwifi action to Increase the saving throw DC

of the apell The amaunt of the bonus s based on the
strength of the dragonmark whose power you expend.
Dragonmark DU Bonus
Least +2
Lesier «1
Greater +
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Syla Syrralan d'Sivis,

an unbaund scroll

Ghost Writing (Su): At 5th level, you can expend
one use of any of your dragonmark powers as a swift
action to magically duplicate a single spell on ascroll.
The spell is covered with shimmering writing that
appears io float above the page. When you activate the
spell from the scroll, this ghostly writing vanishes but
the original spell remains, ready to be activated again.
You cannot use this ability to duplicate any spell that has
an XP cost or a material component over 1 gp in value.
The maximum level of a spell that can be duplicated is
based on the strength of the dragonmark whose power
you expend.

Dragonmark Spell Level

Least 0—2nd
Lesser rd—4th
Greater 5th—6th

PLAYING AN UNBOUND SCROLL

Many are fascinated with the power of magic. but only
you see the way in which that power and the power of
language intertwine. As much as you love to hide away in
yourstudy, you also enjoy beingaround peaple, listening
to the web they weave with their words.

Unbound scrells are intense and eccentric, and all
have their own individual style. One mightspend every
waking hourworking on scrolls. while another spends as
much time in the taverns as in hislibrary. Though you
establish your own routine of study and social interac-
tion, you can be sure that it is different from that of any
other unbound scroll. In particular, you feel the allure

ofthe adventurer'sJife. for its promise of new magic, new
peoples, and new power to be explored.

Combat

If you began as an artificer, you will have a little more
staying power; ifyou rely solely on divine scrolls, you can
even wear armor. You are no warrior, though, and your
combat tactics typically involve trying to stay out of the
reach of enemy blades. Scroll magic is your weapon of
choice. Surprise is your ally, and you seek to strike hard
and fast. Deal as much damage as possible before your
opponents recognize the power you possess. A feat such as
Empower Spell can combine with your metamagic seroll
or ghost writing ability 1o make a scroll of fireball your foes
will never forget.

Advancement

The Ninth College is a legend within House Sivis. As a
child, you learned your basicskills from its preceptors.
The order is exiremely selective, and you underwent
agrueling battery of tests evaluating your scrolleraft,
your ability to use your dragonmark, and your dedi-
cation to the art of language. Before your training is
complete, you must perform a task set by the viceroy of
the college himself. This might involve anything from
creating a new word to recovering a book of forgotten
spells from a ruined library in Xen'drik. Any heir of
House Sivis can undertake the tests, but only once.
Should you fail, the doors of the Ninth College are
closed to you forever.

If House Sivis is a whirlwind of intrigue, the Ninth
College is the eye of the storm. Competition for rank is
high within the order, but one achieves recognition solely
through creation or discovery. It has been centuries
since a member of the college was found to have stolen or
undermined the work of another. You can choose where
you work best: some unbound scrolls spend their lives
in the college towers, while others choose to wander the
world in search of inspiration and ancient knowledge.

As an unbound scroll, you might choose to develop
your verbal skills {Bluffand Diplomacy) orwriting ability
(Appraise, Decipher Script. Forgery). Speak Language is
an important skill, and your fellows in the Ninth Tower
judge you by the number of languages you master. If you
are an artificer by trade, Use Magic Device allows you to
use the serolls you seribe.

Resources

In addition to the resources you have access to as a
member of your house (deseribed on page 73}, the Ninth
College has one of the finesi spell libraries in Khorvaire.
As an unbound scroll, you can purchase any scroll or
legal spell componentata 10% discount. You can also use
the resources of the college while ¢reating scrolls. This
reduces the cost (bath XP and gp) by 10%. This bonus
stacks with any similar reduction, including your master
scribe ability and the Legendary Artisan and Extraordi-
nary Artisan feats.

Asamember of the order, you can also copy spells
from the college library, but you are required to make
a donation equal to half the normal cost of a secroll of
that spell. The collection is extensive but not complete,
and individual spells are available at the Dungeon
Master's discretion.



THE UNBOUNDSCROLL HIT DIE: d4
P e e e e e —— e s T
Base
Amack Fort Ref Will

Level Bonus Save Save Save  Special Spellcasting/Infusions

1st +0 +0 +0 «2 Heir's mark, | level of existing spellcanting class
master scribe.
scroll mastery

2nd +1 0 +0 -3 Improved arone mar, | level af existing spellcusiing clas
strong worda

Srd +1 +1 1 3 Metamagic seroll -

41k o) +] -] 4 ﬂluqfd wards | [mrlul'rnuln':P-H:ulin‘:hn

Sth «2 +1 1 +4 Ghost writing 1 level of existing spelleasting class

Class Skills (2 « Int modifier per level): Apprane, Blulf, Concentration, Craft, Decipher Seripy, Diplomacy, Fargery,
Knowledge (all skills, taken individually). Profession, Speab Language. Spellerali, Llse Magic Devies

Unbound serolls can ulso sell serolls for 65% ol their
value at any House Sivis enclave, and you can recaive
room and board 8t any Sivisenclave with ne need (o work
inexchange.

All these benefits are granied with the expeciation
that you are a devated Sivig helr, and thal your research
will sameday benefit the house. For example, iTyou devise
or discover new spells. you are expecied 1o add them 1o
the lihrary of the Ninth College. Such contributlons have
no set timetable, and some unbound serolls do more for
the house than athers, However, of you are seen to be
blatantly withholding the fruim of your labars, you eould
be expelled from the college, and potentially reported to
ﬂ\'ﬂl‘!lgh'ﬁ fDI' more extreme sanclions,

UNBOUND SCROLLS
IN THE WORLD

T v thart ﬁfl’fr Fuid r\fnl.f"lr Ll u.'r:uh'ﬁw farmii nl il 'q_ruli .I‘Hlipl:lurbh
But 1f she had o wand up her seese. Ldvdn't vee il anymore than did the
stower platoon she sent heading for the Graymall hilly.”

—lan d'Cannith, arcanizt of the Twelve

Unbound serolls are fuscinated by magic and language
both what exists in the modern world and wha has yer 1o
be developed Some live cloistered lives developing new
spells or seribing serolls by the trunklosd. Octher choose
to explore the world. seeking inspiration in adventure

Organization

Within House Sivis, unbound serolls work together inan
arder known as the Ninth College. This order receives
funding from the Hidden Word and Tasker's Dream
(page 74). and unbound scrolls are prominent in bath
those arganizations. The Ninth College 14 a center for
hinguisiic studies, and ity members have & reputaiion
for eccemricuy. Unbound seroll Harlus Haskal d"Sivin
once spent twenty years trying to deviae the perfoct
single—word greeting, while Syla Syrralan d Sivis has
spent a fortune crafting inks from the blood of rare
and deadly aberrations.

The Ninth Callege s based 1n the grest Sivis
enclave in Korranberg, Viceroy Kendal Santor d Sivie
(LN male gnome diviner S/unbound scroll 5) 1s the
head of the cotlege and a lord seneschal of House Sivis,
advising the matriarch on muiters of magic. Like all
members of the house, the gnomes of the Ninth College

love titles. Ranking members are called doyens. fol-
lowed by provosts and preceprors. " Unbound scroll” 1
inell o title; ne such, o gnome might introduce hersell
o " Lady Syla Syrralan d ' Sivis. Doyen of the Ninth Cal-
lege. Keeper of the Eightieth Ward, Unbound Seroll,
and Wardsmith.”

Members of the Ninth Callege arc expected 10
defer 10 those who hold affice. and 10 return to the
callege lar grand councils every six manthi. Though
unhound seralls are expeeted (0 share any innovations
and discoveries with the college. few other restrictions
or expectatlons are placed on them. Arms of the house
accavionally request the assistance of the Ninth Col-
lege, nnd depending on her skills, an unbound scrol!
could be asked to serve as a diplomar, bodyguard, or
scholarly advisor

NPC Reactions

Few people outside House Swvis know anything of the
Minth College. und unbound scrolls are treated hike any
other Sivis hatlr, Within the house. membership in the
college i cansiderable achievement, and heirsof House
Sivis ofien hove o friendly (or ot least indulgent) reaction
to unbound serolls. The exceprions sre those who have
tried to join the college and failed, These gnames aften
harbor bitter resentment toward those who succeeded
in theiratead. and while not necessarily hostile. might
wcheme sgalns an unbound seroll fram the shadows,

UNBOUND SCROLL LORE

Characrers with ranks in Knowledge (arcana) or Knowl-
rdge (nabillty and royalty) can research unbound serolls
tolearn more about them, When acharacter succeeds on
sikilleheck, the following lore is revealed, including the
informatian from lower DCs.

DPC 10 Theve is an order in House Sivis knownas
the Ninth College. Members of the college learn to use
the Mark of Scribing to enhance the power of magical
writing, such characiers are called unbound seralls.

DC 15: Unbound serolls are usually wizards or
artificers. A member of the order can produce magical
scrolls st a remarkable rate

DC 20: A gifved member of the Nindh College
can read 3 scrall multiple 1imes before s power is
exhausted.

DC 30 Charscters who achieve this level af success
can learn important dewsils about unbound serolls in
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your campaign, including history, notable individuals,
the areasin which they operate and the kinds of activities
they undertake.

UNBOUND SCROLLS IN THE GAME

Unbound scrolls can be found anywhere in Eberron,
though academics of the Ninth College remain concen-
trated in and around Korranberg. Adventurer unbound
scrolls can serve any number of rolesin a campaign, from
ill-prepared explorers needing rescue, to the leaders of
expeditions racing the PCs to a site of ancient and valu-
able lore.

As an option for player characters, the unbound
scroll provides standing in House Sivis and resources
useful (o any spellcaster. The expectation to share new
knowledge simply provides an excuse for an unbound
seroll to seek out adventure.

Adaptation

The Ninth College appears to be littie more than a
collection of dusty scholars, but as with all things Zil,
appearances can be deceiving, Characters who become
unbound scrolls might receive a permanent Rary's telepothic
bond to a handler in House Sivis, with the order’s seem-
ingly innocuous academic exploits working toward some
sinister goal. A PC might receive missions through her
telepathic link—and is expected to manipulate her fellow
adventurers into helping her accomptish them.

Sample Encounter

With their inherent eccentricity, unbound scrolls can
becaome entangled in the lives of the PCs in any number
of ways. An elderly gnome might hire a group of adven-
turers to accompany her to Xen'drik, then reveal the
treasure she seeks is not gold as promised, buta crystal
orb said to record the Gjantlanguage as it was spoken
tens of thousands of years ago. A Sivis heir might wander
from taverntotavern, inciting brawls in every establish-
ment he enters (including the PCs') so as to master verbal
signals that instinctively trigger violence.

EL 8: Syla Syrralan d'Sivis is a gifted artificer who
labors in the arcane workshops of the Ninth College. She
has a great interest in the draconic Prophecy, and has
become convinced that vital clues to understanding it can
be revealed by the manner in which the kobolds of the
Seawall Mountains use the Draconiclanguage. Unfor-
tunately, most kobolds have no great love for the gnomes
of Zilargo, and Syla is often locking for adventurers to
protect her as she venturesinio the depths to debate with
scaled mystics.

SYLA SYRRALAN D'SIVIS CR 8
Female gnome artificer 3/unbound scroll 3

N Small humaneoid

Init +2; Senses low-light vision. Listen +3. Spot +]
Languages Common. Draconic. Dwarven, Giant. Gnome

AC 17, touch 14, flai-foored 15; +4 against giants
(+1 size, +2 Dex, +3 armor, +| deflection)

hp 35 (8 HD)

Fort +4, Ref +5, Will +9; +2 against illusions

Speed 20 ft. (4 squares)
Melee mwk dagger +4 (1d3-2/19-20}
Ranged mwk light crosshow +8 (1d6/19-20)

Base Atk +4; Grp -2
Atk Options metamagic scroll, strong words, +1 on attacks
against kobolds and goblineids
Combat Gear 3 scrolls of cure moderate wounds {CL 3rd), seroll
of dimension door (GL 7th), scroll of fireball {DC 14, CL 7th},
seroll of invisibility (CL 3rd), scroll of ray of enfeeblement (+6
ranged touch, CL 1st), 2 scrolls of scorching ray (+ 6 ranged
touch, CL 4th), scroll of scorching ray (+6 ranged touch,
CL 8th)
Artificer [nfusions (CL 7th, DC 13 + Jevel of infusion):
3rd (3/day)*
2nd (4/day)*
lst {4/day)*
* See Chapter 4 in this book and page 103 of the Eserpon
Campaiga Setting for available artificer infusions
Spell-Like Abilities:
6/day—arcane mark (CL 9th)
]/day—dantl'ngn'i'ghfs (CL 1st}, ghmt sound (DC 13, CL 1st),
prestidigitation {CL. Ist). secret page (CL 9th}, speak with animels
(burrowing mammal only, duration 1 minute, CL 1s1)

Abilities Str 7, Dex 14, Con 12, Int 16, Wis 12, Cha 14

S8Q artifcer knowledge +8, craft reserve 100, craft homuncu-
lus {none at present}, disable trap, item creation, master
scribe (—15%), retain essence

Feats Brew Potion® Craft Magic Arms and Armor®, Craft
Wondrous Item® Empower Spell, Extraordinary Arti-
san®, Least Dragonmark (Mark of Scribing), Lesser
Dragonmark {Mark of Scribing), Scribe Scroll®

Skills Appraise +10, Concentration +10, Decipher Script +8,
DiPlomacy +5, Hide +6, Know]edge {arcana) +10, Knowl-
edge (hjstory) +5, Know]edge (nobi]ity and royalcy) +5,
Knowledge (the p]a nes) +5, Listen +3, Profession (scribe)
+8, Spelleraft +14, Spot +1, Use Magic Device +10 (+12 arms
and armor, +12 wondrous items, +19 scrolis)

Possessions combat gear plus bracers of armor +3, ring of pro-
techion +|, masterwork dagger, masterwork light ¢rossbow
with 20 bolts, cloak of resistonce +1, infinite serollease™, Heward's
handy haversack
* Magic of Eberron 109

Hook "Can I have a ward with you?”

