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orrash, Kuduth, and Ural
‘_ had journeyed long to find
r"\ the mysterious Shadowmere,

i and the Cliffs of Torment that stoad
" at the lake's edge.

omewhere in the cliffs they
hoped to find the Orb of

Kevrik the Crusader.

fiercest denizen—and then they had to reach the “=

Orb before the agents of the Lords of Dust who
had been trailing them for weeks. . . .

4 B ut first, they had to deal with the Shadowmere's ==




CHAPTER OHE

BUILDING AN
BERRON (CHARACTER

he Enernens Compoign Setting pravides all the rules

necessary for ereating o character to play in

Eberron. Key rules elements introduced in

that book for new characters include four

new races—changelings, kalashtar, shifters,
ind warforged—and one new elass. the artificer, ax well
as a number of leats, prestige classes, and spells, Iy also
nffers !I.Iil].lllll'l". 1n rI'll:I-l:I'!.I:ﬂR’ race, rl.'!.-;.x, Fenis, and pres
tige class based on o character’s region of origin, so vou
can make a Brelish character feel more Brelish than one
rr“ll'l Aurll"-ll'l'.

What the Epcrpon Campaign Setling doesn’t tell you is
how to make your character feel like he or she belongs
inthe world of Eberron. That's what this section does. Tt
outlines adozen character archetypes— basic personality
and background packages that can help you makea char-
acter who feels like a coherent parl of the s.eujng. Same
of these archetypes are fairly generic: Any setting could
feature outlanders, for example, or restless wanderers.
Oihersare uite hpn(‘.i.nr o Ehervron, i|'|r|u|:|il1g chroniclers
and inquisitives,

Mast archetypes work just fine for characters of any
class and race. An outlander, for example, could be a half-
ling barbarian from the Tulenta Plains ora halFore warlock
from the Shadow Marches, Not every cambination of race,
class, region of origin, and archetype will make sense Lo
you, though. Try to find a combinston that appeals to you
and work from there,

There is no game-mechanical benefit to choosing a
character arrhri\l.-flr. Rather, each a rr|1r11l.r-|::|1- ponsisly .-u:h*l:,-
of suggestions for developing the background. personality,
and mannerisms of your character.

CHRONICLER

"What u story ™
Kolva Dannor, gnome bard

When you can sell a story to a publication such as the
E{Jrrmrb:’r_{ n]frl’lﬂlf:f or l"lf Sh:rnl ;ﬂf‘llljlilll{'r r!.'i‘r:.rr}unx |1'I|'Ir
happens sround you stars to look like a story that needs
1o be written. You seek out adventure wherever you can
find it—but you sametimes act more like an ohierver than
n purticipani

Adventuring: You grew up reading abour the Last
War in the pages of the Kerranberg Chrenicle, and thought that
it sounded exciting. You smagined yoursell huddled 10w
tent near the front lines, serawling a dispatch that you
would send back to Korranberg to be read across the Five

Mations. OF course, once you Hnally got a job writing for a
small locol chranicle, youspent more time talking to farm
ers about their eropsthan you did doing anything remotely
resembling adventuring. Now you've made i1: You travel
with a group of adventurers, write about your experiences,
and sell the stories to uny chronicle that buys them. At least.
sometimes you sell the stories,

The primary criterion h? which you Jlldgl,' whether
o undertake an adveniure is whether or not you think it
will make a good story. By "good story,” you might mean
one {harts dramatie and exciling, or you "”‘KF'[ mMean ane
that will sell. Cther factors are less important: Will your
participation make a difference inthe world? Are innocent
lives al stake? Does the aldventure isell pay well? It daesn’t
matter-—-as long as it makes a good story.

Ifnothing else, an adventure could avleast et you close
tooa I.I-IE stary that's atherwise unrelated to the adventure
itself. If someone wants to hire a group of bodyguards foran
airship journey, you might net show any interest atall—unil
:fl]ll Er-'l rr 1‘1“! an ‘irlllJI."Jr‘il.I'll ni'llﬁlr oar FJII"II'III‘\ IIiEIIIFITEJIl W'III.
be onthe same airship, on a mysterious mission, Now that's
a good story!

Prr.\unn“tr: You ng chromiclers .'Lj.l}‘u'u:'!l.‘:h their task
with exuberant enthusiasm, excited ai the prospect of turn
ing their experiences into pripping tales that will thrill a
new generation of readers. ls that you, or has your attitude
devolved into a bitter cynicism® [°s casy to fall into the jaded
view that chronicling is a preuy word for lying. trying o
make the horrors of war or the terrors of the world sound
i,-ul:niux. Mt iu-':,-. excilement sells siories, so ':l'l::ll.l.]] make the
story 83 lurid as possible 1o make the sale.

Behavior: Take nates about everything your com-
pamions do. You might even be tempied 10 hang back ou
of combat for a moment or two while you finish seribbling
your notes about the events that led 1o the combat, (Don'y
take thisto the point where your allies hecome angry at yaur
inaction. Finish jotting down notes instead of moving in
between spells or other helpful actions.) Most imperwant,
act as though you were a character in an exciting story that
will he tald around the world—hbe dramaiie, be ||.:|.-||..u.||'|||:_
take risks, and live large.

Language: Words are your livelihood, so talk a lat,
Describe your awn actions as il you were writing them far a
popular audience. You might refer 1o yoursell in the third
person, either by name or as "your intrepid chronicler”
of "youtr humhle seribe.” Describe the actions af your
companions and your enemies in the same way. When your
companions do something dramatic or memorable, narrate
what happened. even as you continue highting.

HMAITYEAYHS Y NyRICTTIN$H



Variants: You could be an aspiring '.'I.l.'rl.':,.'lr”nl !1||i1i1|.5
to gain experience so you can "write what you know.” You
might write for the chronicles. but with a focus on exposing
corruption or scandal rather than telling thrilling tales.
r_‘]‘r ?'IIII. ITIIH’!]I ‘ill"l]j‘:r' l‘l'l.ll'l:p' l‘_!l,'l.l'lg W.I'l.l_'rF Ih1r'|§‘r:.;| re I'Iqll}!_'l-{'fl
ing. er being arpund [amous and importam people. and
writing for a chrenicle is an effective way of accomplishing
|i'||-||. glh.11.

DEVOTEE OF THE HOST

“Sovereigns preseroe i,

—Kouduth, half-elf eleric

Even ifyou're nova clere, the deities of the Sovereign Host
are important 1o you, You were brought up 1o show them
proper reverence, and devotion to the ideals they represent
gll!rir'\. :r'l"l-llr J"'IFI'?' '-1I'II

Adventuring: You have been profoundly influenced
by a particular cycle of myths relating to the Sovereign Host
iIIIJI tl‘ll‘ nil I'L: S'I X~ ll'l:r" II.'| !1I|I| are ne Illllg{"l'wllir‘t?«' 1n]r]. Elll'
that have inspired countless generations of heroes to ke
up arms against the forces of evil in the world. These myths
Are |'|'|I.lF1't|.'\'FI\' I.ul!ll'll IIIP Rl']il']llli'll. R“Eil. dr‘li II‘!F:{ 'rill"ill 1?F
the original and engoing rebellion of the Dark Six against
the rule of the Sovereigns, According to these ancient
lnlll‘.‘h. il ts i I'II.' Wil k IIi [II.'P lJl”ﬁ'iFl]‘ (2] |:|r Irlg [I'I.I' r)-l l'!- Hll !'Iill'k
inta the fold, which will be accomplished by quelling their
rebellious followers.

N.III.II-I.I.I}'. reaniling the
Diark Sixwith the rest althe
pantheon is not likely

Gaven,
a house rencgade

L hdl':]n-h any hime soan, .|.=I:|'||.'Ju§"|| oErlacn Ao .||\-}|II|
groups believe inits inevitability, Thus, for mostsdventur
ing devorees. quelling the rebellion by slaying monsters,
pnprisoning necromancers, and proselytizing changelings
15 litile more than a gr:ml |r,u11__r-rr'1'l11 _|1_|-Ll:|r1:4_'..'||1r1r1 For aetions
that also make sense in the short term, by making the world
safer For the civilized races of Khorvaire.

Pf'l'ﬂllrldl;t}'! \'.u'ur l!F'\II'!I!r! L Ii1r' ] Il|!|1 H]IIIII"\ I I‘I r:ulgh
everything you do-—ai least, you hope it does. When you
enter battle, you try to reflect the strengih of Dol Dorn
Hllil |!|I' I"HIIII.JI L.Jr DIII ."kl.]'-lll. ‘.r“?l.l. 1""“!'1' jll |'|.}'|'I‘| 14] [)]IJL!I il
Arawai, and Balinor before eating, to Onatar before
using your erafting skills, and 1o Aureon every time you
cast a S.E’:Il.'”. YI.-.IH III atect rullll.l.lll::.‘h |||I1I \'Irinlli'r.\ in l]llllul'il]!'l.
of Boldrei, ond you guard caravans and merchants for Kol
Kerran'ssake.

Behavior: Your devotion s your defining charac-
peristie, but it deseribes litile about your per '.r:||1:|.|1|:'!|I Yo
are not necessarily a prude, a pacifist, ora philanthropist,
though you might be any of those things. You try to wrap
ey I'}'.Ellllg :r'llll II“_I ima '|]'| rll‘]ll 11[ rF]IgiLI!J\ II',""II' 10610, &.1F||
probably don't de it consciously to 1ry 1o impress orthers.
rather, you do it because that's how you've learned 1o do
|I|JI|§‘1. ‘.1||.I IIIIEiI' I—FFl ||Iil| |".-'l'r"|11.:||15 :r'llll. ll'l-lkl' NI‘IIJIIIII
be dedicated to Qnatar, but the prayers you recite out of
habit while craflting are only the cutward expression of that
intringic helief.

Language: Prayers, vaths, and invocations pepper
your speech. Generle invecations of the Sovereipns serve
many purpases, such as "Sovereigns preserve us!” or simply
"Suw_'rc:gn!,'““ J'I\f_'r! s an l_"!ljl'[_""-lr_'ll'l I'_'I!I“LI I'[_'lr'ISF 0nr rll,l?l'lal
tion. Curses often usethe names of the Dark Six: "Aurcon's
Shadow!” or "Keeper take youl” are commaon ones. Feel
free to improvise short prayers to Dol Dorn forwading into
battle, to Olladea before cating, and so on

Variants: You might be devoted to a particular deity of
the SD\-’!'J'FigII Huost rather than the entire [_-.n:lhean. If:,-uu
worship the Silver Flame, laok at the Templar of the Silver
Flame presiige elass instead, [fyou follow the Path of Light
or revere the Undying Court, your specific motivations and
aaths will viry, bt your hasie ||1-r~,|:r:.111t} could resemble

gither this archetype or the Silver Flame templar.

Housk RENEGADE

“f prefer not be use my famly name, thank pou”
_{:'dlrrjt. I1|’J I "ﬂ'] [ r |II|.:|;P:

Sometimes being a member of a dragonmarked house
means power. prestige. and influence. Sometimes it means
||.'\.'|r|g FI!’I11E!.-' under the thumb of a rn:|1|.|:rn1|:|r1g relative
until vou ean find a way to escape. Congratulations—you've
found a way.

AI!"EI’I'I.II‘:I'IE’E ‘r’ll\] ||.I|"Fllt|.l.l'l' .IIT'I:'III.I.'uf Jtr“ :Il'l[l'l 1Llnll|.
the alternative. o tightly controlled life as part of a dragon
marked house, Your family thinks vou should be home,
putting your talents to use in the service of your house,
\'uur maot I'Il"r wants "{}II 'ﬂ'hl_‘l'f 'll'll' can kl,'l,"l_l‘ an I"'?'l" nn :r'l_l'll
and make sure you don't get into any trouble. Your father
wants to find you someones appropriate to marry and keep
your children elose at hand

Fundamentally, you adventure becsuse you know your
family hates it. You might not know yet what you want to do

I||'||'i.||1 }'rl1ll’ lll‘i"—-“ll‘l‘"tﬂ.l ng III..Igllnl J1I‘-| hl‘ '\:IIII!FlIIIIIg :f'ﬂl.lll'l‘



doing to kill time until you hpure it cui—but you know it
won't invelve the work ol your house,

Personality: Clearly, you've got a rebellious streak.
You don’t necessarily reject all authority, but you certainly
don'tlike 1o be under anyone’s thumb, You can be sardenic,
eynical, and harsh sometimes, especially when the peaple
around you start sounding like they think they own you, But
you're not bad at heart. ls it so wrong 1o want to shape your
own destiny?

Behaviar: Fven though you've probably heen dis-
owned, you're used to a life of relative luxury, ond your
habits and mannerisms reflect that. You prefer 1o stay in
upper-class hotels rather than commaon inns, and ta feast
inaprivate dining room rather than squeeze in to a spot at
the baard 1o get your share of stew with the peasants, That
said, you have a lul mave respect lor the working classes than
maost people of your station, ond you're not inclined 1o boss
people around or expect doting service. These people have
aspirationsand dreams of their own—you can't follow yours
without encouraging them to follow theirs,

Language: Youwere brought up well, and your manner
of speaking reflects that. You have an educated vocahulary
and a solid grosp of correet grammar. You avaid slang and
vulgar language. unless you intend 1o shock or provoke.
L course. house renegades live to shock and provoke,
r\]nri:ul”r when 1.!'u.-}' krnow that nthers have |:|n:|'r1.‘u|.1rr|rrl']
notions of how they ought to behave and want 1o shake up
thote opinions.

Variantsz: You n1iE|'1.1 he ] ruuﬁg’rr g-ln!:i of a nohle
family rotherthan n dragonmarked house, oreven a former
eising star in a church hierarchy fleeing from the control-
|i|'|.§ inMuence of a rtllglluus. mentor. In addition. your
reasons for fleeing your family might vary: Perhaps you
committed a erime, orachange in power in your house left
yeou out of Favar.

HOUSE ScioN

“Yes. father. | realize this reflects poorly on our house, [ apologize.”
—Ural d'Orien, human sarcerer

Forget the noble families of Galifar—ihe real power lies in
the hands of the draganmarked houses. You are n member
of ane of those houses, and though power comes with any
number ol responsibilities, you welcome your familial
duties as & reasonable price to pay for the social. politieal,
economic. and magical power to which you are heir.

ﬁdvnnluring: Adveni uring hasto B inwith the duties
that come to you by virtue of your house membership. With
luck, the two caincide perfectly: You undertake adventures
at the behest of the head of your house or some other promi-
nent figure (perhops o parent), performing missions that
advance the aims of the house or simply bring treasuresinto
it eoffers. When you're not so lucky, you still need to bear
your house's interests in mind—looking for opportunities
to acvance your own house or deal a setback 1o a competing
one. Any secrets you unearth or treasures you claim ean
biene i your howse, and nn}-!hlngﬂﬂﬂl huris another house
helps yours,

Personality: You were born to power and have come 1o
view il as your b |1.rigl1l. You can e imperious, arrogant,
and spoiled at times, and at the best of times you are smugly
superior, You can also be caleulating, dispassionate, and
even amoral, depending on your alignment—the demands

of your house someiimes do not coincide with the expecia-
tions of traditional morality. You are comfortable in rigid,
well-delined structures af authority, as long as you know
your place in them,

Behavior: You are uied 1o a life of comfort, and take
pains to keep up to that standard while adventuring, per-
haps even 1o the point of using Leomund's secure sheller whale
traveling through the jungle so that you can rest comfortably
at night, Depending on who your adventuring companions
are, you mishl see their COMPAnY as i Necessary evil Far the
work you must do, preferring the compuny of others while
youare in cities between adventures. You might even spend
the evenings, while your campanions are sharing tales
around the campfire, writing letters 1o your true friends
and dear family members back home.

Language: You were brought up well, and your manner
of speaking refleces it You have an educated vocabulary
and a solid grasp of correct prammar. Aveid slang. vulgar
language, and even contractions.

Variants: Rather than a member of o dragonmarked
house, you could be part of a nable family, such as enc of the
noble hauses of Galifar or a prominent family of Aerenal.
Alternatively, you could be part of the rising middle class
inone of Khorvaire'ssplendid metropolises. born to wealth
without any privilege of name or title.

INNOCENT VICTIM

"H'"&r o el i im?lrjru'rmg T e
—Lira Racvan, human bard

Bad llll ngs E'I.IPI.II.'II [{¥1 'Ilrnu u“ the Lime, bt ll:ll'l.l!.l.g]"l A T
bination of amazing luck. phenomenal resourcefulness,
and maybe 4 dath of a greater desting, you always seem 1o
come thraugh.

Adventuring: Most people adventure because they
choose te, for one reagon or another. Not you. If you had
a choice 1n the malber; ruu'lj he back home ]i\rif‘ls A fuaed
life where nothing extraordinary ever happens. But ever
since the day when the Emerald Claw agents burst into yaur
hame looking for you. or you woke up and found yoursell
insstrnnge forest with o drogon saying you were purt of the
Prophecy, or you manifested psionic or magical powers you
never knew you had—ever since then, this lightning-rail
ride of a life has been moving so quickly that you don’t know
how to jump off and get things back to normal.

Mayhe there is something special about you. You
could have unusual powers, or play a key role 1o a prophecy
{draconic or otherwise), or maybe a shard of an ancien
artifact is embedded in your fHesh. For whatever reason,
oilher ]mul:rle are far more interested in your life than you
yourselfused 1o be, You've managed 1o keep one siep ohead
af them se far—or maybe you haven't. and "they” are your
adventuring eompanions,

Personality: You are somewhat bewildered about all
the events that have brought you to this peint in your life.
You don't understand why people are so interested in you,
and you afllen wish lhﬁ}r'ﬂ_juu leave you alone. You'd rather
not go through all these harrowing adventures. but some
greater force in the world seems to have decreed thatadven-
ina Fing s your |1_'|l N hﬁ-. 11 :,.-n'u'tt ||:|1.| (T I'Igurr oul hierw 1
make the best of it,

Take care not 1o degenerate Into constant whiningand
camplaining, or your eampanions will guickly tire ol both it
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and you. You've heen thrust into the spotlight against your
will, if you speak softly and try to deflect that attention,
maybe things will quiet down soan. Also, don't assume that
every adventure should be about you and the people who are
after you. Don't ever believe that you are as importani as
people seem to think you are.

Behavior: Cling to the illusion af heing an ardinary
person yanked unwillingly into a hife of adventure for as
leng as possible. Practice your crafting. profession, or
performing skills as if you intend to make a living with
them someday. Rely on your adveniuring campanions lor
some degree of protection, while looking for ways vo con-
tribute materially to any situation without intentionally
meaning to

Language: You are soft-spoken and unassuming.
Downplay your own importance and sny successes you
accomplish. If you kill a grick with your sword—well, that
sure wat lucky, wasn't it? And those agents of the Chamber,
they couldn't possibly be looking for you,

Variants: You might suffer from amnesia, and your
adventuring career is an ailempt to recover the knowledge
and abilities you have lost. If others are interested in you,
it's because of who you were before losing your memory—in
which ease your enemies might hold the secret to uncovering
¥OUuT own past

INQUISITIVE
“If you're the ambassador, {'m the Lord of Blades. Now, how about the truth?
=Lreilath Movanek, half-elf master inquisitive

Asaresident of one of Khorvaire's great cities, you've spent
far too much time immerzed in itz shadows. You've seen it
all, and nothi ng lazes yau anymaore.

Adventuring: Adventuring. to you, isall about invesu
gatingcrimesand making sure the criminals pet what they're
e, You ]'I1'1'I1Il' mutders, find HissITIg I:II‘.rIfII‘I". .'.Il‘rlj black-
mailers. and break up smuggling rings, Your investigations
are not necessarily limited to such mundane problems: You
I|1jg]|.l unmask a rakshaza |1|::|.‘-i.|'|g a%a L‘.i.11l,- councilor, ind the
possessed ancient mask that foreed the professor to commun
all those grisly murders, or dispel the magic keeping the
house scion’s son in his comatose slumber.

This archetype 13 best suited for & campnign with a
limited peographical scape. whether it takes place ina
single metropolis (such as Sharn] or hops from city to
city, Decasional adventures rlllghl tike you oul into the

wilderness, bui 1I,r|;|u'1'|.r most at home in dark -"t”lf].'.'\.- and
bustling roadways.

Personality: The city's underbelly can be a bleak place,
and that fact has certainly had an effect on your disposi-
tion. You're so used to corruption and erime that you don't
expect to meet honest people. and you're surprised avacts of
selflessness and sacrifice. "Jaded” doesn’t begin to deseribe
how cynieal and hiter you can be in your worst moments.
You've been cheated so many times that you always ask for
money up front. You've seen go much hatred and death that
|1||!]'|.i:||g shocks you al this paint—ar al leasi ithat"s the tmage
you project.

Deep inside, there might be a part af you that still mourns
VT BVEEY B0 [Ise you Frd '\.-Ell_ql.wlll‘il. 10t .':”r'!-. siall grlr\li"n for
the lost soul of humanity and its kin, and still helievet there
might be some hope and goodness left in the world. But you
krow full well that if anyone sees that tiny part of you, they'll
exploit it—or at least mock it mereilessly.

Behavior: Cultivate behavior that conveys just how
tough you are. Sharpen your sword or hddle with a dagger
during down time. Never open a door when you ean kick it
in. You might be able to talk your way out of tricky situa-
tions, but you should alse be prepared to fight your way our:
Ihe kinds of people you deal with usually prefer to fght.

Language: The wiscerack is like an off-hand weapon
for you. In every battle, you can attack with your primary
weapon and get in a verbal barb or two as well. Even when
you're not in combat, your speech reflects your cynicism,

Variants: You might be a freelance investigator or work
for alaw-enforcement erganization. For a slightly different
take on thisa rrhrr”:ll_-. you could wark in {:.]'_iiun.ilgr, Fanus-
ing on intrigue among nations or dragonmarked houses
rather than crime on a local scale,

OUTLANDER

"Yisrir citees haun mmllr’;-ulr m_lﬂ anil weak!™
Corrash, halfling barbarian

Like & wolf cut off from its pack, you are & member of 4
barbarian culture (not necessarily an actual barbarian)
away from your tribe, You wander through the civilized
world bewildered and isolated, looking for companions
}'JILI can ri'l? on
Adventuring: Your poals and approach to adventur

ing are probably closely linked to the reason you lelt your
homeland and Ta r||:|'|].-. Yiou mlg'hi be ona fpuest to Find some

F—_—_ﬂ

PLAYING AN INQUISITIVE

Ihere's a line line between playing an archetype and
lj.lll'.lnl'l:p‘l ng astereotyps, and the |l'||1_uj§.'|ll'rr mi.gl'li be the
maost prone to crassing that line—if only beeause the fine
prose of Raymond Chandler (The Big Sleep) has itself been
subjected 1o so much parady and unllattering imitation.
Pl]lrlllg an Ehrfrl!rl Il'll'l“i.'uh'l'f ns IJ“.I Plllli]'l M:ITII!WI‘
imitation ean drive the whole world into parody. If you
drink Zil brandy, wait far a call on the speaking stone, and
!ﬂlk]lht‘ lT'u:thrl'!.' “ugﬂrl ona IJa'l.lI |1'}|. I|1I.'I'I. E]‘ll"rrl::ll! Slaris
to look like » ridiculous parody of the modern world, with

magic simply duplicating all the rechnologieal wizardry of
Earth’s 1930s.

You can be hard-bitten and tough as nails and sull
fit into the magical/medieval world of Eberron. Think
aboutl the essence of your character—a tough nut who
has seen the worsi the world has 1o ofTer but refluses 10
be corrupied by iv—and sirip awny the elemenis that have
become stereotypical. You don't need to rely on old cliches
ol behaviar and ]n"glmgr.

b_————d



item or piece of knowledge of sipnificance to your people—a
relic it hat can cure the Jr!rlg'ul- ravaging your clan, a tome that
will reveal the nature of the demon that hunts them, oran
artifacethatexplains your people's history or some aspect of
it. Alter natively, you might be secking 1o prove yourself—to
ExOneraie '!.-r:|||.1'-u_'H‘u'|‘ nerime, towin the hand of the chief-
tain, or simply to secure your position as an adult in vour
community, Uryou might have been banished from your
l'IilII. ‘I.il-'l il Crumer :;'l'll iIl"I.IHII?' r]llr coermrmaf, i|'||.1[ are Frl!'l"'l‘l'
unuble to return.

You might eventually prow so aceustomed ta life among
more civelized Iu"u}:lq' that you don't wani 1o Feturn, or
become restless and uneasy among your own people when
you see them again.

Prrhu:lal;l}:: ‘I'IIIIIII all ||||.l|.|" Iowal I.I cay ||If|.|| 100 S !'Il'l.ll
defining characteristic, Decide how you view the civilized
society around you as well as your sophisticated allies, and
Lry to see everylhing around you through that lens. Do you
maintein o superior contempt for their soft and weak woys,
or do you find those ways alluring? Do you wander wide-
eyed through the magnificent towers af

Sharn, marveling
at the sehievemenis of magic wnad Ir-rhnu]ngy_ or do yvou feel
trapped any time vou're forced to remain indoors?

When vou return to lands that are more comfortable
||I|l| tI“IIII]I-Ir ‘II‘TIIII |'1|a|l1g1' ?flllr EIFLIII'{lIT‘I'II'I'JIKLII':I‘!!I- ||Ilr
on more of o leadership role, or revert to o role like the one
you have in your homeland, whatever that role might be.

“I'}IH"LHTE‘ II1|I'-‘ II‘\JII-I r1r‘|r‘|"\.- III.aIkF sEOme Frt‘lll‘ L8] jll'ill"
tice the traditions and rituals of their homeland no maner
how far they travel. You might do this simply eut of habit,
EVEN III\'III.I ll‘!lllll'lu'l[l" I1|r EJFrIFr.‘h £l lll! mores IIF?'I.'II.II' Iﬁfll‘llli‘.
These minor riruals might inelude hunging charms arounad
asleeping place, pouring out wine to the cardinal directions
IFFI"FI'I‘ III'I'II.LIIIK_ I-Il\lrls SOBVETIET PIIIL!:{ |I.'|rr'\.- rl'll‘lrl '|’i|l1|
foes, or invoking the names of patron spirits or totems m
frequent intervals.

I.illlgllilgr'. F.'r'l‘ll IJ :-'1"'“ are nol f'TI'II'I'I:ﬁ' I'IIIII!EII":IEJIF
speaking Common. you are just as capable as anyone of
expressing complex thoughts and sophisticated ideas in
YOFLLE Diw i 1|1II5U-|31‘. Hl::l!lﬁ‘ IlII.I AREL UF:{!}‘JL malave IJJIE Uﬂgf
inté vour 'L]II"{"I_'h Slfllg“h_' for words sometimes, os if
trying to find the right way to express somerthing complex
or idiomatic that comes naturally to you in your native
langue Avord aecents unless you can F|,1|| one of Fwithout
sounding goofy.

Variants: Warforged as a raceare similar to outlanders
i |.I'|4I1 I'I.III'IIaI o SOCiely Can Seem st r.1:r|§r :|l1r] ill'lf'll Fi] |11f'l1|.
but they have nothing to eompare it to, except perhaps a life
inthe military during the Last War. As analternative, your
Elﬂl.;ag'l'ill.l. I'III llllgil! lll' ||.||ﬂ-::1l'| “I.ll:u' More exolic: r‘l'l ild]]‘ﬁ
you were raised by wolves or a lammasi, or brought up on s
different plane of existence.

RESTLESS WANDERER

“IE's time to strelch my legs, flex my siword arm, and give this quill something
[l |Jl|?'l:"lll' [T |'||I'.|l =

Thunvarch, half-orc bard

].hr: “'1’1'1!! 1% Ellg E'Ilalﬂl'. rl‘llll }'IIII |I:'n'r' no I]I".‘hl]!‘ {14 '1I'!1II."
down until you've scen 1t all. You move from place 1o place
as freely as the wind—blowing through the bering spots.
lingering for a while in more interesting locations, and

sometimes kicks ng up astorm

Adventuring: Adventures are what happens 1o you
while Yo travel. 1T Y seek oul adventure, it's hecause a
place sounds interesting, not beecause there’s anyithing in
particular you want to accomplish there. You are enger to
visit new places, iry new modes of transportation, ses crea-
tures ].-un"\.-c never seen before, and (at least (o some extent)
do things you've never done. [fyou can also learn new abili-
ties, acquire more treasure, and otherwise improve yourself
;J]r:ng e winy, that’s even better.

Personality: You've always had trouble sitting suill.
Perhaps you grew up in a tiny village where there was
'“"I”“H tar o, amd Frﬂrllrfl For a taste af the wider world.
Some experience of the world beyond your village might
have sparked your wanderiust: Perhaps a traveling troupe of
actors of musictans came through, or a party of adventus-
ers stayed in the village for o couple of weeks while explor
ing nearby ruins, That experience pave substance to your
dreams af a different lif

s—you might even have followed
the travelers aut ui'ruwn. lau r:l'h.:lrlg your life of w.'||1|:'||-r||1£
in a dramatic way, You still retain some of thay yourhful,
wide-eyed dreaminess and a sense that the world is full of
wu'rul.vr\.]ﬂxq wilting to be I“!‘.II!HFI_"J,I. You are nol neressir-

ily naive abourt life's harsh realities, but you retain o sense

Thunvarch,
a restless wanderer

ALIIYHYHD ¥ ONIdTTINg




=
[_-
&)
-
x
-
=
L
o
2
=
=
=
=

12

afl wonder that no amount albitter experience has yet been
able to guash.

You might have a particular interest that gives a focus
ta your wandering. Perhaps you are particularly drawn o
spectacular nutural wonders such as the Goradra Gap or the
Guardian Trees. Or maybe you're fascinated with ancient
ruing, preat monuments. ar exotic culiures.

Behaviar: 51.11.- an the move. Whenever you Feel that a
dungeon reom, asite, n nution, or even a continent has shown
yeu allic has 1o reveal, it's time 1o move on. You can spend all
the time yiou want .-.e.'n-rhmg the rooms ol a du nges—as ||)l|.g
asthere are interesting things to find. Butyou should be the
hirst member of your party te call a halt ta tedium whenever
it ariges and get things moving again.

Language: Your mind wanders even faster than your
bedy, making your speech seem disconneered an times.
Pepper your conversation with wide-eyed ohservations
abhout the sights, sounds, and smells of whatever place
you're explering new and comparisons to places you've
been betore.

Variants: Not all wanderers are motivited IJ‘,I" wander-
lust. Instead, you might be on the run-—a fugitive hunted
by agents of a widespread organization. such as the Dream-
ilig Darvk, the Aurum, the Chamber, the Loeds of Dus,
or o dragonmarked house, If you siay in any one place too
long. they're certain to find you. So you keep moving. you
lj'}- to avaid :|I:I:'."|.i!l|||g natice, anel !rrlu daon’t talk much
about your past,

SCHOLAR-ADVENTURER

"What I haven'l figured oul yet is whether there's any connection belween the
Tablet of Shummarak and the Mlace of Imprisonment imentrened in the Ser-
penies Fragments, Ifthere rs, that coeld explion o lal. ™

~|anik Martell, human extreme explorer

El:!lrrl.‘r_]n i.‘- Tlrh in I1i11||1‘}', -'Ir!ll rrll_ll'll]:p' r'iq'|1 in 'I_Il:uITIF W!'II,F
study history. Not content o sitinalibrary surrounded
by dusty tomes and crumbling potsherds. you do your
vesearch in the leld—wheiher in the r:,rl:lvr_li:lr.'lu ruins of
Xen'drik or the ancient tunnels of Dorasharn beneath the
City of Towers.

Advbnturing: Far you, ]Ii!“l“'r is ahowut di.\fl'.ll'!'l"lllE
the mysteries of Eberron’s ancient empires by cxploring
the ruins of Xen'drik's lost kingdoms and the remnants
of gablin civilization in Khorvaire. You yearn to discover
mighty artifacis and lost magical seerets, You hunger for
knowledge about the past. and you have never been content
to gain your knowledge from other people or the books
111!-:,' write. You want io deink From the souree, and thai
means adventure,

Personality: You combine a solid grounding in aca-
demie research and established knowledge with a thiest for
action and adventure. Yoo have an inguisitive mind and are
always wondering about the reasons why things happen and
possible connections between apparently unrelated events,
Your collection of schalarly tomes is Like a group of old
friends—you don't necessarily see them every day, buryou're
happy to spend hours in their company whenever you can,
Your name iswell known inacademic cireles: Same nf‘}-nur
fellow scholars praise you 1o the skies. while athers dismiss
you as a hack.

Behavior: Take notes on rvrr}-l h i.l'l.g. Cnlxr ||.|||g rams
and inseriptions into your notehooks, Colleet samples of

body parts from unusual monsters—ar even entire mon-
sters, if you can transport them. Treat shauvtered ceramics
and magical relicsas equally interesting, even asyou recog-
nize thal magic items are mare valuable and far more useful.
Yeou might be hesitant to use anything or go anywhere uniil
you have properly researched it or you might rush in to do
your ressarch on-site,

Look far ul:llun'lllr.lil 1es EO use your warious areas of
knowledge. They might not huppen very often, bu that
Just makes it all the more memorable when you de glean
some uselul inlormatwon from your it udies ol architecture
and engineering!

Language: Drop the names ofscholars both renowned
and obseure into your conversations. Introduce thearies
and observations by citing tangentially relevant research.
When you encounter a monster, try 1o come up with a useful
reminder about its capabilities to share with your compan-
ions, gleaned from the knowledge you've accumulated.

Variants: You need not be absessed with ancient history
and long-lost secreta—the world has its share of contempa-
FATY SECTELS 3% well, What caused the Mow r1||'r|s'?‘ What 15 the
truth behind the Blood of Vol? What lies in the interior of
Argonnessen? Who are the mysterious rulers of Riedra?
These r|_'|,|.l.-1.l'i|;'|r|-. are out there, wuil:i:lg T yiou 1o EII:IEIII'H

them and plumb their depths.

STREETWISE SCOUNDREL

“Don’t ask how [ know this guy. ! fust know this guy wha can help us aut.
all rr'g‘lf? i
—R'kash, shifter rogue

Not every hera is barn to privilege in a noble family or a
dragonmarked house. You certainly weren't, thaugh you
might hesitate to call yourself a here, The streets wre your
home—the gutters, truth be teld—and you knaw the back
ul]n}rs and the criminals of your home city os well as you
know your own gear,

Adventuring: If there's a better way than adventur-
ing to earn a ituirh fortune, yiru haven't Townd yelb. Ti's
a perfect denl: You can make use of the survival skills you
learned prowing up on the streets, you pain some measure of
respectahility, and you ncm.-.:}m.ﬂ]:.- find bags ol gold pieces,
which hold more money than vou can imagine anyone actu
ally using. (Though you're more than willing ta try.)

The driving foree in your adventuring life is, whether
you admait it or not, g burning desire to escape the cireum-
stances you grew up in. You want to make a life for vourself
that’s better than the poverty and crime that defined your
].-1|||:I|'|. Yo wand money, rcrlai.nf}-. but more than thai you
want respect, dignity, 1 sense of meaning and purpose, and
ashred of hope. You definitely do net want to die, alone
and Mriendless, and he left 1o rot 10 an abandoned sewer
tunnel. In your sdventuring coreer, thet's one risk you
would just as soon not1ake. You want te live 1o enjoy your
hard-earned wealth.

Personality: You konow the ways of the sireei. You're
acquainted with unsavory characters, you know how to get
certain things done even if they're not quite legal, and you
have moreithana 'Flil!'lillg I'-eril.i.."lril'!I with the x-l.'tng. \'igl!l.!l.‘\..
and methods used by criminals. You might not be an outlaw
yourself—at least, not now—but the ecriminal underworld is
your wiarld, Tor betier or worse. You have a sense of eihocs
and honor, primurily focused on the idea that you don’ttarn



on your friends. But actions that might make a paladin of
the Silver Flame cringe are just the way things get done to
your mind—actions such as paying bribes, fencing valuable
goods, or stealing magic tomes from your enemies. You're
wary of of ficers of the law, even if you have committed no
crimes. You've had too many bad experiences with the town
watch arresting you or your friends for no good reason other
than your poverty.

Behavior: You're fidgety. You pick things up and put
them back down, fiddle with moving parts, or pace if you
have nothing interesting to hold in your hands. Whenyou're
in a small room, you stay on your feet near the door—you
don't want to be trapped. When your companions are talk-
ing to the city watch, you stay in the back of the group or
out of sight completely. But when they need to find the lost
goblin shrine in the depths of Sharn, you step right up and
lead the way. That's your chance to shine.

Language: You speak the language of the street. Slang
isyour native language, and your grammar is probably poor
by the standards of a noble or otherwise well-educated indi-
vidual. You talk tough to back up your swagger and wisecrack
to deflect any probing questions about your background.
You probably know words and expressions that would make
a sailor blush, and you might forget not to use them in
respectable company—especially when you're very angry.

Variants: Perhaps you were not born poor, but fell
into poverty at a young age. Your parents might have been
disowned by their dragonmarked house, or they staked all
their money on a business venture that failed. Perhaps they
were natives of Cyre who lost everything they had on the
Day of Mourning. In this case, your driving ambition is
not so much a matter of wanting what you could never have
as a child, but of regaining the status that should have been
yours by birthright—the wealth and power you deserve.

WAR~TORN HERO

"After a hundred years of fighting, any 1diot could see that the whole war
was pointless.”
—Dania ir'Vran,-human highter

Khorvaire is largely defined by the travails of the Last War,
and that is just as true of its adventurers. You fought on the
{ront lines of the Last War. You killed a great many enemy
soldiers, and you carry plenty of scars—on your body and
on your soul.

Adventuring: You adventure because you can't think
of anything else to do. You joined the army as soon as you
were old enough and never learned a peacetime trade.
Afteryearsspent in war, you can't just go back to your place
of birth and learn to be a blacksmith. Your home might
not even be there anymore. Adventuring seems like the
only option left to you, and it offers the opportunity to
continue using the skills you learned on the battlefield.
In some cases, it might even be a literal continuation of
your wartime activities—such as chasing Valenar raiders
across the Talenta Plains or racing Emerald Claw agents
to Xen'drik ruins.

As amember of an adventu

ing party, you have a sense
¢ : . .

of belonging and companionship. You have a steady source
of wealth, more than enough to live comfortably. You have
some sense of purpose and meaning in your life. You've
made a reasonable approximation of the one thingyou really
want and can never again have: a home where you belong.

R'kash, a streetwise

scoundrel

Personality: The war savaged your soul far worse
than it could ever hurt your body, and you remain bitterly
wounded. Your life is a contradiction. Violence sickens you.
You saw sa much death and mutilation in the course of the
war that you had to steel yourself to it; still, you can never
shake the waves of disgust that course through you when
violence is necessary. But you live by violence, and ycu're
not sure you know how to give it up.

Behavior: You cling to the discipline of military life
because it is comfortable and familiar. You rise early in the
morning and practice weapon or spell routines. You like to
know the chain of command in your adventuring party and
prefer clear orders about standard operating procedure.
Even if some chaotic part of your belief system chafes at
these disciplines, a larger part of you relies on them to give
meaningand structure to every day. Without them, your life
might just fall apart.

Language: Yours is the language of combat. You have a
rich vocabulary to describe the maneuvers of the battlefield
and various aspects of your daily life. You speak of base camps
and rations, of reconnaissance and sabotage. To some extent,
just like your practice of military discipline, using military
terminology helps to keep your life ordered in your mind.

Variants: The warforged as a race are almost by defini-
tion war-torn heroes. However, their emotional response
to the transition from wartime to peace varies widely,
and warforged are less bitter and wounded than war-torn
humanoids. Awarforged has no memory of a life before the
war to idealize and attempt to recreate. Warforged find it
extremely difficult to shake military practices and jargon
that are part of their earliest formative experiences.
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erith, Jocashra, and Efarthien
K]’md heen searching the

Wyrmsperch Mountains for

some sign of the legendary hidden
shrine for weeks on end.

A

o far, no true dragons had
Suuud in their way, but

the wyverns seemed to be )
getting stronger and fiercer.

X "‘\.

ould their quest end with
Wiht discovery of the Mithral
_ Scepter, or would they fall at the

claws of Argonnessen's dragon defenders?



CHAPTER TWO

A GUIDE
TO EBERRON

he remainder of this book, startingon the fol-
lowing page, is organized into entries similar
ta thase you might find in an eneyelopedia,
You'll And extensive entries on topics ranging
fram Advent uring to Xen'drik. Each entry
contains the most ill‘l"lurlu!’lt Ii'l.i:l].ﬁi you need 1o know 1nan
EserroN campaign: where the dungeons are. who pulls the
strings, what organizations you can join, and what new feats
eI learn, Tueked among these entries are o few new pres-
tige classes, rules for playing some nonstandard races, and
new information about some of Eberron's remoter regions.

WHAT Do You KNow?

Esch entry ineludes a section titled "What Do You Know?”
This information gives you an opportunity to put your
Enowledge skills 1o use. It notes appropriate skills (with
check DCs) that allow your character ta share the informa-
vion you gain from reading these entries.

Ifyou justwanta general idea of how much your charac-
ter knows aboul the material inan #ntry, assume your char-
weter takes 10 on all appropriste Knowledge checks. Thus,
any fact with a DC of 10 or lower is considered commaon
knowledge and is accessible ta every character with average
or betier Intelligence, regardless of whether the churacter
has any ranks in Knowledge skills. [fyou have a Knowledge
(religion) modifier of =5, you know every fact assaciated
with that skill that has a TNC of 15 or lower.

ExoTic CLASSES AND RACES

The Eatiron Compaign Setting discusses the role that each character
class presented in the Mloyers Handbook plays in Eberron, and also
add resses prionic elasses. Complete Warriar, Complete Die, Comjilete
Arcone, Compleie Adveniurer, and the Mimotures Hondbook all present new
standard classes (as well as a wealth of prestige classes), Since
the rule of thumb s 10 exists on DED, then i has a Ellﬂ{‘E i
Eberron,” characters of all these new elasses exist in Eberron.

Similarly, new races desipned to be played as characters
have appeared in books such as Ruees of Stone, Races of Desting,
_ Ruaces af the Wild, Frasthurn, Sundstorm, amd Stormorack.

Scattered throughout these entries, you'll find sidebars
detailing the roles that specific new classes and races play in
Eberron. Sometimes, information on new races appears in
the running text—for example, in the discussion of the races
of Xen'drik on page 154, Occasionally, sidebars discuss the
use of other new rules introduced in DED supplements—
such as the Heroes of Battle information in the Red Gauntler
Regiment entry on page 93.

PC ORGANIZATIONS

Several enteves in this book deseribe some af the organiza-
tiens of Eberron, from the world-spanning Church of the
Silver Flame to the elite Bevenant Blades. A few of these
argamizations are so hroad that they would make excellen
frameworks 1o build a campaign around, These work best
if every character in an adventuring party is a member of
the same organization, allowing the goals af the party ta be
shaped by the goals of the organization, These organizations
are the Templars of the Silver Flame. the Morgrave Out-
reach Association, and the Red Gauntlet Regiment. The
templars can bring the PCs together based on o commen
relipious tie, the Red Gauntlets have a military theme. and
the Marg rave Dutreach Assaciation focuses on explaration
and adventure in keeping with the traduional emphasis of
the D&D pame: dunpgeon delving. Large-scale organiza-
tions such as these are discussed in more detail in Dungeon
Muaster's Guide I, but in general, these organizations improve
the sense of cohésion in the player party, immerse the PCs
in the game warld, and make the DM’ life easier by helping
get adventures rolling,
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ADVENTURING

DUNGEONS OF EBERRON

From million-yesr-old ruins in the Demon Wasies 1o the secret magical
chambers just completed beneath the Library of Korranberg, Eberren is
awarld strewn with dungeons, Countlessancient ruins dot the landscape,
and the Last War created o ngnﬂ:u'.'lnl number of rurns of much more
recent provenance. At the same ume, the widespread use of mugic makes
underground spaces—and extradimensional locations—bath relatively
easy 10 constiruet and rrrrl..'lr.’u.'l.lll:,- safe for -\.I_J;lr||1g precious Elrlld‘\'.. These
sites represent prime locations for ndw.'muring.

Ruins from the Age of Demons are rarely found intact, but some do
FEIMALN, LEPI rEl.‘llivE]:..- unda ||1.\Ei‘_-l'] h}- the E:L’lw!l'rul ancient |:||.|g'iit al the
fends. In some eases, the preservation of the ruinscan be traced to the
influence of a rakshass rajah Imprisencd benenth the ruing, so adventur-
ers exploring such a site are well advised 1o be wary of releasing a terrible
for, Ruins of such incredibly ancient date are most commaen in the Demon
Wastes, though several exist in Q barra and Xen'drik as well, such as the
lizardfolk city of Ka'rhashan in Q' barra,

The Age of Guanes lelt numerows ruims strewn across the londscape of
XKen'drik, eousingihe word "evelopean” to be inextrieably associnted with
that continentin popular imagination. (Uonsult the entey on Xen'drik
1u-g'i||r|i.||",-; Gn page 182 foar more information abhout those roins. ) The
ancient giants of Xen'drik built outposts in ether lands as well, so ruins
from this era can also be found in the Shadow Marches and in pars
1'[5“1'[.’”-].