VADALIS BEASTKEEPER

"Let Cannith rant about the werforged. We know what it is to truly
create life.”
—Alirrin Shir, Vadalis beastkeeper

The heirs of House Vadalis are well known for their
experimentation with magebred animals and magical
beasts, but some within the house have little patience for
even the pace of farm life. The beastkeeper is a scion of
House Vadalis who seeks to master the magic of nature
and tame those beasts whose essence incorporates that
magic. Beastkeepers leave the breeding and care of ani-
mals to others, spending their time seeking out magical
creatures in the wilds of Khorvaire.

BECOMING A
VADALIS BEASTKEEPER

Vadalis beastkeepers are scouts and guides, hunters and
warriors. They must be able to wield a blade and guide a
magebred mount with equal faculty. Nearly all beastkeepers



have levels in ranger, druid, or (more rarely) paladin,
with most drawn from the ranks of rangers or multiclass
ranger/scouts (from Complete Adventurer).

ENTRY REQUIREMENTS

Base Attack Bonus: +4.

Skills: Handle Animal 3 ranks, Knowledge (arcana)
3 ranks, Knowledge (nature) 3 ranks, Ride 4 ranks.

Feats: Mounted Combat.

Special: Animal companion or special mount.

Special: Must be a member of House Vadalis.

CLASS FEATURES

A Vadalis beastkeeper is a master of magebred animals
and magical beasts. Whether you aid the druids of the
house in corralling livestock for magical enhancement.
scour the wild for owlbear eggs. or guide a House Orien
convoy through unexplored lands, your abilities and
your magical companion or mount are well suited 10
the task.

Spellcasting: You have the ability to cast a small
number of divine spells. To cast a beastkeeper spell, you
must have a Wisdom score of at least 10 + the spell’s level,
so a beastkeeper with a Wisdom of 10 or lower cannot
cast these spells. Bonus spells are based on Wisdom, and
saving throws against these spells have a DC of 10 + spell
level + your Wisdom modifier. When you get 0 spells per
day of a given spell level, you gain only the bonus spells
youwould be entitled to based on your Wisdom score for
thatspelllevel. The beastkeeper'sspell list appears below.
You have access to any spell on the list and can freely
choose which to prepare. You prepare and cast spells just
as a ranger does.

Heir's Mark: Levels in the Vadalis beastkeeper
prestige class count as levels in the dragonmark heir
prestige ¢Jass when determining the caster level for the
spell-like abilities of your dragonmark (if any). You can
have a maximum of five effective levels in dragonmark
heir for the purpose of determining the caster level of
your dragonmark.

Improved Companion or Mount (Ex): Levelsin
Vadalis beastkeeper stack with levels in the class that
grants you your animal companion or special mount
for the purpose of determining the functional strength
and level of that companion or mount. If you had more
than one class that granted youan animal companion or
special mount before becoming a beastkeeper, you must
decide to which class to add each Jevel for the purpose of
determining the functional strength and level of your
companion or mount.

Vadalis Instinct (Ex): Your innate understanding
of magical beasts grantsyou special insight. You gain a+2
bonus on Bluff, Listen, Sense Motive, Spot, and Survival
checks when using those skills against magical beasts,
{(including other characters’ animal companjons, special
mounts, or familiars), and a +2 bonus on weapon damage
rolls against such creatures.

You also gain a +2 bonus on Handle Animal and
Ride checks made to control or handle magical beasts.
Furthermore, your penalty when attempting to influence
magical beasts with wild empathy is reduced to -2.

Wild Empathy (Ex): You can improve the attitude
of an animal. (See the druid class feature, PH 35.)

Ifyou already have wild empathy from another class,
Jevels in the classes that grant wild empathy stack to
determine your total effective wild empathy level.

Magebred Summoning (Su): From 2nd level on,
any animal you summon with summon nature’s ally I is aug-
mented with the magebred template (ECS 295). This
applies to animals summoned with summon nature’s ally If at
4th level, with summon nature’s ally [Il at 7th level, and with
summon nature’sally JV at 10th level.

Applying a template on the fly can slow down game
play. Consider applying the magebred template to your
favorjte animals before play begins.

Bonus Feat: At 3rd, 6th, and 9th level, you gaina
bonus feat, which must be chosen from the following
list: Animal Affinity, Endurance, Mounted Archery,
Ride-By Attack, Self-Sufficient, Skill Focus, Spirited
Charge, Trample. You must meet all the prerequisites for
that feat.

Magcbred Companion (Su): At 5th level. your
animal companion or special mount gains the magebred
termoplate, even though it is a magical creature, notan
animal. Your companion or mount’s Intelligence is not
reduced by this ability.

Bestial Empathy (Ex): At 8th level, you no longer
take a when attempting to influence magical beasts with
wild empathy.

Magebred Transformation (Ex): At 10th level,
your constant exposure to the arcane essence of mage-
bred animalsand magical beasts causes a transformation
within your own form that mimics the magebred tem-
plate. You gain a +2 bonus to one physical ability score
of your choice (Strength, Dexterity, or Constitution),
your base speed increases by 10 feet, and you gain a +2
natural armor bonus (a creature without natural armor
has an effective natural armor bonus of +0). These changes
are permanent.

Vadalis Beastkeeper Spell List
Vadalis beastkeepers choose their spells from the fol-
towing list:

1st Level: animal messenger. calm enimals, charm animol, delay
poison, detect onimals or plants, detect poison, endure elements, feather
fall, hide from animals, jump, longstrider, magic fang, speak with onimals,
summon nature’s olly I.

2nd Level: barkskin, bear’s endurance, cal’s grace, hold animal,
owl's wisdom, spider climb, summon noture’s ally I1.

3rd Level: darkvision, heal mount™®, greater magic fang, neu-
tralize poison, remove disease, repel vermin, summon nature’s ally I1].

4th Level: animal growth, freedom of movement, polymorph,
summon noture’s olly [V.

* Can be cast on an animal companion aswell asa
special mount.

PLAYING A VADALIS BEASTKEEPER

You are a loyal member of House Vadalis, but the moti-
vation to serve the house’s mercantile interests is not as
strongin you as it isin others. You might be a guide or
scout-for-hire, a bodyguard for the Jess martial mem-
bers of your house, a griffon rider providing aerial
mercenary services, or simply a wandererseeking your
fortune in the wide world. You are fascinated with the
beasts of the wild. both natural and magical, and often
prefer their company to that of people. Though you are
by no means savage or uncouth, you avoid the cities of
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THE VADALIS BEASTKEEPER

HITDIE: 48

Base
Artack  Fort Ref Will Spelleasting
Level Benus Save Save Save  Special Ist 2nd ird 4ih
Lot +1 2 +2 +{ Helr's mark, improved 0 - - -
companion or mount, Vadalia
inatinet, wild empathy
Pnd +2 +9 % =0 Mlgrbrrd VU moning | I - — -
3rd +3 +3 «3 «] Bonus fest 1 - = -
$ih + i -4 “h <[ .\hgrhrﬂi swummoning 2 I D - -
Seh 5 w4 ) +] Magebred companion 1 0 - —
Bih b +3 5 +2 Banus fear I ! - —
7th 7 +5 «5 *2 Magebred summoning 3 I i 0 -
drh +8 +6 +h +2 Bestial empathy I | | -
S9th +3 6 +hi +3 Bonus feat | 1 | -
10k «10 7 «7 +3 Magebred summoning 4, 2 | | ]

magehred iransformation

Class 5kills (6 + Int modifier per level): Chimb. Concentrairon, Craft, Handle Animal, Heal. Hide, Jump, K nowledge
{arcanal. Kﬂuw!rdge {geugr-phﬂ. Rnwl:dgr Instare). Livten., Move Hlttrﬂ]:f_ Pralession. Ride. Search. 5[.11.'.!. Survival,

Swim, Use Rope,

Khorvaire in favor of the open wilderness, or al least the
mumate surroundings of s ymaller communuy of lamily

and good Iriends.
Combat

You sre nearly the equal of the fighter or ranger in
combat, and should not hesitare to take the frant lines
in melee That sawd, your animal companion or special
moauni gives you asignificant advantuge. especially when
its magebred trais reveal themselves, Use your compan
ionar mount 10 flank vour foes, or to sid your allieswhile
you provide assistance with spells or ranged attacks. The
ability ro summon magebred creastures should also be a
staple of your battlefield ractics

Advancement

You were s member in good standing of House Vadali
bhefore becoming a beasikeeper. but beyond that, your
story s your own. Some beankeepers were rangers or
druidswha developed a band with the magical beasts and
magebred animals thar are the Lifeblood of your bouse
Same began as students ol magic, intending to aid in the
creation and breeding of such creatures but discoveringa
passion for wilderness exploration later in Life,

Where you stand now depends largely on how you
choose 1o make use of your abilities. You might serve
House Vadalis as s scout. guard, waldier, or cscorn. You
might provide similar services for hire 1o othery who
can pay, or you might adventure on your own, seching o
explore the wilds and study the mysterious erearures thae
lurk there. You still inform the house of all you dlscover
and learn, however, for you never forgel the family from
which you hail,

When advancing as a beastkeeper, focus primarily
on skills that enahle you 1o function in the wild (in other
words. the same skill choices you would make a5 a ranger
ar druid), Devole attention equally to your physical and
mental abilities, the beiter 1o hone your combat and
spellcasting. Even though your spell selection is limited,
consider feats such as Extend Spell that make your sum-
moning powers more potent,

Resources

Though the beastkeepers are respected membery of
House Vadalis, their starus does not grant them access
La any particular resources beyond those enjoyed by all

members of the house (deseribed on page 90)

VADALIS BEASTKEEPERS
IN THE WORLD

“Neither ane af them was guite righl. the tger ar the Vadalu with him—and
Im ol daret ] haich aa :urhrr.—
—Lorul Sequian. House Ornen merchant

Though Vadalis heastkeepers are ot hame in any wilderness-
based campaign, they often appear In cities as escorts jo
those wha must travel the wild. or as part of 0 Vadalis
contingent seeking to buy or sell rare creatures. Beast-
keepersare egually likely 10 be envountered as eminaries
of the house as they are working on 1heir own. and their
personal endeavors can be a3 varied as any PC's.

Organization

Though beastkeepers somelimes congregate 1o learn
from one another and share information, they have no
true organization, Theironly formal link s membership
in House Vadalis

NPC Reactions

Because few understand their true vocation, Vadalis
beasikeapors are typically treared ne differently from
rangers, deulds. and other characters who make a life (n
the wilderness, Members of high society mught be onelil-
ferent o a beastheeper. but the common folk react sy they
do to any other member of House Vadalis.

VADALIS BEASTKEEPER LORE

Characters with ranks in Knowledge {nature) can
research Vadalis beastkeepers 1o learn more abour them
When a charucter succeeds on o skill check. the ol low
ing lore is revealed. including the information from

lower DCa.



DC 10: Beastkeepers are House Vadalis rangers
with a penchant for magical creatures both domestic
and wild.

DC 15: Most beastkeepers have animal companions
or mounts that are magebred, and the creatures they
summon with their spells are magebred as well.

DC 20: A beastkeeper can talk to magical creatures
like a druid talks to normal animals. Tales tell of experi-
enced beastkeepers who take on some aspects of Vadalis’s
magebred animals themselves.

DC 30: Characilers who achieve this level of success
can learn important details about specific Vadalis beast-
keepers in your campaign, including the areas where they
operate and the kinds of activities they undertake.

VADALIS BEASTKEEPERS
IN THE GAME

Unlike many prestige classes affiliated with the dragon-
marked houses, beastkeepers have little to tie them to
their house’sinterests. Asa result, they can be encoun-
tered almost anywhere. aside from major urban areas.
Beastkeepers are perfectly suited to an adventuring
life, whether hunting magical beasts or escorting others
through the wilderness.

This prestige class should appeal to players who
prefer rangers, druids, or scouts, but seek a closer con-
nection to one of the dragonmarked houses. Alterna-
tively, the Vadalis beastkeeper might simply be a2 means
of making a character and his animal companion stand
out from the crowd.

Adaptation

Because beastkeepers must belong to House Vadalis but
need not have a dragonmark, they could easily represent
an elite sect of rangers. or perhaps the military van-
guard of a wild and untamed land. Alternatively, the
class could take a dragonmark prerequisite, with char-
actersable to expend uses of their dragonmark powers to
gain additional uses of magebred summoning or other
new abilities.

Sample Encounter
Beastkeepers can be encountered in urban environ-
ments. but their abilities are better suited to the wild. An
encounter with a beastkeeper should allow him to summon
magebred allies, or at least to highlight his wilderness
skills and his animal companion or special mount.

EL 7: Alirrin Shir is a young Vadalis beastkeeper.
His heart and loyalties are with his family. but he has a
quick temper and an inflated sense of his own abilities.
When encountered by the PCs, he is seeking out a group
of bandits who recently ambushed a Vadalis caravan,
stealing the caravan’s magebred animals and slaughtering
the rest. Shir might mjstake the PCs for those responsible
and attack. Jf he can be reasoned with, he might seck the
party's aid in tracking down the true criminals, but his
methods are rash and might lead 1o more trouble.

AURRIN SHIR CR7

Male human ranger 4/Vadalis beastkeeper 3
CN Medium humanoid

Action Points 3

Init +2; Senses Listen +5, Spot +5
Languages Common

AC 16, wouch 12, flat-footed 14
(+2 Dex, +3 armor, +] shield)

hp 49 (7HD)

Fort +11, Ref «11, Will +4

Speed 30 fi. (6 squares); Ride-By Attack

Melee +1 lance +9/+4 (1d8+2/X3) or

Melee mwk battleaxe +9/+4 (1d8+1/%3)

Ranged mwk longbow +10/+5 (1d48/%3) or

Ranged mwk longbow +8/+8/+3 (1d8/%3) with Rapid Shot

Base Atk +7; Grp +8

Atk Options Mounted Combat, Spirited Charge, favored
enemy humans +2. magebred summoning. Vadalis

SHSSY'ID d0l11lSs3¥d

instinct +2
Vadalis Beastkeeper Spells Prepared (CL 3rd):

lst—summon nature’s ally I

Abilities Str 13, Dex 15, Con 14, Int 10, Wis 1], Cha J0

SQ animal companion, link with companion, share spells,
wild empathy +9 (+7 magical beasts)

Feats Animal Affinity®, Endurance®. Heroic Spirit, Mounted
Combat. Rapid Shot®. Ride-By Autack. Spirited Charge,
Track®

Skills Climb +6, Handle Animal +12, Heal +5. Knowledge
(arcana) +3. Knowledge (geography) +5, Knowledge
(nature) +7, Listen +5, Ride +]3, Search +5, Spot +5,
Survival +10 (+12 to avoid getting lost and avoid haz-
ards; +12 following tracks; +12 in aboveground natural

environments)

Possessions masterwork studded leather, masterwork light
wooden shield, +! lance, masterwork longbow with 20 arrows.
masterwork battleaxe. doak of resistance +2

Hook “Nobody crosses a Vadalis twice.”
Heavy WaRHORSE ANIMAL COMPANION CR ~
N Large animal

Init +2; Senses low-light vision. scent. Listen +6, Spot +5

AC 17, touch 11, flac-footed 15
(=1 size, +2 Dex, +6 natural)

hp 45 (6 HD)

Resist evasion

Fort +8, Ref +7, Will +3

Speed 50 ft. (20 squares)
Melee 2 hooves +7 (1d8+4) and
bite +2 (1d6+2)
Base Atk +4; Grp +12
Abilities Str 19, Dex 14, Con 17, Int 2, Wis 13, Cha 6
SQ 2 bonus tricks

Feats Endurance, Improved Natural Attack. Run
Skills Listen +6. Spot +5
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ravigor led the expedition

to the Valley of Shadows,
and the shardseekers paid

him well for his uperuu

* espite their thoughtless
‘ Dduugﬂrﬂ for the perils of
Xen'drik, he had gotten
- them to the Basalt Boulevard
~ alive, but his warnings about the
yuan-ti fell on deaf cars,
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_ time to prove that he was no
simple Wayfinder guide.

I
scion of House Tharashk
was not one to trifle with—
particularly after a long trek

through a steaming jungle with a w

 trio of whining adventurers in tow. «{:
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CHAPTER THREE

NEW FEATS

he pall-like abilinies granted by a dragon-
mathk are Lhe most ohvious sign ol ithe Prwer
wiclded by & dragunmarked heir. However,
-\.I.I.Il':'!.".ZIIJl.Li open I.‘I.l TVen more |Ih1‘|]| (b “I'I';l
‘JI.?'I'.'II\ Il!r I||.-r r II-I'aII'II'I L] V!-“'::l I:""alt I|:||'1|"|..
Thissection presents imare than Rfty new feats, which
allow |'ll_'|._‘g|.'l!'I.J|'..|l';.-."-| charscters Hncluding 1hose with
aberrant draganmarks) to inerease the pawer and potency
of theor marks, or Lo use thevr macks o Tue] newabililies
For more information on aberranl dragonmirks, see page
155, For additiona]l dragonmark-related feiis, wee pages
48 —-4% ot .I'"i'l‘:_w:.' 5 Dounde 1o Ehnrvien

ASHBOUHND MARK

As a member of the Ashbhound wedl, you use i lie |rivi e el
WO T dra_;‘runrr'..lr't 1o rad the warld of those who practice
Arcane mMagFic

P[‘tl."tql.‘lisﬂl:!il Ashbound, any 1rue or aberrant
l{1'|tgunr11;|1'|ﬂ

Benehi: Apainse

spelly, thesaving throw DC ol ipells you cail inereaces by

creaiurecs thal can casl arcane

- 3 i
2. Insddition, vou gain s #] banus an stiack rolls agarna

pnay creature that can cast drcone spells

BANE OF ARGONNESSEN

Your Siherv li._“:él_lr\l:l'.d!'k sarls as vou balile dragons
empOwering your weapons 1o deal greater harm

Prerequisite: Any Siberys dragonmark

Benefit Ans T R WERDO R YO wield deals an extra
ddb points of damage wo dragonsoruny creature with the
-‘.r..'.;:r.nhlru;:d -'.u_Hr:n. pe Lsee page | 40%,

-‘iprl.'l.'l.l. A |‘I|_?|i'|.!|-:1 ean seleet Bane of '\lqnl”ﬂ'urll
s one of his Aghter bonus feats (PH 38)

BREATH OF SIBERYS

Your breath weapon becomes even more deadly
Prerequisites; Breath weapon, any wrus dragonmark
Benefit; Your breath weapan deali an exien 1dG

podnis ol |L|:1I..l|ulr_ or an extia 2d6 [rinfuts ol |'.'.||:|.|¢=|:' If

you hear o Siberys dreponmark

MNote) & breath wnf..'l]'run 18 available axa racial abiliny
ol ihe kalldy agomn [MM 14b6) and s a class feature af ihe
dragun shaman (Plops Hamdbook 11 11)

CANNITH FORGECRAFT

You have & gifr for TEpatrimg warlorged and ol hes

con

[TIsf
1"rrrr|||.|||il:|:|. Craft tarmorumithang. blackaminh
Ing, erseulpting! 4 ranks, 2ny Mark of “..:LI-II.E’.

Beneflit: Cipoe [t wor k VO CHR rerell any one
[..:I i’lrr I'J‘I.rl L ! hl' IITrI'IIlJI'I fo TET |III T & IF!' |1|4|I:||' ITr'!\.iJ e
learming the auteome ol the original roll, and you mus
Actep the result of the secand roll

In addition, when you repair 8 waiforged or can-
struet
(2 hours lor a warlarged)

YOl |_'1_,||11|_||a-||- the repairsin one guirier the ime

If you have the lesser Mark of Making. the number
of war |'1||;;1"|| hae palni you can sestore with @ v eesalul
Craft cheek (ECS 46) 13 cquil 1o the Crall « heck resull

3. Tn addition. the cost of FEPAIFINE cOntrucks using
the Craft Construct fest o reduced to 23 gp per poant of
damape repaired

Il vou have = gresies Mark al “aln'.[: or & Siherys
Mark of Makin

YOU Caf repasr wilh 8 succesaful Crale cheek Ia !"I"III.HI

the namber af war h:r:- d kit e




——1

MEW FEATS

116

TABLE 3-1. NEW FEATS

M

General Feats
Ashbound Merk

Bape of Argonnessen’
Breath of Siberys

Cannith Fargeeralt

Dragoomark Adept
Pragoonmark Battleatrike
Dragonmark Fisl
Drugonmeack Maycory
Dragonmark Prodigy
Desgonmark Rage
Dragonmark Smiwe
Dragonmark Spelliwrning
Dragonmark Visionary
Mragonmarked Summones
Eldriteh Dragenbane
Eldritch Mar

Evoker's Mack

Eye of Medanl
Férnl Mark

Giarebeeper's Mark
Grate of Ghallands
Lirmarer Aberrant
Dragonmark
Greensinger's Mark
Healing Serike
Heart of Siberys
Honters Mark

Improved Dravonic Aurh
Lesser Aberrani

Dyugonmark
Mark af the Dsunitless

Prerequisites

Ajskbound, any true or aberrans
dragonmark

ARy Sihcr‘ L !';ru'l‘lrn.irl

Breath weapon elass feature, any
true dragonmark

Craft (armatsambing.
hlacksmithing. o wrulplingd 4
ranks, any Mark of Making

Any Jesser true dragonmark

ﬁ iy LEwe Ii.l :'IFI’I"I“IIFL

Improved Unarmed Strike, any
true or sherrant Iil'l!llnﬂlil‘l
Any rrue dragonmurk

Any leasi true dragonmark

Abiluy fo rage ur frenuy.

any true ar aberrani dragonmark
Ability to make » ¥mite sitack,
any trus dragonmark

Any rrue dragommark

Any greater true dragonmark

SpeH Focus (eonjursriont. any
trie dragonmark

Ability to invoke an eldritch blasi,
any true or sberrant dragonmark
Abiliey o inveke an eldritch blas
#ny Irue or aberrant dragonmark
Spell Focas (evocation), any true
or aberrant dragonmark

Any Mark of Deteetion

Any Mark of Handling

Camekeepor [ninimie, any rrue
dragenmark
Any Mark of Hospiiality

Leaser Abervant Diragonimark,

|2 rrncks an any pwa skills
Greensinger [ndtiate, wild shape,
any true dragonmark

A my Mark ol Hrlllul

Siberys Mark of Healing or
Siberys Marh of Sentinel
Favared enemy, any 1rue

i raganmarch

Draconic aurs, any true
dragonmark

Aberrapt Dragonmark

B ranks in any two shalls

Any true dragonmark

Beneii

*2 on spell save DCragainsi creatures that cast arcane
apellny ] on atrscks against such creatures

Magie weapon you wield dedls «2db dumage 1o drapons
and deagonblood creatures

Your breath weapon deals axtra damage

Rerall & Crali cheek 1/ weak, redice tvme and cait 1o 6 pait
conaruely repair more damage (o waiforged

Gain new lesser mark powser, and use another that you
slready possess | additional time/day

Spend | priion pount lo desl extra damage to
draganmarked foe

Spend | aetion point o automatically deal maximum
damuge with an unarmed sirike

Sqmnd 1 actiom pl;\u::nl o uné a |1r'g;|:|nr:|ari: POWED Bi @
wwilar immediate aetion

Catn now least _uurh power, and use another thal you
already possess | addisionsl time/day

\.i_l'j [;ll'rl ri‘! htallns -}Illl r‘ul III

Spend | sction point when you smite 4 foe to rendern |1
dazed, pronge, or unconieious

Spend L acten pointta virn a spell orspell like aby iy
bick Uupon the origisl canter

Gain new greater mark power. and use another that you
already posscss | additional time/day

Creayures you summon goin e deflection bonus to AC

Your eldriich blast deals extra damage to dragons and
cresiures with the dragonbload subtype

Spend | action pomneia render a targes Nat-footed with
your eldrieh blast

Spend | uction point 1o empower an evocation spell

Reroll one Sper check | /dsy. reduce miss chences
Reroll s Handle Animal cheek | /day;: give ane or mars
ereaiures 4 10 Sir and Dex

«2 on save D08 sgainisbermrions, spend 1 action porm
far =& inslght honus an save againet aberration s aitack
Spend | action point to oppose stinck roll with
Diplomaey check

Gain wew apell-like abilitg and use siher aberram
dragonmark powers | eddinonsl vimeiday

Your natural weapons desl +2d6 damage to sberrations
and cvil cuttiders

Rerall Hedl cheek Lides. i vou sueceensfully atiaeh i foe
spend | sction peint to heal yourselFor an adjacent ally
Stabilizes dying character wirthin 30 ft. as a swilt setion,
wransfer hit paints 1o the sinbilized charseter

Favorod enemy bonuses inecoiie by |

Spend | sotion point to incresie bonus of draconic surs

Lrain waw wpellc like abaliny and use ather aberram
li:l[nnl‘nlrb poeers | addicomnal i mne diny

You eannot be dized or nunned; remove similsr
eondivions sfflicting others by touch
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General Feats

Mark of Deflection
Mark of Destiny
Mark of Madness
Mark of Puriy

Mark of the Recovery
Mark of Resilience

Mark of Stars
Mark of Truch

Mark of Twelve Moons
Mark of Vengeance
Mark of Vermin

Mark of the Wilderness
Mark of Xoriat

Manier of Wards
Mighty Dragonmark
Nightborn Dragonmark
Ovrien Battle Stride
Provective Mark
Ouicken Dragonmark
Quill of Sives

Sentinel Stance

Shieled af Siberys
Storm's Riposte

Stormeider

Trap Warden
Umbral Mark
Unlock Dragonmark
Ward of Khyber

Winter's Mark

* A hghier can select this feat as one of his Aghier bonua feats.

Prerequisites

Any lesser, grester, or Siberys
dragonmark

Any Siberys dragonmark

Any aberrant dragonmark
Divine health ar purity of bady,
any iruc dragonmark

Any true dragonmark
Any true or aberrant dragonmark

Any Siberys dragonmark

Ady lrue dragonmark

Any true lesser, greater, or
Siberys dragonmark

Any sberrant dragonmark

Any aberrant dragonmark
Warden Inutiate, any true
dragonmark

Mark of Madness,

any aberrant dragonmark

Any Mark of Warding

Any true or aberrant dragonmark
Any rrue or aberrant dragonmark
Any Mark of Passage

Any true dragonmark

Least Dragonmark

Any Mark of Scribing

Any Mark of Sentinel

An:,r:n.u: d|'ugnnm-rl

Any Mark of Storm

Any Mark of Storm

Any Mark of Finding

Any Mark of Shadow

Any least, lesser, or greater
true draganmark

Any aberrant dragonmark

Child of Winter, any aberrant
dragonmark

Benefin
Gain a deflection bonus 1o AC

Spend | action point to gain bonas on attack ralls and
weapon damage rolls equal to your helr of Siberys ¢lass
level for | round

Confuse a creature, as loser confision, 3/day as a swift action
You cannot be sickened or nausested; remove similar
conditions afflicting others by touch

When disabled or dying, expend s dragonmark power as
an Immediate action 1o heal yourself

Spend one use ol a dragonmark power ta gain o bonus

SIVHAA MHEN

aron sy ng throw
You are never surprised or flat-foated| «2 1o AC, Ref saves

Deal +2d6 damage against ereatures with aherrant

dragonmarks

Gain +] inherent bonus to shility score, +10 bonus on
Control Shape checks.