The Age of Monsters might more properly be called the Age of
Dhakaan, and this peblineid empire left the most numerous ancient ruins
across Khorvaire. These ruins are most commaon in the southwestern
part of Khorvaire, in modern Propam, Breland, Zilargo, snd Darguun,
Heowever, Valenar contains both elf and poblin ruins frem this period,
and belore the D:nl,r nr?‘vluurnlrlg. scholars |Lr~:|'[r:|r rrvee] e e s ave e vl i
of Dthakaani ruins within Cyre.

Much morve recently, the Last War left ruins seattered across the
continent. The Mournland is avast, devastated nation e Frar rx|1||::|-
ration. although the conditions are quite hostile to living adventurers.
The war also left ruins in Breland (particularly in the northeast and
.'|I|.‘:|:|'|.§ the Tormer C:,w an border), between Aundair and Thrane, and
in the Talenta Plains, Any number of families would like to recover
heirlooms lost in razed cities, but these areas have become home to
dangerous monsters,

Mot every ruin and dungeon in Eberron is connected to one of its
greatancient civilizations or more recent catastrophic events. Abandoned
seitlements such as Desalate (in the Demon Wastes) and Nald runhold (in
the Mror Holds) are the victims of isolated circumstances. Somewhere in
the Blade Desert, a small shrine lies mostly covered with blowing sand,
the last remains of a civilization now ctherwise completely forgotren. A
castle inihe Shadow Marches is o rave remunder ol the Brest wave of human
settlement in thue region. In the heart of the Eldeen Reaches stands an
ancient tower. not crumbling to ruin despite its evidently very ancient
nrlxiu. s builders unknown and 1ty secrets as yel u r:ljtlunlwrl.

Finally, the vast expanscs of Khyber, untouched by any mortal
intrusion, provide a fertile ground for exploration and adventure. In
places, the tunnels of Khyber resemble the mundane limestone caves
and other caverns found near the surface, Elsewhere, long tunnels,
strangely smooth and even, extend for miles withaut branching, perhaps
kllﬂirn‘] by the 1I:|.e|.L:.-r and their minions in ancient eons. Kl'l:,.-hﬂ s an
alien environment, hostile 1o surfuce life but full of ancient secrets to
unearth, magical and monetary treasures to acquire, and alien monsters
to overcome,

WHAT DO YOU KNOW?

Knowledge {arcana)

DC 30: It is possible that magic more
powerful than any currently known
flourished in the ancient giant empire
of Xen'drik, learned from the dragons.
The ruins of Xen'drik might provide
clues to this truly epic magic, and the
elves of Aerenal may also hold keys ta
this lost knowledge.

Knowledge (dungeoneering)

DC 10: The Last War left dozens of towns
and cities across Khorvaire lying in
ruins, o say nothing of the Mourn-
land. These ruins are now inhobited
b”' monstrous creatures.

DC 15: Goblinoid ruins built during
the Dhekaani Empire dot the land-
scape of Khorvaire, particularly in
the southwest. Xen'drik, meanwhile, is
sometimes called the Ruined Land for
the number of glant-built structures
that now lie in ruins there. Both the
Dhakaani and giant ruins are lucra-
tive prospects for adventurers and
archeclogists looking for knowledge,
adventure, and treasure.

DC 20: A handful of ruins from the
Age ol Demons are scatlered around
Khorvaire, particularlyinthe Demeon
Wastes. These areas are typically very
dangerous.

DC 25: The depths of Khyber are an
alien, subterranean landscape. rang-
ing from natural-seeming caverns to
bizarre, smooth tunnels shaped by no
known force of nature,

Knowledge (history)

DC 10: Ifyou are interested in the history
of Xen'drik, ruins lie scattered across
the continent. The ruins on the north-
ern peninsula are the best known,
but few have been fully explored.
Much remains to be learned ahout the
ancient giant civilizations.

Ruins from the goblinoid empire of
Dhakaan can be found across Khor-
vaire, particularly in the south.

DC 15 Before the start of recorded his-
tory, fiends ruled the world until they
were overthrown by dragons and their
couatl allies. Remnants of thisincred-
ibly ancient era can still be found in
the Demon Wastes, Q'barrn, Xen'drik.
and ather remote locations,



Epic-LEVEL ADVENTURES

[he Dungeon Master’s Guide provides basic rules for advancing
characters beyond Z0th level, with more details appearing
im the Epic Leoel Hundbook, (A1l the creatures and templates
mentioned in thissection can be found in that book.) Eber-
ron, however, is not an epic world—at least, not as it stands
now. FI :p"_ll]r rl‘l]l eacters ||rIL'||rlrl' 44} ?I'ﬁr ?F\'FI, |]'|I.- r'lffnilullg rn
is poing 1o need a few adjustments,

First, it's prabably best to assume that player characters
WI'II'I IF-II.'FI l'flll' Il"«'f‘l'u sl FE gt I1|I|1|.§ |I|I' ill. ral JIl‘"IIII" Lo accoirm -
plish such a fear, at least in recent memory. Certainly the
preat heroes of ages past—the mightiest champlens of the
[J11|I1|-aar:l| EII'III‘IIQ'. moal 1o rl'll‘ll’l‘l.']ll t!'ll' Kidr'l' |"|'I|:I 1|I'-|gl]]|.
heroes af even earlier eras—reéached et levels, In the
current age, 1t is possible that no one has ever excecded 20ch
level, which means no member of the common humanoid
races has ever done so hefare.

Thai fact means, Amang ot hier |!1|1'|.g-\.. that the warld
of the eurrent age has little 1o challenge epic-level charae
ters, The dragons of Argonnessen, the Inspired lords of
R.Ii'l‘l i, |11|.I| |]|I‘ I’E"W IJHEIL}"I' |]|-'|t IHJI L m k:..ll.ll'lli"l are IFII‘\'||1F]|'
exceptions. 1 the PCs have advanced o epic levels withoun
previously facing Vel the lich-queen or the Lord of Blades.
Il‘li'{l’ I.JIJWFI'!.LI] Y]!(:'u IIIigl'I[ .IF{' 'IJE "]li.i' 1!‘\'0[ I.II.'E'!II.‘-"I.\'I'.‘-.
Altermatively, Vol might have become a demilich,

It is probably best, however, 1o introduce a new threar
to Eberran 1o match the epic heroes who have arizen 1o
defend it Perhaps the work of the ancieni Gatekeepers is
hl'l!:”!r undone and Xoria spills forth onto Eberren once
more, as Lthe daelkyr launch a new full=seale invasion. The
darlkyr stotistics il}:l'r-;.r_'uu-:l in the Eppnaon ﬂerr\.-l'[.-l.'.'gll .l;-’l'l'.'ﬂ.:
could be considered 1o depict a weak example of their kind.
with paragon daelkyr lusing the paragon template fram Ep
Lewel Hanelbook) actunlly inhabiting Xorint. Epic Level Hondbook
also presents several aberrations that could accompany the
|J.d|‘:|L:.'|. in a new invasion of Eberron, as well a4 the uvuu-
daum and erestures with the pseudonaiural templace

Asimilar threat could arise from 3 plane other than
Xoriat. The guori might discover a way to respen con-
nections between Dal Qur_n' and Eherran, or Thelanis
might unleash a wild hunt led by the leShay. In Eberron,
ahominations arise from the planes themselves rather than
from deities, and they could come from almost any other
plane—anaxims from Daanvi, atropals from Mabar, chi
chimecs from Lamannia, hecatoncheires from Shavarath,
Jlliuif‘llll‘- Ill'illl'l I"l‘ roneay \'lxl'i'il!‘- sll"illrl Rl'ilil, at I'II! S 0im . ]'-\'rl':p
plane holds ereatures hostile to life on the Material Plane,
1o the opening of a significant number of portals 1o any
IJI-'I'II‘. l.l:l'lfti! Jlll'ill".l N Jrl\'dh:‘l"ﬂrl JILI." IFIP‘ nes lllull .JI'I.JIJE]'I'
the great civilizations of the past 1o an end.

Of eourse. a new threat 1o Eberron need not come from
the planes beyond. Perhaps the ege of a force dragon or
EJI'I.‘-'I'I'I.H!II' |!|-151F|I |.I'I-|‘ Walh Iﬂid (5111 :":IEIIII.III‘.‘\‘M.'II I.!III l]lg |]||'
.'\gr r_||!"|-}:'ugu1|5'un~,:1l last hntehed stirringa lurey :_aF;n:!w:p_f
among the dragons. Or a mighty dragon of a more ordinary
sort might seek divine ascension (adopting the dragon ascen
|||.|||| 'IFI eyt |gf' I'I-I‘-‘- FI'I'IITI .rIrl:'l'l'l'-'ll.'r':'l'l'l"l} k\lllrlllwllll' rl‘l reals
could even arise from far more mundane sources. Whae if
the mighty wealth of the Aurum, the resources of House
r:-llllll'hl_ nr |i'|f‘ 1TIJ‘IL!1L"‘\‘| JFI"I'II' [.ll-l'll IF‘IIT!IIJIIIF\ “'a'l'-!l-l.l' Oy wrse
ineonstructing an cpic polem or colossus® A new outbreak
of hostilities among the nations of Khorvaire, launching a

.‘ul'l'lirllll gl'l"ill wWalr [ IIII]T! :|]-\.r| lII'II'\'III.I" a i"l]l II1§ 1!-'IﬂLg:l'1I'I.I.:IIII.

to an gpae campaign, r.'\.lml.'j.lll'lr il this war escalated b:yrmr]
Khorvaire to include Riedra, Aerenal, or Argonnessen.

An epic campaign set in Eberron strays far abield from
the way the campaign setting has been described previcusly,
i'll.[l (53 l,'[_"l'lll'lr'l‘l:p' l'lf{‘ w|1l1 III'FI'P""|1F1E u]rllr:ru\. ]l Ilrf'.‘hf"l"‘a'l n
exciting opportunity for PCy 1o break new pround in epic
territory, and the campaign can take on a majestic scope.
“'I']I ’llﬂ r-t'f' lrr‘!lf' “'lll'lfl l‘lilllgll’l‘g .fll l'lf‘. }Ju]]u] nee.

The Epic Artificer

].‘If' I"Ii'll' ari IIIII Er remalns a masier '.Ij‘l'FIII crealinn, SLIITI'
ing an increasing crafit reserve and plenty of bonus feats 1o
learn the eraft of epic {ftem creation.

Hit Dier dG.

S5kill Poinits at Each Additional Level: 4 « Int
modifier

Infusions: An epic artifcer's caster level s :1:|_|.|.|'|.i. 1o
his elass level, The artificer’s nimber of infusions per day
does not inerease aflier 200h level

An epic artificer doesn't automatically pain infusion
slots above bth level, though he can select the Improved
.‘Ilnpr'” 'i'.:||:|.||'|ly.' featl 1o gaimn infusion slots above Gith level
{which can be used to hold lower-level infusions or tnfu
sions whose level has been increased above Guh by the use of

metamagic feats),

Craft Reserve: An epicartificer'scrafl reserve increases
by |.O00 poinis per level bevond 20ch (6,000 POl nLs at 21w
level, 7,000 peints al 220d level, and so an),

Ariibicer Knnk]rdg:- Add the artificer's class level +
Int modifier to artiheer }.:1-:1'.-\.|-|'r]_|:-|;- checks. as normal.

Bonus Feats: An epic artificer does not sutomati-
cally gain epic item creation feats as bonus feats. He does,
however, gain n bonus feat for every three levels beyond
20k (23¢d, 2bth, and so on}, and he can choose epic ilem

creation feats for which he meeis the prerequisites

Fhondred is among
the first heroes ol
IIJIII:" ri :I.flff'ﬂ‘ o

attain epic levels
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AERENAL

[LAND OF THE DEAD

The cities of Aerenal are older than human civilization. On this island,
the boundaries between life and death have worn thin, and the dead wield
moare inluence than the [.!VI.I1E. The Aereni elves preserve thear Kn‘-utm\.l
heroes through magic and devotion. and these deathless elves have pro-
vided protection and guidance for thousands of years.

The civilization of the elves I:Iifgd non Xen dreik. For tens of thousands
of years, the elves were slaves of the mighty giants of that continent. In time
the elves rose up against thelr masters, but thiswas s warthat no one would
win. At the height af the conllict, & visionary named Aeren loresaw the
coming cataclysm. He gathered a host of elves and convinced them to flee
the coming storm, As dragonbire and terrible magic shattered Xen'drik,
the elf fleet landed on the island that would become their home—but their
praophet did netsurvive the journey, Aeren was interred within the island,
and the elves named their new home Aerenal, or "Aerven’s Rest,”

Though they had joined together beneath Acren's banner, the elf
refugees came from many different tribes and had many different belietfs
and tradinions. However, I!]'li-].- sharved a common reverence for therr ances-
tors and the herocs who had died in the cause of freedom. Some believed
that continuing 1o perfect the arts of war was the only way te henor these
heroes; thess warriors E\'rtltud”}' settled in the north, rvl:ll.v:i.ng into the
culture now known as the Tairnadal. But Aeren had said that arcane
knowledge was the preatest weapon of all, and the majority of the elves pre-
berred to set aside the sword for the boak. Calling themselves the Aereni,
these elves dedicated themselves to the study of magic and mysticism. In
their reverence for their ancestors, the Acreni were determined to find
a way to preserve their heroes through their interest in the art of necro-
LTt This research followed twa ]jar]n.- the negative necromaney of the
line of Vol which many blame for the spread of vampirism into Khorvaire,
and the positive energy of the Priests of Transition. Ultimately it was the
pasitive i'|:|1|'| that took root 10 the land, and the lines united behind the
cult of the deathless. The Undying Court has ruled the land for more
than twenty thousand years, and 1oday the deathlessare inextricably linked
(%] At‘rrlli!-fjl:ifl':,’.

Acrenal wears us past like o shroud. Beyond the deathless puardians
and guides that can be found inany major city, Aerenal isa land of monu-
ments and ancient buildings, and its peaple spend more time looking (o
the past than the future. The Acreni elves place tradition above all else:
Artists and bards are expected to perfect the technigues of the past rather
than developing new styles. The elves apply themselves 1o their work with
uncanny devotion: an elf bowyer might spend centuries honing hisskalls,
and make bows the like of which a human bewyer could only dream of, Bue
the el still follows the traditions of the past, and the bow he makes today
is a replics of one that could be found in a five-thousand-year-old tomh.
Innovation is encouraged solely in the study of magic, since the Aereni
believe that there is no such thing as perfection when it comes 1o magic.
Evern here the elves are often blinded by their traditions, which explains
w"l':f'li'lf I'I'Iq'l.ilr_ill .-'Il[‘TI""llrll'IF ?'r_l1.|.r|gl'r Taces are {rll.li,kl':(‘lrl.'lﬁml]'l.!.ﬁ Il'li.1t|?‘|
for the Aerenl.

Although people fram all nations come 1o do business at the pert
lFr P?’!il.‘u Tl‘llulfall. rlil'f'igllrl'i are r:l:rr!:,r WF!I'IIII'II' 'HI.‘\EWIIE'I'F n j‘ui'lrrld1.
Unlike in Riedra, no restrictions on travel are enforced across Acrenal,
and adventurers can travel freely through the land. Still, the elves have
little patience for members af the younger races. Elfwizards and sages are
devoted to their studies, while Aereni artisany are devoted 1o their erafes,
Even farmers and other laborers pursue their duties with extreme deve-
tion, seeking perfection in all they do. Qutlanders are a distraction—they
are loud, rude, ar simply ignorani; their questions are irrelevani; and
they have ne place in the order of Aerenal. Adventurers are allowed 10

WHAT DO YOU KNOW ¢

Knowledge (arcana)
DC 15: The elves of Aerenal are masters of
necromancy, but they despise undead.

Knowledge (geography)

DC10: Aerenal is the home of the elves.
Qutlanders are rarcly welcame on this
island. and stories say that the dead
walk among the living.

DG 15: Two major elf cultures live on
Aerenal. The Tairnadal are nomadic
warriors, and many have migrated to
the new nation of Valenar. The major-
ity Aereni are devoted ta spiritual and
arcanc research. The Acreni are ruled
by a pair of monarchs who are advised
and protected by a council of deathless
elves—the Undying Court,

DC 20: The Aereni preserve their
greatest heroes as deathless. Some
living elves disfigure themselves 1o

appear undead.

Knowledge (history)

DC 15: A terrible war drove the elves
From Xen'deik to Aerenal same forty
thousand years ago.

DC 20: Dragons from Argonnessen have
attacked Aerenal many times, but the
power of the Undying Court holds
the dragons at bay.

Knowledge (naturc)
DC 15: The jungles of Aerenal are home

to exotic plants and trees.

Knowledge (nobility and royaley)

DC10: The Mark of Shadow Rrst appeared
in Acrenal, but those carrying the mark
migrated to Khorvaire thousands of
rt,'li".i IED.

DL 15: The Undying Court selects the
ruling Sibling Kings from the noble

families of Aerenal.

Knowledge (religion}

DC10: The Aereni worship the Undying
Court, a council of "undead” elves.
DC 15: The Undying Courtare the hon-
ored ancestors of the Aerend, sustained
by positive energy and devation. They

despise undead,

DG 20: The deathless are resistant to
physical injury, but they are par-
ticularly vulnerable to damage from
weapons forged from targath, a soft
metal found in Argonnessen.



travel unhindered through the land—but they are rarely
made welcome or catered to in any way. Furthermore,
the laws of the land are swift and harsh. Crime is a rare
occurrence among the Aereni, and they have no patience
for those who disrupt the peace. A magistrate typically uses
magicto confirm the facts of a crime, questioning accused
criminals with zone o_f‘tmrh or using divination to explore the
events surrounding the issue. Criminals in Aerenal have
no rights. Exile is a frequent punishment, but execution is
not uncommon; the wise criminal plies his trade in a more

lenient land.

ELF LINES

Non-elves who have heard of the line of Jhaelian assume
that an elf line is similar to a noble family. The truth
is more complicated, and not dissimilar to the way the
dragonmarked houses have developed. Aline is more like
a city-state with blood ties that bind its members together.
Each line is descended from one of the tribes that followed
Aeren from Xen'drik, and each line includes a dozen or
more separate families. Thus, an elf can be part of the line
of Jhaelian while having the family name Dolorenthi.

Each line is ruled by a noble house from which the
line takes its name: Melideth, Jhaelian, Mendyrian. and
Tolaen, to name but a few. Only the members of this noble
house can ascend to the Undying Court. Membership in
anoble house is not a hereditary gift—members of a noble
house are chosen, not born. The current members of the
house select their successors from among the most remark-
able members of their line. The members of a noble house
do not even breed among their house; instead, they breed
with other members of the line, keeping noble blood spread
l}u‘oughoul the community.

As a result, every member of an elf community has
the potential to rise to the nobility, and from there to the
Undying Court. Normally, nobles are chosen based on the
skills they display, and this is why the elves spend centuries
honing their talents. In recent years, younger elves have
sought to prove their worth through exploits in foreign
lands, battling the Order of the Emerald
Claw or seeking the magical secrets

of Xen'drik. As an Aereni

The elves of Aerenal embrace
death as a necessary part
of the spiritual journey

adventurer, you are likely to have chosen this path: Your
heroic deeds could be your ticket to immortality!

THE UNDYING COURT

In a world where the gods remain among the greatest mys-
teries, the elves alone have a pantheon they can touch: the
Undying Court, the assembled council of the greatest minds
of Aerenal. Individually, an undying councilor is a force to
be reckoned with, but he doesn't have the power of a deity.
However, when the court assembles—bringing together
thousands of the greatest minds in elven history—it is one
of the mightiest forces in Eberron.

The Undying Court can lend power to its priests across
the length of Eberron, butits direct influence is closely tied
to the island of Aerenal. Aerenal contains manifest zones
linked to the plane of Irian, the Eternal Day, and many
believe that this energy is required to sustain the Undying
Court. Thus, the Undying Court has been able to defend
the elves from dragon attack on numerous occasions—but
the court does not have the ability to launch an attack against
Argonnessen itself. Asa result, the elvesare very cautious
about their island and its resources. Therefore, only the
greatest heroes of the land are chosen to become death-
less. The Aereni keep a close eye on the population of their
homeland, because they know it can only support so many
elves—living or deathless.

All elves see life as a passage to death, and not every elf
can achieve deathless immortality. The priests of the Undy-
ing Court guide the elves through life and care for them after
death. Not every elf becomes deathless, but any honored elf
is properly embalmed and caretully interred.

Asaclericof the Undying Court, you might travel beyond

Aerenal for a number of reasons. The priests are the ambas-
sadors of the court itself, and a councilor might send you to
serve as his eyes in the land beyond, or to fulfill a prophecy
only the deathless understand. You might be sent in service
to your line, to recover the remains of a long-lost hero or
relic. Oryou could join the Deathguard (see the next page)
and go forth to battle the forces of evil and death!
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THE DEATHGUARD

“Unending life is for heroes—nodt for the likes of you, vampire!”
—Marai Jhaelian, hunter of the dead

The priests of the Undying Court bielieve thar all negative
unf]l:m,l are anathema o ]Lrl_-—d_-w:ﬂ thase that da ruid l:lr("!'
directly on the living to survive nevertheless corrupt the
world ‘s own life force merely by existing. The Deathguard
is an elite order of priests and warriors sworn Lo destroy all
undead having o bond 1o Mabar, along with any necroman-
cer who defiles the bodies and souls of the dead.

Memhbers of the Deathguard are the most outgoing of
Aerenal elves, with a great number of Aerenn adventurers
arising from the group, They despise followers ol the Bload
of Vol and the Order of the Emerald Claw, They believe thar
they are part of a great crusade against the darkness, and
!!:r}l lake their paart in that erusade lruilr .-u.-rn’n,l.s.i:,-.

THE DEATHGUARD IN THE WORLD

“Yaur Iu.li.llrh: crusade will nod l.!nj.- i, 1efied rfﬂ"
Krael Kavarat, vampire captain

of the Emerald Claw

The Deathguard 15 o small religious order claiming some
four hundred members, almost all of them elves of Aer-
enal. A handful of urban elves from K harvaire have been
ﬂrl'l"l'l‘r‘! as mrml‘lrra [IF'}'F I'IrlIFrl hl.lr thl"!’ sl wurk '-'l"r?'
hard 1o prove themselves. The Deathguard’s outlosk is
fiercely pood and generally lawful.

n:"gnnizul;nu: The Dl,':ltllxu:l e maintains s head -
quarters in Shae Mordai in Aerenal. [ts members police
the wilds of Aerenal, paying particular attention o the
mamifest zones ved 1w Mabar, which draw necromancers
and undead. [ts members operate outside Aerenal, however,
where undead are more prevalent.

Cial Jhaelian (NG male undying councilor) 15 the
High Warden of the Deathguard, He fought against House
Yol when that ling was shattered and continues to lead the

Deathgunrd after his own demise, He hasa gentle demeanor,
even in battle: he feels pity for undead, not harred.

Beneath the High Warden are four Wardens, each bear-
|r|xrrrrm|n;|]rq:srlurlj.i'l'l;i]irrrurunrl::lrfl'lrurhl-rnlur imbhalated
continents: Khorvaire, Sarlona. Xen'drik. and Argonnessen,
The Warden of Argonnessen resides in Aerenal, since elves
are noal wulrurllt n t1'u- I.I:I'.ilgl}l\ |1|::|||'||:L"||:1|:l

The other members of the Deathguard find that they
are most effective when they disperse themselves as widely
as poksible around the world. At the same time, they know
the value of staunch allies in their unending bawles, so they
associate with like-minded adventurers. even non-elves. to
beter pursue their order’s goals. They send frequent reports
to the Warden who has authority aver the continent where
they operate, and they can appenal to the Warden for assistance
from other Deathguard members when needed.

Caskal Dulaen (NG male elf cleric § Undying Court)
5 a ﬂ}'r.‘l n whao ruu.shl Karrnathi undead in the war, & an
urban elf, he constantly strives to prove his worth o the
order over and above his usual duties. Marai |haelian (LG
female ell paladin S/hunter of the dead 3) isa grim warrior
who underwent the ritual disfigurement common in the

Jhaelian line before she joined the Deathpuard, making

her appear undead though she is in the prime of life. (The
hunter of the dead prestige class is in Complele Worrmor. )

NPC REACTIONS

Ml"mlil‘ri llr !hf nfﬂthxtllll'rl, as l!1r .;‘si.i'l'l_'nﬂl ft\'f‘!p Ilfrl‘lilll\
maost commaonly encountered ourside Aerenal, sirive to pres-
ent a positive image of their homeland despite their deliber-
||Ir_|}l who rlung AppEATanee, Fven s, A !Il,':r' observe pustomsand
fashions peculiar to Acrenal and often meet with puzzlemen
or prejudice when they travel the warld, Most non-elf NPCs
have an initial reaction of indifferent (puzeled and bemused,
but indifferent nonetheless), while elves who have no objec-
tion to the Deathguard's mission have a friendly attitude.
Followers al the Blood of Vol rightly see the Deathguard
as hostile to their deepest convictions, Comman followers
have an unfriendly initial reaction to Deathguard members,

F——#

AERENAL ELr FEATS

Aereni Focus

While humans value versatility, the Aereni prefer to hone s
single skill to nbsolute perfection. From childhood you have
studied one particular path, and these decades af devation
result in remarkable skill

Prerequisite: EIY, region of arigin Aerenal, Lst level anly

Benehiu: Asingle skill of your choice is now s elass skill
lor you, and you gain a +3 bonus on checks using that skill.

!";pl:rll.n]:: Arreni Focus eounts as Skill Focus Tor the
purpose of meeting any requirement or prerequisite.

Aerenal Arcanist
Your family has studicd wizardry for thousands of years
Youspentyour childhood inarcane libraries, and thisearly
educai ion gi.'n.-x you @ greal breadih r.l"lun::lwll'dg’r.
Prerequisite: EIf, region of origin Acrenal,
Benehit: You get a +2 bonus on Knowledge (arcana)

checks, E\-rl"" Lime YU gain a wizhrd level alier Iali:n-g this
feat (including 15t level), you can add one additional spell
1o your spellbook.

Aerenal Half-Life

The Priests of Transition have guided you through sirange
rituals that left you poised between the world of the living
and the dead.

Prcrrquiahr_f EIlF, rEgIon HF!IFI!’iH Arrenal

Benefit: Your skin hecomes sallow nnd pinched,
glving you the appearance af a zombie or Heh, Your bond
1o the world of the dead ]’I:I'il'l':irll."n ¥ with two benehis.

When you cast o necromancy spell. your effective
caster level ls increased by one.

When 3'1'|u1.i:|l'-|'||1..l.ll aclion !u‘:inl onanatiempl to turn
or rehuke undenad, 1t applies to both the turming cheek and
the subsequent turning damage check.

_d



while true followers of Vol (including high-ranking members
of the Order of the Emerald Claw) have a hostile reaction,
Undead of any sort have a hostile reaction.

DEAD, DEATHLESS,
AND HALE-LIVING

Fhe Aereni elves care for their dead. They have perfected
the art of |-||:||:|.1.||l1|||§. and some ol them praclice thas trade
imthe grent cities of Khorvaire, As an elf’s body is prepared
for burial, two chronicles of his life sre made. One copy s

buried with his |:|1’u[_1.-. and one is |'u-.ral in the groad libra: ¥ of

Shae Mordai: thus, he will neverbe forgotten, and anyane
who finds his body ina future ape will learn of his deeds.
The bodies of the {allen are preserved in catacambs deep
beneath the cities af Avrenal, Alled with the assembled dead
aftens of thousands of years, Grave rabbing is considered a
heinous crime in Aerenal, and a repeat offender might be
killed and eremated, with no vecord made of hes death:

The elves reserve the gift of undying immortality for
thelr greatest heroes—sapes and artisans aswell as warriors
|Ir|1| 'ﬂ'lfill'll'u. ?'1'1.|1‘-1 t'l'i'l"\ are l,'ll'll'-igl'lrll ke ll‘IF 1'i||i||'|:lfll|.1'-il‘|.|l'l
death. An elf who shows great promise might be raised from
the dead if he was cut down in his prime. But traditionally,
an ell can anly become deathless after he has lived three
centuries. The Priests of Transition view life as o journey on
the path te deathlessness; even the worthy must experience
a full life 1o appreciate what comes nesi.

A deathless el f does nat nu[u1nnl|ru|_|n_u giin l'I'II'rI'I!_‘H_'r',I'tIJ’I
inthe Undying Court. Military heroes usually become undy
ingsoldiers, They continue ta defend the nation, and can he
found in the catacombs and all the major eities of Aerenal
Newly raised undying councilors serve as sapes and adminis-
Lrator -.-—.:l'lhl'r'u!-;h the ii‘.‘il:g per faorm the most vital tasks, so
that they can complete the journey of life and wvoid becoming
dependent on the dead. After a thousand years. a councilor
15 cansidered for admittance ta the court, where he tends the
ascendunt councilors and studies with the elders. What hap-
pens next i5 4 mystery the uninitiated eannot undersiand;
the ascendant councilors are truly alien beings. thoutands
I:Ir.'uru'!l'.‘- r]II! a rIIJ rh-'l r'grll erl'l |]|f' rrlrr'“:.' il!ljrju'lfl.

The Aereni maintain the distinevive tradition of half
life. Same followers of the Undying Court—especially those
1|=.- ||‘|.I' IIIII‘ IFI-JI'IIIFII.-'Irl—l.l.l'llll'l'gil -'III:!'II‘!TIII'-.'II iIII.‘I '|I|I'|'I||Iilj
trearments that result in fesh that scems 1o be decompos
ing, aa if the lving elf was a zombie. Non-elves afien see
thisas a horror, and cannot iMaAgine 4 reason far it. For
the clves, it serves two purposes. L gives one acloser bond
ta the world of the dead, sirengthening his necromantic
gifts, Furthermore, the Aereni believe that life is the least
1|.‘|r| r1|‘l rl'll' ])|||!1 f_!r e sienee H':" !I'-'I]l_‘“ ll!l E1I'IT‘|IT|.'|1 l‘jl‘q'l\‘t}'
and scknowledping that appearance is transitory and insig-
nificant, an elf prepares for the path he hopes 1o follow and
SOTVES % an l's.1||:||'_:|r faa r1|l|"F &l rlll.lllil I'II'ITI.

One more stage lies berween the hiving and the deathless:
the spirit idel, The Pricsts of Transition hold a great respon-
LIIIJiI:II:r They believe that Aerenal can u|1|:|.' suppart a ceErlain
number of undying councilors. Sometimes the priesis feel
thata fallen elf has not earned a place among the undying, but
that it would be a E_;J'l:rl'l loass In]r:l his soul .‘ul.l.]) away to Dalurch.
In these cases, they use the creote gurt wlod spell to bind his spiri
to his corpse. The spell keeps him away from Delurrh and
allows necromancers to call on his wisdom in the future,

Create Spirit Idol
Necromancy
Level: Cleric 4
f‘.unlpunfnl\: V.5 M. XP
Casting Time: | hour
Range: Touch
-I.'llrﬁ'r'lt {:II"I EI‘H‘ LAY EIFII
Duration: Instantancous
Saving I'hrow: None
SPFII Rl"ﬁj'ulill.llf' Nii

Lirht ieems to coalesce around the corfus |I.-r|'|.l ré you, pleaming in its eyes for g

smoreel II.'I'__I;'l.'I' il _n'l.:lfrl.

I'his ritual binds the subjeet’s soul to his physieal remains,
preventing its passage Lo Dolurrh. Thisisa H’rl-u]'-hll:j- ellect; the
‘hllll.li"'l"ll i!lll'l' |r|.'u'\.!.||.r'WI|]Ir151*\.-r'l' E11 IJLKJIIR itﬂl L ri1f‘1}Fi|1| EIJ%F
171 of the Playerh Hondbaok), or the spell automatically fuils. Onee
hound to the body. the spirit remains in a state of torper.

II il '.?h'ari. u’llnll |II'I|I'|-'||11"'1] 15 Cast II]IrFII A ‘h]ﬁll'l.' riI.I:II 1:1'; araster
whose alignmen muteches the nlignment of the spirit in life,
the spirit is woken to consclousness for | minute per caster
t‘.'\'l'] I.I! |I.I|' 'Irn'l'l.'fll Irrl-' ||I| |.'|.|r't.‘|.r'|.l ill |FIJ'| slale, 11 Cary I||'||1'|'r" ats
'll,l!"|'1l|||'||j11'|-g'|. LLH[! communicate '-'l"1'!_lu|||'p' |:1r|. any 1I|.I|g|,||l.i.rl'\
it knew in life) with the caster of ipeak with dead, (This effect
occurs instead af the normal effect of gpeak aath dead, ) The spiric
wol's rommunicaiion is w!||1'||.||:.-'|u'||-l cryptic, or repeiiive,
but it does not intentionally give false anvwers,

|"'I ‘\i]ltll |-1l|’l Lat 1?" reslor l'I:I 1£5] 1111"' t]'r Fuiaie |jfll’|.|"||
\IrIIII.'I rmeans -I.EIF '-'I'_!I'II EII eSErves !'I-lltl‘l. !l‘l.l" IJllir? |l1|lr \I’Irlf
perfectly. allowing such mapic to be cast afier the usual time
limit has expired. [Fthe body is destroved or dismembered,
the '\.r:r” effect 1 hroken and ihe soul pisses 1o Dalurrh

Material Gomponent: A clay pot flled with Frave dirt and

ﬂlllllj'll'l rll]l."il '|-'\|-I|1II !I‘u]l E wialer.

XP Cosi: 100 XP

Latnted benearh SHIE “:: redai, the Well ol Memories

inthedecpestol Aerenal's caricombas
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THE BLoob of Vor.

HEIRs OF VoL
L nr thlrfﬁ:l.:r.!_ 1}”‘ HJGLHI;"-P\ Ilr‘rf Thr HII‘I{H" (4] Iﬂﬁ_ furn ln’j?PJ'JIIFgrﬂi.f r
—Mudren Fain, priest of the Bload of Vol

The Blood of Val Mows from the distant st when the Firs starrings of
faith in blood as the source of life, and undeath as a path to divinity, arese
within the elf tribes of ancient Xen'drik. The rudimentary faith developed
|IE|F!|.§ “-'I'h'l |1|r‘ FI.'I'I"-, riﬁ]]l]w'illg |]|f"|r|. [£5) AFI'E‘T‘-!I al rll.! F\'Ffltllilll:l' ‘-ll]'rﬂr!illg
to other races. (Rumors persist that a version of the faith is sull practiced
by certain drow socicties in Xen'drik.) Three thousand years ago. House
Vol took coniral af the ancient faith due ta the powers granted by the Mark
of Death, When Houwse Vol wes destroyed four hundred yenrs lnier, the
faith was shattered and faded away with the passage of time.

Ihe faith appeared again afier the War of the Madk, veaching new
in-:ghu, ns i I}r1E1|_1|:\|r cult ATOnE the pg'r_:ph: of Galifar and ITII!TI"I!TL.'I.'“TI.E'
with its adoption as the namional religion of Karrnath in 395 YK,

THE BLOOD OF VOL
IN THE WORLD

I‘LI!IIIWI'F‘\ I:III |1I.I‘ n1li|:1l| can 1“‘

found throughow the Five Mations
and the Lhazaar Principalities, with a
\rlliljl ]ll esenee in Qlll’ﬂﬂi ria ‘\-Iﬂlr'“.il ry
and Droaam. Within the Five
Matians, the cult has i strongest
ties in Karrnath, :]muiulr the faect
that the crown renounced it as the
national religion in 964 YK (during
Kll'lg_l’-llilll."a I'EI;HI:'. F‘l]1|]“'r‘|"| u r!“l.
‘all"ll'lr“- rIF'\‘F’I‘rI i |1|.F [“I:":Irl ©ian E'lf
found in Breland and Aundair, where
the religion is 1olerated. {Persecution of
‘J'l.l" ’-ﬁllll 1I1:|..1|.|::|'l'-|.! lil I'I’:II.I.K]I.{'II.IL 1h1‘ COmrse
of the Last War, when Brelish and Aundair
fan followers of the Blood were suspected of
collaboration with Karrnath.) Thrane has

Symbol of the
Rlood of Vel

the smallest number of followers, and mosi
of them keep a low profile 1o aveid auracting
the attention of the Church of the Silver Flame.

T those outside the faith, and even to most wethin 1, the Blood of Vil
doesn'iappearto havean overarching organization as the Church of the Silver
Flame does. The faith has leaders and priesis, and a hierarchy of sorts can be
I"l!i]]’ld |11'|'|.|.Jr|§ |l‘!1' I.']Frg:f i Kd'l'rll.i.l'bl. EFT‘FILEJ .]Ir Kilrr‘lilll'll I.Jlﬁl'llrr'-. iHIW'
ever, euch sectnnd cult cell operates independently—ar least on the surface.

Behind che scenes, Vol and her chief lieutenants carefully erchestraze
the activities ol specific cells throughouw Khorvaire. Much of the work of
the various cells 15 benign, sinee it benefits Vol to have active cells in as
many places as possible. She leaves the more radical and aggressive opera-
tions to the Order of the Emerald Claw, an organization that maintains
an wdeniity unconnected to the followers of the Blood

Followers conduct private worship ceremonies in their homes,
making small offerings of bleod on small household altars, never to be
tasted |:|1I.r any actual undead. Tlu-vl.-' di nod report toany h :g!wr.ull]lnrﬂ}r
and only rarely have contaci with others of the faith, The traditions are
pasied from parents e children, though many children are rejecting the
t:e;l.l']li::llg.-. in favor of the doctrines of the Suvntrig’n Hast

The Blood remains powerful within Karrnath, lurking in the shadows
[he Crimson Monastery in Atur continues to operate in the open as the

WHAT DO YOU KHOW?

Knowledge (geography)

DC 15: Karrns practice a religion that
invalves worship of the undead, the
Blood of Val.

DC 25: The Crimson Monastery in Atur
is the most imporiant center of wor-
ship for the Blood of Val.

DC30: ."Lxrr al cenler clfwurﬂ'lip devaled
to Vol is rumored to exist somewhere
in the Lhazaar Pricipalities.

Knowledge (religion)

DC 10: The Blood of Vel is a rela-
tively common religion in Karcnath,
though the faith of the Sovereign Host
remains dominant.

DO 15: At various times in Karrnath's
history, the faith of the Blood of Vol
has waxed and waned in popularity
and acceptance. The present lime is
a waning period

DC 20: The fundamental belief of the
Blood of Vol iz that death must be con=
quered, not endured. The undead are
revered as champlons in the struggle
to conguer death and show mortals the
path 1o godhood.

DEC 25 A number of undead take active
ralesin the rites and leadership of the
Blood of Vial. The greatest center af
worship is the Crimson Monastery, in
the Karrnathi city of Atur.

D 30: Val the lich is the active though
hidden leader of the faith.

THE NIGHTCLAW

Knowledge (rt]iginn}

DC 25: The Nightelaw is a relic sacred to
the Blood of Vol, said to be the sev-
ered hand of a lich.

DC 30: The Nghiclow is kept in a shrine
beneath the city of Atur, where it
is regularly visited by priests of the
B]-r_lr,u:]. uf‘h‘ru].

Knowledge {arcana)

DC30: Some legends claim that greater
powers of the Nightclaw can only be
unlocked by one who is willing to
replace his own right hand with it.



largest center of worship for the Blood of Vol in the
world. [ts high priest, the undead cleric Malevanor,
isthe nominal leader of all temples and shrines, and
hundreds of priests ultimately report to him.

TENETS OF THE BLOOD

The teachings of the Blood of Vol squarely face the grim
reality of death: All that mortals have to look forward to is
death, followed by an eternity spent in the bleak oblivion
of Delurrh, the Realm of the Dead. Death, therefore, must
be conquered by undeath—the path that leads to eternal
existence and, for some, 1o divinity.

The only champions that fight against death on behalf
of mortals are the undead. Vampire lords and powerful liches
seck to open the path of godhood to all morials. Followers
offer their blood in praise of these immortal champions who
battle death on their behalf. In doing so, they adhere to tra-
ditions that originated among the elves of Xen'drik, when
the giants ruled the world.

At the heart of the worship stands the supposedly
symbolic and mythic figure of Vol, Queen of the Undead.
Unlike the gods of the Sovereign Host, Vol plays a direct
role in the advancement of the faith. She walks the land,
hidden in shadows, pulling strings and setting events in
motion to advance her plans.

NPC REACTIONS

The people of Aundair and Breland look upon the Blood
of Vol as a strange and exotic cult and are indifferent to its
followers. Only during extreme periods of stress between
these nations and Karrnath in the Last War were followers
of the Blood seen as suspicious or even dangerous, receiv-
ing a hostile reaction. Individuals from both nations might
harbor either hostile or friendly attitudes, depending on
their past experiences with Karrnath and the Bloed.

In Thrane, because of the strong presence ofthe Silver
Flame and the long history of conflict with Karrnath, the
followers of the Blood have long been seen as members of an
outlawed religion. The authorities don't go out of their way
to arrest those who practice the faith, but they can exercise
the option if they choose to. People in Thrane demonstrate
hostile reactions to the Blood of Vol and its followers.

In Karrnath, despite the proclamations of the crown,
the common folk have an indifferent to friendly attitude
toward the Blood of Vol and its followers.

The Nightclaw

Inashrine deep beneath the city of Atur in Karrnath, priests
of the Blood of Vol pay homage to a relic of their faith: the
hand of an ancient lich, called the Nightclaw.

Description: This grisly item seems to be a mummi-
fied hand, severed a little above the wrist. The flesh is dry
and smooth, dead gray in color. The hand has a warm smell
of embalming spices about it, but is cold to the touch. When
its powers are activated, the fingers gesticulate slightly.

Activation: Using either of the spell abilities of the
Nightclaw requires speaking a command word, which is a
standard action.

Effect: Like a hand of glory (see Dungeon Master’s Guide page
258), the Nightclaw allows you to benefit from the effects of
aring worn on one of the Nightclaw's fingers, if you wear the
Nightclew as an amulet around your neck. If you hold it in
one hand, you can use deeper darkness three times per day and

enervation once per day.

A cleric puts the
Nightclaw to use

Aura/Caster Level: Strong necromancy; CL 20th.

Construction: Not applicable. The Nightclaw is a
unique artifact.

Weight: 2 1b.

Price: n/a.

THE BLOODTOUCHED RITE

When an individual (usua[ly an arcane spellcaster or a
cleric) proves herselfto be of particular worth to the undead
leadership of the Blood of Val, she is rewarded with par-
ticipation in the Bloodtouched rite, Typically a character
must be at least 3rd level to be so rewarded, though excep-
tions exist.

The ceremony requires a chalice brimming with blood
donated by willing followers of the Blood of Vol. This chal -
ice is the focus of extensive prayers, culminating when the
officiating cleric channels negative energy into it. Once the
chalice is prepared, it is passed around to the participants,
who drink deeply from it.

A character who drinks from this chalice permanently
loses 2 points of Constitution, but gains four benefits:

* Bonus hp equal to Charisma bonus (ifarly).

. 42 profane bonus on saves against poison, stunning,
disease, death effects, and energy drain.

* +] caster level on all necromancy spells.

* Ifthecharacter is capable of rebuking undead, her effec-
tive cleric level for this ability is increased by 1.

The Constitution loss can't be prevented or reversed by
any means. A creature without a Constitution score gains
no benefit from the Bloodtouched rite.

TOA W T rlnyoy 1< -
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CHANGELINGS

MASTERS OF DISGUISE

Changelings are gray-skinned crestures with fair hair, long limbs. and
indistinct facial features. They were originally born out of unians between
humanoids and I:]I.:IPPFI.E-H'IEI‘FL. but over the YT Illn-}- have evalved intie a
humanoid roce distinet from their progenitors,

Like their humanoid ancestors, changelings have distinet, unigque
countenances—recognizable faces—although their faces are much less
detailed than o humanoid’s, Some observers have deseribed changelings
as looking like humans with an exera, gaury pray layer of skin covering
their bodies, while others say that they look like humans that haven't been
fl:l”!r favmed. Roth l]r_-w'rtr:rurn.\ are apt, When in her natural -L]1.'|Iu,-. i
changeling's nese is apparent but containg no nostrils, and her mouth
is framed by thin, gray lips. A changeling's eyes are blank pools of milky
wliie. .-'\r]1.'|.r1gr|1 ng hoans wiILpy, Fae haor woud o desiinet grr!r!nr. pn conl rasl
ta full-blooded doppelgangers

From their doppelpanger ancestors. changelings gained the ability
b J]rrl' !l‘ii‘lr I]:II'IFI.‘\.TI‘IE}' d@re real llrﬂ1 Nhﬂ]]?rilulllsl‘r.\ rﬂrlnllllr llrlﬂl’iirlg on
the appesrance of any humaneid race, changing their height by as much
a foor in height and their weight by upward of one hundred pounds,
A changeling has precise control over this change, selecting whatever
physical feptures Leye and hair color, size of nose, birthmarks, and other
distinpuishing characteristics) she prefers. Often a changeling createsa
favarite appearance for each race she frequently mimics, and these guises
might have i commaon trant—hair color, 8 mole, ar a birthmark—so tha
small similorivies persist bewween her various forms,

Although changelings have lived for centuries in virtually all parts of
Khorvaire, other humanoids remain wary ol them. i s a Krr:rra”r held
beliefthat changelings are sneaky, duplicitous, and untrustworthy, The
truth isthat, sswith any other race, individual changelings can be pood
or evil, hanest or dishonest, virtuous or depraved. While it istrue thata
changeling’sabilities make her well suited for eriminal enterprises such as
fraud, espionage. and assassination, itisa mistake to think thata majority
of individuals engage in these practices.

All changelings adapt ane ol three philasophical autlooks regard-
ing their mutable identity, Passers iry to avoid the widespread mistrust
of their race by living in a permanent state of disgulise. adopting a
particular appearance and wearing it as their "natural state.” They
keep their heads down and stay out of trouble, The changelings known
as becomers immerse themaelves in many different identities. They
helieve that they are simultaneously whoe they are and who they appear
1o he, enjoying the ]_:;l.r.'ll]l_u and ..'|||1]r1x'|,|.|'t}- afl :|1'|.|.|]I|E:|tf personas. The
changelings called realivy seckers believe in an absiract notion of per
fection and prefer to seek it in their natural ferms and in the company
af other changelings.

Changelings have a natural gift for learning languages and cul
tural mannerisms. Like any other race, chanpelings in general simply
wani to live their lives in peace, and toward that end they are sensitive
ta the parvenlar mores and beliefs of the community in which they
live, Together with theirshapechanging abilities. these qualities make
them extraordinarily effective diplomats, entertainers, raconteurs,
and negaliators,

Still, more than a few of the most infamous spies and thieves in the
history of the Five Nations have been changelings. Members of this race
hold .'nu-:..' Prasitions in moesl organ 1zed errminal endeavors, P::I:ul:lr Feton
and bardic tales feature changelings as assassins who enter into a home in
the puise of a friend. then transform into 2 monstrous form before strik-
ing down their victims. However, eriminal changelings are much maore
likely to be confhidence artisis or dealers of stolen and froudulent material
than eutright murderers.

WHAT DO YOU KNOW?

Knowledge (local)

DC 10: Changelings are n hybrid of
humanoids and doppelgangers that
are not generally aceepted in either
community. They hove o limited abil-
ity to shapechange.

Acheck against this DO isalso sufficient
to learn if u local settlement hosts a
changeling community and whether
any notable recent incidents have
oceurred invalving changelings,

DC 15: Changelings can alter their
physical form to pass as members of
another race or the opposite gender.
They can even masquerade a3 specific
individuals.

A check against this DC is also sufficient
to learn roughly how many change-
lings live in a local community and
where they can be found.

DC 25: Changelings follow one of
three peneral philosophies. Passers
adapt a single humanoid identity
and stick with it, just trying to get
by in normal society. Becomers live
multiple lives, scometimes simultane-
ously, in different disguises. Reality
seckers prefer their natural form
and the society of their own kind,
philesophically seeking the form of
perfect reality.

Enowledge (religion)

DC 15: More than any ather people of
Khorvaire, changelings are drawn to
the worship of the Traveler, one of the
gods of the Dark Six. The Traveler
is both the least malevolent and the
most enigmatic of the Dark Six.

DC 20: Changelings often revere the
Traveler, but to say they worship this
mysterious deity is hardly aceurate,
They seem to view the Traveler as a
companion on the road of life—and
notalways a trustworthy ene. However,
they often use tales of the Traveler's
actions in the world as justification
for their peculiar philosophies.



HOW TO SPOT A CHANGELING

Common folk believe that when a changeling adopts a
disguise, the facade is perfect and nearly impossible to
penetrate. In fact, because people are willing to believe
their eyes without question, clues to a changeling's
true nature often go overlooked.

Specific Clothing: A changeling's clothing
and other belongings remain unaltered no matter
what form she takes. If a person observes that an
elfinthe room iswearing the same outfit and gear
asadwarfwho left the room a few minutes earlier,
it may be a clue that both of the individuals are
the same changeling. Of course, it would be wise
to ascertain that the clothing in question is not
some kind of uniform or traditional garb associ-
ated with a particular group or religious order
before making an accusation.

Tricks of the Trade: Although a change-
ling can outwardly mimic a member of just
about any trade or profession, she often will
not have the skills and abilities of even a novice
member of the group. Be wary of people who look
like typical practitioners of their profession but
show no ability for the job—such as a blacksmith
who has trouble heftinga hammer ora cleric who
cannot heal the injured.

Unfamiliarity with “Own Culture”:
Although a changeling can become tall and
willowy with long, tapering ears, she does not
thereby gain any great insight into the attitudes
and opinions of elves. Anyone who has spent
asignificant amount of time among the mem-
bers of a specific race might notice a changeling
in disguise acting strangely, breaking common
taboos, being unfamiliar with racial languages,
and having unusual likes or dislikes.

Trust No One: Most changelings are too clever to
be tripped up by simple clues such as these. The fact is,
anyone you meet could be a changeling—even your clos-
est friend.

Perfect Reflection [Changeling]

You are particularly skilled at mimicking the forms and

mannerisms of others. The better you know a specific A changeling puts on a new face

individual, the more able you are to look and act just like

that person. Some changelings attribute this ability to a Benefit: When using your minor shapechange ability

trace of their doppelganger ancestors’ ability to peer into to disguise yourself, you get a competence bonus on your

the minds of others. Disguise check and on Bluff checks made to impersonate
Prerequisite: Changeling, Cha 15, Wis 13, that person. The bonus is based on how well you know the

person you are imitating. While these categories are similar
to the categoriest hat determine a character’s bonus on Spot

M checks to see through a disguise, the amount of the bonus is
not the same.

DOPPELGANGERS AND CHANGELINGS  Fymiliaricy Bluff/Disguise Bonus

Racesof U:'~?|'-'_Js' presents a monster class progression that could Recognize on sight +2
allowyou (with your DM's permission) to play adoppelganger Friend or associate +4
as a character. These shapechangers are common in urban Individual is present +6
areas, as suggested by the very existence of the changeling Close friend +8
race. Theyare an important part of such organizations as the Intimate +10

Tyrants (described in Sharn: City of Towers) and the secretive

Cabinet of Faces.

h———_‘
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Jeining the Church of the Silver Flame is o relatively

CHURCH OF THE SILVER FLAME

THE GLORY OF LIGHT

The Church of the Silver Flame illuminates a way of life for millions of
people across Khorvaire. represents the force that governs the nation of
Thrane, and tnapires banis of crusaders dedicated to exterminating evil
from the face of Eberron, If mere membership in the church grants o
comforting degree of faith and security. life as a crusader in its order of

Erlig]n.\ IErIII.I]JI guaraniees i career of excitement, virtue, and honor,

TEMPLARS OF THE SILVER FLAME

"As u refiner burns qway oll impeerty from the ore, so shall the Silver Flame purify the warld
and it inhabitants,”
~Davienne of Sigilstar, halfling exarcist of the Silver Flame

Evil is everywhere, but that only strengthens your reselve to fight against it
Your faith in the Silver Flame drives you to wage unending war against the
F'Illl mm r1'|r wz]l'lrl. Whl"l’F'ﬁ'f"r 18 m ‘Iht 1'“_' rl,l-“ rl[l' ~EVERn lr'll EIF"'
within your adventuring party, your church. or yourself.

JOINING THE TEMPILARS

simple matter. As a prospective member, you meet

wlll‘l «l I'I'II‘I'IIi'IrI' r!rllu' r!rl's}'—‘“l'llll"lITIIF_.'- EYILE GBTT QRlDE",

sametimes in asmall group with otherworshipers—to

learn the basics of the faith., When this teaching is t .

1'r:ﬂ!F§|]=lL‘. oL are irtiated into ||'|!:||1h|.-.l“-h:ii1 with a 2

simple ritunl, sometimes but not alwoys scheduled

1o colncide with a major hely day of the church, k

such as the Ascension (1 Sypheros}, |
Joining the kmights templar is more diffeult. Nl

You must already be o member of the church, - ‘

and you must secure a letter of recommenda- /

)

tion from one member of fach of the church’'s

three orders—-ministers, templars, and friars. The
Ceuncil of Cardinals vetes on which applications o
approve. The process ean be time-canmumang, sven Symbel of the
if it is not especially rigorous, Silver Flame

Entry Requirements: Any pood alignment,

Knowledge (religion) 5 ranks.

Membersofall classes ean gain admittance o the arder of knights tem-
plar. though hghters. palading, and clerics are most common, The order's
primary duty is to meet evil head-on in combat, which practically serves asa
defnitwon fora xuul:!-.:]jguﬂ] adventurer, RI::IKI!I“-. barbarians, monks, and
rangers alyo combat evil with a clash of arms. Wizards, sorcerers. bards,
and druids similarly use their magic to further the mission of the order.

Onee :||.'|::r|'|[E|I a5 lrn'l.lrl.’l r, you can expect Lo -.iu-nl:! aweek ina 1|-r|:E:|1u|‘
monastery, usually in Thrane, receiving yourinitial training. This train
ing assumes that you have at least a basic prounding in che doctrines of the
Taith, and instead focuses an I:rm.'tu.'a] I'.'I.‘]I.K’:Ii.l:1|.l!'.'\. Tor ﬂgh!jrlg evil ereatures

and discerning the influence of such ereatures on other people.

TEMPLAR BENEFITS

Knights templar share 3 comman goal: the eradication of evil from the
world. Since most members of the orderare notinterested in self aggran
dizement, they willingly help their fellow members achieve their commeon
gl.‘:l.'ll.-.ltnhl- fullest extent EII.IS.:LI}I]E. Afthe same time, I!H‘}' have Tew Fllilllgh
resources for their own pursuits, and not much ta share.

Goods: Upon aceeptance into the order, you receive a small wooden
case containing essential supplies for your work, This case halds four {lasks

WHAT DO YOU KNOW ¢

Knowledge (geography)

DC 10: Thrane is a theocracy ruled by
the Ohurch of the Silver Flame.

DC 15: The head of both church and
state is the Keeper of the Flame, cur-
rentlyayoung girl named Jaela Daran.
A Council of Cardinals does the work
of government in her name.

Knowledge (religion)

DC 10: The Church of the Silver Flame
reveres a holy fire within the cathedral
in Flamekeep, the capital of Thrane.
The church teaches a life of purity and
struggle against evil in all its forms.

DC 12: The church includes a large
number of paladins and exorcists
devoted to waging war on supernatu-
ral evil.

DC 15: The head of both church and
state is the Keeper of the Flame, cur-
rentlyayounggirl named Jaela Daran:
A Couneil of Cardinnls does the work
of government in her name.

DO 18: The chureh has been responsible
for both great good and great evil
throughout its relatively short history.
It launched a crusade against lycan-
thropes that, by a century ago, had
nearly eliminated all lycanthropes
from Khorvaire. Unfortunately,
many innocents also died as a result
of that inquisition,

Knights Templar

Knowledge (religian}

DC 10: The Church of the Silver Flame
sponsars champions who go into the
world to fight evil.

DC15: The Church of the Silver Flame
includes three orders of clergy: min-
isters who tend cangrtga'l:innn. friars
whao spread the faith, and templars whao
fight evil in the flesh, These templars
wear distinctive silver tabards.

DC 20: The silver-clad templars are
dedicated to hunting undead and
fiends, aswell as exposing corcuption
wherever it is found—even within the
church itself.

DC 30: Cardinal Baerdren ir'Davik is
the current head of the knights tem-
plar. His seneschal Ofejjain of Korth
might have her eye on the cardinal’s
position.



of holy water, a silver holy symbel, a small prayer book con-
!d:lllll!aI 1 I1l"'| -'IIII.I ill‘a\'ﬂlh Ir!dlir]g'r] EROFCISIm JI'I‘J PJ'U'I'I'I.i.nI.'
{no game effect), two sharpencd wooden stakes, and fifieen
arrows—fve with silvered heads. five with cold iron heads.
and five with flametouched iron heads. As you use these
'-I.I.I'I-E:Illl“\_ :,'IFII areg I'{"hl1l1l|.‘-|1]]f_' rlll' rf“-llj]_'h.'l r:lg' lhrrn

Information: The basic training you receive upon
acceptance inta the order el knights templar grantsyou a +2
circumasianece EII!T‘I.I.‘- on KILIFW!T‘JI‘HF {!IIF IFIIII'I.I".‘\} or KI'IIIWI'
edge (religion) checks you make to identily monsters and
learn their capabilities and weaknesses. Other members af
|I||"||-I l![‘l'ill'l' I'K'Ill"l'l.‘h an crealures lFr\‘l]ll"'llﬂl‘]lill |."'¢||II “'II"I
Knowledge skill modificrs ranging from +10 1o « 18

Status; Asa member of the order, you have the privi-
|rgr of :l’l!"ulir:.::llg voursellas a klliglﬂ !me:l.’u al the Silver
Flame, You can properly be nddressed with "Sir” or "Lady”
preceding vour given name, and you can wear a silver inbard
identifying you as a member afthe order. This status carries
the maost wlehl in Thrane, wheree it guaraniees the g::lr:lr! will
of mest eitizens, Quiside Thrane, it may provoke differem
responses, (See NIP'C Reactions, below.)

PLAYING A TEMPLAR

Youare not necessarily single-minded. but your faith domi-
nales ?1"“5 tll'r'-llr‘-l]'ll?. "l.‘lllll. Blreve FIII' ATy Illl"J] 1FII 1|-I'|"-IIIII|.[
purity appropriate to the purity you would like 1o see in the
world, The sins vou strive to aveid include greed, exploiting
I.HJIF'I' !Il‘iljljl' I.iﬁ'l' FIJI.I'I nwin g-'ll'll.. ‘}Il‘ |III1|\I' Iri. llll“'l"]' mm |II|}'
form, and the corruption of absolute evil, as embodied in
fiends. By cultivating virtue in yourself, you help to tip the
kalance betwesn gnﬂfld-lu.:l evil in the warld. ever an -\.-|:|§I|I|1..
in good s favor. Thus, you sirive to be honest, just. moder
ate in all things but virtue, compassionate. patient. and
faithful. When you fail o live up to your own ideals, you
I'F'.il"ll"l' I'\_.'u!|r",'{'|!‘1|.ul IIII not ru_'r_r"\n..n'lhlr' P'l_l I'||.'-l‘| 1|.'r_1|.|'|'1r_‘!'|-. i-lll'
punishment can sometimes become its own evil.

As a knight templar, you are ultimately responsihle 1o
|||F ]1r'.‘||:] I:lf'\'lllll' flrllf"l' {-:a'l rr!ln.ll T‘UI'I I] ren Irlniivlk S1E% OaTn
the Council of Cardinals and thus helps to steer the policy
af not just your order, but of the entire church and the
Al IIIIPI-I'I'I nne. l:)[ |]|I‘ |l|l'f‘|" Ill'lll'l"- IIII|!|F I'II‘II.'I'I‘I Trllll'\
allows 1ty members the most frecdom o pursue the causes
they hnd most pressing. Ministers must tend 1o the faithful,
and friars must concentrate on the l"xlmud,ll:lu ol the church,
but templars are free to wander as they please —or where the
Flame leads them—to battle evil wherever it rears its head.
You are part of an elaborate chain of command, but much
|"|| lIII" Frrme 1i1|l| [hillﬂ }Li“' !lr‘l[‘ B no |II1:]:|I’! i :p'l'_lllr I.I‘III"

Combat: Grant no quarter to fiends or undead, and
hiope lor none in return. In battle against more mundane
‘IIFP"-_ 1_.'r:||| '|}1|1W me ri}' 'l'c'.'lf‘l'l ik 15 |I‘1kF1I ll-r!|rll.l. J..I1:J you rlllg!'l‘
sk it ms well, though it 15 foolish 1o request quarter when
you have no expectation of receiving it. You should always be
“-I]]III.E ey 54T IJ‘Il"F YOUE owr Il.i-l' b Save rlll" il'-'l"u |lr|1|l1l‘1"-
You have o greater dream than hiving to old age: You hope 1o
be joined with the Silver Flame in perfect purity after your
death. But the Flame does not wish you to lorfent your life if
?'Jlll.r FAC I'I‘llll,'r“ WIFI NoLwin j grr'.‘l.ll,'|"|.'1r_'|:ur}' 0Or save on !'lt'l"-.

Advancement: Even if you are not a cleric or paladin,
yea cart choose feats and shilities that make you mare effective
alg.'lll'l'u' IITIIIPIIIII 'FIF_'II.I.IK_ a rll. ‘1!!11||£|T creafures IIJ- e Al TS
supernatural evil. (Libris Mortis presents a number of feats that
aid your ability 10 fight undead, suchas Ghost Scarred, Endur-

Illg I IIII'. HI'I'IIFEH“I‘II[. I"-’I;I rrI|I11'I" Eilll“l"l'. il.r“[ l.:ll:l.ll.ll':ll:l"ljl.hll'

Flame of Life.) You might also take ranks in Knowledge (reli-
Eiun) and Enowledge (the planes), even ifthose are eross-class
skills for you, b refllect the ungoing |,|'I,III1'i1'I£ YOu TEEvVe 10
techniques to Aight these creatures,

Asyou advance in levels, you might also want to consider a
prestige cluss related to the Church of the Silver Flame, such as
exorcist of the Silver Flame (from the Esciros Campaign Setfing) or
silver pyromancer (from Five Nations). You might also consider
I'I'1|I|FII I.'In.l.‘h."al”'a ‘II-I.' are nol NI}El'iFl.i' Liw 1E!E I'III.II'I'EI. II'IrILI.LlI]'I.E
hunter of the dead or knight of the Chalice (from Complete
Warrier). divine crusader or pioustemplar (from Complete Divine),
shadowbane PRusibor or shadowbhane stalker (From L'unlpf!!r
Adventurer), or saered purifier (iram Librs Modas),

Missions: You don't undertake trivial adventures for
base purposes such as self-enrichment. An adventure. for
?I’_'I'I,l._ 15 @ mission: an I_I'I'_I]_ll}"'llﬂl!}' 1o ITIIIEI‘ i l]lr'rl"l'Fl'll'i' in
the world, to advance the cause of the church or hinder the
progress of evil, or preferably bath. You have been iden
tiFreed as an agent the chureh van use in the world, so yuu
might be sent on missions by the chureh, either with an
explicitly spiritual goal or 1o advance the agenda of Thrine
al IIII.ITIE ILIF o Flr‘l' ol neeres lil- K]IIFT'-'-!II'F F'I'HII IFIIIF IIIII".\FII.IJ\
you, however, you go repardless—like a knighverrant, you
seek out any oppertunity to do battle with evil.

.“\I.I.IIIH'I'JIII|I.I|-1I evil i yon true foe, The undead, prevs=
sessing devils, rampaging demons—you can slay these foes
without hesitation or qualms. By their mere existence. they
corcupt the world; by eliminating them, you help 1o make
the world a beter place,

i emplars of che Silver Flame ar

. W
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TEMPLARS IN THE WORLD
“The templars are extrancout in this day and age. They are relics of @ bygone

era, whes good and ewil were conceived of in simplistec lerms.”
—Archierophant Ythana Morr of Sharn

I'he Church of the Silver Flame is one of the great powers of

K horvaire. Thanks toais cont ral over one of the Five Mat ions
and its significant presence in three others, it has exerted con
siderable inHuence over the shape of the medern world in the
wake al the Last War. Characters who serve the chureh as knights
templar are part of n signifiecant and vital world power

Organization: The basic organization of the church is
deseribed in the EEERRON 'Ir:urrlpl.rr!_;.lr Sr'ihlrs. The KEEFH.'I of the
Flame isthe head of both church and state, and immediately
beneaih her sits the Couneil of Cardinals, Thirteen High
Cardinals form this council, consisting of two delegares
chosen from each of the four smaller groups of cardinals
thast govern the four grear cities of Thrane (Flamekeep,
Thaliost, Sigilstar, and Aruldusk) snd the surrounding
regions. Three more High Cardinals represent the three
I.Irl';rl'.\ Iirltlr rlll.l I'{'II. {ll'lll mislers, frl.u rs, 1|TII! Irl!]ll-.l.lr.'..,:'. Iln!l.
the last two are representatives of the archbishops. One of
the mast influential High Cardinals isa representative from
F]d mr.lu-.r‘.-r‘:. a gl‘ih.‘-}'l:l rIE man I'H'I.Illl":l:l K.I'f’:ll'l.'ll...

The order of knights templar is currently represented
on the council by Cardinal Baerdren ir'Davik (LG male
human paladin 5/exorcist of the Silves Flame 5), who also
holds the rank of Grand Master of the order. Baerdren isan
exemplary templar. atterly dedicared to the mission of the
order and aften chating at the political and bureaucratic
responsthilities his position on the council demands of him
However. he considers the role a sacrifice worth making,
for he Fears that il he were ta give up his seat an the couneil,
tt might go to his seneschal and rival, Ofejjain of Korth.
Ofejjaia (LN female human cleric & Silver Flame) has other
issues on her personal agenda besides advancing the cause
of the knights templar, and Baerdren frars she would drive
the order into obsolescence or banishment if she were placed
im charge. He keeps her at his side as a deputy and advisor,
primarily to keep an eye on her—though he admoats she swise
and has made many pood decisions on behalf of the order.

Beneath Cardinal Baerdren, seven commanders govern
the kn 'Ehl‘ ol the arder. These commanders Carry the fal-
lowing titles: Commander of Aundair, Commander of
Breland, Commander of Cyre, Commander of Karrnath.
Commander of Thrane, Commander of Fl_:rr:ig'u Lands,
and Commander of the Seas. The positions were established
before the Last War, so they reflect the divisions within the

Kingdom of Galifer rather than the modern nanons of
Khorvaire. The Commander of Karenath still has juris-
diction over templars in the Mrar Halds, for example. The
assistants Lo t]'l.lf's.f z'umrn.rl.rll'll*rs rﬂ'l'l":.' r]'lt |lllf_ 1IF Fllu'll"-]'llll‘_
but no real rank exists benemth them aother than knight
templar, held by the majority of the membership.

Kr.nghru I1-|r||:|]:|r4|.rr Free oo wande s the world in pursut
of the order’s aims. When leavingthe jurisdiction of one com
mander and entering that of another. it 1s a knight's respon-
hl‘lltllr (4] EI'I"'I!“JIITF 1'1'i1|.1r. L4 lll.r' Com rll-'.lll.lfl' I.'ir | I'Ir new ares,
in cuse that commander has o pressing need for a knight to
perform a mission, The commanders try to keep cach other
informed shout where LJIIEIIL‘- are oper ah’ug and what :her
are doing, but this system works beter in some places—and
between some commanders—than sihers,

Ihe Puritans sect is dispropertionately well represented
among the knights templar. These fervent followers of the
Silver Flume eling to literal interpretations of every word
uttered by the Voice of the Flame and believe in the radical
sacial and political transformation of the world, remaking
it iy @ ||1r|:1rr..|r'_|- in the irnrlsr ufThr:lnl-.Thl::uEi: I:lll.i‘-}- area
small segment of the overall chureh, they make up somewhere
between a quarter and athird of the knights templar, including

i LI res cormimaan I.I:]I' Th.

NPC REACTIONS

All citizens of Thrane recognize the distinelive silver tab-
ards of the knights templar, and most have friendly attitudes
toward these highly visible champions of the faith. Ourside
I'hrane, recognizing the tabard as a symhol of the Church
of the Silver Flame requires a DC 10 Knowledge (reli-
gion} check, while 8 DC 15 check identifies the wearer as
a member of the knights templar. Generally good-hearied
people wha are not prejudiced against the Church of the
Silver Flame are initially friendly to knights they recopnize
by means of these checks, while individuals who carrey such
prejudices (which include shifters and goblinoids) are more
often unfriendly or at best indifferent.

Since the order ofknightstemplar is sworn (o exterminate
supernatural evil, including undead and hends, such ereatures
are nlways hostile when they recognize a knight templar, Lycan
thropes of all types and alignments have a particular hatrad
for the Church of the Silver Flame, thanks to the crusade thai
nearly exterminated their kind over s cemury ago. Shifiers are
uncomfortable with the templars of the church for the same
reason. The Ovder of the Emerald Glaw, tied as it is 1o the
Blaod of Vol and the worship of the undead, is also hostle
to the church and its agents in the world.

M

Five Epicts of THE CHURCH

1. Trust in the Silver Flame. The Voice of the
Silver Flame never lies. It will light your way to glory
and salvation.

2. Heed the wards of the Krrprr. The I\:rrfu-r althe
Flame is your emissary. Throuph the Kecper. the Silver
Flame speaks.

3. F;g}ll evil im all its Torms. Moi EVELYONE Can have
the sirength or conviciion of & paladin, but there are many
ways 1o fight evil that den't require one to draw a sword,

We must alse remain vigilant, for the one thing evil does
well iz hide in plain sight.

4, Lead a noble life, and encourage others to do
the same. -rrT:Ifll.llil;,ll11 phound, bul the wisesi of us can
recognize and avoid them. If you dic with a pure spirit, you
will be forever bound with the Silver Flame,

5. Share |.|11.- Fanth. The Silver Flame can E!ul |f:r the
darkest spirit. Share the power of the Flame with those who
have not yet embraced it.

—-—d
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TEMPLARS IN THE GAME

Templars of the Silver Flame are quite narrowin their focus,
but the organization is appropriate for good-aligned charac-
ters who can agree on worship of the Silver Flame.
Keeping templar PCs happy in the organization is rela-
tively easy: Simply ensure that they have no shortage of identi-
fiably evil creatures to fight. In no way does this diminish the
moral ambiguity that pervades the world of Eberron. Shades
orgray exist in abundant opportunity in the form ofccnrx'upt
church officials (including Seneschal Ofejjaia of Korth),
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unwitting agents of devils, and dominated victims of vam-
pires. But the PCs and their chosen foes are like pinpoints of
bright light and utter darkness in a much larger sea of murky
gray, fighting an unending crusade that can easily become a
tool in someone’s play for power within the church.
Encounters: NPC templars looka lot like PCs, and they
are most likely to be encountered as allies. They are devoted
to fighting against evil, and when the PCs are fighting evil, a
templar is always a potential ally. On the other hand, if the
PCs are colluding with evil, whether they are aware of it or
not, an NPC templar can be a powerful and implacable foe.

F——_——ﬂ

SECTS OF THE Si(VER FLAME

Different sects within the church relate to the Silver Flame in

different ways. The Puritans are only the most prominent of

these sects, bringing a literal reading of sacred pronounce-
ments and a rigir“y moralistic view of society to their wor-
ship of the Flame.

At the DM's option, different sects of the Silver Flame

can gain access Lo different domains. Some sects might grant

access to new domains presented in Complete Divine (marked with
an asterisk below) or Bookof Exalted Deeds (marked with a dagger).
Ifyourca mpaign uses this option, Puritans can choose from
the domains of Inquisition®, Law, and Purification®.

The Order of the Radiant Flame is a sect that emphasizes

contemplation as a path to spiritual union with the Silver

Flame in this life, as opposed to a physical union with the
Flame after death. The order includes monks among its ranks,
aswell as i).‘ililnlin-‘s and clerics. [tisnotadistinet order like the
ministers, friars, and templars, but rather a movement that
includes members from all three orders. Ifyou use the option
of alternate domains, Radiant Flame cleries can choose from
the domains of Glory®*, Good, Mysticism*, and Protection.
The Knights Militant are another sect that spans the
three orders. This group holds extreme standards of purity
and morality, and it exhorts its members to heroic acts of
valor and self-sacrifice in the battle against evil. Clerics

ns of Endurancet,

of this sect can choose from the doma
Exorcism, Good, Wratht, and War.

M
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CREATION MYTHS

THE FIRST AGES OF THE WORLD

Siberys danced through the void, setting the stars in thelr places. Khyber
prowled behind, consuming stars nearly as fast as Siberys placed them,
Eherron sung, apart Friom the ot |'u-r:|._ and life :-I:H'II'UII'I:I in the voud.

Finally Siberys turned to confront Khyber. to stop the dragon from
devouring the stars. The twa fought, tearing at each other in their hatred.
A last Khrhrr arose viclorious as ."':l.llrr}r-\.- wars shattered snto o million
fragments. Now thirsty for blood, Khyber wheeled upon Eberron,

Where Khyber lunpged, Eberron snaked aside and around, Ne more
blaod was spilled, but the battle continued on and an. Khyber grew
tired, and Anally Eberron enfolded and imprisoned Khyker, and the two
deagons ceased thelr strugples,

And sa the world was horn, Eberran forming itssurface and Khyber
the world beneath, Both dragons slumbered after their long baule, and

hardened into earth. The fragments of Siberys’s broken body encireled

Eberron. These three became known as the Dragon Abave, the Dragan
Below, and the Dragon Between

The drops of Siberys's blood scatiered upon the earth below. There
they sprouted inta life. becoming the dragons of the earth: red and gold,
wilver and WIIIIFl blue and brones, ru;xlwrﬂnllxrrrnl brass and ]j!:lrL.Thr:.-
found that Eberron had formed them s paradise in which to dwell, and
they lived in peace for long ages.

Within the |1'r|.]::|r|-\.|::||:1i.l1g folds of Fherran, the blood of E‘\:h}ghér Fres-
tered and fermented, wking on its own dark life, Shaped by the dreams
of the slumbering dragon, Khyber's blood became the fiends: rakshasas,
|1i.g'|'|.| I:.:E-\. and other monstrosilies, Hluw'l:,-. the Fends made their way
through Eberron’s encireling body, seeping through eracks and holes
in the earth, rising with the molten rock in the eruption of voleanoes,
bubbling up feom the depths af the sea. Graduwally, they began ta threaten
the peace of the dragons. And so eventually began the first wor beiween
the dragons and the Rends.

As Khyber Arat triumphed over Siberys, so did the fiends a first
1r||,|,||'|ITI'| ovier .l‘lf r‘mlguna I-[-I'l.’_' rjr.‘lg!}n'\. rf_trf]lll_"d ks th I-'I I‘F! l,'l‘r Al'!il"l
nessen, while the hends divided Khorvaire, Sarlona, and Xen'drik among
themselves. 5o began the Age of Demons.

The fiends ruled the world Tor mallions of yEArs. Whenever the
dragons dared venture from Argonnessen, the hends siruck hard. driving
them back to their retreat.

Tblll'lg.\ hl‘xilll o f‘l1.‘|.l1ga'. w!lFII lill' Itl'-'lgl'lllh rl"l] i.\l'll'l'l'l'l‘l! |..I'|.F PI'II-iF!I.'
ecy and found allies. During Eberron’s primordial danece. as life sprong
from the dancing dragons, the couatls were born, adding their wingbeats
tathe dance. [Like 1he lrl‘.lgurl.&. Illr:,.' had reireated snio hids ng Teomn the
fiends thut ruled the world, Togeiher, however, the dragons and the
couatls were able at last to launch an assault on the ancient empires of
the fends.

For thousands upon thousands of years, war raged between the
dragons (and their countl allies) and the fiends of Khyber. The battles
ended at last when the covatls discovered a means to imprison the mighti-
est fends in the deep earth from which they had emerged, The couatls
paid a high price for this victory; only bonds of pure spirit could held
the mighty fiends, and the greatest of the couatls sacrificed their physical
Forms te trarp the fiends within r!1r:|r.s]-||r1l||;|| cols, With the ruring Dends
imprisoned. the remaining couatls and the dragens were easily able 1o
drive the lesser Rends into hiding.

The rI:I'ﬂ.E'I::IIL'i- were o wedkened h? I||ri.r]ur|g years nf rl.gl‘l.ll:ll.g thai Ihl"r
were unable to enjoy the fruits of their victory, Most dragons returned
to Argonnessen to study the Prophecy, leaving Sarlena, Khorvaire, and
Xen'drik wasted and empty.

WHAT DO YOU KNOW ¢

Knowledge (the planes)

DG 10: Long before the rise of the glant
civilization, fiends ruled the warld,
unopposcd by the dragons who cow-
ered in Argonnessen. These fiends
included rakshasas and night hags,
though these forebears of the modern
fiends were much more powerful than
their descendants,

DC 15: When the dragons at last rose
up against the fiends that ruled the
world, couatls fought beside them.
The resulting war lasted for a million
years, Some say that the planes came
into being as debris thrown off during
this legendary confliet.

DC 20: The most powerful rakshasa
rulers, called rajahs. remain impris-
oned deep within K hyber, held in the
eternal spiritual coils of the greatest
of the countls. Their weaker minions
atill hope 1o see them freed.

Knowledge (religion)

DC 10: A variety of tales describe the
creation of the world, but the most
common myths invelve the three
great dragons: Siberys the Dragon
Above, Khyber the Dragon Below,
and Eberron the Dragon Between.

DC 15: An eons-long war hetween
dragons and fiends ended when the
couatl allies of the dragons sacrificed
themselves to imprison the fiends
in the depths of Khyber. Some reli-
gions, including the Church of the
Silver Flame, revere the couatls for
this saerifice.

DC 20: The tales of the three creating
dragons are not the only myths about
the hirth of the world. Other tales
attribute creation to Aureon, Onatar,
and even the Traveler.

DC 25: The Serpentes Fragments is an
ancicnt collection of writings con-
taining the beliefs of a number of
serpent cults from Xen'drik, all of
which highly esteem the couatls that
sacrificed themselves to bind the
fiends within Khyber,

DC30: Legends tell of three great arti-
facts the dragons used in their war
against the fiends, and three similar
items used by the fiends. Each set con-
sists of a crown, nscepter, and an orb,

like the regalia of an earthly king.



OTHER TALES OF CREATION

The tale of the three dragons and the Age of Demons is
widely retold and generally accepted as an explanation for
the hirth of the world. Ti s not the IJTI]:r' such c:piunnflun.
however. Several aliernative myths exist, even within the
major churches of Khorvaire, with none having a dogmaric
elaim o absalute authority. These tales give the gods af the
Sovereign Host (and the Dark Six) a role in the creation of
the cosmaos.

For example, devotees ol the Traveler tell a great many
tales about that mysterious deity creating things—sometimes
the earth tself, more ofien specific kinds of creatures or
geographical features. Lakes and canyons around the world
carry names such as "The Traveler’s Faotprint” in local
languages, and at least two myths popular ameng dop-
pelgangers speak af the Traveler creating the world out of
!Jirrr: M;;lw-ngn"l] Meam another ereation—eiilher an earlier
one that was ruined or s paralle] one that the Traveler sought
to imitate.

Aureon 15 sometimes identilied as a ereataor whao
spoke the world inte being, embedding all the secrets
of ereation in the languape of arcane magic. Followers
of Onatar eredit him with the creation of the waorld,
recounting how he shaped it in his forge and hammered
it on his anvil.

Mast tales of the gods have little or nothing 1o do
with creation, however, Tales such az the Devourer’s rape
of Arawai and Aurcon's accidental erestion of the Shadow
explain the birth of various gods (theagony) rather than
the ereation of the universe {v.'.vr_umngl::n}r}l The l!i:Ffﬂrirlg
depictions of the gods can be traced to myths that deseribe
them in different ways, arising in various parts of the world.
These tales inelude descriptions of each deity as a dragon
that sscended to divinity during the first ages of the world,
but these mythe are not widely believed.

SERPENT CUITS OF XEN'DRIK

The ancient legend of the couatls sacrificing themselves 1o
imprison the fiends within the earth iz depicted in the earhi-
est ruins and il"l..'l.l'rlljl wons discovered in Xen dek. Tllruugll.
the millennia, this tale has formed the foundation of many
religions among the native races of that continent, These
so-called serpent cults took root amaong the giants, their elf
and drow servitors, other underground races, the goliaths
of the Titan's Teeth mountains, the raptorans. and the
catfolk. (Goliaths are described in Roces af Stene, raptorans
and catfolk in Roces of the Wild.)

Most of these serpent cults espoused high ethical ideals,
often much loftier than those prevailing in the dominant
rullu:rl:. Tl'u,- ru.ll:-. 1':J'Iillti|!]}' :lrrnlp H'u_- r_|ivir|.|l}r nf coaniem-=
porary gods, claiming that the primordial couatls are the
anly truly divine beings. These factors have combined 1o
ensure that serpent cults remain small, countercultural
movements with little losting power or influence,

Aboutthreethousand yearsago. anunknown researcher
compiled a number afwritings related 1o the sacrifice of the
couatls and sssembled them into o loose colleciion now
known as the Serpertes Fragments. These fragments are thought
te represent the beliefs of 4 variety of serpent calis, widely
scattered geographically and historically, They arealsaan
important source of information about the sites and eivi-
lizations of ancient Xen'drik, making the Serpentes Fragments
r‘."'rrrﬂi‘l}' '|m|:l|'|-1"l| mni tr_! T{rn.l:lrph al rfhl‘lllf’g}', r:uilll‘ﬁ illll!
translations of the fragments are rare because the bulk of
their subject matter is so obscure,

Rome, however, wnu.quairgurﬂmt the fr.-ugrnm-m;urr Tl
obscure in the least. Perhaps he is just being intentionally
provecative, but Provest Dannad Mourain of Mergrave
Unaversity recently published a paper arguing that the
Church of the Silver Flame is itself the contemporary form
of a Xen'drik serpent cult,

_ﬂ

REmMMANTS OF CREATION

Inthe Age of Demona, the dragons rose up against the fiends
that ruled Eberron, waging a war that lasted for more than
a million years, Some legends elaim that both sides forged
mighty weapons to be wielded by their greatest champions. A
same paint in the war, both a hendish echampion and a dragon
champion wore a crown and carried a seepter and an orb tha
embodied the powers af the cosmas, [t is not elear which were
forged firsi—the fiendish or the draconic regalia.

These mighty artifacts were first wielded by single
champions, but soon were divided so thar three heroes of
each side eould carry thelr power into battle. They have
not been reaniied sinee that time, and it 15 entirely possible
that they no longer exist, Through countless nges of demons,
dragons. and mortals. tales have continually surfaced of grea
arlifacts—erowns, arbs, and seeplers, The mosi recent records
of these items, still hundreds of years old. give them names
connected to the mortals whe wielded and were ultimately
destroyed by the ancient power they tried (o harness,

The droconic Cromwnaof Sandar Thay is said to lie buried ina
ihrine in the midst of the Marsh of Desolation in Xen'drik.
The draconic scepter, called the Silver Bod or the Mithral Seepter,
15 believed to be in Argonnessen, hidden in ashrinein the

Wyrmsperch Mountains en the western coast. Explorers
who survived a journey to the land of dragons reported
that the shrine was buried centuries ago by a massive ava
lanche or voleanic eruption. The draconic orb, called the
Orb af Kewrik the Cruseder, is the most recently seen of the three
draconic items, but its last owner (who fancied herself o
spiritual descendant of Kevrik the Crusader) disappeared
in the Demon Wastes.

The hendish erawn s called the Crewn afthe Black Feee ar
the Crown of the Frazen Hommer, after n mighty from giane king
wha wore it into battle against the daelkyr. It is believed 10
still lie in leehammer Palace, a skyberg that Hoais above lee-
white lsland bewween the Frostfell and the Demon Wastes.
The Scepter of Fell Khudash is the poetic name for the fiendizh
scepler, which 15 believed 1o lie in a2 vaull in Xen'drik—
though recent rumors suggest that both the Order of the
Emerald Claw and agents of the ogre mage warlord Tzaryan
Rrac (see page 521) have learned al the seeplers location and
are actively secking it. The fiendish orb, called the Sphere of
Iran Fire. is believed to lie in the depths of Khyber. Legend
says that it sank into the earth when it fell to the ground on

n Xen'drik battlefield,

M
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THE DARK Six

POWERS OF DARKNESS

Six dark deities stand in opposition to the Sovereign Host: the severed
shadow of the god of magic; the evil brother of the nature deities, who raped
hissister; the mad child of that unholy union; the brother of the war deities,
who betrayed hissiblings and was flayed as punishment; the lurking brother
of the god of wealth, hoarding the souls of the dead;: and a mysterious shape-
shifter whose motivations and goals are beyond mortal comprehension.

These are the Dark Six—the wretched underbelly of the Sovereign
Host, punished and made pariahs for their crimes. Worshiped by erimi-
nals, villains, outcasts, and monsters, the Dark Six are the enemies of the
Sovereign Host, and thus the enemies of everything that lives.

With the exception of the Traveler (in speaking about the Dark Six,
the Traveler is often an exceplion). the deities of the Dark Six are evil,
corrupt, manstrous, and hostile—even to theirworshipers. In the legends
told of them, they sometimes seem barely sentient, little more than divine
beasts preying on mortal souls. Of course, such stories are told in fearful
whispers by the devout followers of the Sovereign Host. Those who devote
their lives to the Dark Six tell different stories, and paint very different
pictures of the deities they serve.

In much the same way that clerics of the Sovereign Host convinced
different humanoid groups that the war gods they served were simply
aspects of Dol Dorn or Dol Arrah (see The Sovereign Host, page 138),
clerics of the Dark Six interpret the deities revered by the monsters of the
world as aspects of their dark gods. This reinterpretation of monstrous
mythology has had an impact on the beliefs of the monsters themselves,
though sometimes with questionable results. [n ages past, troglodytesand
kuo-toa might have warred against each other in the names of their dif-
ferent gods. Now, some voices among those races argue that they are all
servants of the Devourer, and that they should unite against the followers
of the Sovereign Host.

A few monstrous clerics take that philosophy one step farther.
Proclaiming themselves clerics of the Dark Six as if it were one unified
pantheon, they now attempt to unite the followers of all evil deities into
one massive horde to sweep across humanoid lands, leaving death and
devastation in their wake. Clerics of the Dark Six as a pantheon are quite
rare, but they seem to be increasingly common in Droaam.

The following text expands the domains available to cleries of the
Dark Six by including domains from Complete Divine. Domains from
that book are marked with an asterisk (¥).

M

DARGUUN AND THE DARK Six

Centuries after the fall of the Dhakaani Empire, a coalition of tribal
leaders formed a loose confederacy called the Ghaal'dar, bringing the
savage goblinoid tribes together in the worship of a unified pantheon of
sixteen goblinoid gods. When human missionaries appropriated nine of
these gods into their Sovereign Host, many of the Ghaal'dar rejected the
gods who sided with the humans and embraced the Dark Six with fervent
devotion. The gods known as the Shadow and the Mockery are among the
most important of these goblinoid gods. In the last hundred years, more
of the Ghaal'dar have returned to worship of the Sovereign Host, while
some goblinoids have become obsessed with the lost sixteenth god of their
ancient pantheon, whose face and name were stricken from all writing
and art (see "The All-Inclusive Host” on page 139). They call this lost
god the Overthrown.

M

WHAT DO YOU KNOW ¢

Knowledge (geography)

DC 20: Shargon’s Teeth are named after
the sahuagin name for the Devourer.

DC 25: The Traveler is described as
the creator, sometimes of the whole
world, but more often of local geo-
graphical features. Particularly in
shifter-populated areas within the
Eldeen Reaches, small lakes and
basins carry names such as "Traveler's
Footprint."”

Knowledge (religion)

DC 10: The Dark Six are malevolent
deities who were cast out from the
pantheon of the Sovereign Host.
They are the patrons of criminals,
outcasts, villains, and monsters.

DC 15: Myths of the Sovereign Host
uniformly portray the gods of the
Dark Six scheming against the Host
at every turn, just as their minions in
the world continue to plot against the
followers of the Host.

DC 18: Most people offer prayers to
appease or ward off the Dark Six,
but only monsters and people with
crazed minds or murderous disposi-
tions actively worship these evil gods.
The one exception is the Traveler,
a sort of trickster deity who is not
actively malevolent.

DC 20: You know details about the
alignment, portfolio, symbol, rep-
resentation, and family relationships
of each deity.

DC 22: Various gods of the Dark Six
are actively worshiped in Droaam
and Darguun. The drow of Xen'drik
worship the Mockery, though they call
him Vulkoor, the Scorpion.

DC 30: As humans expanded across
Khorvaire, they brought the faith of
the Sovereign Host with them. They
absorbed local deities, as well as the
gods of the goblin empire, into their
own beliefs. Gods of their enemies
became identified with the Dark Six.
Scholars of the Sovereign Host still
dismiss or assimilate the religious
beliefs of forcign races and lands by
identifying their gods with the Dark
Six or the Sovereign Host.

DC 35: Monstrous clerics are trying to
unite all the worshipers of the Dark
Six against the servants of the Host.



THE DEVOURER

Neutral Evil

The ravenous deity of storm and
sea, the Devourer represents the
destructive side of nature. Brother
to Arawaiand Balinor, he shares his

\-|11||r|g\' mmfluener aver the natural
world—bur if Arawai represents nature
tamed to human will, the Devourer isthe
1|J||||.Hi|r. When siorms 'LIII]'L\I‘I.i.!'H al hea, enrih-
quakes swallow whole towns, or rivers averflow their banks,
morials see the Devourer at work. Sailors appease him with
sacrifices thrown overboard when starms approach and at the
stari of long voyages. The sahuagin warship him as Shargon,
whose teeth jut from the sea between Khorvalre and Xen'drik
ta snare passing ships. The clerics of the Sovereign Hest assa-
crate olther monstrous deities with the Devourer, u1|.'|'|||:;||r|g
the pods of the kuo-toa. troglodytes, and yuan-ti,
Domains: Cold®, Destruction, Evil, Pestilence®,
Witer, Weather.