Deal +1d6 damage against crealures with true
dragonmarks, heal an equal amount of damage

Use any druid or ranger spell that targets animals againg
verming wpeak with vermin 1/duy

lgnare movement penaliics coused by difficult terrain

You gain DR 5/byeshk

Reroll 4 Search cheek |day, grant ane or mare crestures
energy reslatance 10

Save DG of your dragonmark powers increase by 1,
caster lovel increases by 2

oL on antschs. saving throws. skill checks. sbilny checks.
and level checks ar naghs

+4 bonus on checks 1o resist bull rush, overrun, and trip
attempty; take 5-foot step when foe misses you with attack
Gain DR 5/magic; apend | action point 1o improve DR
for | round

Use any least dragonmark power as & swifi action

Reroll & Diecipher Seript or Forgery check 1/day, +2 bonua
on some Lse Magic Device checks: you dan't trigger
certabn magic trops

Reroll a Sense Motive check | /day; allies adjacent to

you gain bonus to AC and on Reflex saves

Sense aberrant o r;gm—.m.rhd ereatures within &0 fy |
gan spell resistance against aberrant mark powers

Spend | sction point to attack a foe that has just sttacked

you, deal exira electricity or sonic damage
Reroll Balanee check Iday, take 10 an Balance checba

when threatened or disracted. gain resimance 1o
eleciricity and sanic

Reroll Search or Disable Device check 1/day; gain a bonus
on Reflex saves and 1o AC aguinst traps

Reroall Hide check | /day. chunce to negaie exira damage
fram a critical hit or snaak sitack

Spend | action point to use o different spell-like ability

granted by your dragonmark
Make yaur abervam dragonmark invisible for | hour/level,
gain SR againsi apell-like abilitles of true dragonmarks

Use death touch 1/day
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tothe Crafi check result +5. 1n addition, yoo can repair
constructs wring the Craft Conatruct feat al no gp cosi
1o you.

Special: You need the Craft Connruct leat 10 repair
consiructs other than warforged

DRAGONMARK ADEPT
Your lesser dragonmark gives you acecas 10 b new spell-
like abality.
Prerequisite: Any lesser true draganmark.
Benefit: You gain a new lesser drogonmark spell
like ability based on the deagonmuck you possess; ns
shown below. In sddition, you can use ane lesser mark
spell-like ability thae you already possoas one additional
tlme per day.

Lessér Dragonmark Spell-Like Abiliy

Mark of Detection  Disewm iday or

knaw sudmerabiition | /day
Mark uI-F'i.HdrrrH [ eerte detnee l:dl_\ o el haek 1"&41)
Mark of Handling  Netarel foser 2/day or frem anmal 2/day
Mark of } [zll:'ll‘l.‘ Clowy wounds 2/day ar ognr I ida
Mark of Hospitality  Clothaer's clowt® 2/day ar

servant horde | iduy

Mark of Making

Mark of Passage

Mark of Scribing
Mark of Sentinel

Foree lodder 2/day or guek patiaa 2/day

Baleful 2duy or
suift fly 2/dmy

Speechlink | /day ar eaking doner™ 2/day
Lesser spell immiunity 2/day or

mann resurgence | iday

Alindught | /day ar usil of thodaw 2/day
Binding winds 2iduy or downdraft | /day
Shadow cuche 1idiy ar

s af waling 1/day

Mark af Shadow
Mark of Starm
Mark of Warding

Aeving throwagainil ang of yaurdragonmark spell-like
abilities has o DC ol 10 » the level of the spell » your Cha
modifier. Your new dragenmark spell-lHke ability has the
same caster level 2 your entsting dragonmark powerd.

MNaote: T he ubove spally are deae ribed 10 Spell Compendios,
except thowe marked with an sxierisk. which appearin Magw
of Eberron

DRAGONMARK BATTLESTRIKE

You use the power of your murk 1o deal devastaring blows
to nther dragnmmarked scions

Prerequisiter Any irue dragonmerk

Benefiti Ar 4 swift acvian. you can spend | action
paint te lncreass the damage ol o single melee or ranged
attaik mbde agains s creature with an abesrant dragon-
mark orwitha true dragonmirk different than your own
The decision to spend the scvion pornr must be made
hetore the ateack rall o made I the anack succeeds, yau
deal exirva damage 1o vhe draginmarked target depending
or the srength of your drugonmark,

Dragonmark Exira Damage
Lean o1db
Lesser =246
Greater or Siberys +3d6

DRAGONMARK FIST

The power of yaur dragenmack leis you deal devastating
unarmed sirikes

Prevequisites: Improved Unsrmed Sirehe, any true
or aberrant dragonmark

Benefit: You can spend | sction paint 1o autamari-
cally deal maximum damage with an unsrmed urike, The
decision lospend the sciion point i made after the aitack
iz resolved but before damagre s rolled.

DRAGONMARK MASTERY

You can quickly and instinel ively enll upon the power of
your draganmark

Prevequisite. Any irue dragonmark.

Benefit: You can spond | action poing 1o use one of
your dragonmark spell Tike abilines us n swilt or imme-
diate action

DRAGONMARK PRODIGY
Your least dragonmark gives you sccess 1o a new spell-
like abality

Prerequisite; Any least irue dragonmark

Benefits You gain a new leas dragonmark spell-like
ability based nn ihe d raganimark you posscs, asshown below
In m"tlz!.nru. Woru CAN WAE Gne leasi msrk .tPtﬂ-li.iF shiliiy
that you alresdy possess one sdditional ime per day.

Leasi Mark Spell-Like Abiliry
Mark of Deinction  Delecd drgonmark® 1 /day or

ebon epes | /dey
Mark of Finding Hlvmibonnd | fday or instant sevrch 1./ day
Mark of Handling  Enegeanimal 1 /day or

muture’s favor 1/day

Mark of Healing Leger agne | /day or sabilizge 1/day

Mark of Hospltality  Down 1/day ov second wind 1/day
Mark of Muking Golen sterke 1/duy or stk 25day
Mark of Passage Benign tronsposition 1/day or

dark way | /day

Mark al Scribing

Ampnuenig 2-’:‘ ‘T or

anciml bromledre® | fday

Linnkeset | iday or werning sheul | /dsy
rnu‘ﬁ{rh.}flmi liday ar

nrf of shadne | Aday

Eleciric joht 2day o updrafi 1/day
Priped merd | fday or foddm esnd® | /day

Mark of Sentinel
Mark ol Shadow

Mark of Storm
Mark of Warding

Asaving throw ageiny one of your dragonmark spell-like
abilivies hasa DC af 10 4 the level of the spell « your Cha
mod | fer, Your new dragonmark spall-like abiliny has1he
samr caster level an your existing dragonmark powers

MNate) The shiove spells are described in Spell Compren
diln wueepn those marked with an asterieh. which uppoar
i Mugie af Elierean.

DRAGONMARK RAGE

I'n combat, your dragonmark fuels the fury af your rage

Prevequisites: Alality to rage or freney, wny true o
sherrant dragonmark.

Benefit You gain fast healing while raging. regain-
iag e number of hit points @ the end of your turn cach
round The amount of fast healing dapends on ihe
srength of your desgonmark.

Dragonmark Fast Healing
Least 1
Lesser 2

Greater or Siberys 3




A base aberrant dragonmark (s equivalent to u least 1rue
dragonmark for the purpose of this feat,

Special: You do not gain the benefis of this feat while
under the effect of o rage spel] or any other effect that
emulates the rage or frenzy class feature.

DRAGONMARK SMITE

Your dragonmark strengrthens your smile ability.

Prerequisites: Ability 1o make a smite artack. any
true dragonmark.

Benefit: When you successlully smite a foe, you can
spend | action pointta force the target to make a For-
titude save (DC 10+ 1/2 your character level + your Cha
modifier). The decision 1o spend the action point is made
after the attack is resolved 17 the suve fails. the target
sulfers oneor more addinional alfecis, as determined by
the strength of your dragonmark

Dragonmark Addiional Smite Effects

Least Target dazed for | raund

Lewser Target knocked prone and dazed for
I round

Greater Target knocked prone and rendered

or Siberyps unconscious for | minute

In addition. your smite sttack deals an extra 1 pointofl
damage for each level you have in the dragonmark heir
prestige cluss o the heir of Siharys prestige cluss.

DRAGONMARK SPELLTURNING

With a Nash of power from your draganmark, you turn a
spell directed ot you back upon s caster

Prerequisite: Any true dragonmark.

Benefi: Asan immediate action, you can spend |
action pointte lurn 2 spell orspell-like ability targeted
on you back upon the original caster, as the spell turming
wpell (PH2BZ). The maximum level af the turned spell is
determined by the strength of your dragonmark.

Dragonmark Spell Level
Least 1st
Leswer 3rd
Greater Hth
Siberyy th

You must choose whether 1o spend the setion paint aflier
you have been hit by the siack. but before any effecis are
determined or saving throws rolled.

DRAGONMARK VISIONARY

Your greater dragonmark gives you access 1o a new spell-
Lke abiliry,

Prerequisite: Any greater true draganmark,

Benefit: You guin a new greater dragonmark spell-
like ability based on the dragonmark you possess, as
shown below. In addition, you can use one greater mark
spell-like ability that you already possess ane additional
time per day.

Asaving throw against one of your dragonmark spell-
like abalities hasa DC of 10 + the level of the spell + your
Cha modifier. Your new dragonmark spell-like ability has
the same caster level as your existing dragonmark powers.

Note: The abave spells are described in Spell Compenchom
except those marked with an asterish, which appear in Mage

Greater Mark
Mark of Detection

Spell-Like Ability

Dragonsight | /duy or

zone of reselation | /day

Mark of Finding [mplaceble punwer Diday or

® oy ofthelond 2idey
Mark of Handling  Dragonblocd beat® 1/day or
Mark of Healing Panocen 2/duy or moiify |/day
Mark of Hospitality  Dragonmark dememe? 1/day or

hidden lodge 1/day

Metal melt 2/day or woll of gears 1 /day
Flghtofthe drogon 2dny o
wind af back 2/day

Dragunemark ypmbul? 1 /day or
tronscribe symbol | /day

Mark of Making
Mark of Pasiage

Mark af Seribing

Mark of Sentinel Aurn of evazien | /day or delay death 1/day
Mark af Shadow Hu.ll'j—mh :flnp.n‘li Yiday or

shader form | /day
Mark of S1orm Storm toack® 2iday or storm tower | fday
Mark al Warding Hide the poth | /day or gone af reapile

| fday

of Eberron, and those marked witha t, which are introduced
inthis book,

DRAGONMARKED SUMMONER

Your summoned creatures bear glowing marks, resem-
bBling your dragonmark, that help deflect attacks made
against Lhem

Prerequisites: Spell Focus (conjuration), any 1rue
dragonmark

Benefit: Each creature you conjure with any sum-
moningspell gains o deflection bonus 10 AC based on the
strength of your dragonmark,

Dragonmark AC Bonus
Lean +1
Lesaer 2

Creatar or Siberys 3
ELDRITCH DRAGONBANE

Your eldriteh blasts deal more damege to dragons and
ther ilk

Prerequisites: Ability 1o invoke an eldruch blast.
any true or aherrani dragonmark.

Benehit: Your eldritch blast (Complete Arvane 7) deals
sn extra 2d6 points of damage to dragons, and un extre
1dé poinus of damage to creatures with the dragonblood
subtype {see page [40),

ELDRITCH MARK
You channel the power of your dragonmark into your
eldeiieh hlas.

Prerequinites) Ability to invoke an eldritch blast.
any true or aberrant dragonmark.

Benefit: When you hit a creature with your
eldriteh blast (Complete Arcame 7), you can spend | action
point to disorient the target. forcing 1 to succeed on a
Fortiiude save or became flat-footed. The DC ol the
save 15 |0 ¢ your level tn either the drlgnnmirl heir
prestige class or the hoir of Stherys presitge clasy + your
Cha modiher

Note: A ereature with the Mark of Stars Faat (page
142} 15 immune to the effect of Eldriteh Mark.
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EVOKER'S MARK

You can use your dragonmark to empower your mare
destructive spells.

Prerequisites: Spell Focus {evocation), any true or
aberrant dragonmark.

Benefit: When you cast an evocation spell, you can
spend ] action point to empower it as though using the
Empower Spell feat, but with no increase in casting time
or spell level.

EYE OF MEDANI

The power of your dragonmark sharpens your senses.

Prerequisite: Any Mark of Detection.

Benefit: Once per day. you can reroll any one Spot
check. The decision to rercll must be madebefore learn-
ing the outcome of the original roll, and you must accept
the result of the second roll.

In addition, if you possess the lesser Mark of Detec-
tion, you reduce any miss chance you suffer against
your foes by 20% (10 a minimum of 0%). I you possess
a greater Mark of Detection or a Siberys Mark of Detec-
tion, you instead reduce any miss chance you suffer
against your foes by 50% (to a minimum of 0%).

FERAL MARK

Your dragonmark becomes more jagged and angular. As
it grows in power, so do your ties 10 the animal world.

Prerequisite: Any Mark of Handling.

Benefit: Once per day, you can rercll any one
Handle Animal check. The decision to rercll must be
made before learning the outcome of the original roll,
and you must accept the result of the second roll.

In addition, if you possess the lesser Mark of
Handling, you can expend one use of a lesser dragon-
mark power to grant yourse!for a creature you touch a
+4 enhancement bonus to Strength and Dexterity for
1 hour.

If you possess a greater Mark of Handling or a
Siberys Mark of Handling, you can expend one use of
a greater or Siberys dragonmark power to give yourself
and all allies within 60 feet a +4 enhancement bonus to
Strength and Dexterity for 1 hour.

GATEKEEPER'S MARK

As a member of the Gatekeepers sect, you have learned
how to use the power of your dragenmark to better fight
and fend off aberrations.

Prerequisites: Gatekeeper Initiate, any true
dragonmark.

Benefit: Against aberrations, the saving throw
DC of your spells increases by 2. In addition, you can
spend | action point as an immediate action to gain
a +4 insight bonus on one saving throw to resist the
effect of an aberration’s attack. The decision to spend
the action point must be made before making the
saving throw.

GRACE OF GHALLANDA

The power of your dragonmark Alls you with social grace.
and diplomacy becomes your shield.

Prerequisite: Any Mark of Hospitality.

Benefit: As an immediate action, you can spend
1 action point to oppose any attack roll made against
you with a Diplomacy check. The decision to spend the
action point can be made after the attack roll result is
konown. If your Diplomacy check meets or exceeds the
attack roll result, the attack misses regardless of your
Armer Class.

The number of times per day that you can use this
feat depends on the strength of your dragonmark.

Dragonmark Times/Day
Least 1
Lesser 2

Greater or Siberys 3

GREATER ABERRANT DRAGONMARK

As it increases in power, your aberrant dragonmark
expands to cover much of your body.

Prerequisite: Lesser Aberrant Dragonmark, 12
ranks in any two skills.

Benefit: You gain a greater aberrant dragonmark
and the use of one spell-like ability selected from the
following list: cloudkill 1/day. cone of cold 1/day, confusion
2/day, dominate person 1/day, enervation 2/day, fear 2/day,
Jeeblemind 1/day, fire shield 2/day. flome strike | /day, insect plogue
1/day, mass inflict fight wounds 1/day, phontosmal killer 2/day, or
slay hoing 1/day.

In addition, you can use your base aberrant dragon-
mark and lesser aberrant dragonmark spell-like abilities
one additional time per day.

Asaving throw against one of your aberrant dragon-
mark spell-like abilities has a DC of 10 + the level of the
spell + your Cha modifier.

The caster level for your aberrant dragonmark
spell-like abilities is equal to 5 + one-half your char-
acter level.

Special: After you use any spell-like ability granted

F——#

DRAGONBLOOD SUBTYPE

If o race has the dragonblood subtype, it has a strong
affinity for dragons. This means that spells. effects,
powers, and abilities that affect or target dragons also
affectit, Thesubi ype -|_|.:u|.1ih'(‘"i acresture Lo use magic
items normally usable only by dragons, and qualifiesthe
creature Lo tike feats that have the dregon subtype as a
l:l"_"r?lll]l‘.'\ilr + T]l." I'_‘I I‘:lgl_ll:ﬂr!l.lll::ll;‘i 'ﬁllF_lt?!}t' ﬂ]".{’ .'11,!‘:'.‘:1.1’“'.\—
tures subject 1o harmful effects that affect dragons.

The dragonblocd subtype does not canfer the
Iil'ilgl'lﬂ IYpe or any traits associated with tha Lype.
For instance, it does not give a creature a frightful
rl'l eEsenNce.

Dragonsautomatically qualify for any classes, pres
Ij.l::i'l Il.lh.‘\.{":i, racifl substitution levels, Teats, pPOwWeELs, i

spells that require the dragonbload subiype,

h———d



by your greater aberrant dragonmark, you must succeed
on a DC 15 Fortitude save or be dazed for | round.

GREENSINGER'S MARK

Your dragonmark increases the damage you deal to aber-
rations and evil outsiders while in a wild shape.

Prerequisite: Greensinger Initiate, wild shape, any
true dragenmark.

Benefit: When you transform inte an animal, plant
creature, or elemental using your wild shape ability, your
natural weapons deal an extra 2d6 points of damage to
aberrations and cvil outsiders.

You cannot choose to hide your dragonmark when
you use wild shape.

HEALING STRIKE

Your dragonmark allows you te heal and fight at the
same time.

Prerequisite: Any Mark of Healing.

Benefit: Once per day, you can reroll any one Heal
check. The decision to reroll must be made before
learning the outcome of the original roll, and you must
accept the result of the second roll.

In addition, if you have the lesser Mark of Healing,
on a successful attack with a melee weapon against any
foe, you can spend 1 action point io heal yourself oran
ally adjacent to you for 1d8+1 points of damage, in addi-
tion to dealing normal damage to your foe. 1f you have
a greater Mark of Healing or a Siberys Mark of Healing,
the amount of damage you heal is 2d8+3 points.

HEART OF SIBERYS

You channel the power of your Siberys dragonmark to
protect and heal any ally in combat.

Prerequisite: Siberys Mark of Healing or Siberys
Mark of Sentinel.

Benefit: Once per day, you can call upon the power
of your Siberys dragonmark to automatically stabilize a
dying ally within 30 feet as a swift action. In addition,
as a free action, you can spend | action point or expend
one use of your Siberys dragonmark power to transfer
as many of your remaining hit points to the stabilized
character as you wish. You cannot reduce your own hit
peoint total below 0 or raise the recipient’s hit point total
above its maximum.

HUNTER'S MARK

Your dragonmark makes it easier to hunt and
kill your favored enemies.

Prerequisites: Favored enemy, any
true dragonmark.

Benefit: Your dragonmark granisyou
an additional +1 bonus on Bluff, Listen,
Sense Motive, Spot, and Survival checks
when using these skills against favored
enemies. Likewise, you gain an addi-
tional +] bonus on weapon damage rolls
against such creatures.

IMPROVED
DRACONIC AURA

You draw power from your dragonmark to
enhance your draconic aura.

Prerequisites: Draconic aura, any true dragonmark.

Benefit: You can spend 1 action point as a swift
action to increase the bonus granted by your draconic
aura for | round. The bonus increase depends on the
strength of your dragonmark.

Dragonmark BonusIncrease
Least +1
Lesser +2
Greater +3
Siberys +4

Note: The draconic aura class feature is available to
dragon shamans (Player’s Handbook I1 11).

LESSER ABERRANT DRAGONMARK

Your aberrant dragonmark increases insize and becomes
more powerful.

Prerequisite: Aberrant Dragonmark, 9 ranksinany
two skills.

Benefit: You gain a lesser aberrant dragonmark
and the use of one spell-like ability selected from the
follawing list: bestow curse 1/day, contagion 1/day, darkusion
Z/day, death knell 2/day,fm'se life 'Z/day, poison 1/day, rage 1/
day, scare 2/clay. scorching ray 2/day, sleet storm | /day, suggestion
1/day, summon swarm 2/day, touch of idiocy 2/day. or wampiric
touck 1/day.

In addition, you can use your base aberrant dragon-
mark spell-like abilities one additional time per day.

Asaving throwagainst one of your aberrant dragon-
mark spell-like abilities has a DC of 10 + the level of the
spell + your Cha modifier.

The caster level for your aberrant dragonmark
spell-like abilities is equal to 3 + one-half your charac-
ter level.

Special: After you use the spell-like ability
granted by your lesser aberrant dragonmark, you must
succeed on a DC 10 Fortitude save or be dazed for

I round.

I.eus!, Ir.harr,
and greater aberrant
dragonmarks
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MARK OF THE DAUNTLESS
Your dragonmark helps you shake off effects that would

daze or stun a normal person, as well as help similarly
affected creatures regain their senses.

Prerequisite: Any true dragonmark.

Benefit: You cannot be dazed or stunned. In addi-
tion, by touching a dazed or stunned ¢reature as a stan-
dard action, you instantly remove that condition.

MARK OF DEFLECTION

Your dragonmark helps deflect attacks made against
you.

Prerequisite: Any lesser, greater, or Siberys
dragonmark.

Benefit: Yougain a deflection bonus to AC based on
the strength of your dragonmark.

Dragonmark AC Bonus
Lesser +1
Greater +2
Siberys +3

MARK OF DESTINY

You can call upon the power of your Siberys mark to
enhance your combat prowess.

Prerequisite: Any Siberys dragonmark.

Benefit: You can spend | action point as a swift
action to gain a bonus on attack rolls and weapon
damage rolls equal 1o your heir of Siberys class level for
] round.

MARK OF MADNESS

Your aberrant dragonmark causes momentary madness
in creatures.

Prerequisite: Any aberrant dragonmark.

Benefit: Three times per day as a swift action, you
can use your aberrant dragonmark to confuse a crea-
wure, as the fesser confusion spell. A saving throw against
this ability has a DC of 11 + your Cha modifier. This
spell-like ability has a caster level equal o one-halfyour
character level.

MARK OF PURITY

Your dragonmark renders you immune to effects that
would sicken or nauscate you, and gives you the power to
rid others of similar debjlitations.

Prerequisites: Divine health or purity of body, any
true dragonmark.

Benefit: You cannot be sickened or nauseated. [n
addition, by touching a sickened or nauseated crea-
ture as a standard action, you instantly remove that
condition.

MARK OF THE RECOVERY

You draw upon the power of your dragonmark to stay
alive.

Prerequisite: Any true dragonmark.

Benefit: [f an attack renders you disabled or dying,
you can expend one use of a dragonmark power as an
immediate action to heal yourself. The number of
points of damage you heal is based on the strength of the
dragonmark whose power you expend.

Dragonmark Damage Healed
Least 1d8+1
Lesser 2d8+5

Greater or Siberys 3d8+10

MARK OF RESILIENCE

The power of your dragonmark gives you a survival
edge.
Prerequisite: Any true or aberrant dragonmark.
Benefit: Once per day. you can expend one use of
any of your dragonmark powers to gain a bonus on a
single saving throw. The bonus is based on the strength
of the dragonmark whose power you expend.

Dragonmark Save Bonus
Least +]
Lesser +2
Greater +3
Siberys +4

A base aberrant dragonmark is equivalent 10 a least true
dragonmark for the purpose of this feal.

MARK OF STARS

If the stars are the eyes of dragons that have ascended to
godhoad, they are watching over you.

Prerequisite: Any Siberys dragonmark.

Benefit: You are never surprised or flat-footed.
In addition, you gain a +2 insight bonus toc AC and on
Reflex saves.

MARK OF TRUTH

The power of your dragenmark aids your attacks against
foes with aberrant marks.

Prerequisite: Any true dragonmark.

Benefit: When you make asuccessful melee attack
againsta creature that bearsan aberrant dragonmark,
you deal an extra 2d6 points of damage.

MARK OF TWELVE MOONS

Your dragonmark has mysterious tiesto one of Eberron’s
twelve moons.

Prerequisite: Any true lesser, greater, or Siberys
dragonmark.

Benefit: Yougain a +| inherent bonus to one abil-
ity score, chosen according to the type of dragonmark
you passess.

Moon Dragonmark Ability (Choose One)}

Zarantyr  Storm Dexterity or [ntelligence

Olarune Sentinel Strength or Wisdom
Therendor Healing Wisdom or Charisma
Eyre Making Constitution or Intelligence
Dravago Handling Strength or Charisma
Nymm Hospnality Constitution or Charisma
Lharvion Detection Intelligence or Charisma
Barrakas Finding Strength or Intelligence
Rhaan Scribing Intelligence or Wisdom
Sypheros  Shadow Dexterity or Charisma
Aryth Passage Dexterity or Wisdom

Vuh Warding Constitution or Wisdom

In addition, if you are an afflicted lycanthrope, you gain
a +10 bonus on Control Shape checks.



MARK OF VENGEANCE

Your aberrant deagonmark strikes at the hearte of
dragonmarked fors you attnck,

Prerequisite: Any aberrant dragonmark.

Benefit: When you make a successful melee atrack
against & creature that bears o true dragonmark, you
deal an exira 1db points of damage and heal an equiva-
lent number of hit points yoursell. This is o nesreman-
tic effect,

MARK OF VERMIN

Your aberrant dragonmark gives you a notural affimity
for vermin,

Prerequisite: Any aherrant dragonmark

Benefit: You can use any druid or ranger spell
that normally targets animals againg vermin as well,
A mindless vermin is considered 1o hive an Intel-
ligenece score of 2 when dealing with you, and can
be charmed. calmed, or targeted by wild empathy or
simadar abailities,

Inaddition, yougain the ability to speak with vermin
as a spell-like ability usable once per day (caster level 1t}
This isidentical wo speak with odimals. but can be ured only
with vermin and vermin swarms.

MARK OF THE WILDERMESS

Asa member of the Wardens of the Woed sect, you call
upon the power of your dragonmark 1o help you defend
the wilderness.

Prerequisites: Warden Initiate. any true
dragonmark.

Benefit: While 1n 2 wilderness envirenment. you
ignare any movement penalties caused by diffhcult ter-
rain. You can cross bogs, past through undergrowih
trad through deep snow or sand. and navigate loose
rubble at your normal speed.

MARK OF XORIAT

You are what the witches of Droasm call a "byeshkalzah™
ascion of Khyber whote sherrant dragonmark has been
warped by exposure to the lingering horrors of Xoriat.
Prerequisite: Mark of Madness.
Benefit: Your aberrant dragonmark tarns purple
and black, and you gaan damage reduction 5'byeshk. Far
more information on byeshk. see ECS 126,

MASTER OF WARDS

You use the power of your dragonmark to shield your
allies

Prerequisite: Any Mark of Warding.

Benefit: Once per day. vou can reroll any one
Search check. The decision to reroll must be made before
learning the cutcome ol the original rall, and you must
accept the result of the second roll.