Favorcd Weapon: Trident.

THE FURY
Neutral Evil
The divine embodiment of
madness and passion, the
E'L|r'|.'|'\.ﬁ..'||r|.ll:| l‘j(‘fh[‘{!f‘l"ﬁprlﬂg
of Arawal and her brother,
the Devourer. Maortals see her
hand 1n any insiance ol unusual
behavior—especinlly extreme violence in
people or animals. She is revered only by
Lhiose whio are ionsane, and !J:,.' el res that
accept rondom viclence nsan ordinary part of life. Cleries of
the Severeipn Host identify the pod of the derro as an aspect
ol the FII.I:'!.'. aswell as the patrons ol several ||i.'g|-l'n-r ate culis
found among drow, mind flayers, and gians.
Doemains: Evil, Liberation®, Madness, Passion.
['I.I'I'I.'lrl.'li wE:IIJI'II‘I! RI’FIELJ

THE KEEPER

Neutral Evil

The people of Khorvaire recognize death as a
natural part of the cycle of life. The Keeper,
however, embadies the violation of that natural

prder. Ratd ta be the twin hrother ol Kol Kr_1r'r|;|r|.
he feeds on thesoulsof the dead and hoardsthem in
his domain the way that hiz brother hoards material
wealih, e is saud io nspire t1|.|-|rr-|:|r edatoms of the
undead, unexplained sccurrences in graveyards,
and plagues and similar aftlictions,

_——-q

HEXBILADES

Hexblades (deseribed in L'ul'hpfdr Warriar) Appeir randomly
among the various peoples of Eberron, as ifsingled outby a dark
prawer. Some 5ay that hexblades are the chosen minwons of the
Shadow. though hexblades believe the Traveler o be the source
of thelr power. Aswith the legend that sarcerers are descended

fruen deagons, the Full trath will llruhniﬂ-..' never be known

_‘

Domains: Death, Deeay, Eval, Pact®,
Favored Weapon: Seythe.

THE MOCKERY
Meutral Evil

The erows and jackals that lurk
around battlefields to Ffeast on
carrionare said 1o be emissar-
ies of the Mockery, Cowardly,
ireacherous, and murderous,
the brother of Dol Arrah and
Dol Dorn is everything his noble”
siblings are not. The faithful of the

Sovereign Host helieve that the Mock
ery tempts people into acts of betrayal by promising them vic
tary and pawer, and they do not offer him prayers, The drow
I_'IF xlfr‘lllrlk wllr\lllfl r!'ll‘ h‘]ur‘l:rr:,. s 1\'r'll.lkilill' t]lr‘ SrlITI'II.II-II.
Scholars of the Host identify monstrous deities of war with
the Mockery, including gods of the giants and traglodytes.
Domains: Destruction, Domumation®, Evil, Tl'll_‘krr\_:.
War.
Favered Weapen: Kama,

THE SHADOW

Chaotic Evil

Ofien described as the literal shadow of Aureon,
{he Shadow is the fgurative dark sule of the god of
magic a3 well. Whenever magic seems te take on a
life of its own to plague mortals, peaple point to the
Inﬂl.ll_'rli'F 1Ir I1'|.r shill!llw Thf Sl‘lirl!ll“' % 1'r\'FI"'|I 1.:'
anyone who uses magic for evil ends. The tradi

tional deities of magic-uging and psienic monsters

are ofien wdentified as aspecis af the Shadow,

particularly if their portfolios include seerecy or

darkness. In addition. monsters in Droaam and

I‘..\l"wl‘l{‘l Erevere |1I.I‘. FIIh'IdI::I'I\' FiEY |IIEII' creaior.

Domnins: Chaes, Evil, Magic. Mind®,
Shadaw.
F.l'l'ui"l:ll w'ilp““ ) Q‘ pariersla II.

THE TRAVELER

Chaotic Neutral

If not actively henevalent, the
Traveler is certainly the least
malevalent af the Dark Six.
With no apparent connection
to the other members of the
Sixorthe Soversign Haost, the
‘T‘rll"FIl'l' SEEITIS “l!lrlllk':ll ||'|f_‘|l‘!||'rl'
dent ar even blissfully ignorant of
other deities. A shapeshifter who is
saidd to walk the sarth in a thousand Jl'\.gll'i-\.l-'\.. the Traveler
isattimesa creator, g giver of knowledge, o divine pranksier,
and always an enigma. People ascribe anything they cannot
:I'l*ililli}' windevatand (o the wark of the Traveler, bui uni_\- I.I'L'i].l-
pelgingers and lyennthropes routinely revere the Traveler
Shifters, lyeanthropes, wanderers. and rogues sometimes ask
the Traveler's blessing on their endeavors. but rarely expect
or receive anything in response, The Traveler issoid to smile
on those who use thelr wits and resourcefulness, and 1o scorn
thase wha ask for coddling or gifts they have not earned.

Domains: Ariifice, CF[!_‘TII:,". Chaos, Creation®, Lib-
eration®, Travel, Trickery,

Favored Weapon: Scimitar.

WIS YHYC SH.L
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THE DEMON WASTES

ANCIENT RUIN

The blasted land of the Demon Wastesis the last bastion of the evil powers
that ruled Khorvaire during the Age of Demons, and the most dangerous
jl]-"l“:'l' an the continent. N?ur:'lihrl.l!&:.. adveniurers liﬂul ney here Tar the
ruins scattered across the desolate landscape, some so old that only their
feundations remain. Though the barren land containg hidden artifucts
and forgotten magie, few adveniurers returnwith these treasures, for the
dangers of the Wastes are legion, Fiends still hold sway here—rakshasas
and lesser beings whose reach is long and subile. Night hags contral small
patches of land and remnants of civilization. Humaneid tribes serve the
whims of their demonic masters.

When Ihl-||ritg|uu. anel their count] allies defeated the hends s the end
of the Age of Demons, they imprisoned the godlike leaders of the rokshasas
deep beneath the surface of the world. The fiendish followers of those rak-
shsa l'.'l‘|.'ll1'- Ned o the land thar had been I|1|."'Jrr:|'r'|£:||.rr.'-.' |':'|[||.I."|F—F.'|.|‘:"|rrg
inthe Infernal language. ealled the Demon Wastes on modern maps. Many
af the rajahs lie beneath the Wastes, while some remaintrapped elsewhere
in Khorvaire and the continents beyond. Here more than anywhere,
however, they left their stamp on the surface world. Their presence (as
well as the heavy concentration of their followers) taints the land and the
living thingsupon it. Uhe ground is cracked and dry, the life leached away.
Beyond the twisted network of canyans called the Labyrinih, the Demon
Wastes present s blasted plain of blackened sand and voleanic glass,

The imprisoned fends are openly worshiped here, The Carrion Tribes,
a hand Ml of hbarbarian human elans descended Trom a wave of Sarlonan
refugeesirapped in thisland more than fifteen centuries ago, pay homage
to the rakshasa lords trapped beneath the Demon Wastes. Led by half-
Mends and |r|::|.-\..‘.r.'\.:.i-li warriors, sach of (hese elans grves itk a ”rgi.‘u::'r for
different rajoh, and the nature of that patron influences everything from
custems and traditions to iconagraphy and the clan’s magical abilities, The
F‘!agu?hrurnr.-. clan reveres d Niend-lord of Hlth and t:f-.-r.lilrm-r. while the
Deathbringers worship a lord of death and the undead. The Enshrouded
worship a fiend of darkness. and the Carrion Hounds revere rot and eat
carrion like the vultures Ihev_( hold sacred. Ftl'h.‘lim mosk u:uuu;.!”y. the
Moon Reavers elin warships the night hags of the Wastes rather than the
entombed lords of the rakshasas.

The Carrion Tribes are diverse in their beliefs and practices, but they
maintain a common reverence for the barbarian ideal and the state of rage
They believe thata raging barbarian is briefly possessed by s hendish spirit
that empowers his bady and hardens his mind. For this reason, barbarians
hold almost all positions |::|r.'|||l'|'|.nr|l:|.' inthe Carrion T'r:i:r'.., u]thnugh the
Moon Reavers also exalt the arr of the rogue—stealthy puerrilla tactics,
assasgsination, and shadowy terror.

T11.m.|g'|'|. most barbarsans v the Demon Wastes serve the Hends rasrrfr.
g few esenpe, are abandoned, or rebel. These individuals might fall in with
the Ghaash'kala (the ghost-puardians who prevent the evil in the Wastes
Trom .'\.Flrl.'ildlllg}. 0 I!]u.-:.-' rrllxhl _itnn one of the few communities that ma mage
to survive in Lhe Wastes, Some become adventu rers, anel i.rlhﬁ}- are sakah
(see page 300, they use their gifisto further their own ends

The Lords of Dust {see page 147) are perhaps the most important
Power groupan the Demon Wastes, Devoted servants of the lrnpl'lﬁnu("d
fends, the Lords are distinguished from the Carrion Tribes by being
fends themselves. While some among the Lerds of Dust seek to channel
the imprisaned rajahs’ power to enhance their own. most strive to break
the bonds of the fiend lords and usher ina new Age of Demons.

THE RAKSHASA RAJAHS

The hends inllu'hnnrl‘] in K h:,rhl:r al the end of the ﬁsr, of Demons were
evil putsiders with godlike power. Beyond that deseription, their true nature

WHAT DO YOU KNOW?

Knowledge (geography)

DC 10, The Demon Wastes is a blasted
land where barbarian tribes bartle
each other. Rakshasas and other
fiends control the land.

DG 15: To enter the Deman Wastes by
land, you have to pass through the
Labyrinth—a convoluted series of
canyons full of barbarians, lurking
monsters, and tunnels to Khyber.

DC 18: The strongest and most unified
group of fiends is the Lords of Dust.
The Carrion Tribes are humanoid
barbarians who follow various fiends.
The Ghaash'kala are fierce ore
warriors who keep the Carrion Tribes
incheck by preventing anything from
leaving the Wastes.

DC 20: Nine night hags wield power in
the Wastes. ruling independently.

Knowledge (local)

DC 10: Just a few settlements exist
within the Demon Wastes, and none
are truly civilized.

DC 20: The only worthwhile settlement
i Festering Holt, a hamlet of human-
oids in the northeast.

Knowledge (the planes)

DC 10: Fiends rule the Demon Wastes.

DC 15: Rakshasa rajahs are trapped
beneath the Demon Wastes,

DC20; Some fiendsworkwith each other,
but most have their own agendas. Same
seek to free their imprisoned vajahs or
draw power from them.

DC 25. In the north is a chasm called
the Lair of the Keeper, a manifest
zone linked to Dalurrh.

Knowledge (religion)

DC 15: The primitive humans in the
Demon Wastes worship the rakshasas,
night hags, and other fiends.

DG 20: The Ghassh'kaln revere Kalok
Shash, also called the binding flame.
Kalok Shash might be identical to the
Silver Flame. Several (Ghaash’kala
clans exist, and they share a common
priesthood.

DC 25: The hiends and barbarian priests
draw power from entities trapped
in Khyber, allowing them access to
spells and other abilities.

DC 30: Some believe that the Keeper
dwells within a chasm in the north.



remaing unclear, Their closest parallel in the D&ED rules
are IIII.' ||l'1'||1‘1'.\ :Ih illl‘E I]l.':lllllrl !IJ'iIIL‘EL ll!"hi‘i iE:I!'I:i -||1 Bl]ﬂi Uj
Vile Darkness, Few are known by name, but one—now called
Levistus—is famous [or having briefly slipped the bonds of
his imprisonment (see Frostfell Gods and Fiends, page 67).
r1 i'\ Illl"'-1i|El'1I1|l| ‘l‘lF !;Flli!l‘]l l.lﬂ!rllr‘ |Jfli|r FI.HE urljl‘?ll'tl‘.'l |ﬁ‘
acreature similar to Demogorgon or Juiblex, while the lord
of the Deathbringers might be similor to Oreus. The dark-

ness fiend worshiped by the Enshrouded could be Graz'zn,

||1||.I |]||‘ carrman I:II"I rlr |l‘|1.' E:ill i II:IL.JI.I.\ Ihrlflll'l]fllrﬁ
enlled the Lord of Flies) could be Baslzebul ~before or afier
his transformation inte a sluglike monster. Whether the

rakshasa rajahs actually bear any physical similarity 1o

these archfiends, their abilities and characterisies are on

nparwith them.

THE SAKAH
Stra nge hiriths are common within the barharian iribes;
newborns may exhibit the sign of one of the rajahs. Such n
sign might be subtle, but could include horns, sharp teeth
o I'I-IW\, 1'1":' I‘:r'r‘h, IIIIIEII El'il}' .'rk.lll, .IHJIHIJIE klllll'kl!'\, Elllll?
spikes, leathery wings, or some other sign of the rajahs’
dark influence. Some individuals display these fiendish
features at birth, while others develop them as they mature
physically, emotionally, and spiritually, The Carrion Tribes
believe that these individuals are blessed and call them sakah
{"touched anes™). They aften rise to become inlluential
memhbers of their irihes

Sukah may also have subtle powers that manifest as they
ape. tuch aza captivating gaze, atalent for sorcery, ora preter-
||||I||ru||:|.' cha FIMInE VOICE. These abalatses andd the reputation
of all sakah ler them rise in rank within the Carrion Tribes.
grant them the serength to survive on their own, or allow
them to flee the Wastes, The following feats represent a few
of the hiendish powers a sukah might possess as a result of her
hendish 1aint. A characier with any of these feats bears some
physical manifestation of it, described in the feat entry.

Sinee most denmizens of the Demon Wastes are evil, most
sakah are evil—but they do not have to be, The fiends’ sign
steers sakah toward evil alignments, but some resist this temp-
Lakin -II'H[ .I-.Il"l' oar l'lll'l'l!]al' |l‘lf I.If'lll]h {}' LI"T‘\ .‘hl.rIIIFI:|I Igl'll.lrl‘ |i|1"11
powers’ origin and use them to further their adventures.

Presented below are three feats designed to simulare

wopame o II‘I'F 1.|1r-r1.'|| :||||||r1r'\. 1'1..” l..dl;.ih l-x!1 L||:|I.

Touch of Captivation
Youare sakah, and yvour hendish El.t.'! allows you Lo caplivate
people around you. Your eyes have un unnatural appear
ance, such s slivted or strangely colored pupils.
Prerequisite: Region ol arigin Demon Wastes,
Benefit: Your taninied OTIgIN grants you the Fr|||r|w|r|g
1F:r|| lik= abilities ag a lar-level caster: |/dayv—charm person,

A sakah hunts in the Demon Wastes

daze, slr.‘nr.._l'.-4"|.'.'|lll-n The save DO for ihese eflects is -r'ltll..l.l 1

10+ spell level + your Cha modifier,

Touch of Deception
Youaresaknh, and vour Aendish gift allows you 10 alver your
appearance and trick others. When you are not disguised.
you ire marked by unuswil hair—flaming red or blue black,
sometimes sireaked with o ||.gh|rr rolar

Pi‘rfolluini.l.t. Ri.‘-[:lnﬁ of origin Demon Wastes.

Benefit Your tainted origin grants you the following
*\.Ew“ like ahilities ns o 1st-level caster: |-r]u'!.' !fl\(l.‘l\? :.(I:I ghisd
iound, open dlose, The save DC for these elfecus (s 1':]".|.JJ to 10 4

spell level + your Chu modifer.

Touch of Summoning

Youare sakah, and your hendish gilt allows you to summon
fell ereatures to do your III-JI.]IHE You have l‘l‘:lg‘l and shas |,l|\.'
angled checkbones, sunken eyes, or o heavy brow ridge

Prerequisite; Region of origin Demon Wastes.

ﬂfllfnl! .'.l.‘ll.l'all. tn.llll.ll'rl ol I.H in E;l danlys you lhr J.il‘lll-"“ =
ing spell-like abilities asa Ist-level caster: [/day—acod splush
mage hond, and summaon monster [{Rendish creaturez anly). The
save DO for these effects is equal to 10 + spell level + your

Cha modifer

F—_ﬁ

WARILOCKS

Warlocks (introduced in {-'-.-'l-'p-'l.'le’ Arcane) derive their strange
drcane powers froam URSIVOrY and sometimes evil Torces,
In Eberron, warlocks seem to have close ties to the various
hiends that inhabit the Material Plane, including night hags

and particularly rakshasas, In fict, some warlocks helieve

I.:'Inl!t lhﬂ'l ll}l]ll]ll Puv.-l.'! I.’ O I.l:IE ].‘th‘lll..\nl IﬂJ’-l]l.! lﬂ'l!]l J'}':.ll'll'lj
in the depths of Khyber to manifest their eldritch blast and
other magical abilities. Such individuals are sought our by
the Lords of Dust to serve as agents, Often these warlocks do
not know the true nature of the masters 1i'|:':, BEFVE

M
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THE GHAASH'KALA

Thaose who attempt ta leave the Demon Wastes, whether
nutives orvisitors, inevitably confront the Ghaash'kala.
These fierce barbarians revere Kalok Shash, the binding
flame, the same entity worshiped by the Church of the
Silver Flame. The Ghaash'kala helieve that any creature
or ohject that has passed through the Demon Wastes is
unalterably tainted, and they prevent anything from
leaving the Wastes for fear of that evil spreading 1o the
restof Eberron. Most Ghaash kala are satished with their
roles. but some seek to expand their horizons, becoming
adveniurers as a way to eaperience Lthe rest of the world,
However, they must contend with their tribe, which pre-
fers that they remain in the Wastes—for even the most
righteous individuals among the ghost-guardians carry
the fiends' corruption,

The Ghaash kala are miluaristic and spiritual. Their
lives revolve around worship and their martial duties. Four
Ghaash'kala clans exist, and customs vary slightly ameng
them. Each elan has two leaders. The kizshmit, or chief-
tain, leads the clan in 1ts military duties. The sar'malaan,
the high priest whe puides the ¢lan's spiritual well-being,
appaints and assists the kizshmit. Though the kizshmil
focuses on martial aspects, she alsa rules the elan in most
mundane matters. The sar'malaan steps in when medita-
tion or enlightenment demand it. The kizshmir defers 10
the sar'malaan.

The Ghaash'kals are a powerful and noble people. and
af all the inhabitants of the Demon Wastes, they are the mast
Likely i interact with outlanders on a peacelul basis. They
are enemies of the fiends, and though they seck to preven:
travelers from enteving or exiting the Wastes, somé among
them might be persuaded 1o aud adventurers. Some clan
members leave the Demon Wastes., despite their elders’
admonitions, lo adventure in Khorvaire and beyand. In
exireme circumstanees, a Ghaash kala sar'malaan might
look outside the Wastes for ansistance.

Describing the Ghaash'kala groups as clans is perhaps
musleading, sinee they are not necessarily bound by any
familial ties. At the core of each elan is a family of related
orcs, but the clans have only survived this long by welcoming
new members, even auteasts from the Carrion Tribes who
have heard the call of the binding flame. As a result. each
clan includes a small number of humans, half-ores, and
even members of other races as well as its dominant ores,
Each of the four clans concentrates its efforts ona different
part of the Labyrinth and the surrounding lands. Strong
diplamatic ties and a commaon priesthood help the elans
accomplish their duties.

The |aasakah ("Deadly") clan inhabits the eastern
Labyrinth and the lands east of the Labyrinth. The clan is
ledd I:r:f kizshmit Svash Ramaal (NG male hall-ore harbarian
&) and sar'malasn Gan'dal Homm (LG male human eleric
10 Kalok Shash).

The Kastar ("Swift™) clan inhabits the western Laby-
rinth and the lands west of the Lu]irrlrlth. Tts keeshmat
is Maalo Sahui {CG female ore fighter 4/rogue §). and
its sar'malaan is Naakah Shahar (NG female ore cleric 8
Kalak Shash),

The Maruk ("Mighty") clan inhabits the central
Labyrinth. lis kizshmit is Torgaan Shashaarat (LG male ore
ﬂginter '].lrjlﬂudll'l. 6), and its sar malaan s Lhare Suusha '“_G
female ore elerie 9 Kalek Shash).

The Vaanka ("Final™) clan inhabits the nerthwestern
Labyrinth, where it conneces to the rest of the Wastes, lis
kizshmit is Dalkal Mal fonn (LG female human eleric 3
Kalok Shash/paladin 7}, and its sar'malaan 15 Silvik Raam
(MG male orc cleric 11 Kalok Shash).

KALOK SHASH

All Ghassh'kala revere Kalok Shash, the binding flame,
and the clans share a common priesthood. Kalok Shash
18 o divine beacaon that draws new heroes 1o restare the
Ghaash'kala's ranks and reploce the fallen, The Ghaash'kala
welcome these souls.

Those wha follow the binding flame live their lives
by the sward, Their cxistence is vialent and martial;
their sworn duty, to combat demonie terrars with musele
and blade. By contrast, adherents of the Silver Flame are
always ready to take up arms in defense of their faith, but
their overall existence is peaceable. The Church of the
Silver Flame focuses on building communirty. instruet
ing its lay members about the world's dangers, and pro-
tecting life and goodness. The average follower of the
Silver Flame is a simple farmer or crafter who respects
what the Silver Flame represents, while the averape fol-
lower ol the binding flame isa leather-armored warrior
wiclding spear and bow against fiendish monsters in a
dismal landscape.

Clerics who revere Kalok Shash can select from
the Exorcism, Geood, Protection, and War domains.
The favored weapon of Kalok Shash's pricsthood is the

lengsward.

BRAND OF THE BINDING FLAME

To help fend off demanic possession, Ghaash'kala
warriars mark their bodies with the brand of the bind-
ing flame. The brand’s shape depends on the tribe and,
somelimes, the individual malaan (pnent) who burns the
symbol onto the guardian's skin. The Maruk ¢lan {whose
members are the most numerous) uses a simple symbol
of a small flame with three tendrils. The Kastar clan’s
symbol resembles a sunburst with wavy, radiating rays,
while warriors of the Jansaksh clan undergo o lengthy
ritual in which their entire backs are covered with com-
|1]ir.ul|.-|1 SCArS, !'lurn!.., .‘|.r|.|l 1.-:]1'irl'.|1|rrlﬂ,|. Ialloos, vaunhﬂ
warriors use a wide varicty of symbols, largely dependent
on the malaan. By dedicating his mind 1o the brand tha
the malaan has imbued with his fanth, a warrior can gain
temporary immunity to pessession and other henefits in
his battle against the fiends. The Binding Brand feat,
below, represents this abiliy.

A player character can obtain this feat in o number of
ways. He might have been a Ghaash'kala clan member who
escaped the Wastes. He might have joined the Ghaash'kala
and accepted their ways, if anly briefly. Perhaps a malaan has
left the Wastes to battle the rakshasos ¢lsewhere in Eberran,
and she is willing 1o inseribe the brand on those who swear
the proper oaths.

Binding Brand
You carry the brand of the binding Hame, marking youasa
warriar of the CGhaash " kala elans,
Bencfit: You can use the following spell-like abili
ties as a lsi-level caster: |/day—guidance, protection from ewil.

resfance,




HORRORS OF THE WASTES

The Ghaash kala believe that all ereatures and relics of
the Deman Wastes are tainted by evil—and if you are using
rIII' III"I'f_If'- o_errlrJ'rlr MI.IE:IEIII"TTIL'I1[| th.ll.' m Ig‘lr ITF 11|E'T|IIIF Lrue,
The Demeon Wastes {5 a tainted region, and s character who
enters the Wastes must immediately make a DC 20 Will save
or have his |]r|tr.w ity seare inereased |1:.r l. This sava ngt h o
must be repeated afier every 24 hours spent in the Wastes.

Certain regions of the Wasies are more intensely suf-
fused with the evil of the rakshasa lords LI wsoned there.
Characters entering these regions must immedintely make
anather Will save (DC 25 1o 30) 1o aveid further increas-
ing their depravity scores. In addition, certain sites in
the Wastes inerease corvuption rather than depravity, See
Twinted Locales in Chapier 4 of Herces of Horror for more
infarmation about these sites.

T addition 1o the da ngers of taint, the Demon Wastes
are also dovied with other harrific terrain features, Abyssal
blackgrass grows naturally in the Wastes. blaod rock and
rI.I.g'l‘Il stame jut from the eacth 1o the |..'||:|:.r|::|r|||1. amed eharnel
bogsare commeon near ihe coasts. [ heseterrmin festuresare
deseribed in Chapter 4 of Meroes of Horror,

M-‘I'I:r llr1i1l‘ mew moaonsiers IJE.‘\("’I‘EJE.I |t| i;l"l'fff'u H.FI-IHFFIFT
are likewise native to the Demon Wastes, Corruption eaters
haant the Labyrinth, unintentionally helping cantain the
waint of evil within the Wastes (a few of the Ghaash'kala actu-
ally believe thar corruption esters are agenis of the binding
flame). Phantasmal slayers are particularly common in the
region surrounding Ashtakala, and are said by some to be
|u‘-r|1|r echoes of the :'rrlf:runuzﬂ rakshasa lords. Tainted
minions and tainted ravers—ihe remnants of both Carrion
Iribe harbarians and Ghaash'kala ores who have been lost
to the evil of the Wastex—are all 100 common through-
out the region. The Ghansh'kala

articularly loathe these . s B -
’ & < e

. g .

manstrasities, while the Carrian Tribes treat them as
rlﬁ'u res of m}"\.!u'ﬂ power ane .'Iur}'lljl'llr. I?rr]lnh' SCIDmS
are commonly born to the natives of the Wastes. orcand
human alike.

Characiers nagve fothe Demon Wastes or who adventare
there extensively might find many of the options in Heroes of
Horror useful. Among the new classes described inthat book,
archivists and dreead necromancers are not I)ill'ljl:lllﬂl‘l}'
common in the Wastes, although archivists might be drawn
1o the Wastes in the course of their research. The Church
of the Silver Flame’s Puritans sect serves as the patron orga-
nization for chirscters with the purifier of the Hallowed
Dactrine prestige class, These charscters seek 1o conein the
evil threat within the Wastes, striving 1o forge alliances with
the Ghasshkala and even commiting themselves to remain
forever in the Labyrinth slongside the ores. Corruptavengers
are also common among the Ghaash’kala, though they are

lanthed by the E:||.||'|1'..=-ul1u--\.m-rl iribies.

THE LABYRINTH

The many and varied dangers of the Labyrinth ensure tha
few who venture far into it manage to survive, and only a
handful of those survivars ever return to civilization (o
report their success. The fragment of map below was diseov
ered in an abandoned backpack in the library ;t Morgrave
University, along witha grotesque, headless statue—possibly
the item mentioned on the map. The statue 13 now an dis-
play in the Dezina Museum of Antigquities on the Morgrave
University campus,

Several recent incidents ot the Museum, dismissed ou
failed robbery attempts. are almost certainly unrelated 10
the statue’s arrival there.

JH.L
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DOCUMENTS

RULES AND REGULATIONS

Written documents play a significant role in the Five Nations, Because
the Notaries Gulld of House Sivis makes it possible to ereate certificates
whose authenticity isvirtually unimpeachable, the pecple of Khorvaire
have come to rely upon contracts, licenses, and other afficial documents
to help commerece and povernment run as quickly and smoothly as pos-
sible. OF the many types of documents that facilitate society functions,
Lthe frl”uwlns are among those mosi '||.i:r_|:,- to be eneountered or needed
by sdventurers.

Arcane Signet Ring: The dragonmarked houses of Khorvaire use
 hese rrogs r:r{-n.':wr]:,- Far idents feation purposes, Thr:p resemble ardi-
nary signet rings, but are set with gemstones like decorntive rings. Inside
alarge central gemstone, an intricate runic pattern—actually an arcane
NIJ:’(*—I'F"I‘"IP‘M Ir'l‘r“].]r W.IIPIL woarn El:f ll‘lf' ]IFr'-l'IfI Fl'll' W"II'IITI lilﬂ rillg was
constructed, These rings are only given to members of s dragonmarked
house or one of its most trusted retainers.

]F:.-uu are a memhber of a 1I:|'.'|g|.‘.|l'|.|'r'|.:||'kf:1.i house (E.r:l |'I||'|.|]."||:i:.r of you
have the Favored in House feat), you can buy snarcane signet ring with
no difficulty from any house enclave at a cost of 150 gp. If you are nota
member ol a house, you might be able 1o acquire an arcane signet ring that
identifies you at a cost al 200 Ep or more, bt it rl:q;nrr'\.']'tutlh w:}rr:ing with
a Jeweler 1o build the ring. then persuading House Sivisto impress its mark
inta the stone. Acquiring an arcane signet ring that would identify you as
sommeane o]se i l-x“'l_-'rna,-l}- difficult, iFf not 1rnE;|r:.4.;'sli:|||,' Ao Fiest step, you
would need false identification papers ta "prove” your identity to o house
enclave or House Sivis.

“u.\'; ness L;rrru.l': J-':..!r'h conrl r}' i.TI. KII.FF"-I! re |dkﬂ‘| L] '-IIE!I“]:,' I].IJP'
ferent attitude toward commerce and industry. Seme povernments, such
az Breland’s, require all business ewners to buy a business license of
some sort, with the cost and difficulty of obtaining the license inereas-
ing depending an the value of the business and what danger it might
pose to nearby people and property. Other nations, such as Zilargo.
take a maore hande-off attitude and allow most businesses Lo operate
with minimal restrictions and interference, A husiness license consists
of a simple parchment that musi be displayed somewhere in the place
of business,

T”r:lru”}r. a lowin O city has a Ijrrnhi::g office that issues business
licenses. Smaller settlemnents rarely have offices devoted 1o this aetivity,
but magistrares issue licenses in addition to their other duties. lt can take
considerable time (o process a business license, though the cost is usually
less than | gp (depending on location and the type of business).

ldentification Papers: Most people of the middle and upper
classes, at leastin central Khorvaire, carry identification papers with
them at all times. [ssued h‘." national governments and notarized I'L].-
House Sivis, these papers present o detailed physical deseription of a
person (sometimes with an accompanying small portrait), the person’s
nameand residence, and some additional information abowr the I!I'Tn.ﬂll‘.‘\.
gffilintions (particularly including any connection to a dragonmarked
house, royal or noble family, or a large institution). The papers are usu-
..LI.I:.I' ;u.-]ll inadurable container of tome kind=a leather fﬂi:!ei'. metallic
case, or other decorative holder.

In some areas. individuals must carry identification papers with
them at all times and be prepared to shaw those papers to officials at a
moment's notice. This is particularly true in border areas (especially when
the borders are not quite clear or some dispute persists about the lines
established in the Treaty of Thronehold). and also in Throneport itself,
which is governed by an international council af representatives from the
Five MNations.

WHAT DO YOU KNOW?

Knowledge (arcana)

DC 15: The arcane mork spell is widely
used, particularly by House Sivis, to
authenticate important documents.
A special form of areane mark can be
embedded in a signet ring in sucha
way that it is only visible when a spe-
cific person wears the ring.

Knowledge (local)

DC 10: Most people of the middle and
upper classes carry identification
papers with them atall times. In cer-
tin areas, everyone must carry such
papers and be prepared to show them
to officers of the law when requested.
Anyone crossing national borders
must carry traveling papers.

DO 15: Letters and certificates are
sometimes required Lo operate a busi-
ness (o business license) or even to
plunder the ruins of Xen'drik (a
letter of marque). Properly notarized
documents are essential to establish
ownership of significant pieces of
property (a title deed) and Lo estab-
lish a person's right to act in someone
else's place (a letter of proxy).

DC 20: The right document can get
you money fram the bank (a latier
of credit), a pardon for a crime you
committed (a letter of pardon),
ar even a pardon for a erime you
haven't committed yet (a letter of
dispensation).

A check against this DO is also suffi-
cient to determine where to acquire
a document needed for a particular
P“I'FME.-

Knowledge (nobility and royaley)

DC 10: House Sivis notarizes official
documents. The house uses the arcane
mark spell to establish the authenticity
of particularly important documents.

DC 15: House Kundarak issues letters
of credit (notarized by House Sivis)
to allow account holders to access
their funds from any Kundarak bank.
These letters can also be used as
payment for services, specifying the
amount the bearer can withdraw.

DC 20: Members of the dragonmarked
houses use special signet rings that
contain arcone marks to establish their
identity and membership in a house.




Identification papers are igsued ]I:\.‘ the same facilities
that process business licenses: dedicated licensing offices
in larger sentlements, or local magisteates in smaller ones
afliliated with ar operated in conjunction with House
qI'-'Ik II % nn.]:.' I:II!'-MI'IIII': Pix I'_'Ii'lr;ll‘l |1ll_‘f'|1ll:llfilllllr1 !I-[\I]E]'- mn
the nations recopnized by the Treaty of Thronehold, and
it becomes increasingly difficult outside the Five Nations.
IT.IH" MJ'I.II I II:IE‘IM-.IIF‘I ?.I‘il l'ﬁl.l 1'1'-||;11:- ISSue EIJ'I'IFI‘I"-., 1F|J! |1f1||1|
camts elsewhere might have 1o rravel some distance 10 And
a magistrate or House Sivis enclave that is willing and able
LLE ||‘|'rf'l|'||.'||f‘ '|||I'I| \I‘FI urmenis

Standard identification papers typically cost 2 gp.
while a portrait raises the price 10 3 gp. Forged papers cost
around 10 gp.

Letter of Credit: House Kundarak, the house thm
carries the Mark of Wa rding, operates banks th rﬁa:gh.v::-ut

I."II'-l'-uII K]I‘H VAlre (‘I: l]l-ll.u“""] I||'i-1|\:| ild.‘h il.l1|ll'\ LFE} 1|.1'|"J"\|I|

ina Kundorak bank ean 1 eruest From the bank a letter of

eredit, which allows her to withdraw funds from a dilferent
branch. For many characters, this EysLEm 158 & conveniend
n.ILII' rmagive to I'a'lrl':| !Ithr \\'{'il:rl‘! il I'IFIIIIJI. mn 1]1" IIJI-I'TFI Iji I'Il'l'

ctous pems, jewelry, or coins. House Kundarak does non
charge a fee for issuing lewers of credit.

II1I||‘11" Klllll;illalh 1% |]|l' 1!r1|? lll'g-llll-‘.l‘lllll |]|a|| 15508
etters of eredit. Ocensionally, nn emplover securesa letter
of credit for an employee—such as an adventurer—wheo is
!"\I?l'L|1'1I Iy iner :-II'HF' |I|"I1|'| i |]|l" Conrse IIII II!.‘\ Wiﬁl'k
for the employer, The letter specifies @ maximum amoum
available 1o the bearer, and any sum up to tha total amoun
Cian .I'II' 1|l'il“ 1 rl‘hllll llir' I.M\Il.l"rr‘h Ihill]\ meeou k. 1|‘||‘rll!'!'ll FIIII!I‘\

are withdrawn, the clerks at the bank update the leiter to

rellect the new available balance, notarizing the change 1a
‘}I{_" |Ct!f"|' or |'-‘ﬂl'||f'|g nnew |r'rl::'r

Letters of credit are always notarized with arcane marks,
making them difficult to forge. Even if a document can be
ull_'g:fufu”:r- |'r]|rul,'|1|rr'4E_ however, it is |1r.|rl'l.l i|11]'|n-ﬂ.|'|l1|- o
mequire funds from House Kundarak using o forged letter
of eredit, gsince the house keeps records of every such letter
1L psses a l'll! Illulhl“h |]|l|!||‘ I'I'riﬁl'll‘- al.\'a'li.trl1|‘lf [£8] iII] s IIJIIL«.‘\
Ifaclerk at m bank has any reason to suspect thaua letter of
credit is forged, it can be checked against house records to
e I'L‘I.':f s al'ulll'sl'rlril'lt:p'.

Letter of Dispensation: Each nation in Khorvaire
has its own set of laws and regulations. [n tome cases,
however, the leader of the nation ||:||g||I wanlbio granl spe
|'IF||_' |1|fj|\'|l‘|'|||l]‘| lhf‘ ||1th|, o nct r_n,|1',!.rh-' 'F'If' .I.\.'l'Jt If1 |1|l"\l‘
instances, the government issues a letter of dispensation
Such lotters always elosely detail exactly what permissions
the hearer is given For J'T.JFHJ}IJ,'_ the r|_|;h] to seize and
destroy property belonping 1o suspected seditionists, or
the right to kill any monsters found within certain geo
gl'ilr‘l‘\ll"-ll I:ll'lltlll!ill'll"‘h. I elilers I:I‘II r]l“f'll‘ll‘h“' VERTE ATy el IF"
bought. They are issued by a high-ranking povernment
official only to select and trusted parties, The leter
alIWuI:f‘- I.Il‘ull"u |]|1" '|I‘i1| IIi. !LI!' I||||i|FrJ ||.l|.JII.E" “I[I"I AT proene
mark, and it specifies 1o whom the dispensation is granted
(The document is not considered valid without matching
IIEFII' |!‘1|'i|| 1iEn I?-III"P"\.]

Letter of Marque: The concept of leiters of margue
eriginated during the Last War, when the rulers of the
wdara Illg nalmnns I{I |I1|.|l'|.| a'.]'l'i'fl“lll Bers !Jﬂl J'I'II.‘;.':JIIIII Eor @lEac h

-\.1|]P\ and assets ]_}H{:r!guu: ta other nattons, The 'T'rr'.ln_f

[ive Pormner\Rynarn

) Heir EF gafif&r

or DRELARD

i o5 ra coerify thar rhe Beaver of rfus Lereer, Janik Marrtedl of Mor Ferve Limiserrity, wha in s

yrar aad of the Binggdors of Galifar dies w
v et onnd wne o imead Dy anyg J’.—c-lun-u.:n.- il
Antiguities in i affices n e Ciny of Sirn anad presentl
JraE e 'rrumﬁ:f:lmrl i for H_n.'rr:‘luin expaeadition, furs becan duly rogistered in Miese off i
lamd as iy agenr in riaes foredgn iar
A "-"'.!.'r!'"'_‘.l' .-f-fm.-r.:...f r.-i._- fl."d:ﬂ"f #F rlvin ferrer sy claim ireeas oF
interest jrom the wnecharted and w

: By rery auirlea s
Lisrerical an.d p.._J;“?

o el IEEem B T

i Gavnits oof Xoowr ik Sererofore
ariry, fenvineg

al r e eyt e Tentau af
FERTGET BBl D" gRESe "'_""'
Grcas il

5.

mead lamds of Xondrik ard oy

Brisy) rlicv aiven fane wpon the condlission of the expedivion descrifod Rerein Back to v sovervigh
Hafivn of Are tal for prraper prreuerwanin and divprosal

e i .Jg:i::.:-lu.hri" reated Bl Letrer erenansd e woormed el R attempetingg fe sall iverms of Risrerwal
o eRilcal inberesr veepeered Foom tlie r_.:n..'. 11|r' Ko id el it H“'"'lfr i _pasiissis .__'uf a
-

fettev snch s Hiais o

as an accomplics to such a crime

& ¢, stgres anad otarized im ke m
AT Hw Crown o Brelaid, annad apnygoree sl peerchons

wr el atanad in commission of a crime
sush e From such o prewson sty

Givent wneder hand and seal of a=ms riiis ) Soh day wf Sigpsliegaes

in rhe Apear aad of thie 'hragp,fm'r. :llf.{jul"alfn-ﬂ'-

Aletter of margue issued
[ K|n£’ Boranel of Breland

Falaplrl {mﬂ.“rm"
R f'ﬂ-"'l‘h-]mhn




W
e
=
£33
=
-
&)
o}
5

40

of Thronehold declared void all letters of marque that
existed ot the time, but the idea survives, though in a
rather altered form. The King of Breland now issues
papers granting adventurers permission to explore and
plunder the ruins of Xen'drik. Though such permission
is not technically necessary, wise adventurers secure a
letter before using Sharn as a launching point for expe-
ditions to Xen'drik. Those who try to sell treasures from
Xen'drik on the open market in Breland must produce »
letrer of marque or face stiff fines—on top of forfeiting
the treasure in question.

When adveniurers are hived 1o explore Xen'drik as
part of an expedition (such as one sponsored by Mor-
grave University or the Waylinder Foundation), it is
caommuon practice for the emplayer 1o secure a letier of
margue for the expedition, so that characters don't need
ta worry about the expense or the frequently consider-
ahle -liﬂ'mnrly. (:I'l.'lr..'l.l"lrl's. wf:u sl sEcure a |.1-H|.*1‘ Tor
themselves most likely do so at the Bureau of Antiquities
inSharn's Highest Towers districe. Filing an application
can take the hetter part ol a day and invelves bath answer-
ing extensive questions from the staff at the burcaw and
enduring their long, musing recellections of thelr own
expeditions to Xen'drik years before. A letter of marque
costs 300 gp

It is not particularly diffieult to forge a leter of
marque, and il is certainly possible ta sell goods fram
Xen'drik on the black market or outside Breland to avoid the
need for one. A forged letter of marque can be purchased
for abaur 25 gp.

Letier of F'l‘ﬂl}l". On oecasion, itllness, distance, ar
scheduling conflicts keep a political, military. or indus-
trial leader from attending an important event. In these
cases, he might want to send a represeniative to speak for
his interests at one or more sccasions or patherings. This
person receives a letter of proxy to verify that she daes, in
fact, have official sanction o speak for the leader in ques-
tion. Traditionally. a letter of proxy is drafied by House
Sivieon the issuer's personal letterhead, notarized with an
arcane mark, and carried on a leather bl fold bear Mg some
sign associated with the issuer. The letter elearly identifies
the name and physical deseription of the intended bearer, If
there is any uncertainty, Lhese details are compared 1o tha
person's identification pepers for corroboration. Aletter of
proxy costs 8 gp.

Slfui'i.l'l.g a letter of proxy is uuu:l“:}- a .‘-IJ'I'IE.'II.I! matter
of contacting House Sivis and arranging the service. The
soris of people who have need ef such s decument have ready
access to Lthe means of acquiring it. Should a person wani
ta aegquere o letter of proxy under false pretenses—having
assassinated or otherwise removed a designated proxy and
wanting to take her place. for example—the pracess is much
miare rl‘.trlll:lhl::ll:rl!. Professianal rurgrl':. are loath 16 ven=
ture into the realms of high polities, so they make sure the
reward is commensurate with the risk. charging around 100
gp for the serviee.

Pardon: Justas every nation has regulations and stric
tures defining certain acts ascriminal, each nation also
has prescribed penalties for breaking s laws. Howéver,
a governmeni might decide to forgive even a lifetime of
eriminal activities when extenusting circumsiances can be
proven or when the eriminal performs some other mitigar-
ing act, (Thas happened morve frequently during the Last
War, when aconvicted criminal could earn his freedom with

meritorious service on the battlefield.) Such forgiveness
comes in the form ol a PII!'I‘]!:II'I—I pa rehment that deseriles
the acts committed. the original sentence imposed, and »
statement of clemency, which is affixed with the seal of the
guvernment and an areene mark, & I:ILI'I:IDI'I- s unu.‘l"r carried
with or attached to the individual's identification papersin
case ward of his misdeeds carried more widely than ward of
his reprieve.

A written pardon is issucd by the government—usually
by the law enforcement system that Is releasing the pardoned
persan, but sometimes by higher authorities (even the king
of @ nation, or at least in the ruler’s nome). Forging a pardan
is difficule, but many people would pay well for a clean
forgery that clears their names. The best kind of forged
pardon is one that purports to be sssued inone of the Five
Nations, but not where the character lives and operates,
In cases where the erime and supposed pardon took place
some years ago, o pardon from the Queen of Cyre is the
best bet because its authenticity cannot be verified. Any
forged pardon runs the risk of being investigated if an
individual is taken into eustody for a new crime. When the
pardon is revealed os a forgery (presumably by checking
against the records of the issuing court), two more crimes
are added to the charges against the captive—{forgery o
possession of o forged document, as well as whatever erime
is supposed 1o have been pardoned. A forged pardon costs
at least 100 gp.

Royal Decree: When the head of a royal famaly or ruler
of a nation makes an official proclamation. word isspread
by disseminating a royal decree. This is a large, arnately
decorated ’mrr]l.lnrnl_ r_|1-1n|||"r|glh|- announcement in clear,
easy-to-read seript. Royal deerees are read intown squares,
reproduced in printed chronicles, and hung on the walls of
governmeni buildings and other places where people gather,
During the Last War, royal decrees were issued whenever
adecisive battle was fought, when allegiances shifted, and
when the Thronechold Accords were signed. These days,
royal decrees are used to announce birthsand deaths in
the royal family, changes intax policies, or other matters
ol state. Although there is no monetary value agtached to
the documents, some people save royal decrees of historic
or persanal impartance,

Raoyal decrees cannet be purchased and are dilfieult to
forge for any useful purpose. The issuance of a royal decree
is typically a mauer of such public notice that it would be
hard in present a fllrg'ﬂ! decres as authentic without the
accompanying gossip, rumors, anticipation, and officioos
goingi-on.