In addinion. if you possess the lesser Mark of Ward-
ing. you can expend one use al a lesser dragonmark
power lo grant yourself or a single ercature you touch
resistance 10 agninst one form of energy (acid, cold.
eleciricity. fire. or sonic) chosen by you. This benefit
lams far | hour

If you possessa greater Mark of Warding ora Siberys
Mark of Warding. you can expend one use of a greater or
Siberys dragonmark power 10 give yourself and all allies
within b0 feet resistance |0 agninst one type of energy

(acid, cold, eleciricity. fire, or sonic) chosen by you. This
benefit lanis for | hour.

MIGHTY DRAGONMARK

Your dragonmark is particularly strong, and s powens
sre harder to resist and dispel.
Prerequisite: Any true or aberrant dragonmark.
Benefit: The saving throw DC of your dragenmark
spell-like abilities increases by | and the caster level of
your dragonmark spell-like abilities increases by 2.

NIGHTBORN DRAGONMARK

You are more in tune with your dragonmark at night.
Prerequisite: Any true or sberrant dragonmark.
Benchi: Provided you are noi underground, you

guin o +] bonus on sitack rolls. saving throws. skill

checks, ahility checks, and level ¢hecks afier sunset and
before sunrive

ORIEN BATTLE STRIDE

Thanki to your dragonmark, you are mare diffcult ta
push arvund on the baitleheld.

Prevequisite: Any Mark of Pasuwsge,

Benefir: Yougaina +4 bonuson ability checks made
to resat bull ruah, overrun, and trip sitempis,

Addinonally. if you have the lesser. grester. or
Siberys Mark of Passage, yoo ¢an take a 5-foor atep as
anammediate achion ifan spponent misses youwith s
melee or ranged attack. This 5 foot step does not provoke
attacks of opportuniny.

PROTECTIVE MARK

Your dragonmark makes you more resilient against cer-
tain weapon altacks

Prerequisive: Any lesser. greater. or Siberys
dragonmark.

Benefit: You gain damage reduction 5'magic. In
addmion. you can spend | sction point as s swift action
to increase the damage reductlon to DR |0/magic and
hludgeaning. DR 10/magic and plercing, ar DR |0/magie

and slashing for | round.

QUICKEN DRAGONMARK

You can use your dragonmark powe rs more guickly.

Prerequisite: Least Dragonmark.

Benefit: You can use the spell-like abilivies of
vour lesst dragonmark as a swift action, as if casting a
guickened spell. All spell-like sbilities of yaur least
dragonmark are quickened should you have mare
than one (for iastance, 1f you have two levels in the
dragonmark heir prestige class or the Dragonmark
Prodigy feat).

Special: You must carry a Siberys shard attuned to
your dragonmark, worth ac least 50 gp, for rhis abulity
1o funcrion.

You can select this feat multiple times. To take this
feat o second time, you must have the Lesser Diagon -
mark feat and to take it a third time, you must have
the Greater Dragonmark feat. The second time you
select it, you can guicken the spell-like abilities of
your lesser dragonmark. The third time you select i,
you can quicken the spell-like abilities ol your greater
dragonmark. Siberys marks and aberrant dragonmarks
are unaffected by this feat,
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QUILL OF SIVIS

Your dragenmark makes you more sdept at deciphering
and using serolls, as well as avoiding magic traps that
involve glyphs, runes, and symbols,

Prerequisites Any Mark of Seribing

Benefit: Onee per day, you can rerall any ane Deci
pher Bcript or Fargery check. The decision to reroll mun
be made before learning the outcome of the original roll,
and you must accept the result of the second roll.

In additon, you gain a «2 bonus on Use Magic
Device checks to decipher written spells or use serolls

If you possess the lesser Mark of Seribing. you do
not trigger explosio runes.. fire trap. gloish of warding. or wpia moke
ugii spells. and can wouch and handle abjects protecred by
such spells without harm. I you possess a greater Mark
of Seribing or & Siherys Mark of Scribing. you slso do
not trigger gymbal apells (ineluding dragenmark symbol, wee
page 1500,

[fanother cresture causes such aspell wo trigger and
you happen 1o be inthe affected area, you suffer the spell
trap's elfects as normal.

SENTINEL STANCE

Ay your dragonmark improves, 10 does your ahility 1o
protect your allies in combat,

Prerequisite: Any Mark of Senninel.

Benefit: Once per day, you can rerall any one Sense
Mative check. The decision to reroll must be made belore
learning the outcome of the original roll. end you must
accept the result of the secand rall.

Inaddition, all allies adjacent 1o vou gain a bonus to
AC and s bonus on Reflex saves, The honus depends on
the sirength of your dragonmark,

Dragonmark Banus
Leant «]
Legser «2

Greater or Siberyn <3
SHIELD OF SIBERYS

Your dragonmark protecti you againm the powers of
those curved with aberrant dragonmarks.

Prerequisite: Any true dragonmark.

Benefit: [Facreature with an aberrant dragonmark
comes within 60 feet of you, you can sense its presence
(though not its exact location), In sddition, you gainspell
tesistance equal to 13 + your level in the heir of Siherys
prestige class (if any) agaiast the spell-like abilities of
aberrant dragonmarks.

STORM'S RIPOSTE

Your dragonmark enables you to mahe desdly ripostes
in melee combat.

Prerequisite: Any Mark of Siorm

Benefit: You can spend | uction point as an imme
diate action to make a melee arvack against an opponent
that has jusi made a melee attack agninee you, IFyour
riposte succecds, you deal an extra [db poiniy of elecime-
ity damage or sonic damage {your chaoice) in addition 1o
normal damage for the arack.

Il you have & lesser Mark of Storm. the encrgy
damage from your riposte increases to 2d6. If you have
s greater Mark of Storm or a Siberys Mark of S1arm, the
energy damage increases 1o 3d6.

STORMRIDER

Your dragonmark improves your balance and ability to
weather the elements.

Prerequisite: Any Mark of Storm,

Benefit: Once per day, you can rervoll any one Bal-
ance check, The decision 1o reroll must be made before
learning the outcame of the original roll, and you mus
accept the resull of the pecand roll

Inaddition, you can wake |0 on Balance checks, even
if threatened or distracted. You also gain a +4 bonus on
Fortitude saves against wind effects (DMG 95)

If you possess the lesser Mark of S1orm. you gain
eleciricity resistance 5 and sonic resistance 3. If you
possess a greater Mark of Storm ar a Siherys Mark of
Starm, you gain electricity resistance 10 and sonic
resistance 10,

TRAP WARDEN

Your dragonmark allows you to sense, svert, and disarm
1raps more casily,

Prerequisite: Any Mark of Finding.

Benefit: Once per day. you can reroll sny one Search
ar Dizable Device check, The decision ta rerall must be
made belore learning the oulcame of the original roll.
and you must accept the resali of the second roll.

In addion. if you possess the lesser Marck of Find-
ing. you gain a 1 bonus an Reflex waves made ro avaid
traps and a +] dodge banius 1o AC ageinst attacks made
by traps, IF you possess a greater Mark of Finding or a
Siberys Mark of Finding, these bonuses Inerease 1o -1,
These bonuses stack with the bonuses granted by o rogue’s
trap sense abiliy,

UMBRAI MARK

Your dragonmark grants you new insight into the ways
of shadow. making it harder [or opponents to critically
wortd el yoru

Prerequisite: Any Mark of Shadow.

Benefit: Once per day, you can reroll any one Hide
cheek. The decision to reroll must be made belore learn
ing the autcame of the original roll, and you must aceept
the result of the second roll,

In addition, any eritical hit or aneak arick made
against you has a chance 1o be negated ao that damege
s instend rolled normally. The chance depends on the
strength of your dragenmark,

Dragonmark Normal Damage
Lesser 5%
Greater or Siherys %

Speciali The benefits of this feat do not stack with
any other effect that grants a percentage chance 10 negate
extra damage from a critical hit or sneak attack.

UNLOCK DRAGONMARK

You can unlock the ather powers of your draganmark,

Prerequisiter Any least, lesser, or greater frue
dragonmark

Benehit You can spend | action point 10 use any
spell-like ability granted by your dragonmark or s lesser
versions asa standard action. even il you do not nermally
have accesd to thowe sbilities, For cxample, & characier
with this feat and the least Mark of Making can apend |




A House Tharashk half-ore relies on the I'rap Warden feat in a deathirap dungeon

aclion point te use any of the powers of the least mark,
not jusi those he can normally use. The same character
with a greater Mark of Making can spend | action point
to use any spell-like aliility associated with the greater.
lesser, or least Mark of Making.

New Siberys dragonmark or aberrani dragonmark
powers cannot be unlocked with this feat.

WARD OF KHYBER

Your aberrant dragonmark protects you against the
powers of those with true dragonmarks.

Prerequisite: Any aberrant dragonmark.

Benefit: You gain spell resistance against the spell-
like abilities of irue dragonmarks, The strength of your
spell resistance is determined by the power of your aber-
rant dragonmark.

Aberrant Dragonmark SR
Base 13
Lesser 17
Greater 21

Inaddition, youcanusea swift action to make your aber-
rant dragonmark invisible to the naked eye. This ahility
is usable once per day and has a duration of 1 hour per
character level

WINTER'S MARK

As a member of the Children of Winter sect, you use
the dark power of your aberrant dragonmark to cleanse
the world.

Prerequisites: Child of Winter, any aberrant
dragonmark.

Benefit: You can use a death touch once per day.
Your death touch is a supernatural ability that produces
a death effect. You must succeed on a melee touch attack
against a living creature. If the melee touch attack sue-
ceeds, roll a number of dbs ("death dice”™) as determined
by the strength of your aberrani dragenmark.

Aberrant Dragonmark Death Dice

Base 3d6
Lesser 6d6
Greater 9d6

[T the total at equals or exceeds the target’s current hit
points, it dies. Atarget that has more HD than you gets
aWill save (DC 10 + 1/2 your level + your Cha modifier)
to resist the effect. Your daily use of this ability is not
expended if your melee touch attack fails.
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t was bett
l_'qu way.

Vins had not mq}ccttd to succeed—or to
make it out alive,
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ctt:r to Face death at the
P":""“ of his enr:mu:a. blades
than by an assassin's garrote,

etier Lo die in the sun than to
B\-anish in the night as so many

of his aberrant brothers and
sisters had.
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CHAPTER FOUR

MAGIC AND
D RAGONMARKS

pelleasiers and actificers 1o the dragon-

lrllrLrlI ll‘l]l]““ Iln.f' IIFI]E f‘PETJmEn'Ed

with dragonmarks. realinimg the magical

potential they comtaim and developing

spells that gatend the uselulneis and powes
al the marks

Olutpiede of the house. the sberranis have also devel-
aped dragonmark mugie by tapping Into the raw energy
ol their unprediciable marks und shaping 1 1o defend
sgainst those who would persecure them.

Fhis chapler presents spells that can hide a dragon
mark, harm wne who carries s mark, or even summon
o drogonmark to fight for its bearer, This chaprer also
deseribes specinlized magic items used by the dragon
murked houwdes and explains move sbout 1he aberranis
and the War of the Mark.

SPELLS

The following new spells are available only 1o spellcas
erswith true or sherrant dragonmarks, as fadicated by o
“Di” ynihe components line. Developed over the yrars by
house spelleasters. these spells are particularly effeciive
sgainst dragonmarked foes.

Some spellh require @ cortain type of dragonmark o
euxt. as noted im the spell description Same spells tha
allow saving throws grant a bonus on the save to characters
“Ilt'-‘!' dl".ﬂg’tllllﬂarLl. AFF GNE Or more ‘IEP‘ maore 'Tl]*rr+u|
than the casier s in order of lesst . lesser, snd greater. For
ihe purpoie of determining the number of stepi betwesn
the caster’'s mark and another creature’s mark, & Siberva
dragonmark s treated az 2 greater mark and s base sbey
rant dragonmark 15 1reated po a leaw dragonmark

A base aberrant dragonmark (s ireated s o lespt
dragonmark [ar i he purpose ol determiming spel| elleens
hased on mark.

Magic of Eberron containg additionsl deagonmark-
related spells, in particular detert droguomork avd spper
draganmark.

NEW ARTIFICER INFUSIOHNS
1st Level

El‘:lnngﬁng nragqnmark
enzangled

Summaon Marked Homunculas: Sumimane s homune il
that explodes when destrayed

1,]'r.r|x|1||.111u|'hrt| cremiure ja

Z2nd Level

Is'ni'l: n'l'l‘ﬂl'lll‘lll"ﬁ. 'Tgrlnl takes 1dE/ lewnl Fire Llnrnu“r
his dragonmarked powers temporarily supprecied
Ray of Retalistion. Bay svech s refledied back at o nrig

nator io deal loree tlalrunr

3rd Level

Dragonmarked Weapon: Weapan deals -1db damage 1o

dreagonmarked (o, hardness increuses by 50%

5th Level

Dragonmarked Weapan, Greater: Weapan deals +2db
dllﬂ.ign (] dtngr-nmulltr] {oes, hardnes iy doubled.

NEW ASSASSIN SPELL

Ist Level
Mask Aberrant Dragonmark: Reshiapes your sherran
dragonmark inwe che likeness of o true dragonmark,

NEW BARD SPELLS
1st Level

Mask Aberrant Dragonmark, Heshapes your aberraom
._l.ruﬂ:lrunnrl anbe the lhikenesw ol o troe rjrn;unmar;c.