Title Deed: Possession might be nine-tenths of the law
in the wilder parts of the warld, bur throughout the Five
Mations a deed is required 1o prove ownership of build-
ings, land, airships. and other property of significant size
und va]un. Til]r |1rr|,]$ aire nopl r.l1'r:||.-.1! h].- l]'u.- W ner, st
are rather kept under lock and key in o safe Jocotion. They
are large documents prepared by House Sivis on oversized
sheets ol parchment, hearing a detailed deseription al both
properiy (partcularly identifying marks or measuremenis)
und ewner, a history of the propereiy’'s previous owner-
ship, plus a pair of arone marks. Title deeds are considered
extremely diffieult documents to forge,

Title deeds are issued by national governments—
sometinmes through local or regional alffices, sometimes by
courier from the national E-‘I.IJ'iljl.L The cost is 15 gP ]r:uw
any appropriste courier fees,



Tr.‘wr“ng Pul:rr-,: Anyone who travels across
national borders is usunally 1'1:|._',:|ll‘|:d to carry traveling

papers identifying them. their residence, their destina

mn ..'|.|'||r- rrea n |JFF|I|I'||I‘- II-I‘:'P'II.1I£ 'I"\-.IIH'I"\: TONSIst

of u parchr

nt sheet with the appropriate infarmation

anid an arcan carried in a leather lolder. Houre Sivis
!J'III'I' L) en,; ]IIIII‘\I' r)ﬂllr'l'll ill'ull I‘I1||.l'|l' I '|.'|.|r‘--|.|!' |'|II

offer traveling papers that are recognized throughou

central Khory

A sel of traveling papers '.\]le..ll.l.-. cosls 2 S amd can
he purchosed gt Sivis and Deneith enclaves, lightning rail

ations, and Lvrandar offices located in the ports of major
cities, A forged set costeabour 5 gp.

Warrant: In civilized K horva

re, the ey guoard, mili

. canst II"l.I.:-

ind all erthers f||Jt’;_:--ri with err\-in-__' the
peace have the Power 1o detain those they suspech ol wrang-
doing. However, this prower ix somewhatl diminished if the
uipect iv 0 member of o roval family or o droponmarked
house, arissulRcientlywealthy, This is ¢ speciallya prul-lrm
for rural officials and II.I'III.II teed citizens, whose authority
could be questioned. A wiarrant is an officiol dosument
stating that the bearer has the authority toe arrest & specific

'i.lil‘u ill:ll.ull. ol -'I'I'I:IJ'“‘IJ.-'I'.I a .‘hr.ll'l. Lim ill'nlu ."‘- wiarranit ine l.ll.il.i"u

deniifying details althe perion oritem il covers, the reason
1 was issued, the signatarve of the local lord or magisrate,
iul i% Lnecrt I'I ATH OFand mary ||--i'|.'.| a wiak or I-';l-|1|1'1| ‘-"uli.

I'" Arcanls are |'|'|IJ|'Ii I!- ::IH eninreeEren| 1|||."|I'-| ey ||II1

cinnot be purchased

‘ le-II III‘{ ree s

by Kaitus [T and Boranel

BENITH AVA DENITHKI

Benith (N female pnome bard 3/ropue |) was once an up
and COming member of House Sivis working in the Notaries

Guild offices in Sk

her true talents seemed 1o lie in p-J'-:i!ia."\-. and she navigated

2 | hr:ng'ﬂ she was gifred ab s 'I':'"“'i'

the LI'II|||l]||.'.|'.1'I.| bureaucracy of House Sivis as delily as an
||I'|'1|l“l| 0Ty i 1|!;_i\r|'r'|||4'

Although she is a distant cousin of Lysse Lyrriman
d'Sivis, no member of Benith's family has ever borne a
l!'u'l‘;:iﬁflfl'l-II'L -IIIII I||..'|r [RTH r|1'|| dneilk liw !'Il' a1 |||||I'|lr|1|.|:||||'
obstacle in her coreer path. She grew frustrated s positions
of importance and transfers to the main énclave in Zili

were rI"I.II'.I[!'II]‘- given L {¢] Ir"\:‘a!'1 ACT i'|r|:.-\.“||-.| II.-I_IP_!II.':H'Ii o Il.al\l'

||r.-|_ mmarked relatives. I'-.-e'n.ru.lH:.' she re igned from the
euild snd renounced all ties to House Sivis.

Less than a week later. Benith opened Denithki and
Associates, n private licensing office that took advantage
of her knowledpe of Sharn's buresueracy und connections
within the Notaries Guild 1o help clientz secure even the
moat diFheult-to-obiain documenis and licenses, The vast
majority of the work done by Denithki and Assacintes is
1

ally takes commissions ta ereate falsified documents, using

. However. Benith oceasion-

legitimane and completaly leg

her intimate familiarity with House Sivis's practices arel

materinls vo make almost perfect forgeries.
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DRAGONS

SCALED MASTERS OF ARGONNESSEN

Before the world, dragons raled.

Almost every story told about the ereation of Eberran begins with
dragons. The most common legend involves the strupggle between the three
progenitor dragons: Siberys, Eberron, and Khyber (see Creation Myths,
page 10). Even cunlrn.:t'ing tales of the world's birih 'sl:lrlllnr of d ragons:
the Traveler pulling the world from a dragon’s put, Onatar hammering
it out of dragon seales, or Aureon speaking the world inte being in the
Dracone tomgue nrilgnn'_; are crealures of aneieni puwer whose rooks
scem to extend back to the birth of the world,

Once the world was formed, dragons struggled for dominion over it.
There may be no wreitten historieal records ol this age, bt i b trg’l‘.-ruh. are
more than mytholegy: Ruins from the Age of Demons still stand in the
Shadow Marches, in ('barra, in Xen'drik, and (presumably) in Argon-
neEssenn. .r]’lr.\r Eillll!'l ‘|1|]1 Ill'al lﬁi'l:r'ﬁ'll.':-'ll. .'-15!1& rlr !.Ill' Wk "Iu‘l' I'dsed rf]l a
million years between the first dragons and the fends of Khyber, In the
end, thanks 1o the sacrifice of the couatls, the dragons were victorious.
However, instead of claiming rulership of the warld as the fiends had
done, the dragons retreated to Argonnessen to contemploie the Propheey,
leaving o vacuum that would be filled by the lesser races—first the giants
of Xen'drik, then the humanoid races in all their diversity.

Dragons are hardly a monolithic foree in the world, though human
oids view them that way, It is easy to speak of "the dragens” and imagine
them living in a unified society in distant Argonnessen—particularly since
rl,‘w ill]]’flﬂ‘f'lr_]l‘ll'r 1'|.|'|'|'I?' ever I:"'I"'TI. rﬂ, II'I'IF"!E LI]':IHUI] 1'!'.1'”.‘_‘]3!11' nr!ri Tl‘lurr1F1,|.
1o tell the tale. The few tales that have reached Khorvaire (includingsome
told by rogue dragons) paint a picture of a much less monolithic sactery,
|r-i|:|r|l'I!.I e even | he |'tgf1| wiord 1o deseribe i

Arpannessen issometimes described as “the dragon nation,” and insome
ways it seems like a nation. When Aerenal went 1o war against Argonnessen, the
elves fl.:mgltl agarmst uniFred foree af d ragons, much like the ariny 4 b ma nowd
nation might field. There seemed to be chains of command, officers and sol
diers. possibly even conscripts. When agents of the Chamber overstep their
bounds or EEIJEUI'I.'\. s I'nﬂur.l.lu] hide I:Iwma«lvrnnw.:f in K horvaire, lhr:,r risk
punishment by something resembling n police force— a codre of dragon agenis
armed with detailed knowledpe and deadly tactical coordination. What is net
fully undersiood is whether that structure and order applieswithin Argonnes-
sen or anly when the dragons must desl with o threat beyond their borders.

Asfarashumanolds are concerned, dragonsare simply fearsome crea-
tures af legend, Siill, speculation abounds about dragan saciety. Dragons
seeIm to I}rr_-:rrr the Eompany ol ather l|r|,|£r_1r|-\. of plnlnsop!nrnl and ethieal
views regardless of color, Each type of merallicand chromatic dragon might
be considered a different species, but individual dragons follow their own
IIFI'!MITIIII I'I'Illl'ill iII'IIJ el FIII.'-'II I'IJ‘II'\. AI\II, ilg[“ a'l]_ll“ll'l'll“ I}' r“ll.lill'- Slatus n
dragon socicty. Dragons are incredibly long- lived—possibly immortal —and
the oldese dragons are treated with the gpreatest respect, Unlike humanaids,
a JEI'JEIJIII.'\. ]lll:..'ﬁ-:il:'.!l r:tl.'l;!l::li.lilirs IMprove ||!un5 with its mental Fuealties s
ages, making the oldest dragons the strongest, smartest, and most magi
cally powerful eftheir kind. Aleng the same lines. dragons of the same age
but different species maintain a definite hierarchy based on power: A red
dragon always outranks o white dragon of the same age, for example, The
true dragons (the chromatic und metallic dragons deseribed in the Monster
Manual) share higher status as a group than other types of dragons. Finally.
r|r:|s'ulull1.1l hove made there homes ougsude A rgannessen hold lower staius
than dragons that remain in the draconic homeland,

THE PROPHECY

According 1o those who claim to know the draconic mind, the power that
lifted these creatures from their original primitive state was knowledge—

WHAT DO YOU KNOW?

Knowledge (arcana)

DC10: Though occasionally dismissed as
creatures of legend, dragons are real
and still exist. There are ten kinds
of “true” dragon—black, blue, brass,
bronze, copper, gold., green, red,
silver. and white—as well as numerous
other varieties that are considered
lesser dragons or dragonkind, Most
dragons live on the distant continent
of Argonnessen and are rarely seen
by humanoids.

DC 15: All true dragons and some
related creatures grow increasingly
large and powerful as they age, the-
oretically without any upper limit.
They are extremely long-lived, and
one Lhat is 500 years ald iz conzider-
ably more capable than one that is
only a century old.

DC 20: Dragons believe in a mysterious
Propheey, which they see unfolding in
all sorts of events in the natural world
ag well as among the "lesser races” of
humanoids; Everything from stellar
alignments to mysterious runes in
mountain caverns to the dragon-
marks carricd by members of Khor-
vaire's great houses plays a partinthis
Prophecy, in their view.

DC 30: A few dragons believe that the
fulfillment of the Prophecy is close
at hand, and dragons must actively
participate in bringing it to fruition,
These dragons often come to Khor-
vaire and might even hide themselves
among humanoids for the purpose of
carrying out their plans.

Knowledge (geography)

DG 15: Most of Argonnessen is unex-
plored by humanoids. The northwest
part of the continent is the exception.
The island of Scren and the nearby
coast ix inhabited by barbarians who
revere the dragans, and they come
to the shore of Argonnessen to pay
homage to their reptilian masters.

DC 20: The northwest coast of Argon-
nessen is valled Totem Beach in ref-
erence to the massive, carved dragon
heads that line the shore. The origin
ol these seulptures is a mystery—they
seem too advanced for the barbaric
Seren. but it seems unlikely the
dragons themselves carved them.



speeificully, knowledge of the Prophecy. When dragons learned
afthe Prophecy, they knew they were destined to become more
than mere animals ol sealed fury and elemental savagery.
They served a greaier purpose in the universe

This knowledpe caused them to rise up against the fiends
that ruled the world in the altermath of creation. When the
rlf‘l'lr!'- al E“.‘-l were .I'lr'rr.llr*ri rh1$ Same knf_l“lfl:th JL‘{I 'hf
dragons to retreat to Argonnessen, contemplating the Proph-
ecy and ignoring the lesser races that spread over the world
o Rl the voud lelt h}- the |n1E:||'|:tr:||:1r_-1E Fends, However, 18 was
the Prophecy thar at last drew the dragons out of their self
imposed exile when they saw it begin to unfold on the fesh ol
Il“flldlll]l.’].‘u Wl']'l |I'|F rlt.‘ﬂ |I|Il|-Fa'|.ra'| nee Ilrltrilglll'll'llull'kh.

What is the Prophecy® No humanoid knows. It might
be a transcription of the words of the progenitor dragons,
!.lnﬁ.l."ll hefore the hivth of the world and weitten the 1H.IK]I
oIl creation. It might be the utterances of Chronepsis, the
dragon gpod of fate, giving clues ta the future to those with
ears to hear, [t might simply be the expression of patterns in
nature that puint to the inevitnhle 1|I1Fc|1r]|r1g af those piut
terns in the future. Even the dragonsdo not know for sure.

but each dragon has a theary—a personal understanding of

whai the P1'r_|])|1rr}- 15 and what iis ugn1r|.|.'.'| meeE m Lghl biee, foar
dragonkind und for the warld.

Dragons watch for the unfolding of the Prophecy in
1"\"‘1'?’ l:l-il'l" lir ll‘ll" 1I|I1II1'EII “'JIEIIJ. Erlflrlrlirll.'i runes :II'II:“‘-EI
in mountain caves and on sheer cliff faces. Stars, moons,
and planets take the shape of dragonmarks in the night sky.
.r.hl' \wlrl'- r_]‘ l'illlll' in !hL‘ ]I"'il ri l'lr I'\'I'I'}' 1l|'ﬂsl]l1.‘-lldll! rlll'll'l
words und signs. Most startlingly, dragonmarks appear on
the flesh of humanolds—ta the great chagrin of those whe
eonsider such creatures to be the lesser races.

Certain alignments of celestial bodics and planes of
existence reveal marks where they did not previously exist, and
muvements ol the land —earthguakes and voleanc eruptions—
uncover rﬂl'l.l”t‘]'la“ .Ilﬂ'\lf_ ]fl]lg Ilf'rl'l I'I'IIEIJFTI. F’II"1L|'| reasorn, [lIF
dragons most interested in the unfolding of the future waich
actively, searching the world for newly revealed elements of the
PI rlilhﬂ'r:f. ()I.1|I'|' Ilr-lgnll.‘-]lalvr I:IEE'I'I. Ellrlwl‘l [{¥] rvi.t‘r {15 ‘il.l"]'l
active watchers as kolnthok—"carrion birds" -because of their
tendency to fly quickly after any report of natural disaster,

Interpretation of the Prophecy is a contentious pain
IIJllil-ﬂg' iIII d rilg{ln‘i I.'!Iﬂ rl? :lri‘.nr}wll'ﬂg’l* CeErtatn soc |.-'|| ||Ihr_|rl'p

Not every dragon you meet is an agent of the Chamber—
some are just hungry

regarding its discussion, much as humans shy away from
contentious points of religious decirine. At present,
there s a sharp nill between those dragons who view the
rl‘Iﬂll:Vl.'J:\.' recent l'rl!l'l'gfl“'l' :lr :!rils‘]lllll:lrkﬁ an I‘I:I.I.:Il"l.'lll.iln'il'.l.
flesh asasign of the impending ful illment of the Proph

ecy, and those with a more conservative view, who see this
development a4s ane more stage of a very long journey.
Although the latter group often dismusses the former
as “impetuous youths.,” many ancient and respectable
dragons believe the Prophecy is building teward same

kind of elimactic event,

Pﬁ

EveEryDAy DrRAGONS?

u:u{u:n ||JJ.|.}' an imporiant role in Eherron, as r:gu.tr-\.
of power and mystery. They appenr throughout history,
teaching magic 1o the plants, warring against the elves,
fou I':l:||:'|hI the {}al(‘]mrlml'n among the orcs, and wursh]ptd
as scaled gods in Q"harra, They watch the unfolding of the
Prophecy and (through the Chamber) sometimes meddle
in humanoid affairs, manipulating history ta fulfill their
awn \JILI]I‘r\‘:I r!l:!ing.

Doesthis mean that all encounterswith dragons in an
Entrrox campaipn involve the Prophecy, and are linked 1o
IJ.I\I"I.I re |r1'.1r'|.1'“\. al.fll.l Erill'lll pay Pl lllll-'l‘l'l'll‘h-J‘

Inaword, no.
Sometimes a dragon is just a dragon. Cut off fram

their more advanced kin, barbarie |.E:|'.'|.g||||:.-\. who know

nol hing of the Py "]J]'I.EI::,' spawn, live, and die in the remote
depihs of Khyber, the dismal swamps of the Shadow
Marches. the highest penks of the lronroot Mountasins, the
hidden wastes of Xen'drik, and the [rigid barrens of the
Frosifell ‘[rm]n! I'IF-IKJ}HE CATITE nnlh1ng’ Far the F‘ruphrr!
come to Khorvaire to see what humanoids are like, enjoy
their societies, or taste their Hesh. Some come o amass
sl'{'-'ll }Irlall'ijh. some [ II"' reve I'Fri. w]lrl'l‘"rl' rlll.l xl.l n |]'If
vast world of Eberron, there will be dragons,

So it's all right. Perhaps that scaly horror you've
rrIL'I.:I‘Ir:Ilf'I'rI‘ :Illf‘.'lllll i:l-'l"l' -'|.'|'.i ircrel dgﬂllliﬂ ur 1\!:1.1."!1
interests. [t might not be entangled in s plot encompassing
a million-and-a-half years of history.

It might just be !IIJ.I:IEI}'. Good luck with it.
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THE CHAMBER

Many dragons are not content o sit in Argonnessen and
watch as the Prophecy unfolds in the world around them.
Some, impetuous with youth and rebelling agninst an
ancient culture that prizes contemplation over action,
believe that the Ful illment of the draconic Prophecy is close
at hand, and that dragons must act now if they are to receve
wharever glorious transformation it promises. Others, nen
subscribing to such extremes, nevertheless believe that the
emergence al d rngur:mnrl.‘% on the lesser races -..igu..ﬂ.x i
change that requires closer siudy (if not direct interven-
tion). These dragons. both the impetuous activists and the
muore restrained obyervers, logether form the Chamber.

The dragons of the Chamber operate within Khorvaire.
I'he chromatic dragons’ natural powers of shapechanging allow
them ta maove freely among the lesser races. Others use their
innaie sorcerous abilities or magic items o disguise themselves,
while a few retain their natural forms and simply remain well
hidden, using humanoid agents to carry out their plans. What-
ever their form, all members of the Chamber make extensive
use of humanoid agents, for their own numbers are few and
the assistance af agents grants them much greater eeach in the
world. With the treasure hoards they have at their disposal, they
typically have lintle difficulty recruiting such aid.

The Chamber is a loose-knit cabal ar best, a group of
unconnected individuals with similar wdeas and agendas,
Dragons are n fercely independent lot by nature. and even
thase who share a sense of urgency about the fulfillment of the
PI.‘I'II'I:II!.‘I.'".' do not like 1o work toget b Th:r:lr frn_-l_-,]:,.- share inlor-
mation and resources lincluding their agents} among them-
selves, but rarely assist other Chamber members directly.

The arigins ol the Chamber almost certainly lie in the
appearance of deggonmarks on the inhabitanis of Khorvaire
some thirly-two hundred years ago. Prior 1o that time, the
Prophecy seemed to be unfolding slowly but regularly in the
natural world, and the dragons weve content 1o wateh it aml
collect its revelations at a leisurely pace, With the appearance
of dragonmarks, dragons suddenly saw the Propheey writ-
ten an a canvas that might anly exist for 4 matter of decades
before passing from the world forever, The very transience
of the humanoid races pave these dragons s sense of urgency
about the Prophecy that they had never felt befare. The War
of the Mark inereased this UrgEney, Far durl.ng that E:frlu:!
some dragonmarked lineages disappeared forever, and the
Chamber feels that pieces of the Prophecy might have van-
ished with them.

Agents of the Chamber have a particular interest in
dragonmarks, and they keep a close eye on the dragonmarked
houses. In addition, they pay attention to the waorld's most
ancient secrets, such as artifacts created during the war
beiween the dragons and the hends at the beginning of history
(see Remnants of Creation, page 31). With rumors circulat-
ing that the Seeplerof Fell Khudush has been discovered, members
of the Chamber are gening involved—some encouraging
the search for the related artifacts. others trying to prevent
them fram ]lriug found, ITmembers af the Chamber hecome
involved in other affairs, it is always beeause they believe thm
such events are relevant to the Prophecy,

SEREN

The large island at the nerthwest end of Argonnessen is Seren,
home of the barbarian teibes that beart the same name. Claim-
ing descent from humans gathered from around the warld 1o
serve as the puardians of Argonnessen, the Seren barbarians

are a wild and fierce people. Some thirty tribes. each paying
allegiance 1o a different drapon founder, make their homes
an the island, the two smaller islands nearby, and the jungle
on the cosst of Argonnessen. The coast itsell is ealled Totem
Beach, and it is considered neutral pround by the Seren tribes,
which aften war with each other. At Totem Beach they set aside
their differenees to give therr worship to the dragons,

Allthe Seren tribes have s similar social strueture. The
warlord {& the mightiest warrior, but this pasition is based
J':u.rrl':,- on skill, and wny member of the tribe can |'|1.'|||.r'r|!r
a weak warlord. The warlord oversees all military nctions,
such as putrolling the land. erganizing raids. and training
young soldiers, S]’ll ritual and domestic malters are oversesn
by a council of dragonspeakers - mysties who use wisdom and
magic to guide the tribe. Dragonspeaker is a lifelong post,
and dut]'l.l'“"lt? within the couneil 15 based on age. DH.‘EI:II[E'
the warlike nature of the Serens, drogonspeakers hold the
final authority and can overrule the decisions of a warlord.
or even force a warlord to step down,

The tribes deseribed below are p representative sample
of the variety found among the Seren barbarians,

The Bringers of Fire were founded by a chaotic evil red
drugun Oine of the Iurgl_-\l and most l::itrlxl,'rﬂl.l'\c 1r|1'|r's1 the
Bringers have been known to completely exterminate Seren
clans they view as unworthy. The Bringers of Fire paint their
skin red belore baitle and make use of flam ng oil, aned t]'uf:p
have velatile temperaments.

The White Wanderers were founded by a neutral white
tlrllxun. Tt is 4 nomadic tribe that has bheen f]?ﬁrgrrl with pro-
tecring a serics of shrines, The Wanderers believe in the power
of knowledge and magic, and they have a high percentage of lit-
eracy and III:'.‘].EHI’I.'\.I":IE:ILl‘.l'.\-‘ulll’)l]g therm. Assuch, many I!'II:IIIUI'—
ers find this the safest tribe 1o approach. White Wanderers have
acald, chilly demeanor, and never let their emotions show.,

The Stormwalkers were founded by a lawful evil blue
dragan. One of the smallest tribes, it is nonetheless deadly
in combat and therefore highly respected. The Stormwalk-
ers have developed a monastic tradition that emulates the
natural attacks of the dragon.

The Frosthlades were founded by a lawful good white
dragon. While they ruthlessly defend the land from inter-
lopers, they seek to preserve the weaker tribes from the more
violent elans, such as the “r'l.::lgl-r'.. of Fire. The Frosiblade
dragonspeakers have learned the secret of alchemist's frost
and use it as a weapon in baule.

The Totem Guardians are not a tribe, but an alliance
of elite soldiers drawn from many tribes. These warriors
defend Totem Beach and the Grear Barrier of Argonnessen,
Typically, a dragonspeaker priest receives a dream-vision
ardering her to send a particulir warrior ta Tatem Beach
1o join the order. but in a few cases dragons have personally
visited a tribe to call 4 Seren 1o the guardians,

Seren adventurers (who do exist, although they are
extremely rare} can make use of exotic rules and prestige
classes such as those in Uraconomicen,

HEIRS OF THE DRAGONS

Half-dragons are rare in the world of Eberron. Since the
First attempt by the House of Vol 1o reconcile the warring
races of elves and dragons by creating o halFdragon, such
intermingling has been viewed ps an abomination against
all that is noble and pure. Dragons do not breed with non-
draguns by choice, and they go aut of their way 1o extermi-
nate any half-dragon they encounter,
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IDDRAGONREACH

That said, half-dragonsand draconic creatures (descen-
dants of half-dragons whose blood has been diluted through
generations) do exist. Legends speak of a tribe of half-dragon
orcs spawned by awild bronze dragon in the Shadow Marches,
and of numerous half-dragon aberrations in Khyber pro-
duced by a mad red dragon devoted to a Cult of the Dragon
Below. Confirmed tales from Q)'barra describe half-dragon
lizardfolk and dinosaurs created to guard Haka'torvhak, "the
throne of the holy dragons.” Some tales (dismissed as base-
less speculation) even claim that the half-dragon, half-elf

lich Erandis d'Vol is creating new half-dragons as part of
herattempt to regenerate her lost bloodline and recover the

Mark of Death.

Sorcerers in Eberron do not claim blood descent from
dragons, but they speak of mystical ties to the three progeni-
tor dragons—Siberys, Eberron, and Khyber. Some sorcerers
cultivate abilities reminiscent of dragons and adopt prestige
classes such as the dl'agon disciple, but l}‘se)-' are simpl)r emu-
lating the dragons they admire, rather than manifesting
latent qualities of hidden dragon bloodlines.

F*ﬂ

SHUGENJAS AND DRAGONS

Introduced in Oriental Adventures and Complete Divine, shugen-
jasare the priests of a relatively new religious movement
that reveres the dragons of Argonnessen. Discounting
the traditional gods of the Sovereign Host, shugenjas
believe that dragons are nearly divine, and that by emu-
lating them, members of other races can approach divin-
ity themselves. Theirs is not the totemic dragon worship
of the Seren barbarians (although some shugenjas live
and work among the Serens, hoping to win converts), but
asophisticated set of philﬂprh ical te;‘u:hings and precise
rituals designed to increase one's harmony with those
elements at the heart of the dragons’ power. Though this
Path of the Elemental Masters isstill a young movement,
its practitioners divide themselves into eight mystical

orders, each focused on one of the four elements (air,
earth, fire, and water).

In Eberron, each of the eight orders has a kind of
dragon as its emblem and ideal, as shown below.
Shugenja Order Dragon
Order of the All-Seeing Eye Green
Order of the Spring Zephyr Silver
Order of the Impenetrable Crucible Blue
Ovrder of the Perfect Sculpture Copper
Order of the Consuming Flame Red
Order of the Forbidding Wasteland Black
Order of the Gentle Rain Bronze
Order of the Ineffable Mystery Gold

M
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DRAGONMARKS

HEIRS TO POWER

Drugunmuriﬁ are hr_]u fl-l:l I_'IrI l'l!f_'lul!llﬂf‘?l IIﬂ(! .I'lri'ln'l\'r 1 m:,'?-"rlll'lls wﬂ:’".
Only balf-elves can carry the Mark of Storm, for example. Either a human
ora half-are can have the Mark of Finding, but a full erc cannot. One fact
% eeriaim: rr}'ﬂll: possess a d |'.'|.s1_:r|m.'||'¥. you musi have a hlood tie o one
of the families that originally manifested that mark

However, carrying the bload of a dragonmarked family does not
ul]lul!lﬂ!jl:."l"'r make yonu i member ol tha r:'IJTI!]:fI.'-]II:II:I.'LF nrgu.!r.n.nlrr- tht
youwill manifest adragonmark. By the edicis of Korth (see the next page),
a member of a draponmarked house who marries into one of the noble
Families of Galifar must sever ties 1o his or her house. Furthermor e, il 15
possible for a member ofa dragonmarked family 1o be stripped of rank and
disinherited by the house itsell, asa result of some crime he has committed
or dishonor he has brought to the house. People banished from a house
are called excorates, In the past, the house lords would actually cut away
the dragonmark of an excoriate. an act that often resulied in the death
of the victim. Today, excoriation is a symbalic gesture, but an excoriate
cannat hold howse rank or make use of the house name, and members of
the dragonmarked houses are forbidden to aid or associate with one.

Because of the practice of excoriation, it is possible 1o have dragon-
marked blood in your f:llrl.ll:rirrl- and never konow i, :l“l’rwl:ug you Lo Spo-
taneously and unexpeciedly manifesta draponmark. Such unatiached heirs
are known as foundlings. Asageneral rule, the dragonmarked houses gladly
II‘IJ‘IIE rl:lll]'lljli.l'lsl Elill'k lTI‘lIlI‘II‘ rlﬁtllu Tl'l.l"' 51 1Ir||1r EIHI"‘J\’ ill'l"lllrvj.‘:.l‘l‘l.! mn
the child, and the interests of the house demands consolidation of dragon
marks when it can. If you possess a particularly powerful mark, you might
receive pressure bo join a house—and should you he seen as threatening iis
reputation or business, the house might seek to climinate you

Within the house, possession of a dragenmark does not sutematically
equate to authority. The Favored in House feat represents influence based
on family conneetions, history, or personal secomplishments. Unless you
possess this feat, how the house treats you depends on what you do For it
N return.

In general, if you are an accepted heir 1o a house. you can get roam
|'Il1r! illlﬂrl1 it -'Irl':f 1'|.n1,1'.r I"'l'lc1;|'fr [_a]rj'lnugh ':fu'l,l rnls'ht |'|..'|\.'r b I'IIIF ima Frw
hours work in exchange for your dinner). Members of the house share
rumears with you and discuss local news. If you're short on gald, you can
.'Llwij':r.-\. Foovd work at one of the hoose bosinesses— II1rJuEI:| ¥ have 1o earn
your wage like anyone clse,

For access 1o the greater services or resources of the house—whether
Arcane wurh.\hu]'l-. [ree tickets on the Iaghll:lng rail, or fres ]I.l".l“l::lg’ friam
House Jorasco—you need 1o earn your influence. If you have the Favored
in House feat, you can use this influence to curry favor, Otherwise, the
lards of the house (raditionally known as barons) might approach you
with propositions of their own. As an adventurer, you are likely to be more
capable than many other members of the house. A baron might want you
1o recaver a lost Ifeasuie, o Lo l'."l'i.Fl'Il]E a trade rival. In rm'hanﬁt" far these
services, you can call in favors from the house (within reason)

While you might become Favored in House, as an adventurer you sre
unlikely to hold any significant authority in your house. The dragon-
marked houses are businesses, The barons earn thewr ascension :hrnugh the
ranks with years of dedication and management. and they spend their days
balancing budgets and monitoring house operations. Unless you're willing
Loy el aside your sword Tor an aecount ing !cqlxrr, you should be content with
the influence you can gain from serving the house in the field.

POWER AND PROPHECY

Symbaols of power and mystery, deagonmarks manifest on ceriain members of
select bloodlines, Over the course ofthe last two thousand years, the families

WHAT DO YOU KHOW?

Knowledge (arcana)

DC §: Dragonmarks are magical marks
that appear on the skin and grant
powers to their bearers.

DC 10: Dragonmarks are tied to spe-
cific bloodlines. The people bearing
these dragonmarks joined together to
create houses, which use the powers of
the mark for economic gain.

DG 15: You know the names of the thir-
teen dragonmarked bouses and the
mark associated with each one. You
can identify the trade symbols and
seals of each house.

Enowledge (history)

DO 15 The War of the Mark was
an attempi to exterminate aber-
rant dragonmarks. In the current
era, aberrant marks are grudgingly
accepted, but the houses forbid inter-
breeding, and aberrants are still
viewed with suspicion.

DC 20 Accounts of the War of the Mark
imply that in the past people pos-
sessed aberrant marks with far greater
powers than those seen today.

Knowledge (nobility and royalty)

DC 10t You know the names of the thir-
teen dragonmarked houses and the
mark associated with each one. You
can identify the trade symbols and
seals of each house.

DC 15: You are familiar with the busi-
nesses and guilds of each house.

DC 20; You know the names of the lead-
ersand key Agures within a particular
house. You are familiar with the cus-
toms and traditions of » house,

Spelleraft

You can recognize o specific dragon-
mark and the power it bestows
through visual examination. If you
are a member of a dragenmarked
house, you can identify the marks of
your house without a check.

Aberrant mark nDC 18

Least mark DC15
Lesser mark DC 20
Greater mark Do 2s
Siberys mark Do 50



carrying these marks established themselves as mercantile
dynasties known as dragonmarked houses. Today, these houses
areavital part of post war Khorvaire. House Sivis maintains
the messige stations that allow swifi 1nng-d:5rnnce CoaTm g -
nication. House Lyrandar and House Orien provide quick,
sale travel by land, air, or sea. House |orasca holds the keys ta
medicine and |1|.r:|||:|'i§I hath I:I:Iﬂ::il."-‘l.ll and mundane.
However, dragonmarks are only one aspect of the power
of the houses. Being able to use cure light wounds or perform
whishering wind anee per day is useful, but hardly enaugh ta
huild & monopoly on medicine or communications, Over
the centuries, the houses experimented with dragonshard
focus ilems—magic items that enhance the inherent powers
ol ad rasunn:ark. From ihe 'ijlﬂu'lﬂlx\!ulll‘\ of House Sivis to the
ghtning rall of House Chrien, these items transform the powers
of a dragonmark into the keys to commerce and industry,
ﬂr}l::ml ll'li.-\., the houses speni T el red s :Jr:p::nrn. llrrrm'!-
ing their skills and absorbing smaller traders, creating vast
guilds that the peaple of K horvaire now know and trust. An
IIITLkr!FIrI l'il:ll‘.\rl‘l rll'fl'[ F]I.I‘ M-'Irh lﬁr!]’ll.‘-l]‘l!il]]l?’ (%] IJIJ ]Ilﬁjfl‘l.l
{though it might make that job easicr), but if he has the sign
of Ghallanda over his door, travelers know that he has been
licensed by the Hostelers Guild and they can expect good-
quality serviee and food, The veputation and influence of the
guilds isalmost as significantas the power of the draponmarks
themselves. Given the choice, a seldier buys his arms and
armar [rom a smith sanctioned by the Fabricaiors Guild.

THE EDICTS OF KORTH

When Galifar T was ||1|.:||.:|'ir|.s hos tl:l:l'lg’llu"l.. he called
wgether the leaders of the dragonmarked houses and swore
ta provide them with a safe haven and special status. In
FElurmn, the houses agrl':d o a set ol restrictions that in—r—
vented them from posing a threat 1o the rule of Galifar or
that of his descendants, while allowing them to continue as
mercantile powers. The so-called edicts of Korth forbid any
member of a dragonmarked house from holding a grant af
land, and place limits on the size of house enclaves and the
armed forces that can be garrisoned at an enclave. Special
provisions are made for House Deneith, which has the right
1o assemble military forces for mercenary serviee, The
edicts further specify that no member of the aristocracy of
Galifar can be bound to a member of a dragonmarked house
inmarriagewithout one of the two giving up all heritage and
rights. Since the houses do not own land, the edicis dictate
a system of rents to be paid to the crown.

I the wake of the Last War, i he howses continue o oper-
ate under the edicts of Korth, treating the local ruleras the
crown for purposes of the law, Thisauthority allowed the lead-
ernof i he Five Nations to demand that House Cannith I:]I"EH'IT:(

the ereation forges and cease production of the warforged
However, some of the dragonmarked barons are beginning
to question the edicts. These rebellious leaders say that the
houses are more E:r_:wrrfl.l'l than the Fractured remnants of
Califar—and that it is time to reconsider the relationship
between baran and king.

THE TWELVE

The War of the Mark was a defining moment in the hisory
of the dragonmarked houses. Many af the houses came inta
existence as o result of the war, as the families carrying the
pure marks joined together 1o face the aberrants and diseov-
ered the power such an alliance could wield. At the end of
the war, Lord Hadran d"Coanmith 1.1;5;1-5!1-1.' that the howses
formally cement their alliance by eresting a citadel—a center
far research and study of both arcane magic and the potential
of the dragonmarks. Though there were anly ten dragon-
marked houses at the time, the architect pnd artificer Alder
d'Cannith convinced the committee 1o name the institute
the -T1wrr1.-r.-. hased on his helief that there were twelve Fu:r
dragonmarks in addition o the shattered Mark of Death
Alder was a brilliant man whose works had played a eritical
role in the War of the Mark, and the members of the cam-
mitters humored him—though few actually expected a pwelfth
mark to appear. (The remaining two marks, Warding and
Finding, weren't "discovered” until after the creation of
the Kinx(lnm of Ga“:rar.}

COiver the centuries, the Twelve hos remained ane of the
premier centers for magical résearch in Khorvaire, and anly
the Arcane Gun!:'rx.-.; can match its resourees, The F’:Il':i:l'l:"l-"l ry
focus of the Twelve is the study of dragonmarks snd dragon-
mark focus items, and the development of new magical items
that can henelit society (and turn a profit for the houses). In
combining the skills and powers of the different marks, the
wiznrds and artificers of the Twelve have crafted remarkable
items. It teck the combined skills of Houses Orien, Can-
nith, and Kundarak to create the spacious vaults thar allow
Kundarak customers to deposit goods at one bank and
withdraw them across the continent. Airships, the lighining
rail, even the warforged—these things would not exist without
the spirit of cooperation found amoang the Twelve.

Should you rise high in the favor of a dragonmarked
house, you might be able 1o call upon the resources of the
Twelve. This institute possesses impressive arcane workshops
and vast libraries, and it draws upon the talenis of some of the
mast gifted artificers and wizards in Khorvaire—all of which
could prrove {luitr vselul 1o an adventurer. Alier all, the
Twelve can nlways use someone (o test new Inventions—magic
weapans, dragonshard focus items, or other creations thai
aren'l fuite stahle r|1|;1ng|1 [ ]ml'rlir use

M

SUBRACES AND DRAGONMARKS

T'he dwarl, elf, gnome, and hallling subraces detailed in
the Moniter Monual, s well as new subraces introduced in
Races of Stone and Roces of Desting, are ull considered members
of the dragnnmarkcd races. However, the bloodlines of the
dragonmarked houses only manifest in the most common
subraces. For example, only high elves who are members of
the House Thuranni ar House Phiarlan bloodlines display

the Mark of Shadow, and only hill dwarves from House
Kundarak display the Mark of Warding. A member of a
variant subrace—any character whose type is humanoid and
whose subtype is human, dwael| ell, gname, or hallling—
does qualify for the Aberrant Dragonmark feat, however,
since aberrant dragonmarks occasionally manifest among
these subraces.

M
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DRAGONMARK TALENTS

Dr-'lx"l:lmjll'k.'l have existed for thousarnds :}f}r{.‘lrn. Orwer the
centuries, the houses have honed their skills. adapting the
power of the dragonmarks 1o aid with specific tasks.

Dragon’s Insight
You can call on the power of your dragonmark 1o enhance
your natural abilities.

Prerequisiier Least Dragonmark or Siberys
Dragonmark,

Benehit: Ag a free action. you can expend one ol the
:inil? uses ol one of yuur r!ru.“r_rru'rlurh powers Lo gain a -4
insight bonus on checks using a particularskill foru limited
time. The skill affected by this feat is determined by the
nalure 1IF‘||.I'|.I' “IIIrL!

Detection: Spot

Finding: Search

“indlltlﬂ: Hanidle Animal

Healing: Heal

Hospitality: Diplomacy

Making: Craft (any)

Passage: Survival

Scribing: Decipher Seript

Sentinel: Sente Mative

Shilf]llw (;.:lt]'l.rr II'IrrJrTIII'I‘IIIH

Storm: Balance

Warding: Search

The durstion of the bonus depends on the potency of the
draganmark whose power you expend. The bonus granted
by this feat always applies 1o at least one check (regardless of
how long it takes 1o make such o cheek), ns long as you begin
the check before the duration elapses. For example, if you
have the Least Mark af Shadow, the bonus applies to at least
one Gaiher Information check begun within | minuie of
activating the ability, even though a typical Cather Infor-
mation check takes much longer than | minute.

Mark Duration
Least mark | minute
Lesser mark 10 minuies
Grester mark | hour
Siberysmark 24 hours

Shield of Deneith

You can channel the power of your Deneith dragonmark 1o
delend yoursell in battle,

Prerequisite: Least mark of Sentinel or Siberys Mork
of Sentinel.

Benefits Asan immediate action, you can expend ong
Iﬁrfulll' I']ﬂ'l}' uses IFr ?'Illl.r hl-'l rL (Irsrll‘lllfll. II.rIEIII'I.II‘iI'I'L L1
gnin a dodpe bonus 1o AC. This benefit lnsts for a number
af rounds equal 1o your Wisdem bonus (if any) + 1/2 your
characier level (minimuom | luu.l]l:”. The valus 1iEPEtILiH 0

the level of the mark charge thet you expend

Mark Dodge Bonus
Least mark +1
Lesser mark ]
Gireater mark +3
Rihrrg\ murk =4

Swiftness of Orien

YWou can draw on the power ol your Mark ol l‘a.-.\.'t'gr to leme=
porarily enhance your speed or the speed of your moum.

Prerequisite: Leant Mark of Passage or Siberys Mark
af Passage.

Benehit: As o swifi nction, you con expend one of
your daily uses of your Mark of Passage dragonmark 1o
gain an enhancement bonus ta any of your speeds for |
round. Alternatively, you can grant this bunus to w erea-
ture you arc currently riding. The creature affected must
have a speed in the form of movement to be increased (for
I'!:.‘ITI'IFEF. ?fll_l I'rII'I..1 gﬂlrl n ilerI.I.I.'l I n* 5'1‘"".' |r':|'|l|l |]|_|-l'|.ll
have a fly speed]).

T'he increase to speed depends on the level of the mark
r11.'|.rg|.* that you r:lrr:ul.

Mark Speed Increase
Least mark +20 Fr.
Lesser mark + 40 fi
CGreater mark +60 fi.
Siberys mark «90 fi.

ABERRANT DRAGONMARKS

Common superstition helds that aberrant marks are a
taint on the souf—ihat the bearer of one of these marks
will invariably fall ill or go mad. Furthermore, aberram
marks can hold powers more dangerous than the pure
ma |'L'ﬁ_ill‘llt|‘| 1% ‘-l.ll'l:] Ak !"Jr"l"s Illlﬂf.r‘-l lIH?rm Prr\lln, r;“hl“r; .rl"ﬂljl.
inflict light wounds, and produce flome, Bevween the stories of mad
ness and the clear threat posed by these deadly marks, people
view |]|.E I}l.'.ill'l':l'i- llr."lhlfl'!"Tlr !”]rﬂgﬂrl r:.;ll'kﬁwl‘h A mix :]'.I rfﬂ‘
and suspicion,

I's dilfficult to say if there is any foundation to these fears.
r.l"l'.lj.lll' with akerrant marks tend toward evil .:}'rgnm:-nla—hul
this could reflect cither the sinister influence of the mark or
the abuse and distrust they suffer as a result of their marks,

F—————#

Famity Names: To b ok Not 1o p' 2

The naming conventions of the dragonmarked houses can be
mystifyingto those outside the houses. The first key to under-
'I.!nlll.ll.lllx (L} ll‘lll‘ ‘l‘lr drﬂglllll'l'l-'l.rkrii I1l‘.‘||.|u". are l'illl'lEll.'l!riE Ilr
multiple but related families. House Phiarlan consisisof the
Phiarlan, Tialaen, Shol, and Ellorenthi lines, while House
Cannith includes the Vown and Tellic lines.

Typically, members of 0 house use the house name
when dealing with others, saving their family names for

formal oceasions—so Elavdren Vown d'Gannith usunally
refers 1o hersell as "Elaydren d'Cannith” when dealing with
Irrl.:li!l.l.' |||.||.‘i|.|.|" l‘]ri'lrl' l'l.l'lnl:l.'\.-l.'.

Thed' prefix, added afier the War of the Mark., identi
fies blood families tied 1o recopnized dragonmarked houses
and sets those born of dragonmarked blood apart leom the
rest of Khorvaire.

h—d



NIH’ a'lll l,'ll.ll,l'll_"il" ma |L"1 are dql f'l!f_"'l'{}'l,l“ some grﬂﬂ] |'|.:|rrl'|]l,":.'\.-
POWErs n.H'h Ak Ir'-rm'hrr I'rJn':' or jump., 5|1.vn|.|.';<| yau thﬁqc (=] p]zn_.' A
character with an aberrant mark, there are no rules forcing
o Bk Ijl‘l'i!rl!l" rl'l-ll!

These superstitions are drawn from the past. Accounts
af the War of the Mark make clear that there was atime when
||i|‘l‘| rani ma r'k‘r I'1:III.EJI I'E'Iulll.ll.i"l Il“?“-f' rs ilill' Hl esaler r]l-lll |i1r‘
pure marks, Two aberrantlords—Halas Tarkanan and his
consart, s woman known only as the Lady of the Plague—
destroved an entire city with their aberrant marks, and
:r-u_'a_' nds say that the death-curse of the |1 .1r]_'\_.' af the PE;_'.Ellr'
still lingers in the depths of Sharn, The stories of madness
might also be drawn from this time=—implying that while the
!‘1| rsi1 ||i|F_I raienis I'IlII.El: |'|‘I|Il|.l|f'1 grr'.lh'r !Frlwl"l"h, Iblr"‘l' -Il‘ll!lrlf"u
took 8 terrible toll on body and mind.

Mo one knows where the firét aberrant marks came
Irom Riﬁllll' 'u'l?' rII.iI' .ILH iHlII" |r|:||'1‘.'\. Are EI!H- IIFI5|1F!'I:"-'I.
while the aberrant marks reflect the touch of Khyber, I
Is & known fact that if two people of different dragonmark

IJIIIIJIELIJH.“- Il.it'l'l" 1l I|‘1II‘I. lhl' L'J{EIHEJIIIIE 15 moare II]\!‘I.'I' R

manifest an aberrant dragonmark than the pure murk of

either houie, Such marks are known as mixed marks. and
as a result of this phenomenon the houses have forbidden
!'II'E‘FJII'IIH llf'l“'l,‘l"r'l IE'l'iIHIIF'lfl'Ialr'LF'I'I IIIII'M Ial]f SOImeErImes
gberrant marks manifest randomly, in bloodlines with
no tit to any dragonmark house, Hecently, aberrant
I'EIril'.‘L'u I'I.il"l' I!i'f"ll. LTy E'II (L8] g!'-lll' Krl"-ltl' r .Illllltil'lu

than have been scen in centuries, (These abilities

are reflected in the feats presented on this page.)
‘\.‘I one F‘ul'u @ I'KIJILI reataien bisr Il‘:l‘h S8 I'EI' 1
aberrant power—hut some fear that it is a
precursor ta the return of the Children of
KE'I'\'I?.'I |II'|f] |i|l‘ (L] IIIII' ]:Ill'v\'l"l'.‘: :-I'-‘ Sy
the War of the Mark.

While aberrant dragonmarks can
be identified using Spelleralt, they can
never be mistaken for pure dragonmarks.
%]Il"r'l'!l"ll Itl'ﬂgll.'.'l"lli\ri“ come i1|. n W'llri
range of colors and ﬂ1.|]!u;\. and two that
grant the same power might look entirely
different. Aberrant marks are often sur-
rounded by welts, boils, or otherwise

discolored Flesh.

Aberrant
Dragonmark Gift
..l.ll ar |Ii’l'| ramnt I|| |1£|Ir1|r||'||L 15 ""‘hlll'i'!ulll'-
potent
Prerequisite: Aberrant Dragon
mark.,
Benefit: You ean use the spell-like

abiil by anted by vour Aberrant Draron

Illul-l‘. I:III e Limes ||r'l lln.l‘r

Aberrant
Dragonmark Mystery
\Illll CHn use |Ir"l" '!l-\:"ﬂl"' IIII:-‘?'“r' |}II'1'
rant mark to enhance vour magical
ahilities.

Prrrn;u'i.-\.-ilr: Aherrant Divagon

mark. Concentration b ranks
Benefit: When you cast &
spell, imbue an infusion, manifes

1 pslonic power (see Erpanded Pionics

Handbook), or use n warlock invocoiion {ser ---'l:!l:-'r.' Arcane)
you can sacrihce a dally use af thi 1i|-'JJ-||'>'-:' abib ity granted
by your aberrant dragonmark as s free action 1o increase
the caster level af the .]lr-||_ infusion power, or invogation

by 1.

;"Lht-'rrant Dragunmar]& Vigﬂr
You can channel the energy of your sberrant mark to
enhance your health.
r"rd-rz'l.[u:ni[r: Aberrant Dragonmark.
Benchit: As an immediate action, you can sacrifice a
daily use of the apell like ability gl‘.lt:!{'d by your aberrant
dragonmark ta gain Lemporary hit points eq ual ta your Hi

!JI-’ e 1.i1|“'\1l" 11I| |'|I"If'|"'\| Iul'\.' T a masimam I'I-I I I!l-ll"

Heirs of House Thuranni,
.r‘ldrd}!li. d‘l]l; IJ"'IE." !I

)
x
o
[
o]
=
X
-
=
>
i




DRAGONSHARDS

50

DRAGONSHARDS

FRAGMENTS OF THE FIRST DRAGONS

Crystalline objects with tremendous magical potential, dragonshards are
ane ll'rr}l.f' sl lrllil‘lrl]l nl natu I'I,I! resources E‘lllll’lri ey Fljrrrun. I‘sl‘i iron
shapes the technology of warfare. 5o do dragonshards shape the technol-
oy of mapic. Spellcasiers and psionic manifesters use Eberron shards
o ancrease e powers. The lI.I'iIEI::IH marked houses Find Hll'li'l':r'.'h aluards
essential for enhancing and expunding the powers granted by their magi
cal marks, while the great elemental vessels rely on Khyber shards to bind
the elementals that give them their power.

Dragonshards appear as translucent rock ar erystal, with opague veins
of swirling color embedded within them. These colorful veins move and
pulse as if the shard were a living thing. Most dragonshards are less than
| inch in diameter, while some are as t:nrgr_' asa human Hsi,

Siberys shards {also called sunstones or starmotes, and sometimes
Just dragonshards) are golden crystals that are particularly valuable to the
:ir.'rgt‘:ru'r:u:rkrl:l houses, and I1'|.|~].' are alio covered h}- the i ol Riedra.
They fall from the Ring of Siberys that encircles the world, and thus are
faund in equaterial regions from Xen'drik to Sarlona. Most prospectors
ol .‘H'illu‘."t}'\ shards work in Xen'drik, since the L].:ngrr.s there are at leasi
less organized than those found in Riedra or Argonnessen. Scions of the
dragonmarked houses can attune Siberys shards 1o their own dragen-
marks, fashioning them into focus items that enhance their spell-like
abilities. The Inspired of Sarlona use them to enhance their psionicabaly
ties, actually embedding the shards into their bodies to guin the powers
they contain,

Elherron shavds {aften called hloodstones or hloodshards) are red
or pink. with vivid scarlet veins. They usually appear in geodes buried in
sail {ofien in large clusters), and are found exclusively in Khorvaire and
Aerenal, They have a broad affinity for magic: Spelleasters can attune an
Eberron shard 1o a specific spell to enhance the effect of that spell when
it is cast on the shard. Wizards can also encode theirspells in Eberron
shards, using the shards in place of a spellbook. Psionic characters can
use Eberron shards to create power stanes, and these shords are wdeally
suited for use in the creation of different kinds of magic items that smore,
absarb, or enhance spells.

K11}-|::||-r shards {also called 11|g’111\h.1 rds or 1'|.1'_'I'I'Il:1ll'i|r:ll'li"ij are '\.:nr:lh;'!-
in color, with veins of midnight blue or oily black. They appear deep
underground in veleanic regions, usually near magma pools or sulfur
wernis. Thr:_.-ul:': most commaon in areaswith extensive Rendish or elemental
activity, such as the Demon Wastes. Khyber shards have a marked affin
ity for the magic of binding, and as such they are particularly useful in
Ennnectiomn wil i'l 1i1r r]rmrTllui ’Tllllllllg lrl'il'lllrll.lf.’t“llill ]1:"" TET‘"FIIII'II‘TI irl
Zilargo, They are also common components of binding diagrams, frap the
wul spells, and similar magie,

Shard Value Range Average Value
Siberys
Small 4 X 25 gn 250 gp
Large 44 2 200 gp 2,000 gp
Greater 2d4 % 1,000 gp 5,000 gp
Eberron
Small Idd gp fgp. Bup
Greater ddd < 10 pp 100 gp
Khyber
Small 4cl4 2 75 gp 50 gp
Creater 4d4 2500 pp 5,000 gp

WHAT DO YOU KNOW¢?

Knowledge (arcana)

DC 10: There arethree kinds of dragon-
shards, named after the three pro-
genitor dragons: Eberron. Siberys.
and Khyber shards.

DC 15: Siberys dragonshards can
enhance the power of & dragonmark
invarious ways, from applying meta-
magic effects to the spell-like abilities
granted by a dragonshard to granting
entirely new abilities to a dragon-
marked character. Eberron shards
hold magic—whether used as a wizard's
spellbook or as 8 component of a spell
storing item. Khyber shards are used in
the magic of binding: trapping souls
or binding elementals.

DC 20, Siberys dragonshards fall from
the Ring of Siberys and thus are
most common uround the world's
equator—particularly in Xen'drik.
Eberran shards are found in the soil
of Eberron and Acrenal. Most Eber-
ron shards on the market come from
the Shadow Marches. Khyber shards
are excavated from deep underground
invelecanic regions. particularly the
Demon Wastes.

Knowledge (geography)
DC20: The Shadow Marches are particu-

larly known for their ields of Eberron
dragonshards. Siberys dragonshards
fall in great showers from the Ring of
Siberys, coming to ground in Xen'drik,
Sarlona, nnd (presumably) Argonnes-
sen, Khyber shards are found under-
ground in the Demon Wastes and ather
voleanic areas.

Knowledge (nobility and royalty)

DC 15: The dragonmarked houses have
keeninterest in Siberys shards because
they can enhance the magical abilities
of marked individuals. House Thar-
ashk is deeply involved in prospecting
for all kinds of dragonshards.

Knowledge (psionics)

DC 15: Siberys deagonshards can be
crafted into universal items that can be
implanted into the body of a kalashiar
or [nspired to grant unusual powers,
Eberron shards can be used to create
power stones, holding a single psionic
power for later use. Kh}-hpr shards have
no known psionic use.



F—-_—q

DRAGONSHARD ITEMS

1 ||l:-\-.r-.|l||.'1l'|-\. described here ine orporate d |'.'15||:11]1a| ds into
their construction, and use the alhnites of the shards 1o

generate ])31'lla'_'|.:||a||' t:'l:uqin] effects

Blnndﬁtnne Blal:lr

tane hlade is a + | longacond (or oceasionally a different kind

A blee
of weapon) contalning an Eberron dragonshard attuned 1o
ihe .'|'nl|'||r'| torwech '-I!IFI.I.. allew ir1§‘I il -\.|m|| 1o bhe delivered by
the blade repeatediy without recharging. and in an empow
ered form.

nr\r r;?::ull' ] ]II.‘\ RWLAr |! 15 I'.JI E!‘:J ||J"l‘1|" E.I'III“H- H'FFI
with powdered red dragonshard carelully inlaid inte intri
cate deaigns along the blade,

Activation: When you strike a creature with a booditone
klade and the creature inkes 11;|rr1ng|- from the weapon the
weapen can deliver the effeet of a vampirie touch spell as a free
action if you desire.

Effect: Abloodsione blade can hold s armfiris fentich -‘E1|-||
s iF iv were a apell storing wenpon. Any such spell is sutomati
cally empowered by the blade, even if the original casier does
noi have the r.||||1_||:|1.'\.:' r }';"II!‘“ Fent, Aswith a normal -.Iu-H sfor
ing weapon, the pampiric touch effect uses the oripinal caster's
canter level. No more than one such spell can be held by a

bloadstanes blade at any trme, and no -.|w|| ol her than memparn

touch can be stored within the weapon

Aura/Caster Level: Sirong evocation and necro-
mancy: CL 12th

Construction: Crafit M .|gi|.' Armsand Armor
towch, 12th=level caster, 6,315 EP 480°XP. 12 davs, Crent

ing # bloodstone blude requires first attuning the Eberron

srmiar

draganshurd to the spell it will hold {see page 265 of the
Enizean Campaign Setting lor derails)

“rﬂ':gll.ll 4 b
Price: H‘!_QLﬁx_p

Nightshard Maul

This =1 ‘_".r::hl'm'- 15 studded with Khyber I.!I'-Igl”l'-h.lrl.!‘
mined from areas near where countl spirits hold the ancien
fiend-lords of Khyber imprisoned in their colls, The
Lll.lg"il'\-lllulrll'. coniain I'r.lglrmul-\.ul-hulh power ful esaences,
making u nighfshard meul n dangerous weapon—to hoth the
wielder and his foes.

l}r-u:r:i.l'llinur Several amoky crystals containing
inky black veins of calor stud the h||1|||£ end of this ]1:-.-“.:.'
Ereatc lubk. Bands of dark iron ri ng the elub, and the handle
is careflully wrapped in midnight-blue leather. When it is
wielded 1n combat, Energy crackles around the dragon-
shards. flashing beth light and dark.

Activation: By clutehing the handle of the maul and
roncentrating (o standard .||-.-|:n|-| that does not -|s.r|,w|_1Lr-
aitacks ol ulr]Ju:'IunJhJ, vou can use defect theushts, turn ethe
real, o ﬂ.‘l.'lll.l'llil_i-'...

All ather powers of a nightshurd maul aetivate auio-
matically when you swing it at a foe, as the crackling
EMErgy around its head deals extra damage to good and
evil opponents,
Effect: In
ard mow! deals an extra 1d6 points of damuge 1o crea

addition to its +] enhancement bonus, 4

.-u_,‘l'rI
tures that are either good or evil. and It overcomes damage
reductian as 1T it were both o good .||||:|1.{-1| WERApON and an
evil-nlipned wenpon.

While the maul is inoyour possessian, you can use deiecl
."IIII'HF.III\.JI wil (D 13), Onee per r|.|:.. yais ¢an turn etherenl
for b rounds (as rthereal jount, except that you can't end the
duration prematurely). Also once et day. you can use pialy
iy, Tyua only Lo h.nlgv\-uur own shape (you cannot target
another ereature with this abiliny).

Il yvau are either :H!IH! or evil, you toke a =1 Fu:'llllif'\_i

on saving th Fl'-ik"\-‘:h']'llll' YOU CATTY A nl_g:nllll-h-ll":.‘ maul. The

warringspirits of good and evil held within

the dragonshards tuke their toll on
vour own soul.

Aura/Caster Level: Moder
nE MoCCrormancy |I”II ITHNEMUula
tion. CL 7th

Construction: Crafy Magic
Arms and Armor, 26,305 j_r-l_..
2.080 XF. 52 davs
“Il'!'i_k;hll 10 15
Price: 52,305 pp.

Those who use

dr..-rgunﬂ.hnrti weApons

wield the power of the
rul'l..f.\- Ilrrrl'llh"nn
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DRroOAAM

MONSTERS OF CIVILIZATION

Most inhabitants of Droaam would be considered monsters in any other
nation. but in their own land they maintain s semblance of civilization,
and some even become adventurers, The table on the following page sum-
marizes Favored elass, Hi Diee, level .|r!_i||:|-.!r|1l-||l. and starting elTective
character level (ECL) for the most commoen races of Drosam. The Meonsier
Manual provides more information.

Gnolls live and fight amang all of Droaam’s variaus power groups.
This neutral stance nmid the chaos of factions jockeying for power
makes them something of a stabillzing influence. Theyare increasingly
comman as mercenacies and even menial lahorers outside Droaam,
thanks 1a the efforts of House Tharashk. pl_"HFI!I‘_‘ |'l,-gllr{1 them with
unease, but their widespread presence isbuilding aceeptance for them
in the wider world. Roces of the Wild has more information about playing
g’:ur” characiers,

Goblins live in Droasm primarily as the slaves of ogres, ores. and
other races. Being the weakesr race in a society that conceéntrates power
among the strang makes life difficuly, and few Droaamite goblins ever
rise to positions of power (including adventuring), Goblins are common
inthe cities of Khorvaire, particularly in the west, so the presence of a
Euljlin L Qg IO Fi ely raises eyebrows. A gul.‘:ll.:ll. who asserts his :'ighh
and speaks his mind s p different matter, however, and such crentures are
rare indeed.

While nat exactly common, half-egres appear with some regularity in
Droasm, where ogres are among the most powerful and respecied Hgures
ol authority, They are not as sirong a3 their ogre parenty, nor assmart
as humane or the more intelligent monsters that run affairs in Droaam,
(T4 ] Ihl_-:ll wiork as l:]u'..!F: sellswords or laborer, sometimes 1|'u\'r|li'r|§ |:1|-1I|-|:||'||:!
Droaam under the suspices of House Tharashk, Roces of Desting has more
infarmation about playing half-ogre characters.

Harpies are one of the most important power groups in Drosam
Harpy flights have inhabited the Byeshk Mountains since ancient times.
A number of them have recently migrated to the Great Crag to serve the
Duughters of Sora Kell, bot six flights remainin the north

Hill giants are the most physically powerful of Droasm's commaon
inhabitants. but their slow minds and chaotic tempers make them potent
followers rather than warlovds in their own r1ghl_ Hill giants bive in
almost complewe independence in the foothills of the Graywall Moun-
tains. Hill giant player characters are liable to draw stares ar screams in
st humanond set) lemenis l;wilh the II-II'\'\.I.II-IF I'!tl'l'l:ll:iul'l of Siormreach,
inXen'drik).

Medusas are perhaps the most monstirous résidents of the monster
nalion, T]u‘:'l_v appearin greatest numbers in the ancient cily ol Cazhaak
Dreanl, underthe rulership of the Queen of Stone. They nre greatly feared.
both in Dreaam and beyond, A medusa traveling outside Droaam must
hide her true nature or be attacked as a threat 1o [|1|.'||'||r H:Irrl':,'.

Fiercer und more bestinl than ogres, minotaurs do not live in orga
nized communities in any large numbers, Most minotaurs in Droaam
I'r.‘-1f1|‘ in |.\{1Irl|!‘|.! wliill‘ll'l."-‘ areas IF‘II Irllll\'ll’llld]‘ nre rl I‘Ii'l]l'n'l:p' SEETN
in the Great Crag und Graywall, delighting the crowds as pit Aghuers,
Minotaurs traveling beyond Droaam have a harder time fitting in than
agres, but ave not usually attacked on sight,

Ogres form the backbone of several power groups in Droasm. Just
smart enough to throw their weight behind powerful warlords such as
Gaorodan Ashlord or Tzaryan Rrac, ogre enforcers keep hordes of diverse
humanoids and rebellious slaves in line. Ogres are respected 1n Drosam
and reasonably well accepted in the world beyond.

Ores live in a few scattered tribes in Droaam, neither as populous as
gulﬂhnuidn NOF 8% COMmmon as II-”'-!" are in the Shadaow Marches, Most ores

WHAT DO YOU KNOW?®

Knowledge (geagraphy)
DC 10: Onee officially a part of

Breland. Drossm is now the nation
of monsters. Its population consists
of gnaolls, ares, goblinoids, giants,
snd monstrous humanoids.

DC 15: Droaam is governed by three
hags called the Daughters of Sora
Kell, who hold court in s metropolis
called The Great Crag. It iz s nation
in only the loosest sense of the ward.
Though the hags petitigned to be
included in the talks leading to the
Treaty of Thronehold, they were
I‘t_]l.'th'.{l- and are not u“‘icltllf rec-
ognized as & nation. The rulership
of the hags is fragile, with a system of
tribule serving as the anly real gav-
ernment kecping the various clans
and warlords in line.

DC 20: Other powerful groups in
Droasm include the Dark Pack (were-
walves and worgs that roam the south),
afire giant named Gorodan Ashlord,
a community of medusas led by the
Clueen of Stone, and the followers of
an ogre mage named Tzaryan Rrac.

Knowledge (history)

DC10: Mumeraus ruins from the ancieni
hobgoblin empire of Dhakaan dot
Droaam’s landscape.

Knowledge (local)

DC 15: Laws are loose in Droaam. The
strong get what they want, but the rich
can buy their way. Bribery. slavery. and

arena Eﬂmhlt ATE COMM O,

Krnowledge (nature)

DO D Giants and monstrous human-
oids, particularly ogres. harpies,
minotaurs. ogres, and trolls, live in
the monster nation of Droaam.

Knowledge (nobility and royaley)

D 16: House Tharashk acts as a broker
for the services of Droaamite mer-
cenaries acrogs Khorvaire. Houte
Deneith resents this intrusion intoa
field traditionally its own.

Knowledge (religion)

DC 10: Most inhabitants of Drosam
hate the Church of the Silver Flame.

R 15: Priests of the Mockery and the
Shadow are found in communities in
Droaam, along with a few cults dedi-
cated (o the Dragon Below.



in Droaam live under the rule of the ogre mage warlord
Tzaryan Rracin the southwest of the nation, and west toward
the Shadow Marches. Ores find widespread acceptance in
the outside world.

Trolls are uncommon in Droaam, mostly living in
small bands in the mountains. Like hill giants, they are
recruited as muscle for more order-minded warlords—a role
they fill admirably well. They are not welcome in humanoid
settlements beyond Droaam’s borders.

Favored Racial Level Starting
Race Class HD Adj. ECL
Goblin Rogue — +0 lst
Orc Barbarian — +0 15t
Half-ogre Barbarian — +2 3rd
Gnoll Ranger 2d8 +1 3rd
Ogre Barbarian 4d8 +2 6th
Minotaur Barbarian 6d8 +2 8th
Harpy None 7d8 +3 10th
Medusa None 6d8 +4 10th
Troll Fighter 6d8 +5 11th
Hill giant Barbarian 12d8 o 16th

GRAYWALL:
GATEWAY TO DROAAM

The small city of Graywall (populalion 6,300) lies near the
border with Breland to the east, and it houses the greatest
population of humans and other common humanoidsinall
of Droaam. It is as far as most visitors ever venture into the
monster nation. A mind flayer named Xor'chylic serves as
governor on the hags' behalf, enforcing order with ruth-
less efficiency.

Graywall consists of roughly formed buildings hewn by the
strength of ogres into alien shapes pleasing to Xor'chylic but
disturbing to most visitors. Most of the buildings are scaled
to accommodate large creatures.

The eastern quarter of the city houses humans and
members of the other common races. This area, called
Thajnarr (from an insulting Giant word for humans),
boasts a handful of inns and taverns that provide human-
sized accommodations and serve meals palatable to human
tastes. The city hasa small temple to the chereign Host, but
no open worship of the Host exists. Many residents of the
eastern quarter are at least as Unsavory as the monsters that
inhabit the rest of the city, but House Tharashk maintainsa
semblance of justice and order there under the leadership of
Lord Khundran d'Torrn, a half-ore dragonmark heir with
the Lesser Mark of Finding.

Merchants from across Droaam come to Graywall to
purchase goods brought in from the rest of Khorvaire.
Would-be mercenaries hoping to find employment also
crowd the marketplaces. In addition to House Tharashk,
House Sivis has a small outpost in Graywall, while House
Orien maintains the trade road that connects the city to
Breland and runs on to the Great Crag. House Deneith
offers protection services to caravans headed for the interior
of the country. Humans traveling beyond Graywall are well
advised to bring such protection.

Xor'chylic maintains order in Graywall with the assis-
tance of a security force consisting of gnolls reinforced
by minotaur, troll, medusa, and harpy officers. The elite
agents of this security force are rightly feared in the city, but
nane so much as the mind flayer itself.

F—M

DunNGEONS OF DROAAM

Droaam is a fine place to win a fortune in ancient treasure
or to make your name as the surveyor of Dhakaani ruins.
But you'd best be careful traveling through the land of
monsters—especially if you wear the Silver Flame.

Cazhaak Draal is the most famous ruined hobgoblin
city in Droaam. It's certain that treasures and other items
of historical interest lie within its ancient walls, but a band
of medusas has control of the place, and other petrifying
creatures wander freely there. The Kech Volaar clan of
Darguun also has an interest in the place. Nearby Suthar
Draal is slightly safer.

Everyone pays attention to the big ruined cities, but
few people and only slightly more goblinoids care about
the isolated shrines. temples, palaces, and necropolises
that dot the Droaam countryside. Many of them sit atop
entrances Lo Khyber's depths—or, more accurately,
eruptiuns from Khyber‘s deplhs emerge beneath these
small ruins, through passages opened by the daelkyr
as paths of attack. Thus, like the ruined cities, these
ancient sites are infested with aberrations, and some

sites are still centers of worship for the Cults of the
Dragon Below.

The Byeshk and Graywall Mountains hold abundant
resources of byeshk, a purple metal widely used in jewelry
as well as for bludgeoning weapons. Such weapons are
particularly effective against daelkyr and some aberra-
tions. The Dhakaani hobgob}ins mined hyeshk for use
against the daelkyr, and some of those mines still exist.
Many of them, however, remain inhabited by the descen-
dants of the horrible creatures the daelkyr sent in to shut
the mines down.

Some of the most interesting sites in Droaam are
literally dungeons. Beneath the lairs of Droaam’s surface-
dwellers, extensive prisons. labor camps, and slave pens
extend deep into the earth. Some find themselves in these
dungeons unwi]lingly. some attempt rescue missions there,
and some stumble into these places upon emerging from a
trek into Khyber. Whatever brings you into such a place,
getting out is often even more of a cha”enge.

_——ﬁ
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DWARVES

GoLD FUELS OLD FEUDS

The Mror Holds are home to twelve great dwarf clans. Each clan has its
own stories, customs, and territory (which the dwarves call holds). Many
years have passed since the dwarves fought each other in the mountains,
but their memories are Iong, and the clans neither fm-gel. nor forgive the
teuds they have with one another. These feuds were once bloody affairs
settled with axe and shield, but in these enlightened times, dwarves use
more sophisticated tactics. They battle over business contracts or games of
skill; they support different athletes and undercut each other's mercantile
enterprises. Some dwarves still turn to blades to settle their disputes, but
the weapons are now wielded in shadow and gleam with poison.

Mroranon is one of the most powerful ¢lans in the holds, and it lends
its founder's name to the nation as a whole. Its mines produce the best
iron ore in Khorvaire, allowing Mroranon to build strong diplomatic
and mercantile ties with Breland. Mroranon seeks the destruction of the
_Iho:'ash'lar ores, who hide in the Ironroot Mountains. The elan has feuds
with Kolkaran, which uses its mineral wealth to undercut Mroranon's
iron trade; with Soranath, whose founder quarreled with Mror in times
of legend; and with Toldorath and Tordannon, who seek to grant the
Jhorash'tar the full political power of a Mrorian clan,

Doldarun iswealthy, withalarge number of gold and silver mines within
its hold. Doldarun hasalso discovered deposits of mithral and adamantine in
its territory, and it is deeply embroiled in Foreign affairs. Doldarun dwarves
are master entrepreneurs, playing their customers against each other and
always finding the right market and highest prices for their goods. Histori-
cally neutral in the dwarven wars, Doldarun has no feuds with individual
clans, but no firm allies either. Doldarun seeks to use itswealth to outmuscle
the other clans and emerge as the de facto ruler of the Mror Holds.

Droranath is a throwback to earlier times. Its warriors are tempera-
mental and train to enhance their natural rage; naturally, the clan boasts a
large number of barbarians. It battles the Jhorash'tar continuously, which
puts it at odds with Toldorath and Tordannon. Droranath has a lesser
concentration of natural resources than most other holds, but it contains
enough to make it a decent power and a worthwhile ally. Droranath mer-
cenaries command high prices throughout Khorvaire.

Kolkarun shifts allegiance constantly. Its history includes feuds
with each of the other clans at one point or another, and its allies change

_—q

DuERGAR AND DREAM DWARVES

Accordingto one legend, the duergar (detailed in Expanded Psionics Handbook)
are the debased remnants of an ancient dwarfkingdom that was destroyed
during the Daelkyr War. Another legend ties them to the vanished Clan Nold-
run, and they do seem to be most common in the depths of Khyber beneath
the southern peaks of the lronroot Mountains—near both Noldrunhold and
the Goradra Gap. Some say their exposure to the mind-twisting magic of the
daelkyr gave them psionic power similar to that of the mind flayers, while
others blame interference by the quori. The duergar believe themselves to be
the most ancient race of dwarves (certainly not the descendants of a clan that
vanished only four centuries ago), but the truth is impossible to ascertain.

Dream dwarves (described in Races of Stone) are found in the Mror
Holds, blending in with their cousins, They are most commonly seen near
Mirror Lake, but even there they are rare.

Duergar and dream dwarves occasionally possess aberrant dragon-

marks. (See Subraces and Dragonmarks, page 47.)

M

WHAT DO YOU KNOW?

Knowledge (geography)

DC 10: Once part of Karrnath, the Mror
Holds is now a nation composed of sev-
eral semi-independent dwarf clans.

DC 15: The governing body is the Iron
Council, which rules on matters that
affectall the elans in the Mror Holds.
The clans do not cooperate especially
well; many have longstanding feuds.

DC 20: The Aurum has a strong pres-

ence in the Mror Holds.

Knowledge (history)

DC 15: The dwarves fought each other
for thousands of years before Karrn
subjugated them and forced them to
swear fealty to Galifar. The dwarves
broke from the Five Nations (iuring
the Last War,

DC 25: The dwarves' ancestors came to
the Mror Holds about twelve thou-
sand years ago. The current clans are
the descendants of exiles; nothing
remains of the dwarves' original
homeland in Khyber.

Knowledge (local)

DC 10: The dwarves are renowned bank-
ers and entrepeneurs. They place
great stock in personal appearance.

DC 15: A tribe of orcs called the
Jhorash’tar shares the mountains with
the dwarves. The two races have battled
repeatedly over thousands of years.

DC 20: Mrorian dwarves like to stand out
on the battlefield. They wear enam-
eled armor, name their weapons, and
develop distinctive battle cries.

Knowledge (nobility and royalty)

DC 10: House Kundarak, the dwarven
dragonmarked house, has its head-
quarters—and wields considerable
influence—in the Mror Holds. House
Sivis assists Kundarak in its banking
endeavors.

DC 15: The ruling family of each clan

has the same family name as the clan.

Knowledge (religion)

DC 15: The Sovereign Host is the reli-
gion of choice in the Mror Holds.
Most dwarves revere Kol Karan.

DC 25: An active volcano called the
Fist of Onatar stands in the southern
Mror Holds. The dwarves believe it is
sacred to Onatar.



as rapid]y as its enemies. Nevertheless,
Kolkarun dwarves are shrewd entre-
preneurs and charismatic negotiators,
and their wealth allows them to supply
potential allies with gifts. The other
clans view Kolkarun as opportunists,
while Kolkarun dwarves see them-
selves as smart enough to always pick
the winning side. Currem.ly. Kolka-
run has diplomatic ties to Aundair,
Karrnath, Zilargo, the Talenta half-
lings, and the Emerald Claw. It counts
Mroranon and Seoldarak among its
allies in the holds, and for the last
l:l::uplt: of decades it has maintained a
growing feud with Doldarun, which
seeks to discredit Kolkarun.

Clan Kundarak has become
House Kundarak. It has no voice on
the [ron Council, the Mror Holds’
ruling body, and claims to be neu-
tral. Despite that claim, Kundarak
has great influence, and the other
clans constantly vie for its favor.

Laranak's feud with Londurak
is legendary. All dwarves know of the
mutual enmity these two clans possess.
and it was only with reluctance and gifts
from the otherclans that the two agreed
to work together to present a unified
frontat Thronehold. Their councilors
disagree with each other out of habit
and ancestral hatred more than reason.
Now, the two clans wage their private
war inwhatever socially acceptable ways
they can, each shifting alliances with
the other clans to outplay the other.

Narathunhold contains mines of
precious gemstones, and Narathun jew-
elersare among the best in the world.
They work with Mroranon to create
ceremonial weaponsand with Doldarun
to create fine jewelry. Narathun feuds
with Droranath, which it says reneged
on a business deal long ago, and with
Toldorath and Tordannon, which it
believes robbed it in ancient times.

Noldrun disappeared about four I !
hundred years ago. Rumors abound 0
as to the cause, and most consider
its lands haunted and avoid them.
Mroranon, Toldorath, and Tordan-
non (all of which feuded with Nold-
run) were not unhappy to see it go.

Soldorak is wealthy, and it envies House Kundarak's
power and prestige. It attempts to discredit and undercut
the dragonmarked house whenever possible and uses its
wealth as a weapon against the other clans. Its uncompro-
mising business dealings have put it at odds with most other
clans, particularly Mroranon and Doldarun, but it works
with Soranath to find markets for their mutual goods,

Soranath possesses excellent crafters, who work with
other clans to produce finished goods from their raw
materials. As such, they are friend to all, though the other

6. LARANAKHOLD

7. [LONDURAKHOLD
1. MroRANONHOLD 8. NARATHUNHOLD
2. DoLparunHOLD 9. NOLDRUNHOLD

3. DRORANATHHOLD 10. SOLDORAKHOLD
4. KoLKARUNHOLD 11. SORANATHHOLD
5. KunparakHOoLD 12. TOLDORATHHOLD

13. TORDANNONHOLD

clans resent being unable to match Soranath's skill. Sor, the
clan's founder, quarreled with Mror in ancient times, and
their clans continue the feud today.

Toldorath and Tordannon are longtime allies and
persuasive diplomats. They currently lobby to grant the
Jhorash'tar orces full ¢lan status, a proposition that Mrora-
non finds reprehensible but that the other clans are willing
to consider. Toldorath and Tordannon are the most adept
at using their wealth as weapons, and many members of the
Aurum hail from these clans. They have longstanding feuds
with Droranath and Narathun.
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ELDEEN REACHES

THE WOODS OF THE WEST

Stories abound of the mysteries that lurk in the depths of the Eldeen
Reaches. The Tower i:tx Wood s vast and ancient, and ]l::l||l:|:||i1:.r!r:||'r.'|:,.' has
a foothold in that forvress of nature. Fey dance in uniouched groves, and
dire animals slumber in the deep woods, But where danpger lurks in this
lll |II'|I"'\'“I “I]ill‘l ness, ||1|.||.'El IFIIIE % E.ul r r]'l.lll'l ll.utll]l.ﬂ]u -rblllll‘hﬂlldi Ilr:p'i'ﬂl.'u
before humans came to Kharvaire, the forees of Xoria fought the are
Gatekeepers in the Eldeen Reaches, and the scars of thavrerrible war suill
FEMATN. Flrl rvm} dl'}'ﬂ.d. ﬂlm't- (3] dr:lgrim: fl:ﬂ ETEI':,' unicorn, lhrrp. 15 a
runchound. These horrible aberrations have no place in nature,

The forests of the Eldeen Reaches hold endiess possibilities for excit-
ing adventure, Planar portals leéad to Thelanis, the Faerie Court, and
l'l‘“Tl.lrl:"rr POTNES ]I.I'IL B |1'|I‘ Tw1||.g|1l Fl'll'f"-n.r I_lr 1 SArmLaTnEG o rll! 1‘!F T'-.'Il.il.ii"ﬂh.
Night of Mabar as well. Angient ruins hold ore artifacts lost in the war
againat the daelkyr. along with sealed portals leading into the depths of
Kh:..lu‘r E.l‘gl"lll!ill':{ EIFII*,"\ rodam II'IF Ill‘|'1l wililiih iIJr'Illg‘hIIIF WIEII F‘f‘:f. !IFI'JII
shifters, nomadic centaurs, and other ereatures—some helpful, some
hosatile, same merely xenophabic.

Onihe ather hand, or |]|r|.||'5.' Talk call the Reaches home aswell. These
people fall into two distinet culwures: the farming folk of the castern plains
and the people of the woods.

-IIFIE r-]] iners l]'l'i‘ own ‘l‘IE Easliern I'ligﬁ' ﬂrt]'l.l' .I-IFWI'J'IJ'!S “‘l’iﬂi[. .r]lfll
aricestors were citizens of Aundair, but their grandparents and grea
grandparents turned against the lords of Aundair during the Last War,
when the princes of Galifar abandoned them. The plains folk live simple
lives, but they are rugged and proud, Most have teken up the belielsof the
druids, and villages have druid advisors. Their placid life was shatered
during the Last War: Family holdings were obliterated, and society turned
ull'\.ull: down us the young !wnplr lelt the uiel towrs of the Reaches for
the bright lights of the distant cities.

I'he peaple of the woods hid From the eyes of Galifar, and most
EJI'E"IF":I' thesolinude ol the Towe ring Wood to the bustle ol the Five Nations.
Shifters nnd centaurs sometimes live in their own isolated tribes. but the
forest folk prefer to live in small mixed communities—human, elf, and
shiflier |W|||.g side 1}:..' side, Ti:n.*:. follow the FBaith ol one of the deuid seets,
but only the most exceptional actually become druids or rengers, joining
the parrelsthat puard woods and plains alike.

More than any other lactor, the druid sects of the Eldeen Reaches
define the characier of the navon and us people, A community's natare
can be best understood by learning bis relationship to these secis,

_ﬁ

RAcEs of THE ELDEEN WILD

Centaury nre most common in the western forests near the Twilight
Demesne, and they maintain good relations with the fey there, They also
range 'AII.!F'I.'\ t]ll IF‘LI:d1|.‘I‘|Jr 'Ihr" ]‘.iil“"l"'ll T':'r-ll. hr‘\.. SFT‘ Ellll“u 1l_r|llllf h‘lirﬂl J.l.FI more
information about playing o centour as a characier

Colinths are mountain d\x{'Hl.n_[: nomads who lorm scattered com-
munities in remote mountain areas, including the Shadowerags in the
r'llll“i'f‘ RFIII'I‘II"M a'lllll ‘ul'l'FI'a'II r-lllgi"‘ n xrrllllT1L .Ilill'." 1Il'|g1|1i|!l‘l‘ mn
Xen'drik, but most sbandoned that continent with the rise of the ginnt
civilization. Goliath wandérers are occasionally seen across Khorvaive and
.‘llf"ll.lll"l.‘a -rll.i"ll ||.rrh:|r1|' TSNS, !II-I' r‘i'l |ltgi|rgl|l1h_ !1'-'!' i l.r lﬁlll ri‘gllﬁ'll.'i,
including the Frostfell and the lechorn Mountains in the Eldecn Reaches.
Goliaths and feral garguns are described in Races of Stone,

M

WHAT DO YOU KNOW?

Knowledge (geography)
DC 10: The Eldeen Reaches are a vast

rvegion of forest and plains in north-
west Flhorvaire. The population of
this area is sparse, and much of the
Towering Wood remaing untouched
by humanity. The soil is fertile, and
the area is a center for agriculiure.

DC 15: The Eldeen Reaches were anly
recognized asa nation at the Treaty of
Thronehold. The woods are still wild
and untamed, cccupied by shifter
tribes and bands of druids. Stories
say that the deep woods are filled
with monsters.

Knowledge (history)

DC 10: The eastern plains of the Eldeen
Renches were once part of Aundair.
During the Last War. Aundair left the
region to fend for itself. After druids
and rangers from the Towering Wood
helped the farmers fight off bandits
and invading forces, the people of the
region seceded and joined their land
to the Eldeen Reaches.

Knowledge (local)
DC 15: The law in the Reaches ix
enforced by the Wardens of the Wood,

whao follow "natural law" as apposed

to the Code of Galifar.

Knowledge (nature)

DC 10: The Eldean Reaches are the
center of druid aetivity in Khorvaire,

BC 15: Unusual plants and animals
can be found there. including dark-
wood and reath leaves. However, the
druids and rangers of the land despise
poachers and pillagers.

Knowledge (nobility and royalty)

DC 10: House Vadalis has » strong
presence in the Eldeen Reaches, The
pat riarch of House Vadalis conducts
business from the city of Varna.

DC 15; House Vadalix is on pood terms
with most of the druid sects, but has
been fighting with the Ashbound
for centuries.

Knowledge (the planes)

DC 15: The Eldeen Reaches include
maniflest zones. Lones connected
to Lamannia are aften populated by
dire animals, while the fey flock to
regions toue hed by Thelanis.



THE DRUID SECTS

When human explorers Airst entered the Eldeen Reaches, a
handful feltacall that drew them deep into the Towering Wood.
They were led to the Great Draid Oalian—a mighty greaipine
thatspoke with o humanvoice, Theanecient tree called upon the
newcomers to maintain the balance between wood and world,
and slowly taught the explorers the skills and duties of druids
wnd FATMEErs, From these n'ri!innll IE.'I.I'hII]E.'i.. anumhber of secta
soan took form. Despite their differences in belief, Quliun
supports all the druids. since each sect embraces an aspect of
1!11 nu.turur wnrld l||-| return, mosi |1r|.||d.u :EaFlm:'I Dalian as the
ultimate spiritual authority in the region, and they gather at
Gireenheart for important conclaves and rituals.

ﬁtmun! the Eldeen druids, !1.'|1.-ra:|‘1.']'i}' is defined h':.l
seniarity. although a youth who displays extraordinary talent
receives respect beyond heryears, The youngare expected 1o
rl:|E||:1w the :_|'||:l afes 0F1 Ilf! l'lll'l: the Ell‘h-rs. rinbatl‘: majl:u 168UEE
that face their community until a consensus is reached. Asa
rule, rangers and hunters are expected 1o defer 1o the jude-
ment of the elder drusds, but senior rangers can participate
in the moots of the elders.

I'he druids revers the pewer of nature. Druids equarte
the natural world with the progen wtor dra gon Eherron, who
is seen as the maker of all nawsral things. They do not wor-
ship Ebervan as a god or believe that the Dragon Between
petively watches the world, but they view Eberron oz the
source of life and the binder of unnatural things.

NPC REACTIONS

NPCs in the Eldeen Reaches begin with a friendly attitude
tward a recognizable member of any deuid sect except the
Ashbound and the Children of Winter. The druids and
rangers have a very positive repulation as guardians and pro-
tectors of the Reaches, and they represent the highest ideals
that is people strive to attain, Folk of the Reaches greet the
Ashbound with an indifferent to unfriendly attitude and are
unfriendly toward the Children of Winter.

A few groups mainton active hostility toward the druid
sects, T hese include the Cults of the Dragon Below and the
Blood of Vol {alang with the Order of the Emerald Claw),
both of which revere forces thar the druid sects abhor.
Members of these organizations have unfriendly starting
attitudes towared any Eldesn druid or rAnger.

THE WARDENS OF THE WOOD

"The earth 15 \'.rnrrt'J:' sig are it 'lmrrrn_'
~Faena Graymorn, Warden of the Wood

The Wardens of the Wood are the lnrgest of the modern druid
sects- Theyare the eyesand ears of the Great Druid Oalian, and
at Oalian's behest they maintain the balance between the wilds
and the civilized world, The daelkyrleft deep sears on the land,
and alder harrors date back to the Age of Demons. The Wardens
huntunnatural ereatures and strive to destroy Rends, undead,
xnd :berral ions. W]trrl 1f comes to patu rnl dangcr: -dire
animals ar other deadly predators—the Wardens keep humans
away from these creatures, allowing each to live in peace.
Warden druids work with the P':U'FI'-' of the p]a[ns,
teaching them methods of ngriculture and animal hus-
bandry that work in harmony with nature, When the plains
folk seceded from Aundair. the Wardens trained theip
militias and fought wt their sides. In their gratitude. the
folk turned to the study of the druidic mysteries, and this

hclpcd ma ]n: tlu_- ]n:r:l,‘] I'I,'TI'IHTL.'IIJI"' Fervile, Tudari WI I‘d &n
rangers patrol the entivety of the Reaches, fghting bandiis,
poachers, and other interlopers.

The primary goal of the Wardens of the Wood is 1o pro-
tect the innocent—whether thar means protecting nature from
humanity or vice versa. Some seek 10 educate the people they
encounter, but athers use sword ar spdl o battle grttd and evil.
AllWardenssirive to act with wisdom and compassion, hawever,
and to aid all of Eberron's children as well as they can.

Wardens of the Wood in the World

“Since Moselin taught us to recognize (ts lerritary, we hoven't had any trouble

it the dire hear”
?'fhn‘jn Dumik, resident of Cree

The Wardens of the Wood elaim some ten thousand active
members—roughly one in lifty of the Reaches' eitizens.,
Though the organization's membership is mostly human,
elves, half-elves, shilters, ores, and members of more exotic
races are slso represented. Wardens are generally neutral
good and are concerned above all with the well-being of
every natural coeature that lives in the Keaches.

Unlikg 1."“!' ﬂthtr druld SECLE, lhf wﬂrdfn* hﬂ\'[‘u letd
base of aperations: Greenheart, s 1own in the midst of the
Towering Wood. Built avound s sacred grove and a manifest
zone linked to Lamannia. Greenheart is the spiriteal and
temporal heart of the Eldesn Reaches—home 1o the Great
Druid Oalian and the loose government of the Reaches.

The membership of the sect includes sedentary druid
advisors who offer their wisdom and minor spelleasting
services to villages throughout the Reaches, as well as more
adventurous druids and rangers who patrol the woods,
plains, and foothills of the land to maintain peace and
protect the innocent. Some members actively seek oul aber-
rations and other unnatural forces to drive them from the
Reaches (or the world). All strive 1o mainiain the balnnee
between nature and civilization in ways that pramaote health
and well-being at a physical and spiritual level,

Great Druid Oalian (N awakened greatpine druid 20) is
the ungquestioned leader of the Wardens, Brought 1o sen-
tience o thousand years before humans set foot on Khor-
vaire, Oalian possesses a depth of wisdom and a sensitivity
vaall living beingsthat are difficult for anyone who has not
met the druid 1o imagine. Qalian rarely moves, and much of
the hands-on wark Df::wt:‘l:i.ng the Wardens 15 corried out
by Facna Graymorn (NG female half-elf druid 13). Faena
was born with impressive gifis, and she played a critical role
In the secession of the Real:!m.s frm Aunda IT: Old age ]1.1.1_5.
sapped her strength, but her wisdom remains.

Other notable members of the wardens include Roo
{NG male Fh!r&l.‘ll'lﬂ]lll:}- w;lrrl::lrxq_-:l ﬁghtcr E.I‘Idru:id II-}, n
spiritunl soldier searching for his place in the natural world:
Moselin (NG male human druid 7), advizsor to the town of
Cree and also an active hunter of aberratrons; and Feralyn
Wolf-tail (NG female gnome ranger 5/Eldeen ranger 1), a
elever gnome whe hunts poachers and bandits.

THE ASHBOUND
"Citées will erumble and trees take rool in their sireets once mare, Anything |
can do te hastén that day'’s eoming, 1 sweer [ will do,”

~Tasia. Ashbound Eldeen ranger

For most druids, nature and civilization are forces that must
be kept 1n balance. For the Ashbound, civilization s the
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enemy: & corrupting foree that must be driven back ar destroyed befare
it deals irreparable damage 1o the true world. Initiates of the order are
daubed with the ashes of trees destroyed in the name of "progress.” They
swear 1o be bound to the service of Eberron and to fight the unnatural
until the world is restored (o us primal state

To the Ashbound, many things violate the natural order. with arcane
magicat the top of the list. The Ashbound see such magic as the epitome of
the unnatural, un'ins Tormulas snd eituals to twist the laws of nalure and
ereate dendly effecis that were never meant 1o exist, Cities nnd other physi-
cal manifestations of clvilization are next on the list, along with structured
rlgl'lru]lu ree and the mJ‘g’EIITFFI:!ir:IE ol animals—twisted atlempls Lo I:r.i.]'l.nlm
the world, Ashbhound have ne more love for cleries than for wizards, and
believe that any nondruidic faith invalves trafficking with otherworldly
{and therefore unnatural} spirits.