2nd Level

[}4n{i11‘ url‘unnlurlz L¥nm I-Il'].lg”rl.:ﬁ”lrllﬂlj vreature! level
i BAsEated

Ray of Revalisvion: Ray sivick is rellected back at ats ot
ndlor to deal Toree da mage

3rd Level

Summaon Living Dragonmark: Summaons a fiving dragon-
mark lup | rowml/ level

4th Level

Taunt Dragon Dragon must stvack you or tike s penaliy on
aunch rolls, akill checks. and saving throws

5th Level

Dragonmark Demesne: Creaces hemispherical sheler for
poou Al 25 ereatares
Spell Haven': Stares ane spell in your dragonmark

‘Illil;
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NEW CLERIC SPELLS
Znd Level

Fortify Dengonmark: Your dragonmark has » chence of
negating crivical hicvand snesk attacks,

Ignite Dragonmark: Targe takes 1d6/level Bre domage,
han dragonmarked powors temporarily nappraysad,

3rd Level

Cursed U'rq!'ur:mlrL A nw :!::gﬂrlmnrl P wied b 1he
inrget has 4 50% chance of failing.

Dragonmarked Weapen, Weapon dezls «ldb damage to
deaganma rhed Foes, hardness imeraases by 505

Surnman Living Dragonmark Summonsd living dragon
matk for | roundlevel

5th Level

Banish Dragonmark: Targer loves dregonmark for |
day leiel

u!lillhm.rirli WIanh. Lireater “e..!._:.un- deals =2dhG
damage 1o dragonmarked foes, hardness i doulbiled

Spell Haven™ Stares one ipell viyour draganmark

b6th Level

Dragonmark Symbel™: [riggered rune nsusesies nearhy
ervati ey enceqn? hose wha share the castet vd vsponmark

HEW DRUID SPELLS
2nd Level

lgnite Deagonmark: Tarper fukey Ldbevel lire damage
has dragunmarked powers Lempararily suppressed

5th Level

Mark of the Wild: Animals do mot sueck or thresien you

6th Level

Dragonblood Beast) Turget unimal gets improved bile
witich. navural aemor, wings and fy speed.

NEW PALADIN SPELLS
2nd Level

Dl“uhm.rh:n{ “'Elpnh. '1'!1-.-1n:n dealy «1dé i:h:rll.l‘-' Ty
dragonmarked fors, hardnes incresses by 50%

Fortily Dragonmark, Your diugonmark has & chance af
r\r'gur l“g r1'|.l:||:.u| hitw ard soneak af b ks,

4th Level

Dragonmarked Weapon, Grester: Weapon deals +2d6
i mage 10 d Ir.lgn:l:tul‘irﬂ fors, hardneas 13 doubled
Teunt Dragen: Dragon muw ansch you or 1zke » penaliy on

attack rollu skill cheeks, and saving throws

NEW RANGER SPELLS
2nd Level

Drl‘ﬂnmlrktd wfll.lu.l'l. 'ﬂflpnﬂ deals = ldf demapr o
dragonmarhed foes, hardnes jnreresses by 30%

4th Level

Dragonmarked Weapon, Grester: Weapon deals «2d6
damage to dragonmarked foes. haordness s doubled,
Mark of the Wild: Animals do not sitack or threaien you,

MEW SORCERER/WIZARD SPELLS
1st Level

Dragonmark Shicld: Iniungible shield blocks mugi mwifes,
provides homus 10 AT, bonui on Reflex savas

Entangling Dragonmark: Dragonmarked creaiure o
entangled,

Mask Aberrant Dragonmark, Heshapes your aberrani
dragonmark inte the likenew of 2 irae draginmark
Summaon Marked Homunewlus: Sommons 2 homunco luy

that explodes when deviroved

Z2nd Level

Fortily Desgonmark: Your dragonmark bas a eliinee al
nepalibg crivical it and sneab snacks.

Ignite Dragonmark: Targe tabes 1d6/bevel Hire dumage
hay dragonmarked posars temporarly suppressed

Ray of Rednlinvion: Bay avvack i refllecred back ;1 s origi

natar i deal force damage

3rd Level

Deagonmark Whip. Whip deals 1d8 <1/ level damage or
ehannels pmuch spell wih areack.

Dragonmarked Weapon: Weapon deals < 1db damage 10
1lrng'nh1'n.'|rtrr.| loes. hardness (e reases by 50'%

Hide fram Dragons: [agond can'| sense you

Marked Pulse: 70-F1 racddius buerst deals loree ||-r|:u|.-'r o |l
erenture’ level, ean hnock targets prone

Summen Living Dragonmark: Summons o living dragen

mark Inr | rouad/ level

4th Level

Cursed Deagonmark: Any draginmark power uied by the
rargel hos 8 30% chance ul EII!I"F

5th Level

Banish I.'I‘ra“'u'nm:rk 'rnlgrl liises -Iruguuulull Tar |
duy leval,

Draganmark Demesne: Crontes homisphercal shelier far
you and 25 crearures

Dragonmarked Weapon, Grealor: Weapon desls =2db
.‘f.ﬂﬂutl‘- o ﬂrlgﬂnl‘nlt‘lfd toes. hard nezs iy doubled

Spell Haven', Stores one spell in your dragonmack

6th Level

Dragonmack Symbol™s Triggered rune nauseates pearhy
crentpros Foeepil those who share 1he caster’s dy WEEIn rk

Dragonmark Whip, Greater: As dragasmark whip bl disls
maore f'li‘nl:!. channely ]||.rh-.-| ewel :.T.u.-l'.L

NEW SPELLS AND INFUSIONS

The spells herein are presenced inalphabetical arder
fwith the exception of thowe whose names begin with
"rreaier”)

BANISH DRAGONMARK

Ah_pu wil ey

Level: Cleric 5. sorcerer/wigard 5
Components, V. 5, M. [}

Caseing Time: | standard aciion
Ran;t. Close 025 fr. + 5 0. /2 levelsd
Target: Cne dragonmarked cremure
Duration: | day/level



Saving Throw: Will negates
SF!“ Resistance: Yes

Fivw wtter o harh incontation and point a finger ot the targe. .Sudd'rn_l].
your foey dragonmunk begino to weithe and separate from ity body,

I the target falls itasave, its dragonmark s stripped away
lor the spell's duratlon. The affected subject cannot use
any of its dragonmuarked spell-like abilitles {or other
abilities that rely on dragonmarks] during this time,

1 the target crenture’s dragonmark v one step more
powerful than yours, the creature gainnn +2 banus on its
Willsave, [fthe target ereature’s draganmatk is two steps
mare powerful than yours, |he creature gaing g <4 bonus
o [ls save,

Material Component. A pinch of Eberron dragonshard
dust

Oragonmadts Ay rue ar abereani dragonmark,

CURSED DRAGONMARK

Neceamaney

Level: Clerie 3, sorcereriwizard 4
Components: V. 5, Dr

Casting Time: | standard actian
Range: Close {25 110 =5 1,02 levels)
Target: One droponmarked cresture
Duration: Permanent

Saving Throw: Will negates

Spell Resistance: Yes

T drerpe o fautfern o the gor meth poar baad o this spell eorast n respinie,
the target's dragonmark seems fo twist and curd i

Every time the target creature aliempls 1o vie or expend
one of its dragonmark powers, there isa 50% chance thm
the ateempt fails, wasting that use of the mark. A runed
deagonmark can he restored 1o normal with & beeal enchaat-
ment, tumited wok, mirecle, remove cune, or wok spell.
Drggenmark, Any true or aberrant dragonmark.

DANCING DRAGONMARK
Transmutation

Level: Bard 2

Components: V, Dr

Casting Time: | standard action
Range: Close {25 fr. + 5 1./2 levels)
Target: Up to one dragonmarked creature per level, all
withm 30 fi of each other

Duration: Concennration

Saving Throw: Will negates

Spell Resistance: Yes

Toe recrte @ lyrival perse. Soddealy, droponmarked creatured i the
areq became ngustoivd @ thor marks began fo anithe ond dance on
ﬂ'lvrlr hin

A creature affecied by denomg dragommont 15 nauscated.

If the targes creature’s dragonmark 15 one s1iep more
powerful than yours. the creature gainsa +2 bonus on its
Will save. [Tthe targel ervature’ s dragonmark is two steps
more powerful than yours. the cresture gains s +4 bonus
on its Will save.

Drogaamark: Any true or sherrant dragonmark.

DRAGONBLOOD BEAST
Transmutation

Level: Druid 6

Components: V, 8, M, Dr

Casting Time: | standard action
Range: Close (25 fr. « 5 fi./2 levels)
Target: One animal

Duration: | hour/level (D)

Suving Throw: Fortitude negates
Spell Resistance: Yes

Vou foss @ prnch of dragonshard dust info the air end call upon the power

if the constellations. Motes of light, colared like your dragonmark, swie
iririand the tdrgel preabird 0i o @siemes d mare dﬂqun-hifﬁm

The subject gains the dragonblood subtype (see page 140)
ns well as one ar mare of the following physical trams
chosen by you at the time of casting

Dragon's Scales: Dragonlike scales give the target
anarural armor bonus equal 10 +] per two caster levels
{masimum +10), ITthe snimal already has scales, 113 own
scales become more resilient

Dragon's Teeth: Damage from the target's bne
attachk increases by one sep, as if the ereature’s size had
increaved by one category. To determine the amount of
the increase, find the bite siiack’s damage on one of the
two progrespions given below and improve it to the next
higher die value.

Progresan |, 1d2. 1d3. 1d4. 1d6, 148, 2d6. 3db. 4d6.
Gt Bdb, 1246

Pregresion 2 1410, 248, 3d8, 448, 6d8, 8d2, 1248

I the target does not normally have & bite atrack, it
does not gain ane from this spell.

Dragon’s Wings: These wings give the target o fly
speed of 90 feer {poor), If the 1arger already has wings.
they iransform 1o look more like dragon's wings. but i
fly ypeed and maneuverability remain unchanged

Specol A character with sny Mark of Handling casts
thisspell st an increased caster level. The incresse in caster
lesel depends an the srength of the caser's dragoamark,

Dragonmark Caster Level
Lean +l
Levyer +2
Greater or Siberm +3

Material Component: A pinch of Siberys dragonshard dust
(i che caster has o true dragonmark) or Khyber dragon
shard duse (if the caster has an aberrant dragonmark),

Dreyonmark: Any irue or aberrant draganmark

DRAGONMARK DEMESNE

Evocation [Farce)

Level; Bard 5, sorcerer/wizard 9

Components: V. 5, Dr

Casting Time: | standard action

Range: 0 fi.

Effect: 20-fi.-radius sphere centered on your location
Duration: 2 haurs/level (D}

Saving Throw: Nane

Spell Resistance: No

A 20-faot-radius sphere af farce, in the colors of your dragonmark, shim-
mers b0 hife orownd you,
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When you cast thes spell, you create an apaque sphere of
shimmering foree. The upper half of the sphere proj-
eehs abave the ground, and the lower hemlsphers passes
through the ground. Once created, the dragenmark demesne
cannot move. The top hemisphere can hold as many as
twenty: five Medium creatures. Creatures outside the
sphere cannot enter it withoot your permussion, but any
cresture inside the sphere can move freely aut of it You
can remove yourself fram the sphere withoul ending the
epall, but while you are outsude the deggunmord dememnr, you
cannot use any of your dragonmark powers for as long as
the sphere perssis

[he temperature 1nside the drogosmard fememe 1 2
steady 70° F. The sphere also provides protection agsinat
the elements, duch as rain, dust, wnd wndstdrma, The
sphere withsinnds uny wind of less than hurricane furee,
buta hurevicane or stronger wind destroys 10 UG 950, A
diontegrate spell alsa destroys a dragonmack demese,

Ihe interior of the sphere is brightly Lt Although
the sphere s opsque from the owiside. 10 8 cranepar
ent from within. Miswsiles. weapons, and mos spell
effecis can pass through 1he sphere without afTecting it
alithough the occupants cannot be seen lrom outude the
sphere (they have 1otal conceal mens)

You must be standing at ground level 10 caar ihis apall.

Dragenmark: Any irue or abereant dragunmark

DRAGONMARK SHIELD

Abjuration [Farcel

Level: Sorcerer/wiznrd |

Companents; V, [

Casting Time: | awlll or immediate actlon; see teat
Range: Pervonal

Target: You

Dursion: | round, wee 1251

A tramoducrmt sbhield of toeguscnr ey shoped bbe your diggonmu©
rp-‘:ug: il apteney Lo Pu'uhhrf ik

The drugnamid iheld hovers in front of you snd moves with
you. It negates mogic minite aviacks direcred ar you. Ln addi
tion. it provides a ahield bonusto AC and a banus on Refles
suves based on the sirength of your d ragonmark

Dragonmark Banus
Leant v
Lesser «3
Greater 4
Siherys <5

The shield bonuy 10 AC applies againug incorporeal
touch attacks. since the dagimmar hield 15 a foree effen
The deagummark shld has no srmor ¢heck penalty or arcane
spell failure chanee
If you uie an iminediate action 1o invoke the drigan-
ek shield, it disappears ai Lhe enid of pour next tuen.
Dragonmark: Any true dragonmark

DRAGONMARK SYMBOL.
Abjuration

Level: Clerié 6, sorcerer/wieard 6
Components:¥. 5. M, Dr

Casting Time 10 minutes

Range: 0 fi.; see text

Effect: One symbol

Duration: 10 minutes/|level (D)
Saving Threow: Fortitude negates
Spell Resistunce: No

Fou wse o dragonshard 1o trace o copy of pour dragonmank on o wrfoc
The shand dnafypran a you compdrie the rune. mhick gloms momesionly
then fades o

Thas spell funciions like ymbol of death (PH T89), except
thar each ereatiire within the radius of a dragonmark iymbal
must attemp a Fortiude saving throweach rownd an the
beginming of its turn. Fallure means that a creature o
nauseated Theae effecin end after the creature moyes
farther than 60 feei from the symbal.