The Ashbound are infamous for their use of violence, and they fight
with the fury of the wild. However, moderates among the seet seek to con-
vince others of their misdeeds throurh discussion insead of destruetion,
I'hese Ashbound believe that people can be shown the error of their ways
;|r|r| efncou ragl,':_{ o '\.Iuwl} fhﬂﬂEE over fime :“i.'u an .“| Shl"lr_]I.ITI[I. :f'lﬁ'l,l can
travel in the company of a wizard—as long as you warn your companion
af the dangers of his art and make certain he does not harm innocents,
”':l'ul:l seek aul the greatest threals, vou sel an r:::::lrl.]j]l_- to aithers Ihrnug'll.
your actigns. | he Ashbound might despise wizards and hate cities, but
undead and aberrations are just as unnatural, and must be dealt with.

Ashbhound shun armor, but most are wi”'il:'lg (TR RTET rl::ll:'gl.'l:! WE[IOE.
Shifters are drawn o the Ashbound cause. believing that they are closer
to nature than most humans,

The Ashbound in the World

" Thiey're extrame fanatics, |'m not unsympathetic 6o their couse, mind you, but they're not making
myﬁ iy &y FESEH ﬂ.l‘.‘-g]u wiolence !us!l thiir lﬂmrll aeross,”
Feralyn Wolf-Tail, Warden of the Wood

Compared 1o the Wardens of the Wood, the Ashbound ave a tiny sect, claim-
ing no more than seventeen hundred members. OF these, the vast major-
ity are humans and shifters. The overall alignment of the sect is neurral.
though individual members maore often lean toward evil than good.

The Ashbound wander in small bands ulung the eastern r:‘gr al the
Towering Wood. venturing out from the shelter of the forest to raid the
settlements along the lakes and across the Aundair border. For all their
hostile reputalion, the Ashbound have been instrumental i rI:III:IIIE dan-
gerpus schemes, particularly in instances when the Order of the Emerald
Claw and ethervillainous masterminds have attempted to use the manifest
sene in the Gloaming to create horrible eldviteh machines,

The chartsmatic head of the Ashbound s Gharull (N male shifier
druaid 10). A fiery and passionate individual. Gharull frmly belicves he
speaks with nature’s voice. Mo small number of druids have joined the sec
I:lrl.malr|1:.r[1|rr.'||.nf of Gharull’s magnetic presence; he has an uncan ny .-|F:|]1r}-
to convinee anyone who hears him speak of the rightness of his cause.

Other notable members of the Ashbound include Collas (N male
human drwid 4), a moderate wha |u'1“';|.|']1r.-\. the Ashboond messige in the
Eastern ]I]H ins: Stormelow (M E male shifter barbarman 12), a Hieree and
ruthless shifter who isinfamous across the Reaches for his deadly sirength;
and Tasla (NE female human ranger 6/ Eldeen ranger 5), a cautious and
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THE CHILDREN OF WINTER

“Euven noiw, the fell wind blows fram the north, o biting harbmger of the long sinter fe come—a

mP?jr“gl'J'ﬂJrIJh?xlﬂ'l Uj.r.r”frr"_ ”JH“ |'_IJ|-4T|:'H| IIHFHI i
Forlorn, Child of Winwer

TI‘I'F {:l‘l‘]:]rrl'l I::Irwilltf'r 18 II!F sl "Ilhlllllll'l'\‘lllll‘l :1[ |1|I' |I| lllri secls—
though this makes members no less dangerous. Many cutside ohservers
believe the sect worships death and decay, and that its members hope 1o

WHAT DO YOU KHOW?
Wardens of the Wood

Knowledge (nature)

DC 10: The Wardens of the Wood is a
large sect of druids and rangers based
in the Eldeen Reaches. The Wardens
maintain the balance between civili=
zation and nature.

DC 15: The Wardens are noble people
who Imlp the innocent and nted}r.

Ashbound

Knowledge (nature)

DC 10: The Ashbound is a fanatical
druid sect feared across the Eldeen—
Aundair border. lts members despise
civilization and arcane magic.

DC 15: The Ashbound view themselves
as nature' savengers, They belicve that
nondruid magic. large-scale agricul-
ture, urbanization, and domestication
ol animals vialate the natural order.

DC20: Although the Ashbound believe
in viclence and terror as a tool for
change, they are also implacable ene-
mies of aberrations and undead.

Children of Winter

Knowledge {nature)

DC 10: The Children of Winter is an
apocalyptic druid sect that worships
death and decay.

DC 15: The Children respect death asa
part of the natural eycle. They have an
affinity for vermin and disease.

DC 20: The sect believes that o series of
terrible disasters will cleanse the world
to make way for a new golden age.

The Gatekeepers

Knowledge (nature)

DG 10: The Gatekeepers isa gmall druid
sect found in the Eldeen Reaches and
the Shadow Marches.

DC 15: The Gatekeepers dedicate them-
selves to protecting the world from
aherrations and outsiders. The sect
includes many orcs.

DO 20: The original Gatekeepers were
the first druids of Khorvaire, taught
by a dragon. They played a major role
in repelling the daelkyr invasion.

The Greensi ngers

Knowledge {nature)

DC15: The Greensingers is a druid sect
in the Eldeen Reaches. Its members
are chaotic folk with ties to the fey.

DC 20: The Greensingers are aaid ta
have a relationship with the lords of
Thelanis.




destroy the world. Little could be farther from the truth.
The Children da nat wl:,‘ll'.‘-l:llll death, bt !HTI'IPII]-' embrace
it as part of the natural order. They believe that disense.
storm, and blighe all play a vital rele in the eyele of life,
hl'l.'l“:ll.x oul the weak and infirm. The Children of Winter
say that civilization has drawn people away from this natural
eyele, allowing the weak vo survive, and that nature will not
allow this to continue, For :lgl.“-\.. |!'I!':h’ lave heen wait:ng’ far
a great eataclysm to scourge the world with plague and eptis-
trophe, but despite what athers think, the sect does not see
this event as the end of things. [t is simply the dark winter
that paves the way for the new spring. Winter 15 harsh b
necessary, and the strong shall survive and prosper.

For mast of their history, the Children of Winter have
been content 1o wait Forthe end of the cureent age, st l.ldrius
the spread of the Glonming and doing their part to main
tain the natural order. In the wake of the Day of Mourn=
e the druwds have come to the conclusion that winter s
finally rising—and that it is the duty of its children o aid
the approaching apocalypse. Now the Children of Winter
are moving out From the (‘r]u.uni.ng. |:||'l=i'r:||'ir|g (1% 5I1|'|-:|1.|
plogue and despair—all for the pood of the werld,

All members of the sect trust that the long winter will
came. but some believe the time 15 not yel n lgh. A handful
of these have left the Eldeen Reaches in search of proof that
the elders have misrend the signs—that the Day of Mourning
wis Lhe work aof human hands, not of the forces of nature.

Due to their close bond with disease, the Children of
Winter have remarkable skill as healers. Though they prefer
tar let plagues run their nalural course, members of the sect
can he canvineed 1o use this knowledge to aid athers

The Children of Winter in the World

"Tllty rerhrace the whole qumrfurr'. whech i e than moaf ufl.r-. con Loy,
Sometimes we need fo be reminded of the things we would prefer to ignore.”
~The Great Druid Oalian

The Children of Winter counts some eleven hundred mem-
beriacrossthe Eldeen Reaches and beyond, lts members are
mostly human, and shilters make up the largest part of the
remainder. The sect tends toward evil alignment, embrae
ing the natural forces that are inimical o life and health.

The Children of Winter congregate in the Gloaming in
the southern part of the Towering Wood, but since the Day
of Mourning they have been more active outside that area.
I'hey do not have any fixed meeting places or headquarters,
bt roam i almost feval bands led 1'|:,.- elders and charismatic
druids or rangers.

I'he sect has no single leader, but its members gravitate
around those who have the '|.I:1'1-P|E'II| llrlll.'l'.'h.l:lll.'l.lﬂ:rlll gat her

followers and the strength of arms to keep their positions.
The Children ol Winier helieve anly the strang will survive
the winter to come, so they respect those who demonstrate
strength. Foremost among these is Raven (NE female
human druid 9/warlock 3). A sinister figure clearly touched

by darkness, she walks the woods surrounded by vermin and
presages the coming devastation through herviolentactions.
Raven rejects the common association between warlocks and
the fiends of Khyber (see Warlocks, page 35), believing that
her powers come from the power of the Gloaming and the
force that will eleanse the land. Forlorn (N male half-elf
deaid 117 15 the spiritual connterpart to Raven's aggressive
strength. He 15 withdrawn. emerging from seclusion only
to proclaim his latest apocalyptic vision,

Dther notable Children of Winter include Frost {N
female human druid 4), who intends to prove that the
omens about the imminent coming of the winter have been
musread; .P.rl.xulah {NE male ore ranger BfEIdeen ranger
1) who is determined to see the winter come; Cainan (NE
male human druid 9), who spends his time in Sharn inves-
ligating ]E!th]ﬂ- of an ancient ].:n;l:,r ol ithe P]ds ey g Fell
(MNE female shifier druid 7}, an alchemist who has a morhid
fascination with disease.

THE GATEKEEPERS
“If not for the Galekeepers, human, your race would necer have smelted bronze.”

—Koruun, ore Gatekeeper

Most of the druid sects evolved from the teachings of Qalian,
but not so for the Gatekeepers. Thousands of years aga, the
black dragon Vvarauk come to Khorvarre following the path
of the Prophecy. The ores of the western shore had always
had a strong bond 1o nature, and Vvaraak called upon them
1o serve as Eherron's rhnmpiuns. A grim disaster loomed in
the future—a force from the Outer Planes that could destroy
the natural world, Thoese whe studied under Vvaraak became
the firsi deawds of K horvarre. For thousarnds nf:,.'rur.'slhl_-}- Fal-
lowed the dragon’s teachings—and then the daelkyr arrived,
Ihese lords of madness sought to shatter the world, and they
twisted the creatures of nature to serve their needs. The war
that followed crippled the hobgoblin empire, but ultimately
the students of Vvaraak prevailed, The pates 1o Xoria were
sealed, and those daelkyr who remained in Khorvaire were
driven down into the depths of Khyber. But the guestion
remained; Was this the cataclysm Vvaraak had predicted—er
simply the prelude to something even worse'?

Despite thewr triumph, the Gatekeepers were devastated
by the war. The ores turned away from the ancient faith,
fallowing the Culis of the Dragan Below. Taday, the sect is
a shadow af s former sel F—r|i1|x1 ng to irs duties and tlrjillg

P—q

Wu JEn

Wu jen, described in Cemplete Areane, are hermits who eome-
mune with nature o power their arcane '|.]:||-|.|1.. Tl'l.l'lr!pl'"‘
revolve around five elements closely tied to the forces and
substances of nature: earth, fire, metal, water, and wood.
Wu jenare pa riacula rlr common in the Eldeen Reaches,
and they scek out manifest zones 1o Lamannia to perform
their rites and meditations. They do not congregate into

schools and colleges, hut pass their traditions on from
mentor o student,. A pumhber of rr_1r|F||r:11r|.E' IEE’l,'rIII\
revalve around the first mentor. Some say this mythie
figure was an exiled druid, while some claim it was an
amukened animal, Still oithers clavm the first wu jen was o
djinni, who emitted air from the wu jen's reperioire for
self-protective purposes,

SHFHOVIN NEAATH
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itshest to maintain the apcient seals, The ores of the Shadow
Marches support the traditions. but only a few fully embrace
the mysteries.

The Gatekeepers seek to defend nature against the
unnatural. They particularly abhor aberrations. which rep-
resent nature turned againat itself, The next greatest theeat
eomes Trom outsiders, which have no E:II.."I.I:I' i the natuaral
order of Eberron. The Gatckeepers also battle undead and
similar horrers. However, they have no treuble with magical
beasis, which have nutura"r |lrwzlnpr:l within the world; a
Gateheeper will iry 1o prevent s conflict between humans
and displacer beasts, for example,

Gatekeepers are always searching for signs of aberra-
tions, planar instability, or monsters rising from Khyber
In the past. they have ignored the actions of the human
nations, but after the destruction of Cyre and the creation
of the Mournland, they lear that this decision might have
been u terrible mistake, Over the last two years, a number
ol Gatekeepers have traveled both ta the Mournland and 1o
the cities af ithe old E||:|g|1n:|11.ﬁ.. scrklng to understand whai
happened—and how 1o prevent it from happening again,

The Gatekeepers in the World

"They do not bow to my authority—on indeed. to any authority. But their
tradifion is one with eurs; they are indeed our brothers and sisters.”
—The Great Deuid Oalian

The Gatekeepers are one of the smallest druid sects, claim-
irg less than o thousand members, ranging mostly thraugh
the Shadow Marches with less than o hundred active in the
Eldeen Reaches. Well aver half of these are orcs or half-ores,
with shaflters much less comman than ﬂu-.}- are in the Eldeen
seets. Interms of influenee, however, the Gatebeepers exceed
even the Wardens of the Waoed, for thelractivities extend well
heyond the boundaries of the Eldeen forests. Across all of
Khorvaire and indeed the world, they combat the lingering
influence of the dnelkyr and those who pay them homage.
The Gatekeepers are strongest among the arctribes of the
Shadow Marches., G:||.a-krr[||_~r druwids act as '\.lriri.ll:lill and Lemn-
poral leaders of some tribes, while Gatekeeper rangers serve as
guides, scouts, and protectors. Beyond the Shadow Marches, the
G.ir!ﬂu,-l-.]ll.-. rxare Dew and wulrx]lrr,al,l. Thr.:.- seek out r:!l'fl]ll'.lnur
and unnatural threats wherever these appear, workingalone or

_ﬁ

Rituacrs of THE ELDEEN DRUIDS

Anycharacter ean take part in a druidic purification ritual,
though such a ritual can anly be performed by & druid of s
least Sth level who belongs to the appropriate sect. A dru-
idie purihcation ritusl requires one uninterrupted hour
of meditation by all those participating in the ritual. If
anything interrupts the cancentration of any participant,
the ritual is disrupted and no benefis are bestowed.

When the ritual is completed, each participant who meets
the prerequisite must attempt 4 DC 15 Cancentration check
tyoucan't tnke 10 on this roll), [fhe succeeds, he gainsthe ben
efit for the ritual. Thisbenefitlas for a number of days equal
ta that participant’s chavacter level, unless noted atherwise. [T
he fails the cheek (or doesn’t meet the prerequisite), he goins
no benefit and connot repest the ritual for 30 days.

Druidic purification rituals have no cost, but druids
refluse to E;ll_-r:Fnrm. this ritual on anyoane whao does not share
their beliefs. Adruid can't be compelled (magically or oth-
erwise) 1o perform a ritual against her will, and any druid
whao |:|r|'f1.‘||:rr'|.1. a ritual on an ulawurlhvlr chararter loses all
druid spelleasting abilities. along with the ability 1o per
form purification rituals, until she undergoes alonement,

Ritual of Arcane Opposition

You have been inured againstthe effects of arcane magic by
a ritual of the Ashbound seet.

Prerequisite: Must not be capable of casting arcane
spells.

Benefit: You gain a+1 bonus onsaving throws againa
arcaneg .\.}u-”-..

If you voluntarily fail a save ngainst an arcane spell.
this benefit ends immediately.

Ritual of Blight's Embrace
You have been warded from the effects of polson and disease
by a vitual af the Children ol Winter, solidi lying your band
with vermin.

Prereguisite: Non-good alignment

Benefiv: You gaina +| bonus on saving throws sgaina
poison and disease.

If you deal damage to o vermin that has not already
denlt damage to you or to one of your allies. this beneht
ends immediately,

Ritual of the Timeless Soul

You have been hlessed by the faerie lords of Thelanis in a
ritual of the Greensinger scet, and you temporarily slip
from time's grasp.

Prevequisite: Chaotie alignment.

Bencfit: You are immune to any harmful effects
of flowing time due to planar travel (such as a journey 1o
Thelanis, the Fasrie Court). Time "lost” due to planas
elfects never caiches up with vou {Il the duration of this
effect expires while you are still on a plane that experiences
flowing time, any further time spent on that plane has the
normal elfeci upon I\-‘I:I-I.I.:'

If you denl damage to a ey that has not already dealt
damage 1o you or to one of your allies, this benehit enda
i:||1r|m|J:|.ltrﬁ:.-.

Ritual of the Woodland Bond

You have formed a bond with the g;nwlh af the waads
through a ritual of the Wardens of the Wond.,

Prerequisite: Non-evil alignment.

Benelit: You don't take any penalty on Tumble o
Move Bilenilv cheecks made in arens of ||||.||.r|'F| owth, .||uh-|:|||
trent such squares as if they were normal terrain rother than
difficult terrain (see page 87 of the Dungeon Master's Guide),
Tl.-_l‘.? undes g:llwl]’l. ax well as athey forms of dilffieult
terrain, affects your movement normally,

If you deal damage to an animal or plant that has nat
.‘rErF:lll:r deali LL!.I"HFI!' o you ar o one of your allies, this
heneht ends immediately

h————d



in small groups, and have little contact with each other. In
many wiys, the C.llrh'rrwr'\. are more af a tradition than an
sciual organization, Onlywhenagreatthreat manifestsdo Gote
keepers attempt to forge alliances with other members of their
el ]Illill.i.lls' ther resources to dove back the incursion.

The majority of the sect’s members earry the title of
hunter. These are barbarians (particularly in the Shadow
Marches), rangers (especially in the Eldeen Reaches), and
membiers of other martinl elosses who take up arms |5!."|.i|1.n.l
the horrors left by the daelkyr, For every three or four hunt
ers, an aspirant (low-level druid) acts as leader. Aspiranis
who excel giimn the tile of inate, and the most senior
initiates are called CGatekecpers proper.

Saala Torrn (NG fermale half-ore druid 14) is the elder
{:illeFFIJI‘I' II!-'III‘ S.II.H‘III'I-'-\' r'r'l.lrr l‘lf“ -Itllj |]|I‘ I‘.II.‘.IIIIIII-JI lfal.'itt
of the sect, She has little direet influence or puthority over
the scattered Gatekeepers, but all respect her wisdom. In
the Eldeen Reaches, Karvun (NG male are druid 11), an
old and withered ore, guides the Gatekeepers

Other notable Gatekeepers inelude Maasgrim
d' Tharashk (N female half-orc druid 7iexpert 5 heir of
5'11|:ry'\. 1), one al the Tharashk triumvirate, who does her
best1o direct resources to the Guekeepers; Orrash (N male
orc ranger b/Eldeen ranger 4}, a master archer and hunter
|||. .!|||‘r'|'.||:ir1:||'\. mn |1|I" Rl‘all :'II"\' iIIIII KIFI'I'II'IIllut! [N Irlultl' nre

barkarion 7}, a fieree puardian of the Shadow Marches

THE GREENSINGERS

“You say you fove me? You love me a5 you love the spring ran—but can you
itlll lowt the tarrent ¥ Can pou love the hurricane?"

—K."'::.-'n 1r‘r'i.|||J-.|.1||g. r:'l F‘I"II.NIT:IEI'I

Inthe Towering Wood stands a region known asthe Dwilight
DF:I'HI‘J.III‘.—-.I ]F!iltn |1rr|'}' !:I'I.?Igil'. w}hl'rr‘ |.I| :r-“l"\ walc }i ilrrlrll IIL‘.
trees and satyrs dance in moonlit groves. Here, the borders
between Eberron and the faerie realm are thin: step into a
ﬂ]:-llll]“' JIL.] :p“” rrl:lglﬂ luilil |]||||I]E]| Iny 1‘." ol i!"l '\iil".

[T the Twilight Demesne is the marrioge of Eberron and
Thelanis. the Greensingersare the lruitefthis union, The
|IIEIIILI'|."I:i.1:l|.I Ill‘a secl are rlII.P:J “'l'l‘l ‘Il" \'1t1i'i|l|’ Ener g'\' Ili‘l.lﬂ
fey. and choos isin thetrvery essenee. To Greensingers, life
iva wild dance and a celebration to be embriaced, but they
Are naoal l}ll!‘l“l.lll'\ l‘rJl“\lf'r L {.:l FFF:.‘ulllgl‘l"r ﬂl"'ﬂl“'il:f'u W:I]II.IIE‘
io pull strings 1o make the danece more interesting. Though
some try to spread joy and laughter, the fey can be cruel, and
the Cir |"l":||.5.ir|§r|'.‘- mirror this |:.'|]n'||.'.i|:r11.-\.'|u,-.-\.\.

While some Greensingers learn the traditions of the
sect in Eberron, many have a ¢loser bond to Thelanis. the
].'IE"JI.E' f.:i:llll‘. -II'IP' ]l‘:l.]'u 1'.l|:”l.l1!'lill'll‘\. IJI:IW i‘l”t“l‘{'l"\ drlll
eptertainers from Eberron, and many Greensingers spend
time in the halls of the Faerie Court before returning o
Eherron toact as ambassadors, servants, and -\.|::|ir.-\. farihe |'|'}'

an the Corelitpine leads all the diroids
of the Eldecn Keaches

e

lords. These individuals can serve as guides to Thelanis (and
perhaps other plunes), but they cannot always be trusted;
their motives are as mysterious as the fey themselves.

The Greensingers in the World
“Ah, the Greensingers. Often averfooked, but never wisely.”
~The Greal Druid Cralian

The Greensingers are unusual in that the sect consisty
largely of hall-elves (nearly ane-half their number), elves,
and humans, with few shifiers among them, They are con
centrated in the Twilight Demesne, thriving in the woods
lirlki'll (1] "[-Ill']ﬂlll.ll h:l' |]Il‘ '|1I.'Il:lirl.'.‘:.1 LOne 'i'lr'l [ -

The Greensingers have no leader and no fixed com
munities. They may seem flighty and unreliable. but they
cansider themselves unfettered by the rigid ways of thinking
that bind others so nghtly, All members have an equal voice
whenever they pather.

."\rllllll.g r1|l‘ more III”HFHliJ] |||||I l"‘]l"l i‘ll! {-:-I'I"!'II'\.III.;FI.\
i Silvertongue (CN male elf druid 12), A master of decep
tion and a lover of riddles. he isthe oldest living member of
the sect, his |:1|'|§|||..'||. e hHIE Irljr'snlrrn. KIIFI}':II Wenal-
song (CN female half-elf druid 7/bard 3) is renowned for
her beautiful voice and her cruel jests. Dorias Brighiblade
{:\‘If;‘ 1".4'.'" ]ldlr'l'll- :'JILEF: 'F‘-'.I:]rlllll I_:I 1% a hﬂIHr'\.HIILI' 1r|4i:'
vidual held in high favor in the Facrie Court. Thorn Dancer
(CN female shifier ranger 3/Eldeen ranger 3) is one of the

few shafters in the sect, a wild and untamed sprral.

F———q

SPIRIT SHAMANS

PDeseribed in Complete Divine, spirit shamans ave divine '\.!I!‘”'
casters with o close connechion to the sparits of the natural
world, In the Eldeen Reaches, 1|'.n'1_.' are viewed as closely
celated to diwids, and they belong to the same sects as the

druids and rangers of the Reaches qE.II!'II shomans ure most

||1\.|']:.- fo join the f}.llrh-rllrr.\.. the “lrrllun_urr\- or the
Wardens of the Wood

A spirit shaman can efectively spontaneously cast
SAERIRERT fare s ..-.'_|'|. -\.|1r-”-\. far 1 he purpose of meeting fewt wnd

prestige closs prerequisites.
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RYDAY MAGIC
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EVERYDAY MAGIC

A LAND STEEPED IN MAGIC

Magic breathes life into Khorvaire. [t moves the wheels of industry and
serves nd an aid to the eommon Falk, o ton]l of the wl'lllrl'l.':.'. o wed o for
soldiers. and a source of power for adventurers.

Everyone on Eberron knows what magic is and recognizes it on sigh.
Indeed, AgIE 18 part ol the rw-r}rrliq}' lives of Khorvarre's J'lq_-n]ljr. Ti Sup-
plies them with transportation. with healing, with light, and for some,
a way to make a living. Eberron is suffused with magic more thoroughly
than most worlds, with all the attendant ramifications,

Low=level .‘-E:rii(aﬁ.tul'-. are !r!l-nlifu] in Khorvaire. An individual
sccking o 0 -level or Ist-level spell might not have to look hard to Aind it In
some places. competition in spelleasting might allow a buyer to purchase
aspell more cheaply than normal.

The abundance of minor spelleasters also leads 1o o grest deal
of experimentation. Magewrights and other casters tinker with their
spells, devising new and vaviant formes for specific uses. Multiple vari-
arits nrprnruhgrhlfmn have heen devised, |,|.~.|:|:||.1].- more Tocused than the
basic spell from which they are derived. Chels use it to flaver their
dishes, weavers 1o coax impossible designs into their cloth, and nobles
(151 jl:n]n: ess orseduce the u NWary. Rumors tell of |1'|.'|.g|~wr|.ﬁ]1ll\. who have
developed specialized mageeraft spells. pranting greater benefits on
specific Cralt checks.

The |'||‘¢}]2l]|" of Khorvaire see magIe s andat her Form of hul:lwl:mtEr
orscholastic discipline—a wondrous and powerful discipline, certainly,
but still one that can be undersiood and utilized by people making their
way in the world. Budding magewrights, wizards, and artificers attend
schools to hone their natural talents, Artificers in particular understand
the fundamental workings of magic, and the world's best artificers strive
Lo uneover more of s secrers, Tll.r].- trap power in tems, create s mimmated
guardians, and further increase their own abilities

Minor magic helps cities keep peace on their streets, The everbright
I.d niterns I]I.a... II.JL'IE sl hnu]r\'drlih kfl‘ll !.I'It' IIJE!ll al ]Iﬂ:l-' |Il||'|. JI!‘]IJ Pfl'h'ﬂl\l
crime. Squads of eity guard have members with access to prestidigitation or

ghost sound, who use those spells in lieu of a whistle to alert their comrades,

Such spells allow for a wide range of sounds and tones, and some cities
develop sound codes that allow the watch to instantly understand a given
situation. Artificers create walch whistles to further utilize this concept.
These magic items resemble normal whistles but have several mouthpieces,
each of which produces a different sound.

Some brave magewrights and low-level sorcerers, wizards, artifi-
cers, and barde make a living by hiring themselves oul 1o adventurers ta
SETve 4% minor ||1..'|g'ir:|l support. T'hi_-'y remain gt the rear af an adven
turing group, using their spells to light the way, check for traps, set up
ambushes, and staunch bleeding, so that the adventuring spellcasters can
Foeus on combat rnaﬁir. These !1|r|-||||g-;. congregale in areas that draw
adventurers—particularly Sharn, the sertlements around the Maurn
land, and Stormreach. They make it part of their business 1o know abow
the dungeons to which adventurers are likely to journey.

Grandma

Sharn is more amazing than | ever thought! The towers are so tall
that éven when you lie an your back you can’t see their tops. Peaple
walk from ower io tower on bridges or take coaches that fly through
the air! Men of metal and wood wander around—warforged from the
Last War—and act like they're real people. Lanterns that never go
ol iIEI:II the sireets. Rich men and women have elothes that shim-
mer. Grandma. the ciwy is full of magic! Oh. what tales I'l]l have to
tell when I pet back!

WHAT DO YOU KNOW ¢

Knowledge (arcana)

DC 5: Magiec permeates the society of
Khorvaire. Any settlement has at least
a few minor casters. Artisans study as
magewrights to enhance their skills.

DC 10: Magewrights improve their
prowess with the mogeernft spell. They
produce higher-quality wares in less
time than artisans without access to
the spell. Artificers focus on magic's
fundamental nature and are adept ot
creating and using magic items,

D 15: Magic enhances transportation
and has produced the lightning rail,
elemental galleons, and airships, It
also allows people to send messages

over long distances,

Knowledge {geogrlph}r}

DC 15: Sharn is the most magieally spec-
tacular city in Khorvaire, with mile-
high towers held aloft using magic.

DC20: The most famous schools af magic
are the Arcane Congress in Aundair
and the Twelve in Karrnath.

Knowledge (nohility and royalty)

DC10: Dragonmarks enable their bear-
ers to use minor spells. These abilities
explainwhy the dragonmarked houses
hald such power in Eberron,

DC 15: Several types of dragonmarks
exist, and they vary in power. Dragon-
marks evolve over time, becoming
more powerful and granting new
abilities to their bearers.

Knowledge (the planes)

DC 10: Insome places, artificers, mage-
wrights, and other casters use links to
the planesto enhance theirspellsand
create works otherwise impossible.

DC 15 An example of thiz phenomenon
is Sharn, whose towers could not rise
to their majestic heights if the city wax
not linked to Syrania, the Azure Sky.

Knowledge (religion)

DG 10: Aureon of the Sovereign Host is
the patron of knowledge and arcane
magic, Spellcasters worship him,
Aureon's evil half, the Shadow, also
commands followers among arcane
spelleasters. Onatnr of the Sovereign
Host is the god of artifice. Those who
create magie items or use magie to
create objects, especially artificers
and magewrights. worship him.




THE MANY FACES
OF THE ARTIFICER

Artificers have many strengths, and perhaps the greatest
14 their \-m"mnl:hl.l. 1 r:wu: are l:l.l:,'l ngana rlaficer, you can
fill any one of numerous roles in an sdventuring party,
sllowing you a great degree of flexibility and enabling
you ta Fill in the gaps if your party lacks members of
certain classes

You can be a potent melee combatant, particularly
when fighting constructs. Your base attack bonus increases
s I]]F SMATLEe rate as o I.'II" r1|.'.'., -||1|'I }'l_l!,| can F"I rlhrr INecrease
your damage-dealing potential with infusions such as magic
wiapen, persanal weapen augmentation, and bull'sitrength. The various
|.'1lf|-|! r!:ll:ugr' .‘.Iu']l-. make you more elTeciive than a ﬁﬁlﬂrr
against constructs

Every party can use a character to draw attacks and soak
ug :i:.'llrl.'lgl-, and i the |iﬂhl CATCUMALANCES yOu can do Just
thar—for instance, if you are o warforged and can cast stone
conitruct on yoursell, or if you can send ina homuneuluswith
the same I}l':rlm‘.lll}l‘l. Oihe IwWike, voi don't have a lol of hit
points, so mike sure the ene my can't hit you Wear armuor
and improve it with armor enhancement and magic vestment

When the cleric is down ar otherwise busy, you can play

healer for o while, ws ng your .1lr1m||r|_|r'r ure moderale wounds. 17 the
party includes warforped or construct allies (like your awn

hemunculil, patch them up with repor construch,

T{}'II'.IT Elnlrl?' i.‘h llllhﬁ'i TIE i I'Ilgllf', Trlll ran tﬂif‘ I'I &} fl1ﬂ|'l"—
ut least, you can seck out and disable magic traps, which is
one of the rogue’s primary responsibilities. Be sure 1o pur
il !ll' 1F{rill'lk.'| il ﬂl‘d I'J'II |II|‘I I}I.“HEIII" DI"-'I!'I‘. Ir:..'l:llj winl fo
sneak around like o rogue, And, buy, or cralt mogic items
that rrant you insinbility and silence.

Il !«-l]ul’ ]hlj[?' ]ﬂl. k]tlg A SOFCeErer Or wiza I'IEI.} NE\'EI' I"'a' 1
with vouaround, the party hasa wizard-1n-a-stick. Turn ta
magic items 1o replace arcane spelleasters, Wands, staves,
serolls, rI.JI.i.'\.—'IhL"':f.I'i.' all Yo rs Lo command.

Artificers also provide a variery of miseellancous
magical suppert. They can identify magic items and ereate
weapaons, armor, and other items for themselves and their
COmpanmns, With your relain essence ||L1:1|.r}-, }'I::II.:II”
never find an item you can't use, Even if you don't
take one of the primary roles nated abave, you
cAn serve as a \'“IILIIEII.F I'Ivil'lill]F |'n:r|l|.|1:|.r|.|.

healer, trapfinder, and spelleaster.

ARTIFICER MAGIC

Explorers have discovered o number of old
magic items in Xen'drik. Some of these items
!l‘rll |j|.-|| Il{'l'lIE'r 'lllleI-dl Lin 'l il.!r'l'l"\.- N l'-l'-li
in the ancient past, since the items improve
an artificer’s distinctive abilities. Similarly,
ar II!-II..I"r'\. ArE AN INYeEniive ||..|! al ‘1:! lIl"'EI"}I l'l'l.a'lg:l.
iems 1o further copualize on cheir capabalities,
One of the most useful, the artificer’s monacle,
is described hera.

An artificer’s
manocle

R e O

Artificer's Monocle
An artificers monocli allows you te identify the functions of a
l1|.|.g'|1 ilem '\IITII.II?' [ ]l.1|:|l|.:ir||: al 1l 1hr|.||.l.+:|!i this deviee.
Description: An arfificer’s monscle is o gloss lens rimmed
ingold with a fine gold chain attached vo an ear clip. When it
L] uil"ll. IIII' II'IIJIIIJI.'I.F Ilullllf'l slﬁlll Jllli a Jl.ugr t:lll.ll" '!"ITF Iril'lll'l
apen, seanning the item belore it
Prtn&quhllc, You must have the artihieer Erluw]udgp
class [eature to use an u.lll_lﬁu'.f'l meadde
Activation: Fuurng on o monocle 15 a standard actian
Oince vou have it on, the monocle setivares whenever
¥OU URe YOour arn tificer knuwltdg’t clazs feature.
Effect: While YO WEaT B ||d||l'||:|-r'+ mernacle,
whenever you successfully use your artih
cer knowledge ahility to detect an item’s
|||.|I“|.1'||1 aura, }'1I|l can 'llll'fll! I dlillltliirl-ll
minute studying the item. If you do, you
can identify the powers of that item ax il
you had cast |Jrr|l|{|. Ui il
Aura/Caster Level: Foint divination
L 5th.

Construction: Cralt Wondrous ltem, den-
Jlj‘_'T_ creator musi have ihe artificer k|1|1u|rr|_g|-
clugs feature,. 9,500 Ep- TR0 XP, 19 rim_n..

Price: 19,000 gp.
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THE FivE NATIONS

HEIRS OF GALIFAR

Although Khorvaire now contains no fewer than fourteen different coun-
tries, principalities, and territories (not to mention the desolate Mourn-
land and the Demon Wastes), the vast central region of the continent is
still referred to as the Five Nations by a great many people. For most of
the last thousand years, this name was not a confusing moniker but the
literal truth. Five nations held sway over the majority of the land—the five
nations that made up the Kingdom of Galifar.

The calendar used throughout Khorvaire countsyears from the date
1 YK (the first Year of the Kingdom)‘ when Galifar I united five dispa-
rate nations into a single kingdom that carried his name. Even as Galifar
ascended the throne of the Kingdom of Galifar, he set his five children
up as the governor-princes of the Five Nations, each of which retained
much of its unique culture and national identity through the life of the
united kingdom. Today, they remain the heart of Khorvaire, carrying
the names of Galifar's children despite conquest, unification, and the
devastating effects of the Last War. The history of the Five Nations is
covered in more detail in the entries on History (page 76) and the Last
War (page 92).

In theory at least, the Five Nations once covered all of Khor-
vaire. In reality, the Demon Wastes, the Shadow Marches, Droaam,
Q'barra. the Lhazaar Principalilies, and Valenar—all the lands that
lie far beyond the central core of Khorvaire—were never solidly under
Galifar's control. Maps of the united Galifar from around 500 YK (see
the facing page) show these lands as parts of the Five Nations, but the
reality is that Cyre never had a strong presence in what is now Valenar,
for example. Some of the frontier areas had scattered settlements (such
as what is now present-day Valenar and the Shadow Marches), while
others were home to monstrous races until relatively recently (ineluding
Q'barra and Droaam).

Aundair lies in the northwestern part of Khorvaire's central core.
Today, it is the most sparsely populated of the remaining four nations,
with much of its land occupied by farms and vineyards. Fairhaven, its
capital and largest city, is less than half the size of Sharn, and Aundairin
general is far less urbanized and industrial than Breland and the other
nations. As a center of learning, it exports books and scholars alongside
its wines, cheeses, and grains.

Breland, the largest surviving nation in population as well asland area,
has a highly industrialized economy, relying on mining and metalwork

b_q

SAMURAI

Introduced in Cumpl'f!'(' Warrior, samurai are devotees of a martial tradition
that emphasizes honor and loyalty. In the final decades of the Last War, a
movement grew up—particularly among certain mercenary companies—to
abandon national loyalty and any pretense of allegience to a united Gali-
far. Advocates of the movement devoted themselves instead to individual
members of Galifar's ancient noble families, whom they consider to be
the only legitimate heirs to the empire. This movement, called the Code
of Honorable Devotion, issaid to have its roots in the political philosophy
of the dwarves of the Mror Holds. Followers of the Code, called samurai,
are most common among the displaced remnants of Cyre, and they can
also be found among the military orders of Aundair, Breland, Thrane,
and Karrnath, as well as among the people of Q'barra. Dwarves from the
Mror Holds also devote themselves to the samurai tradition.

M

WHAT DO YOU KNOW ¢

Knowledge (geugrap]\y)

DC 10: "The Five Nations” refers to
Aundair, Breland, Cyre, Karrnath,
and Thrane—the five provinces that
became the Kingdom of Galifar.

DC 15: The Last War changed the
boundaries of nations and cre-
ated fourteen distinct territories:
Aundair, Breland, Thrane, Karr-
nath, Zilargo, the Mror Holds, the
Lhazaar Principalities, the Talenta
Plains, Q'barra, Valenar, Darguun,
Droaam, the Eldeen Reaches, and the
Shadow Marches.

Knowledge (history)

DC 10: King Galifar I united the five
human nations that had previously
dominated central Khorvaire, giving
rise to the Kingdom of Galifar in the
year | YK.

DC 15: In theory, the Kingdom of Gal-
ifar encompassed the continent, but
in practice it had little control over
the remotest regions. The Demon
Wastes was never under Galifar's
control, and the regions that now
constitute the Shadow Marches, the
Eldeen Reaches, Darguun, Valenar,
Q'barra, and Lhazaar were only
nominally ruled by the monarchs of
Galifar. The central region is most
properly known as the Five Nations,
and it constituted the power base of
the kingdom.

Knowledge (local)

DC 10: Most citizens of Aundair,
Breland, Karrnath, and Thrane look
back on the time of a united Galifar
as something of a golden age, and to
speak of the Five Nations is to evoke a
nosta]gia for that time.

Knowledge (nobility and royalty)

DC 10: The royal line of King Galifar |
is the Wynarn family.

DQC 15: The current monarchs of Aun-
dair, Breland, and Karrnath are all
members of the Wynarn family, as
are Diani of Thrane and Oargev, the
1Eader Of New Cyrc.

DC 20: Diani of Thrane and Oargev
of New Cyre are the heirs of the
royal bloodlines of Thrane and
Cyre, respectively.
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of various kinds. Despite the urban image it presents
primarily because of Sharn (Kharvaire's largest city) and
the bustling metropolis of i1s capital, Wromi—Breland covers
large iracts of land that include tilled fields aswell as mines.
fuirries, and forests.

Foarrnath rivals Breland insheer sive, but can hardly
compete in numbers of people. Karrnath suffered under
Ill.‘lgur and famine at the starl of the Last War and has
never quite recovered. [tis best known for its militarisue
mindset and extensive use of undead troops, Forall that,
E & fol g naElian rl{ NECrmAncers, HEE“.I.‘-F |]1E fralon
is heavily forested, Karrnath's economy is based on s
lumber industry, and i1 alse exports ale, livestock, and
dairy :‘u'l::l:]ul.'.ts.

Thrane, the smallest of the Five Nations in land area,
beasts a pepulation larger than that of Aundair. Thrane
i atheorracy, no longer ruled by a descendant of Galifar
but controlled by the Chureh of the Silver Flame, Qutside
the great cities of Flamekeep and Thaliost, erchards and
ranches help suppart the nation’s stonomy, while textile
rrrul:!l.u:!mn and ather fine erafts deve s |r|r!|u|:1':;

Cyre. the fifth natien that carried the name of a
scion of Galifar, no longer exists. The outlying lands that
ance 1“."4.!”5!‘-!1 (18] ':-::f']r ]lu'ﬁ'f LH"FII. l!t'«-‘l:!r‘l ..!rIIIJ:IIE D-ﬂl"
guun, Valenar, and the Talenta Plains, while the former
heart of the nation has become the blasted waste called
the Mournland (see page 116), Created ||1_|- & |:|'|.1.3||".'||.
eatastrophe near the end of the Last War, the Mournland
remains hostile wa all life, The remnants of the Cyran
“quJLLI.!li.ull live in i1s old lerrilories, as well as in eastern

Breland and Q'harra,

Althaugh anly four nations remain of the original five
tand with some of those periitioned into smaller kingdoms
now), the name still carries a powerful emotional weight.
Few living people have any memory of a united Galifar, bu
“the Five Mations” evokes il'l]ﬂg’!“\. ol a better time, when the
diverse cultures of Khorvaire lived in harmony and cooper
ated 1o their mutual benefit. "By the Five Nations!” remains
acommon exclamation of su rpi tse or |.:|1n’]ig:|t:ll:|ur:|, and the
people who once lived under the rule of Galifar's heirs still
consider themselves residents ol the Five Nations,

FIVE RULERS

Fing Galifar | established a royal line that continuesto rule
partsaf Khorvaire to the present day, When Galifar united
the Five Mations, he gave cach of his five eldest children
repency ever one of these nattons, and thirty years later
the nations adoptled the names of those rulers as their own,
While the Kingdom of Galifar endured, the rule af sucees
sion was that the five children of the king of Galifar would
serve ab the governor-princes of the Five Nations, with the
aldest !..'llnng the throne ol the unieed ki |1grlr||n when the
maonarch stepped aside or prised away, In this way, every
ruler of the united kingdom would learn leadership at the
EIFEI'II. II{ ones Ililll'IF FIVE NJ' 1.

With the shattering of the kingdom, cach povernor
prince declared himself or herself 1o be a monarch, and
'Il:lil.ﬁ.}' the monarchies of Aundair, Breland, and Farrnath
are held by speeific branches of the Galifar family, Thrane,
now a theacraey, still has a royal family that traces its lineage
1 Lhe last monareh of the nation, and the bloodline of Cyre
operates in exile within the borders of Breland.
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FROSTFELL AND EVERICE

NORTH AND SOUTH

The northern continent called the Frostfell sits astride the top of the
world like a brooding storm cloud. The people of Khorvaire, in addition
to using its descriptive proper name, call it Winter's Home, the Source
of Winds, and the Icy Heart of Winter. Only one expedition has made
landfall on the Frostfell and returned to Khorvaire to tell the tale. The
journeywasled by Lord Boroman ir'Dayne of the Wayfinder Foundation,
who is said to be very interested in mounting a second expedition to the
frozen land he visited long ago.

The Frostfell is a continental landmass, with a variety of terrain
features providing diversity despite the unending cold. The Iceworm
Peaks, a mountain range cloaked in great glaciers, bisects the conti-
nent. Barren plains of everfrost nestle in mountain valleys where snow
rarely falls, while ice sheets cover hundreds of miles on either side of
the mountains. Near the coast, tundra prevails‘ and in the summer-
time, lichens grow as the ground thaws briefly before plunging back
into frigid winter.

The frost-covered lands closer to Khorvaire are slightly more
accessible, particularly in the summer. The northernmost islands of
the Lhazaar Principalities at the eastern end of Khorvaire are draped in
perpetual winter. Similarly, off the northwest coast of Khorvaire lies Ice-
white Island with its three children—Tlalusk (the southernmost, nearest
the Demon Wastes), Qorrashi, and lcegaunt (the northernmost, between
Icewhite and the Frostfell proper). Mapmakers consider these islands
part of the Frostfell rather than Khorvaire. All are tundra, though more
vegetation grows on Tlalusk and the southern end of Icewhite.

Little is known of the opposite end of the world, but itisbelieved to be
just as cold as the Frostfell. The lcemaw Sea south of the Xen'drik main-
land is dotted with snow-covered islands and floating icebergs. According
to the reports of those few sailors who have braved the Icemaw. the farther
south one sails, the more the sea begins to solidify into one great sheet
of ice. [t is believed that islands are scattered across the southern ocean,
some of them possibly quite large, but they are all swallowed in the sheet
of eternal ice that lies there. This region is known as Everice, or simply
the Frozen Sea.

Magical snow effects—including blood snow, ebony ice, faerie frost,
and razor ice (all deseribed in Frosfburn)-——appear occasionally in the Frost-
fell but seem more common in Everice. Both regions contain manifest

zones linked to Risia, the Plain of Ice.

RACES OF THE FROSTFELL

Frostburn introduces a number of new character races, including arctic
variations on dwarves, elves, gnomes, halflings, and humans (neander-
thals as well as four modern human peoples native to cold lands). Each of
these new races can be found in Eberron’s coldest regions.