Uinlike spmbal of death, deaganmpek symbel has no i paing
bimur onee triggered, o druganmonk spmbal samply remuin
active for 1 minutes per caner level

Crestures possessing the diagonmark of your house do
not trigeer the spmbol and are unalfecied by noaf o ls irig-
gered by othe ra. However. they sense ils presence il they ure
within b feel. Because aherrant dragonmarksare unique,
@ dnggremurd gobol spell cant by & chavactier with sn aberrant
dragonmark affects all creatures excepi the caster.

You can make a dragmimark grmbol permanent using a
j‘rrn'mnvﬂ(_r |.|Jr“ 1L l'hh. 'i_!:ll.lll H P]

Note- Magic traps such an droganmark spmbol are hard 1o
detect and disable, A vogue lonly) con use the Search skill
o fund a deagonmark ymbol aned Disoble Device ta thwar ar,
The DCin ecach case in 25 + apel| lavel, or 31 for dragen-
ek spmbio,

Material Componnt; A Siherys dragonshard (if you pos
wcss 4 true draganmark) ar s Khyber dragonshard (i vou
possess an aberrant dragonmark] worth st least 1.000 gp.

Drogonmart: Any Irue or abarrant dragonmark.

DRAGONMARK WHIP

I ransmutation

Level: Sarcerer/wizaed 3
Components: 5, Dr

Casing Time: | switt acuion
Range: Personal

Effect: One 10-Tour-long whip
Duration: | round/level (D)
Saving Throw: None

Spell Resistance: Yes

Your dengonmerk begim to writhe and ancail, ipringing from powr hond o
o - foot-hong whip af wamnillating rnerg)

A draponmark ship it treated 4y & magic weapon [or the
purposs of by passiog damage reduction. 1 hasa 10-foo
reach, but you do not threaten the seea into which you
can make an stiack. You are conndered proficient in
it uhe, and it canmot be targeted by sunder ar disarm
atternpis. Eagh suceessful melee stioek with o ileagin reria ok
whiprikeals 18 points of damage =1 puint per caster level
fmaximum +10),

You can use a dragonmark whip 1o deliver tauch
spelle of $ih level or lower instesd of actually touching
yourtarger. This is treared s & normal touch sitack, bur
uies the whip's resch and your stitack bonus with the whip
On 2 successful attack, the whip does no demage You
cannoi hold the charge if you miss with a dragremadt whip



If a dragonmark whip {ails to penetrate
the spell resistance of a chosen target,
it cannot damage that target for the
remainder of the spell’s duration.

While adregormarkwhipisuncoiled,
you appear to have no dragonmark
on your body, but you can use any of
your dragonmark spell-like abilities
as normal.

Dragonmark: Any lesser or greater true
or aberrant dragonmark, or any Siberys
dragonmark.

DRAGONMARK WHIP, GREATER

Transmutation
Level: Sercerer/wizard 6
Components: S, Dr

As dragonmark whip, except that the whip has a
reach of 20 feer, deals up 1o 1d8+20 points of
damage, and can be used to deliver touch spells
of 7th level or lower.

Dragonmark: Any greaier true or aberrant
dragonmark. or any Siberys dragonmark.

DRAGONMARKED WEAPON

Transmutation

Level: Artificer 3, cleric 3, paladin 2, vanger 2, sorcerer/
wizard 3

Components: V, §, Dr

Casting Time: | standard action

Range: Touch

Target: Weapon touched

Duration: | minute/level

Saving Throw: Will negates (object, harmless)

Spell Resistance: No

You imbue the touched weapon with the power of your dragonmark, a
ghostly likeness of which appears on the weapon’s surface.

Aweapon under the effect of thisspell deals an extra 146
poinis of damage to any dragonmarked creature whose
mark does not correspond 1o the caster’s dragonmarked
house. Because aberrant dragonmarks are unique, a
dragonmarked weepon created by a caster with an aberrant
dragonmark deals its extra damage to all dragonmarked
creatures (except the caster}). In addition, a dragon-
marked weapon's hardness increases by 50% for the
spell’s duration.

A mundane weapon under the effect of this spell is
treated as a magi¢ weapon for the purpose of bypassing
damage reduction.

Casting this spell on a bow, crosshow, or sling
bestows the extra damage benefit upon the weapon's
ammunition.

Dragonmark; Any true or aberrant dragonmark.

DRAGONMARKED WEAPON,
GREATER

Transmutation
Level: Artificer 5, cleric 5, paladin 4. ranger 4, sorcerer/
wizard 5

Components: V, §, Dr

A wizard of House Cannith
casts dragonmark whip

As drogonmarked weapon, except that
the weapon deals an extra 2d6 points
of damage to any dragonmarked creature
whose mark does not correspond 1o the caster’s dragon-
marked house. In addition, the weapon's hardness is
doubled for the spell’s duration.

Dragonmerk: Any greater true or aberrant dragon-
mark, or any Siberys dragonmark.

ENTANGLING DRAGONMARK

Transmuiation

Level: Artificer 1, sorcerer/wizard 1
Components: V, S, Dr

Casting Time: | standard action
Range: Medium (100 ft. + 10 ft./level)
Target: One dragonmarked creature
Duration: 1 round/level {D)

Saving Throw: Fortitude negates
Spell Resistance: Yes

With a simple gesture and utterance, you entangle the target in strands of
energy that erupl from its own dragonmark.

A target that fails its saving throw is entangled for the
duration of the spell.
Dragonmark; Any true or aberrant dragonmark.

FORTIEY DRAGONMARK

Abjuration

Level: Cleric 2, paladin 2, sorcerer/wizard 2
Components: V, 8, Dr

Casting Time: | standard action

Range: Personal
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Target: You
Duration: | round/level

Firur dragoamark lingles o1 sy energy bilocks the monf poten) phincks of
_uurodsersarie.

Any critical hit or saea k artack made agains you has p chanee
to be negated so that damage Is instead rolled normally, The
chance depends on the strength of vour dragonmark.

Dragonmark Normal Damagr
Lean 25%

Lesser 5%

Greater or Siherss 100%

The benehis ol thisspell do not ssack with any ather
#ffect that gramis g percentage chanee 1o negate exlra
damage from w eritieal hivor sneak attack

Drpguamork Any true dragonmark,

HIDE FROM DRAGONS

Abjuration

Level: Sorcerer/wivard
Components: 5, Dy

Casting Time: | standard action
Range: Pzrional

Target: You

Duration: | minute/ lovel (113

Fow firrcn o Pr.‘l”.!.l'rl i hllf ired, afid o Ifml'l‘ e I'JTE samé rolor ds yerir
dragonmuork afears ol i

While you are under the ellect af this spell, dragans
rannolsee. hear, oramell you Even extravrdinary and
wipernaural eensory capabilinies {including blindsense.
hlindsight, scent, and rremorsensel cannor derect or
lnrate you. [Fsoulouch a dragon or atiack any erealure
(even with aspell}, thisspell ends. 1fa dragon learns of
your locavian by other meana (lor example. il another
ernstiire tells o where you are, or 1§ you distueb (s trea
sure hoard} st can attempt 1o sttack you, Howeyer, you
atil] hive tatal coneralment againat it
Deagonmark: Any 1eue of aberrant dragonmark

IGHITE DRAGONMARK
Transmutation [Fire)
Levelr Artificer 2, cleric 2
Components: V. 5 [y
fa'l.ﬂinﬁ Time: | ssandacd acvion
Hlnr_-. Medium (100 [t + |0 £ /lewe])
Target: Une dragonmurked creatire
Duration: [nuantnneaus

Saving Throw: Will hall) ser jex
Spell Resistance: Yes

druid 7, sorcerer/wyzard 2

With o snft utterance and @ sharp thrusl of pius hasd, you casse the lirgel
dragenmark ta burd indy flamie

The warget’s dragonmark ignites momentanily, dealing
it 1d6 points of fire damage per caster lesel (marimum
5d6). In sddition, the warget cannot use any of its dragon-
mark powers for | round per 5§ points of damage taken
(ronnded down).

Uragonmark: Any true or nberrant dragonmark.

MARK OF THE WILD
Transmutstion

Level: Druid 5, ranger 4
Components: V, 5, Dy

Casting Time: | standard action
Range: Personal

Target: You

Duration; Ser tes)

Your drapanmerk grose sures. Dasgerous nnimal: nearky s laagee regard

you i o Threwt

For the duration of the spell. ne antmal thersiens or
attacks you unless you atiack it firsl, Thespell s duration
depends on the strengih of your dragonmark

nrqgul'lm..rl nun!iﬁn

Least | min./level
Lesser [0 min hevel
Greater or Siberys | hour/level

ITyou attack any animal. the spell ends immediately
Dragonmans Any 1vus or aberrant dragonmark

MARKED PULSE

Evacarion [Farcel

Level: Sarcerev/wieard 3

Components: V', 5, Dr

Casting Time: [ immediate action

Range: 20 b1

Targets: One vrenture/devel mroa 20-11 ~radius liars
centered on you

Duration: Instanibnedui

Saving Throw: Forfiude halfi sec1exi

Spell Resisvance: Yes

Tou unlraih a j]u.ln' o Mulﬂt--_"run RETE Y thail +lams imbi) pisaye Jores

Creatures you select within the spell’saven rake force
damage hased on the sieangeh of your deagonmark

Dragonmark Force Damage
Least 26
Lesaer Sdh
Greater 4d6
Siberys Sd b

If you possess s grearer or Siberys dragonmark. sny crea:
tiare that faileins Fortiiude save ivalio knocked prane,
Deggrnmiink: Ay 1vue ddagonmark.

MASK ABERRANT DRAGONMARK

Transmutation

Level: Assassin |. hard |, surceveriwizard |
Components: V. 5, Dy

Casting Time: | standard action

Range: Personal

Target You

Duration: | minute/leval ()

Fou reshape pour aberromt dragrmmark o make f loak fike o fre drugonmark,

Thas spell physically wliers your aberrant draganmark
to look like ane ol the twelve true dragonmarks (your



chaieed, You do not gain any of the spell-like abilities of
the true dragonmark, but you are treated as having that
particular dragonmark for the purpose of being able 1o
cantspells or use magic items that require you o have a
mark af that type. You can continue to use your aherrant
dreagonmark spell-Hke abilities as normal,

[Fyeu hive a base aberrant dragonmark, you can reshape
it inta the farm af any least true drngunmlrﬁ. [f you have a
lesser or greater abetrrant dragonmark, you can reshape it
into u lesser or gremer irue dragonmark, respectvely

I'his spell taxes the body. At the end of the spell’s
duration, you are nauseaied for 1d10 rounds,

Deagnamurk. Any aberrant dragonmark.

RAY OF RETALIATION

Abjurstion [Force)

Level; Artificer 2. bard 2. sorcerer/wizard 2
Companents 5. D

Casting Time: | immediate action

Range: Sec text

Targew: See 1ex1

Durstion: Inuvantaneous

Saving Throw Nane

Spell Resistance Yeu

Vo rutse your hand to block an incoming ray attack and absorb the energp
inta yaur dragoamark. An mstani later. o ray of force. calored like your
draganmark, sfrings from your autitretched hand and roces back towand

_yous pltocker

When you are hit with a ray attack. you can cast this spell
to negate the ray’s effect and turn s energy back sgains
it caster, You must be aware of the ray attack and nort flat-
faored. Casting thisspell isan immediate action that does
not provoke sttacks of opportunity. You must suceeed on
a ranged touch atteck. 1M the ray hits and penctraies the
targer’s spell resistance (il any). you deal an amount of force
damage determined by the strength of your dragonmark.

Dragonmark Force Damage
Leant 146 per 2 caster levels (max. 5d6)
Lenier 148 per 2 caster levels (max. Sd48)

Greater or Siberys  1db per caster level (max. 10d6)

Your ray s o foree effect with the same range as the origl-
nal ray. You cannol use the ray to attack any targetather
than the caster of the original ray,

Deagonmark: Any true or aberrant dragonmark.

SPELL HAVEN

Transmutarian

Level: Bard 5, cleric 5, sorcerer/wizard 5
Components: ¥V, 5, F, [}r

Casting Time: | standard action

Range: Personal

Target) You

Duration: Permanent unnil discharged (D)

Yo touch o dragumbend to pour forehend and conorminate. cousing your
dragonmark to fingle @ if tramforsu infe o regptecle capable of soring
o sngle ipail

This spell sllows you to store another spell within your

cant that has a easting time of 1 round or less, Oply ene
such spell can be stored in your dragonmark at any time,
and the maximum level of the stored spell depends on the
srength of your dragonmark.

Dragonmark Mavimum Spell Level
Leant 1]
Lesaer rd

Greater or Siberys Btk

The spell sored within your dragonmark can be cast as
an immediate action and does not count agains your
normal limit of spells per day. Any necessary material
components for the stored spell are consumed when the
spell is stored

Aspell bound to your dragonmark cannot be lost or
stolen by any effect thay affects spells prepared ar avail-
nhle spell wlots,

Forge: A Siberys dragonshard (for casters with true
dragonmarks) ora Khyber dragonshard (for casters with
abervant dragonmarks) warth at least 300 gp per level af
the bound spell

Dragonmurk: Any irue or aberrant dragommark.

SUMMON LIVING DRAGONMARK

Conjuration l:'iummunlng:l |Forcel

Level: Bard 3. cleric 3. sorcerer/wizard 3
Components: V. 5, Dr

Casting Time: | round

Range: Close (25 [t. « 5 fi./2 levels)
Effect: One summaned Inim.g dragonmark
Duration: | round/level (D)

Saving Throw: None

Spell Resistance: No

Yous summon o westhing mas of energ p aith a vaguely dragondike form, nol
uilike a theee- dimennonal vermon of your dragenmark,

Alwing dragonmack appears where you designate within
the spell's range and wcts immediately, on your turn. It
actacks your opponents 10 the best af its ability, and you
can direct {1 1o attock particular enemies, N eannon per
form nny other actions.

You can summon only one living dragonmark at
atime,

Dr