Humans: The sea raiders of the Lhazaar Principalities are cold
seafarers like those described in Frostburn. They are known to replace their
ships with icerunners during the winter months, particularly in the far-
thest northern reaches of the Bitter Sea.

Tribes of everfrost barbarians live on the Tashana Tundra at the
northern end of Sarlona, on Icewhite [sland off the northwest coast of
Khorvaire, and on the islands in Xen'drik's [cemaw Sea. The Sarlonan
tribes are true nomads, trailing herds of caribou on their seasonal migra-
tions. The island-dwellers are seminomadic, building settlements in
different sites as the seasons change.

Mountain folk live in the northern Hoarfrost Mountains, where
they coexist in relative peace with the dwarves of the Mror Holds. They
also live in the mountains of Adar in Sarlona, under the protection of
the kalashtar.

WHAT DO YOU KNOW?

Knowledge (geog'rapl\y)

DC 10: The northernmost reaches
of the world contain a great snow-
shrouded continent called the
Frostfell.

DC 15: A few groups of humans live on
this barren land, with slightly larger
populations on the outlying frozen
islands and the cold reaches of Khor-
vaire and Sarlona.

DC 17: The southernmost reaches of the
world, no less cold than the north,
hold a great sea choked with ice called
Everice, or the Frozen Sea.

DC 20: The Frostfell includesavariety
of terrain, including a great moun-
tain range (the Iceworm Peaks), ice
sheets, glaciers, and tundra.

Knowledge (history)

DC 20: Some historians claim that the
race of dwarves migrated from the
Frostfell to Khorvaire some twelve
thousand years ago, establishing
strongholds in Khyber before later
moving to the surface in what is now

the Mror Holds.

Knowledge (nature)

DC 15: The tundra areas of the Frostfell
experience some seasonal change,
thawing in the summer, whereas most
of the area is cold year-round.

DC 20: A race of small fey known as
uldras live in the far north, par-
ticularly in the cold mountains of the
Eldeen Reaches and the cold islands

northwest of Khorvaire.

Knowledge (religion)

DC 15: The savage people of the frozen
north give their own names to the
Sovereign Host and the Dark Six.

DC 20: They call Dol Arrah by the name
Aengrist and picture her as a male
warrior. They call Olladra by the name
of Hleid, and her son the Keeper they
call her brother Iborighu.

DC 25: Some residents of the Frostfell
revere an ancient rakshasa who is said
to have been imprisoned in a block of
ice at the end of the Age of Demons.
Now called Levistus, this ancient
fiend supposedly once broke his bonds
and wreaked havoc on the settlements
of the Frostfell before returning to
his icy prison.



II'F I‘illh llwi‘ll i !l'!f‘ Fl'll.‘utrl'll al I'IIJ mn F'-'fl e, l'l]llﬁl.'ﬁ"
ing on the fish, seals, and whales they hunt on the frozen
coasts and ice sheets. Many proups of ice folk have no contact
whatsoever with the natives ol warmer climes, while a few
clans trade with the peoples of Khorvaire or Sarlona

Dwarves: The vace of dwarves is sometimes said o
have originated in the Frostlell and migrated to Khorvaire
some twelve howsand years ago. Rome dwarves remained
behind in the Frostfell, however. These glacier dwarves
are called Teldun Morderthak, "Those Who Stayed.”
sEnee riw!.- continue to 1o habion the feoeen krrin and gl.:l-
cinl strongholds.

Elves: The glimmering cities of the snow elves seem
now to be all fallen, On the islands of the leemaw Sea, the
ruins of these ice cities remain, sugpesting that some elves
fled to the freezing south to eseape their giant masters, bu
did net survive to the present day. Snow elves may yer exin
i Everice, bul no explorer has returned with evidence
of them

Gnomes: [he pnomes of Eberron are most at home in
the tropical climarte of Zilargo. It is possible that small vil-
].lgq-\ af iee gnomes dwell in remote rg'gil_ln.'\. of the Freostfell,
but they remain unknown to the rest of the world.

Halflings: Small communities of tundra halllings

are known to exist in parts al the Lhazaar Pri Ml iies,
particularly the region around Skairn in the northern
mainland. These halflings are more closely related to those
af the Talenta Plaing in their cultures and attitudes than o
the more urban halflings of Khorvaire, and nre known 1o
ride fastieths and white-feathered clawloots.

erlldfrthﬂl.‘-! .I.'Ill.“u'ﬂ EII'J makaive 11u|r|.|.r:|'\. i t]rxial aTEas -
ily with the everfrost barbarians of leewhite Island and the
falk of the Frostfell,

Uldras: These small fr:,- dwell in cold wilderness
areas, mainly the leehorn Mountains and the smaller
islands near lcewhite Island. Uldras reject the iden-
Ililll.'d'lll‘rl 1ir ]I[F'III |ITIT! IJF‘II'IEIELI \‘-'Il.l ﬂllilfll'al |1fl|1 ||‘lf‘
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Keeper. They believe these deities have objective reality
and their own histaries, which are vitally imporiant in

I III' II.1i‘IIa'I'\1I sociel :f

FrosTFELL GoDps AND FIENDS

Some ol the detties deseribed in '.:.l"..\llli"l 2 wof Frosthurn are

revered in the frozen regmons of Eberron, but people from
the civilized lands of hhorvaire helieve that the "!.It.|.1_1’t1"
i[1he north (and the distant south) have '\.u||.||'|'.. given theit
Dwn farmes L0 |IIF iIT‘I' s IIi. |||.I' glﬁ‘l"l f":l:' n FJI\'-' s -I-Ill.llu
Aengrist issaid to be u name for Dol Arrah in o masculine
sspect. Hleid and lbarighu are identified as Olladra and the
H"'I"JI‘"I' wil II 'Ihr' |l||1|l|l' r—=san |1‘|-|‘|'||I‘||Ilr| 1|I‘|||lrl"|:] prlo &
-.|h||'|np: rr"..l.11|:.ru.'r.|]t

Levigtus ls notan imprisoned archdevil, but rather
one of the greal rakshasa rajahs delfeated at the end of
the Age of Demons. The war between dragons and fiends
raged over the entire surface of Eberron. and Levistus
tag he is now known ) was impr isoned beneath the surface
ulithe Frostfell. Levistus is served 1r:1_|- o pa ritcularly active

ect of the Lords of Duse, Legend tells that this powerful

fiend seraally did onee '\.||||| his bonds, hriefly wrr.lll.l.rl;‘r
havoe on the Frosifell before ]:(‘Il‘n_ilr imprisoned again
I'hat briel taste of freedom makes him loathe his impris
omment JI.I- 1!|1' mare, .Il'lil. encourayes II.'I‘- 1‘1F|t|l'ﬁ!'|"|' !I..
[.F'-"I'-'i]'u wWaas |.1'FF|] nnce, F'Il' can IJF algull'll.. rl was IJIIIJTIE
this brief period of lreedom that the rajah aequired his
modern name. His original name is lost 1o history—or a
(8 |l|'||'|'\ g |||I|'|!f'1| secrel.

The iecherg eity of leerazer, deseribed in Chapter 7

of Froiburn, I3 roves ned by followers of Levistua, lus '|'.-1.-|L|4|.=-

tion includes s number of rakshasas rather than devils, buai
the gity is otherwise as deseribed in the book, Arediel, the
half-hend Marriarch of leerazer, seekavirelessly to find the
Grown of the Black Fire, a rlllghr}' artifact dating fram the grea
wir between ihe d ragans pnd the fhends, (See Remnants of

Creation, page 3], for more information.)
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GNOMES

THE HOME OF THE WISE

A beautiful nation lies between the eastern horders of Breland and the
western edge of the Scawall Mountains, There, lush forests are inter
spersed with verdant Farmlands. The cities are bright and colerful. and
the citizens always have time to help astranger ar lend a friendly ear. This
land 15 Zilargo, the homeland of the gnomes.

Zil gnomes are driven by an ungquenchable thirst for knowledge,
fram arcane secrets to the most mundane gossip. As a result, Zilargo
E:Irl_HII.I[‘E'\ Ay Farmed SAgEs el I1|1|]nr.n]_|]'|rr\.. The I.ihr:u.rvl.l of Kor-
ranberg is renowned as the greatest repository of general knowledge in
Khorvaire, and the nssoctated university attracts students from across
the continent. While Arcanix and the Twelve might exceed Lilargo when
it enmes fo matlers af ||]:|.':.I!i1.'&| research, the gnomes have no l.-.l:lu.'ll.-. (Bl
the fields of alchemy and elemental binding. The gnomes also have a
leng history of expleration. and s¢a captains rely on the maps of Zil
cartographers. However, this love of knowledge has a dark side. To the
gnomes, any secrel isaweapon, no matier how innocent it might seem.
Physically weak, the pnomes have always relied on knowledge and cun-
ning to overcome their foes, and the compassionate gnome who staps 1o
listen 1o your woes 13 hikely doing so in the hope that your secrets might
be of use to him.

Two distinet forces shape Zil seciety: Family loyalty and the Truse.
The honed of blood i 1|::|::'ni.i,-|.:|.- important toa gnome, Ina nation where
manipulation and duplicity are considered to be fine arts, gnomes trust
only their bload relatives implicitly (and the hetrayal of a close relative is
congidered a I.!'I.I]:f heinous erime). These extended families sireteh across
Zilargo and into the major cities of Khorvaire. Asa Zil player character,
think about your connection to your family. If you are an outcast, what
did you dia'’? “'}-::u area |u:.-.|:|[ member, youl can expect Lo faee ilII]'II'I.":I'-I.I.'i!!'!I I]r
other members of your family and drawn into intrigues—ihough as you
begin to earn favers, you can also call on your family for aid.

THE TRUST

Te the casual observer, a Zil city isa paradise, with virtually ne crime,
no violence, and no sign of fear among the inhabitants. The city watch
is far smaller than one would find in other cities in Khorvaire, but §t
is rarely seen taking action. Ruffians and eriminals who make their
presence known are removed from the populace by means both subtle
and effeciive.

Thisunique mode of lawand order isthe work of the Trust, a network
of spies and assassins that has operated for more than eight hundred years,
The Trusl serves ?.i.l..'u'g'n. bt even the r|.|]i|1g Triwmvirate does not know
all its seerens. Agents of the Trust hold the full power of law in Zilargso.
and their methods are ruthless: A would-be thief might be poisoned ina
tavern even while planning a rabbercy. The Trost, and in teuth the gov-
ernment and populace of Zilargo, decided that the moral coneerns abouwt
such practices are affser by the societal benefit they produce. It can be
difficult—naot te mention unwise—te argue the point.

B st mrmhers al the Trust work I"J'lllrl.'l'!.' within zﬂ.{lgu. The l'lrsﬂ'
nizetion focuses on maintaining arder within Zil society, and it exeris
little influence or effort beyond Zilargo's borders. However, a branch of
the Trust eonsists of agents called corliganos, ar “roving ears,” whao tra-
verse Khorvaire in search of anything that could prove useful to Zilargo.,
Usually. this means gathering information, but corliganos also acquire
powerful magic items, secure key allies, recruit new agents, and use their
r'||,n11l'|1£ L5 'Fll'ld m bfnfﬁl 'FI'I'I' E.rrargu i FVFIT‘_.I'I IlE Il'lf}' COMme A TrTss.

Byand large, the Trustseems to be free of the corruption often seen
when power is concentrated in so few hands. To date, no scandals have
rocked the Tru.-u, anel no E:rrs::-u'a]l- atrootiies have heen aseribed o ot

WHAT DO YOU KHOW ?

Knowledge (geography)

DC10: Zilargo isthe peaceful homeland
of the gnomes, who prefer diplomacy
to war. It is a center for philosophy
and the pursuit of knowledge. The
Enomecs arc ri:nuwnl:cl A MINCTS,
shipwrights, and cartographers.

DO 15: Villages and small towns are
scattered across the land, but three
major cities dominate Zilargo. Zolan-
berg is the heart of the mining trade.
Korranberg is the home of the great
Library of Korranberg, Trolanport is
the capital and a center of sea trade.

DG 20: Zilargo is governed by a trium-
virale with one representative from
each of the great cities. It is said that
the Triumvirate has a secret police
force that maintains arder through-
out the land and might have spics
across Khorvaire,

Knowledge (local)

DC 10: Zilargo has a remarkably low
erime rate, despite having no erimi-
nal courts. Criminals and trouble-
makers simply disappear.

DO 15: The Trust is a secret police foree
that maintains order in Zilargo using
spies scattered among the populace.
It has the authority to take any action
necessary (o preserve the peace.

Knowledge {nature)

DC 15: The gem mines of Zilargo are
the greatest source of precious stones
in Khorvaire. However, the monster-
infested Seawall Mountanins make
mining perilous.

Knowledge (nobility and royalty)

DG 10: House Sivis has its seat of power
in Korranberg. Due ta the strong ties
between the houses and the mineral
wealth of the land, House Kundarak
aleo has a strong presence in Zillrgn.

DC 15: The gnomes have a long tradi-
tion of hospitality, and a racial gifi
for prestidigitation magic that they
have adapted to culinary and social
ends. As a result, House Ghallanda
has little presence in Zilargo.

Knowledge (religion)

DC 10: All major religions can be found
in Zilargo, alongwith a few cults based
on gnome philogophies. Grnomes take
religion guite seriously.




THE LIBRARY OF KORRANBERG

"Knowledge is power. Dorius Alyre ir'Korran knew this, though he sought

mythic power beyond mortal reach. I'am content with the power my knowledge
has brought me.”

—Alina Alrene ir'Korran,

high councilor of the Library of Korranberg

Founded by a gnome so obsessed with learning that he believed
he could supplant the god of knowledge, the Library of Korran-
bergisone of Khorvaire's most important centers of learning.
Lacking the arcane focus of the Twelve or the Arcane Congress
and the educational emphasis of the great universities, the
Library of Korranberg is nevertheless a repository, a treasury,
and a living collection of everything that can be known—at least
as far as the gnomes have been able to assemble it.

Like the universities, the Library of Korranberg edu-
cates students, and itiswell respected asa place of learning.
Like the arcane institutes, much of its knowledge is magical
in nature, but the library instructors are dedicated to the
study of every possible field of knowledge, and they do not
treat asubject with less respect or explore it with less enthu-
siasm because it seems mundane.

The Library in the World

"There is no more likely home for a long-forgotten stray prece of knowledge
than the Library of Korranberg.”
—Raulo ir'Trannick, Lord Mayor of Arcanix

The Library of Korranberg 1s more than a site in a gnome
city: It is an organization with thousands of members, con-
stantly working to maintain the knowledge already contained
in the library and to expand on it.

The library is grouped into eight colleges, each of
which hasa specializetl field, and the eight share an intense
rivalry in academic, arcane, and athletic compelitions. The
eight colleges (and their specialties) are Soladas (history),
Balinor's Horn (natural sciences), Blackdragon (alchemy),
the Tabernacle (religi(m and philnsophy). Morridan (math-
ematics), Aureon's Holt (law and oratory), Lyrris (art and
literature), and Drystone (engineering).

Each college has a faculty of professors and researchers,
some located in Korranberg and others abroad in Zilargo and

The Libr

v of Korranberg offers the two things any re

o | ri"’!t"r

needs: nearly endless resources and utter seclusion HI.

elsewhere. The head of the faculty of a college is the doyen,
and the eight doyenssit on a central council that manages the
library's affairs. The head of the council is an appointee of
the Korran family, descendants of the library's founder. The
current high councilor is Alina Alrene ir'Korran, a cunning
schemer. To the detriment of the library, she has heightened
the competition among the colleges in order to weaken the
power of the council and solidify her control.

The library’s field researchers are the public face of the
library beyond Zilargo. They engage in the sorts of pursuits
typical of adventurers, but are not immune to the inter-
college rivalries that plague the library.

F—_—#

GNOME SUBRACES

Members of all gnome subraces occasionally possess aberrant
dragonma rks (see Subraces and Dragonmarks, page 47).
Chaos Gnomes: This gnome subrace (described in
Races --)I' Stone) forms small communities near other gnomes,
most often in Zila rgo. Chaos gnomesare not welcome within
the well-ordered Zil society, but the Zil gnomes ]'n'l'i.{.'l' that
their chaotic cousins stay where they can be seen rather than
wander out in the world where they might do harm to the
reputation of the race. The most common complaint against
chaos gnomes seems to be that they can't keep secrets.
Deep Gnomes: The reclusive race of deep gnomes
(described 1n the Monster Manual) is little known beyond
Zilargo, and not all gnomes believe in the existence of their
subterranean kin. According to legend, the deep gnomes
were subjugated by the daelkyr and their minions during

their invasion of Eberron nine thousand years ago. Fo reed
into slavery, l]f-l-p gnomes committed crimes [ha.-_\' consider
heinous and unfo rgi\*;a}}lr-. After the defeat of the LI\!{"“()'!'.
the deep gnomes continued to live underground, primarily
concentrated beneath Zilargo. To this day, they believe that
their h{‘.[:u'y makes them u r'iw:n'thl\' to look on the |igh[ of

day or mingle with their surface cousins, and they live in

seclusion. Some among them hope to redeem themselves or
their race through heroic deeds in battle.

Whisper Gnomes: Unlike chaos gnomes, whisper
gnomes (also from Races of Stone) do not form their own com-
munities. They live among other gnomes, but less often in
Zilargo than in other lands. Rumors say that whisper gnomes
were magically bred by the Trust to serve as spies and assassins
among other gnomes, but these tales are not widely believed.
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GOBLINOIDS

FALLEN FROM DOMINANCE

Sixteen millennia ago, the hobgoblin Empire of Dhakaan siretched
perass Khorvaire, Then the r|.|:||_-”::r-'r' ||1'1'1'|.-|rr_ll nnd ||l_'1..[_utl_- the -str:ngl]'i
of the hobgoblins and their allies. they were no maich for the lords of
Xariat, The Gatekeepers eventually banished the daelkyr, but Dhakaan
was lefi v:r:l]rr:l.rl:l. H}- the tiome human settlers arvived From .'::II'!!J:II.H.
the ruined empire was epsy prey for them. For long years, the only
remnants of the goblinoids’ former might were isolated clans hiding
Irl Caves -'IIII.I WIIII rlrllr'r.'-. R:‘l"ﬂ'rlll’.‘. 4t fllll|11ll.-l' r:lf r l.‘lrl.'\. IIIIVF I'F.’illr'rﬂrri'
to take control of Darguun. That land is populated mostly by goblins,
hobgablins, and bugbears, and it holds ivs own against Khorvaire's
nther powers.

Darguun’s goblinoid society is orgunized into three primary tribes,
each af which includes numerous clans, Traditional roles still hold, for rhe
most part. Hobgoblins rule the clans, since they are the most disciplined
im war as well as politics. Bughears serve as the clans’ strongest fighters
and sheck troops. Though they possess the physical might that geblinoids
respect, most bughears have no desire to usurp eentral from their habgob-
lin leaders. They are content in their roles as hanored warriors, though
some bugbears leave their elans and Darguun to become mereenaries or
adventurers in far-off lands. Goblins are laborers, peasants, and crafters.
rll:li:||1g sure their clans are Ted and armed MIIH:\' elans also i:::rp kobolds
as slaves for the most menial tashs.

The clans encourage adventurers ameong their number. Goblinoid
iIII"FI‘.'IJ.rrI"- h!‘l'r‘-lli D.‘l.rg I.II.Il'I..\ rrllll['-ll'illl'l, nl1l! I'HEII"- rrl'l-l'll. r!ll‘ foomee 1_I{||]|.r
Dhakasni Empire, and bring word of outside events back 1o Darguun.

[he Ghaal'dar tribe rules Darguun, and its clans answer 10 Dar-
guu ma founder, the Lhesh Haruue: Racial roles are riEid inthe tribe, with
mules and females enjoying sumilar status and roles, partcularly among
the bugbears and goblins. In the hobgeblin subculture, a vestige of the
Dhakaani tradition sees males |.|'.|.|.;|.||:|.- handle the w.nn'-.-nlu'n.g while females
deal with healing, magie, and diplomacey, In general, however, time and
the Lhesh Haruuc's diplomatic power have eroded the tribe’s Dhakaani
roots, though they still retain the pride of their old empire.

The Ma |'!'|1||| irehe o led h"r 1|ug!_1r_':u"g who have thrown of T ihe }-lﬂi_r of
their former hobgoblin oppressors. They are hiercer thun their kin inthe
ather two tribes, though most pay hemage 1o Haruue, The Marguul are net
-I\III!WEI'F’JI O RTINS as |I'|I' (:!1-'1ﬂlrllilr oar ni'lilL:lilll.l_ i'll.l' t1||‘:r' rl‘ilr'f"-l"lj
a martinl and political force that lends sirength to its allies.

Hidden until recently, the Dhakaani clans hold themselves apar
Feonn there kin and consuder themselves the true heaes ol the ancient guh-
linoid empire. Desiring to revive onee-great Dhakaan and eclebrate the
emergence of a poblinoid nation across Kharvaire, they see Darguun as
a good place 1o begin. They would like to take control af the nation, bui
Arst must settle their own differences, Theelans cannot decide whe among
them should rule. but they are sure that when they finally unite. Lhesh
Haruue will not be able to stand against them.

Unlike Darguun’s tribes, eity goblinoids possess neither unity nor
politieal power. They are descended from the slaves kept by the Sarlenan
invaders whao first colonized Khorvaire, and for the most part aecupy
s lar roles |rJ1I:|'!r. Prnll:l:'l]:,- members of soe I.I‘":.II!. lovwer class {J I""'EI' n
fair number of adepis and experts exist among them), these goblinoids
dwell in Khorvaire's major cities. Goblins are the most numerous among
ll‘lefll \'u'lll]' ‘1['1'5".11.‘1.‘ d'lfl 1|ug1ll‘ﬂ1"- A {l’ll] rltl mn liu' lllli"- A% WI"II TiIF
other common raegs ore accustomed 1o these creatures, and city goblinoids
blend seamlessly into Khorvaire's urban civilization. Many use their fear-
some appearance and natural toughness o become bodyguards, houncers,
mercenaries, and adventurers, Though oppressed, they understand soeiety
and have excellent contacus through which 1o sell loot.

WHAT DO YOU KNOW?

Knowledge (geography)
DC 10 Once a part of Cyre, Darguun

is now an independent nation of
goblincids.

D 15: The Lhesh Haruue Shaarat'kor
rules Darguun. His charisma, diple-
macy, and martial dominance allow
him to keep the clans under control.
though some chafe at his hand.

DG 20: Ghaal'dar is the most populous
tribe in Darguun and owes fealty ta
Haruue. Two other tribes hold power:
the Dhakaani, which hold to the tra-
ditions of the past, and the Marguul,
which iz composed of hughears.

Knowledge (history)

DC 15: Ruins from Cyre and the Dha-
kaani Empire are scattered across
Darguun,

Knowledge (local)

DC 10: Darguun is a goblinoid nation.

DC 15: Activities that would be crimes
elsewhere are legal in Darguun, and
illicit goods are in ready supply in the
rough hazaars.

DC 25: Gobling, hobgoblins. and bug-
bears are by far the most common
goblinoids in the region, but ather
goblinoids lurk in its hidden places.

Knowledge (nobility and royalty)

DC 15: House Deneith uses goblinoids
as mercenaries, shipping them to
various places across Khorvaire,

DC 20; House Tharashk attempty to
parley with Darguun for access to the
mineral wealth in the Seawall Moun-
tains, but racial animosity keeps the
factions from reaching agreement.

DC 25; The Lhesh Haruuce is currently
looking for a successor to take the
throne when he dies or is forced to
step down.

Knowledge (religion)

DO 10: Goblinoids traditionally revere
the Shadow and the Mockery,

DC 15; During the last century, mis-
sionaries introduced the Sovereign
Host to Darguun, and at is gaining
limited ncceptance.

DC20: Lhesh Haruue fallows Dol Darn
and spreadsthe god s teachings among
his people. Other popular Sovereign
Host deities among the goblinoids
inelude Dol Arrah and Balinor.




PLAYING A GOBLINOID PC

Gablins, hobgablins. and bughears offer legitimae and fresh
l]‘l]ll'i'.‘r !-r:lr Iliil}'rl' I'I'IM raciers !'_.Ill'l Tllrllﬁ EEILPII-'II. }Iflillll-‘ll'i‘
does not see goblinoids as invariably evil, and though their
cilltural history breeds distrust, gablinoids mingle with other
races 'ﬂ'l'i‘l.ll.l“ 'H!f"'l".‘-.‘ui.".’L cormrreenl. F]H:«"I rlgil Lﬂhﬂld I‘C l‘ Jliﬂ:l
possible; though they possess low social status in Darguun,
some koabelds manage to escape slavery and flee into the rest
ol K horvarre., Rumors '..r:n,-;,-lk l_r!'u:rgu nyzed groups ol emanci=
pated kobolds that make a unified effort to search for wealth
and magic ta help free their brethren from captivity,

Giohlinoids have o nattonal and historieal J||v|-'r|rll1tl.I that
unites them and offers them motivations for adventuring,
Agablin, hobgeblin, or bugbear might adventure insearch
llr ruins ||.r'||‘ |'r|'||.'\ |rr|.1l!1 |LlF FlTI.IFII'I' l:lf n!'lilhilllrl. I.EF llllg]ll
seek to battle his ancient foes, the deaelkyr, or 1o improve the
sacial status of his people in Khorvaire's cities, His clan mighe
l‘l.ﬂ'i'r tul'ﬁkl.'ll 1|ir|:| wl!]l. "’F11|1r|||g l!'lﬂ “'I'Fl'.ll.al.“lj I'fturlli.llﬁ Wlt]1
information on its customs and people, Indeed, adventuring
parties composed entirely of goblinoids are not unheard of.

Thl:ug]l gilllll]l.‘\.. Ilﬂlligﬂl.lllll..‘\. and hl.lght"i'lfh- are Dar-
guun’s most commaon goblinoids, other kinds lurk in seeret
in its dark places. These strange goblinoids are rare sights,
and viewing one causes most adventurers puzzlement over
the creature’s origins. Like other goblinoids, these uneom-
man creatures leave their caves to seek their own places in
their nation and their world.

n.'ll'guur:‘-\. Kl!h]lr'll’_llr_‘lh_ Fmrrlcu.].'lr[:\.- those aof ithe
Dhakaeni tribe. have astrong martial cradivion. Most hob
goblin adventurers are fighters. while goblins and kobolds
hre TORues, and |::||.|g1||f:|1"\. nre f.glm_- rs or barbarians. The
goblingids’ history of martial prowess makes them ideal
candidates for exotic prestige classes such as the kensal and
bladesinger (see Complete Warrior for details of these classes
and ather possibilities)

fyouwould like to play a goblinoid or kobold, the fol
lowing table summarizes favared class, racial Hit Dice, level
.uiju-\.rl:nrnl_ amed =1 arung effective character level (ECL)

A Dhakaang adventurer

IIRI‘I' 1'-|l'i1 race S”n’.l’]ﬁ'ﬂ" :'IIPI'I'"“- 1'r"r s '-1|gg{"-t 100s rl_ll |11i1 :r'l.ll.x any
monster race from |st level,

Favored Racial Level Slarring

Race Class HD  Adj. ECL
Blue' Psion - +] Znd
Crahlin Rngur' - w0 It
Coblin, forestkith®  Barbarian - | Znd
I-I.H'I.'IE\'I.L'I‘II'I FIHhH‘.‘f = =] 2nd
Kaobold Saorcerer - +0 Lst
nugh:'nr Rngm*' TR w | 41h

| See Expanded Piianics Handbook
2 See Monster Maawal [11

3 Dhakauna !Ju.gi"-.zr'. have barbarian as a favored class.

F—————ﬂ

Tue GreAT BLADE oF THE GORIINOIDS

r..Jllr" l'!ull'l 1!"]‘]E|ﬂ1-||11ll EIJII‘I'I'II‘FII!‘\ is Ihr‘ Kr'l-i'l :“:i'lﬂull'ull 'l\'lll‘l'1|
means *hlade bearers.” The clan takes its name from an
artifact in i posse ssion: the Skal Shaarat, or "Great Blade."
: IIE 51;|J| SEIJ-IIJE s o Ji'lll. Ill:llrl l}lf '.J-I:|‘- 'JI tllf l‘]'LIJilt I'J‘i
Dhakaan when Ii'Hl‘lL{I hasit, the -'|||.|'_'||:r_-'\ ardained cham-
pion wielded the blade apainst all foes, Generations of
roblinawd mystics imbued the sword with their power, and
1151 ll.llll il I'll'l I'"I'II'I\'IFI"I:I .I!'|r1|'.|r.111.1'|' Flr'rl'l""h 'Il‘-J?iI‘I'III 'l 1-F'IF' NL-“I
Shanrat earrics grest cultural and historical significance
smong goblineids in general and the Dhakaani clans in
parbi ulat passessing it granis the Kech Shaarat f||:|||'li1'.|]
clout they would not have otherwise, Currently their chief

tain, Buus Dhakann, wields the sword

The Skai Shaarat

I'he Skai Shaaratis an ancient Dhakaani heirloom. ls power
strengthens vour arm and sharpens your instines. You
feel o faint but irrepressible desive 1o crush all enemies

of the gcrh]lnulth.

Description: The SkaiShooral is a weathered greatsword
with a dull, notehed blade. lis handle 15 wr.r|r|n~r| in leather,
It i unremurkable but for the symbaol of the Dhakaani
Empire upon its hile. When it iswielded in battle, tiny runes
burst into orange llghl along its edges.

Activation: The Sko Shaarsf 15 activated by simply
wielding irt.

Effects The Sk Sheonit 15 a+6 anomabic greatusard af -Irf.-.-.f
Three times per day, you ean use the sword to make a smite
attack, paining a +4 bonus on vour atuack roll and a +20
banus on your damage rall if vou hit. Onie pres day, when
vou make a successiul attack roll with the blade, afier deal-
ing 1l;|.|::|'|ngl: YOU CAn use horm on the target (DG 19).

Aura/Caster Level: Strang necroamancy; CL 20th.

Construction: The Skai Shaoret 14 o un e ar ifact

Weight: 8 |b.

Price: n/a.

b—————d
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HALF~ELVvESs & URBAN ELVES

OLD TRADITIONS SEEN
THROUGH NEW EVES

Born from the earhiest commingling of Acrenal elves and Khorvaire's
human sertlers, half-elves have long since emerged as 2 unique and
distinet race, separate from either of its original blapdlines. Thaugh
comparatively few in pumber, their ambition, racial pride, and mem
bershipintwo dragonmarked houseslend half-elves elout in the werld,
With no hameland to call their own, half=elves are truly children of
Khorvaire, Mu:l:r- turn ta the :!ragul]m:lrkr:! houses of Medan: and
Lyrandar for leadership and a sense of belonging, while the rest of
the race gathers in half-elf communities throughout the Five Nations
s well as in flln'll'l“- as Far off as the Eldeen Reaches, QLIH.!I'T.'I. and the
Lhazaar Prineipalities.

The half-elves’ distinet racial identity has enpgendered a wholly origi-
nal set ol customs and culture. The hal=elF Famalies connected 1o House
Lyrandar, for example, wend to follow troditions thar are as wild and free
asthe wind and storms that the house cantrals. They have a love for apen
-\.fmrl-s. the air, and the AEA, aned an ..I'E'nut:.- for natuee and the land (1sel .
Thaose of House Medoni, on the other hand, embrace o culture of curios
ity and possess a fearlessness that gives members of other races pause, All
half-elves have a love of adventure and a daring spirit that has served them
well i ther efforts to become o foree in Khorvairan society

Some half-elves continue to arise through the union of humans and
elves. These individuals, with both a human and an elf parent, can appear
i rlluns III]:" url1|r ]111 e or Flrl‘lrilgil'l'll'ﬂ-lrkl‘ll |tu'||'\.l.'.'\.. al rlrl !ll.l,l'- rrl!gl“ ]'II.'IVQ‘
cither a human or elf draponmark of the appropriae bloodline,

Half-elves call themselves Khoravar, or "Children of Khorvaire.”
Thn-}' see Themselves as ihe prugeny althe continent, sinee baih humans
and elves were migrants to the land, but the first hulf-clves were boarn on
its shares, Hall-elves are loval to each ather and seek out their fellows 10
Wlld re IIIFI"JFIIIH-' woary, Loy IJIIiIII l:iFrIJIPI'tiIJII.‘. ﬂlll.l IIIII l:lFITlII-'IIljfll'l..'i]'llfl.

Half-elves sec half-elf adventurers asa source of particular pride and
go aut of their way to provide such individuals with aid and pood wishes.
They expect that their adventuring kin will remember them in turn, and
many hall-elf adveniurers donate portions of their treasure to improve
half-elf communities. These individuals become heroes; those wha do not
share Ltheir wealth engender suspicion and animosity.

Hall-elves lonk upon their Llrllgunrl:lﬂrh_-ﬂ huuar's---l_}'rnnrhlr and
Medani—with pride. and most consider themselves o be membersoraliies
of ane house or the other.

URBAN ELVES

After the vielent events that rocked Aerenal twenty-six hundred years
ago, the elves of House Phiarlan moved 1o Khorvaire and joined human
society, T his event helped form the Five Nations, led o the rise of the
half-elf race, and firmly established an elven presence an the conti-
el f:ullur.\“:.. the elves of Houte Phiarlan and Thuranni, hd'l'il'ls
Lived side by side with the other common races for so long, have devel
oped customs and traditions distinetly different from their Aerenal
counterparts. They have integrated into the life of the Five Mations
whitle st mantain Ag cusioms and attinudes that make them II1.‘-5II'H'|]:|.'
urban clves. Some customs and holidays reflect ancient blood ties to
the elves of Aerenal, but they bear only the faint whisper of memeory
I'I.ll'll]lﬂ rl'l.l by |]|I' F’Jagr-l“‘l'r’ a rll'.l IJI'ﬂP ill.'ll'llfl'llnl'l |]|‘:I| |ﬂ|'ﬁ.|‘\ I.I.I-IFP omn I]'Ir
elven continent. While some urban elves experiment with the deathless
traditions of Aerenal, most have livle or no connection to the old ways
ol their ancestors.

WHAT DO YOU KNOW?

Knowledge (geography)

DC10; Neither half-elves nor urban elves
possess lands of their own. Instead,
they are spread throughout civilized
Khorvaire, appearing mostly in majer
cities and towns.

Knowledge (history)

DC 15: The first half-elves appeared
over two thousand years ago, after
elves migrated to Kheorvaire and inte-
grated into human society.

Knowledge (local)

DC §: Half-elves are a distingt race,
possessing their own racial identity.

DG 10: While a few first-generation half-
elves are harn every year asa resull of
rare marriages between humans and
elves, the vast majority of half-elves
have two half-elf parents.

DC 15: Half-elves call themselves
Khoravar, or "Children of Khor-
vaire.” Their human and elf ances-
torswerc immigrants in Khorvaire,
but half-elves see themselves as native
to that continent.

DC 20: The more strongly traditional
Aereni and Valenar elves have low
opinions of half-elves and urban elves.
Theysee the hall-elf race as a mistake,
asymbol of the weakening of elf blood
and a reminder that the other races,
while they have their uses, must be
keptat e distance. They see urban elves
as elves who strayed from the path and
broke with the ancient traditions for
profit and material gain.

Knowledge (nobility and royalty)

DC 10: Half-elves control the Mark
of Storm (House Lyrandar) and the
Mark of Detection (House Medani).

DC 15; Urban elves control the Mark of
Shadow, which is split between two elf
families, House Phiarlan and House
Thuranni.

Kunowledge l:rdig'i.un}

DC 10; Most half-elves nnd urban
elves adopt the religious practices of
greater K horvaire, paying respects
to the Sovercign Host and, to alesser
extent, the Silver Flame.

DC 15: Some half-elves and urban
elves dabble in elven traditions and
revere cither their ancestors or the
Undying Court,



STREET DANCERS: AN EXCERPT

From a Play by Hiorus Brightmane. Act Ll Scene 3.

Seenes A street corner. The r'.'r1.||'-(.r_.|' Culleers and the Howse Phioden o)

Mo engage in ation.
Cullaris: Ah, my friend! Of course | enjoy beinga

half-elf? 1 say to you that there 15 no ather race | wauld

"ol

rather be, The blood of lost elves runs in my veins, some
say, lost amone the dead. lost in war. The blood of short-
lived, hot e e ed humans also courses thy IJI.-'I;'F||I e
some say, but what do [ know of that® My mother and
father were half-elves, as were their parents belore them.
] .||n'|]||.|:|§. I prossess the best |r||.||.1: ien af bhath, Da you
not agree®

Mahlla: Yes. but [ think ['d rather do away with the
human part entively.

Cullaris: Ha! There's o lark! IT ! could n:"|1.||:._gr- the

circumstances of my birth, why would | want 1e¥

Mahlla: 1 am full elf, not half, yer neither Aereni
nor Yalenar. | am myself. | respect my ancestors, and my
I|'.||:|||Iurn gl\-l' me H'l'i'llll"':'l_ }'I"' 1 1|||\'I' |1|i'|'i!'||.1'f'|i ||.I1F||..|: “I']I
sociery. My life 13 long, sallowing me 1o see o grest many
changes in civilization—and perhaps to effect some myself, |
A1 '|II|'|'||"E (14} I.IIulllgF |E||l||. al il'l]ll'lulll.. |I||.| |Il|¥':|- are [oo |||'r||.|

Cullaris: You have a point, Very well, let us agree:
isbetter to be half-elf or urban elf than anything else!

M-‘lll]l-l'! f\sll'l'“]l

Cullaris: We half-elves, and urban elves, of course,
know what is Importanu. We are proud of ourselves and
Eage |:. lend aid to each other. We are layal to aur owin, unlike
those humans and 'l-r_'m?l::lg dwarves, Yet we are free to make
our own way inthe world, Ourculiure does not dragus down
it enhances us, Tell me, what virtue do we not possess?

Mahllo: Humliy?

Cullaris: Yes, perhaps.

F—_———q

Har~E

Hulf-elves serve fine food and drink ac weekly unity meals

that celebrate the harmony of the hall-«lf }.-m-l'.-h'. Seven-

teen years aga, in b town al the frant lines of ithe Last Wag
s hall-2lf priest of Haoldrei -I.;"\.--_-|.__||_1r'|: the -.Pu:ll deseribed

below 1o lend the meals” wine extra potency. bt has since

DECOme 4 Cusiom [ ‘\:II-III!' |h” I"Il"\:‘r!".] wWine Lo imany I-u

elf rommumnities -.}'.l'n'-u!‘lhr-q_;-_ Khorvaire, Half-2IF ¢lerie
adventurers sometimes use this spell while tonsting their

allies before a battle.

Unity Wine
Iransmutation
Level: Cleric |
Components: V., 5, [IF

Casting Time: | minute

e WINE

Range: Touch

Iarget; Une pint of wine in touched container
I)lIrJIrE{FIIE ] EII'III I"'\'FI

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

o band aper eol

With o wyeebend 1m baered, you

wine, inpoking the spirit of community and blessine on all who deink fram i

You infuse up Lo 1 pint of wine in o single container with

energy. Up to four living ereatures can parinke of the wine.
Drinkinga plass takes at least a standard action. though diners
wswally imbibe ihe wine over the course ofa meal, Creatures
that drink unity wine feel uplifted and inspired, gniningn +|

morale bonus on skill checks for the spell’s durarion.

——-——d

Half-¢lves enjoy

A un I.l'}' m H'-fj
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HALFLINGS

LIFE ON THE PLAINS

From the eastern shores of Lake Cyre, the Talenta Plains stretch away in a sea
of grassthat goes on as far as the eye can see. The majority of thisterritory is
covered with grasslands leemingwilh asurprisingarray of wildlife, includ-
ing dinosaurs that range insize from as small as dogs to as large as elephants.
While not the most fertile land, the Talenta Plains supply everything the
halfling tribes need to live and thrive. To the south, the grass thins and gives
way to the barren, sandy Blade Desert (named for its sharp, elongated shape)
that runs to the Ironroot and Endworld Mountains in the east.

Nomadic tribes of halflings have lived, hunted, and wandered these
pIains since before humans first set foot on Khorvaire. Then, halﬂings and
dinosaurs alike roamed as far north as the Iceflow River and Lake Dark in
modern—day Karrnath, and west as far as the Seawall Mountains and Lake
Brey. As humans expanded across Khorvaire, the halflings’ range diminished
to its current extent. Nevertheless, the halﬂings continued to roam the plalns
as they had before, doing their best to avoid the encroaching cities and towns.
cgrtain]y, occasional confrontations erupted—lhe halfli ngswere hunters by
nature, and would notallow the longer-limbed races to bully them or push
them offtheir land. But for the most part, the tribeswere happy to peacefully
coexist with their tall neighbors. Even when Galifar united the other nations
of Khorvaire into one kingdom, it had little impact on this situation.

With the start of the Last War, however, it became nearly impossible
forthe halfling tribes to avoid the politics of the Five Nations. The Talenta
Plains offered perfect battlefields—wide open and flat. without any settle-
ments or civilian towns to get in the way. Of course, these battles had a
severe impact on the herds of dinosaurs and cattle that roamed and grazed
on the plains. Because those animals were central to the halflings’ way of
life, the tribes found themselves drawn into the conflict.

Differenttribesaligned with different sides, giving some the sense that
the halflings did not honor treaties and were not to be trusted. Eventu-
ally, for their own protection (and that of their beloved p[ains), the tribes
began to work more closely together, and when the other nations gathered
at Thronehold to negotiate a lasting peace (see page 93), the halflings sent
asingle representative to look out for their interests.

Today, the Talenta Plains are considered a single nation, but halfling
society still revolves around the tribe. The only permanent community in
the territory is Gatherhold, which all tribes visit from time to time but none
occupy permanently. The settlement is maintained by the members of House
Ghallanda, one of the two halfling dragonmarked houses. The other dragon-
marked houses maintain a few way stations in the plains. and the halfl ings have
allowed Karrnath to construct a number of military outposts and maintain a
standing garrison in the south, along the Valenar border. For the most part,
though, the plains remain as they have been for thousands of years.

Halflingtribes range in size from fifty to a thousand or more individu-
als. They maintain their nomadic traditions and eschew material posses-
sions, keepingonlywhal they need for their survival and that of the creatures
they herd and ride. Even the largest tribes can strike camp, load up their
mounts, and move out in no more than 10 minutes, driving their herds
of cattle, tribex, and herbivorous dinosaurs ahead of them.

The tribes have an egalitarian structure. In theory, every individual
in the tribe is equal, and the tribe as a whole elects a leader (called a lath)
who guides the tribe for as 1cngas he or she retains the tribe's confidence.
Only occasionally do tribes join together under the leadership of a lathon
(a leader of multiple tribes). Lathon Halpum is the only halfling to cur-
rently hold that title. though he carries it only asan honorifiec, commemo-
rating his role at Thronehold negotiating for the halfling nation. His
own tribe is one of the largest in the plains, but he no longer commands
any other. Still, he is well respected by the Talenta halflings, and could
probably unite many or all of the tribes again if the need arose.

WHAT DO YOU KNOW?

Knowledge (history)

DC 10: Halflings lived in Khorvaire
long before humans arrived.

DC15: Before the appearance of humans,
halflings roamed with their dinosaurs
over a larger area than the Talenta
Plains—up into Karrnath and west-
ward into Breland and Darguun.

DC 20: From the formation of Gali-
far to the start of the Last War, the
halflings of the Talenta Plains were
considered part of Karrnath, though
they remained quite independent and
never gave up their old ways. With the
start of the Last War, different tribes
aligned with different sides in the
conflict. The end of the war meant the
birth of a distinct halfling nation.

DC 25: Halfling leader Lathon Halpum
represented the Talenta Plains at
Thronehold and helped negotiate the

creation of a separate nation.

K'nowledge (local)

DC 10: Halflings live in every city in
Khorvaire, and appear across the
countryside as well. The city halflings
have left the tribal ways of the Talenta
Plains far behind.

DC 15: Talenta halflings have an egali-
tarian tribal society. All membersofa
tribe have a voice in choosing aleader
and in deliberations about the move-
ments and actions of the tribe.

Knowledge (nobility and royalty)

DC 10: Two dragonmarked houses—
Ghallanda and Jorasco—are made up
of halflings. Ghallanda carries the
Mark of Hospitality, while Jorasco has
the Mark of Healing.

DC 15: House Ghallanda has a strong
presence in the Talenta Plains as well
as in communities across Khorvaire.
House Jorasco, on the other hand, has
few remaining ties in the Plains—its
headquarters is in Karrnath.

Knowledge (religion)

DC 20: The halflings combine a rever-
ence for the spirits of their ancestors
and their living dinosaur mounts
with a belief in Balinor, the Sover-
eign Lord of Beasts and the Hunt.
They believe their spirits are united
with those of their mounts through
the hunting masks they wear.

L e— e T e TUTTTEE———



Life is hard on the plains, and the hallings hight every
day just to survive, They ave hunters, riding and hghting
from the backs of their dinosaur mounts from o very carly
age. The halflings treat their mounts with kindness and
protectiveness, mare like ehildren than trained animals.

Halflings honor the spirits of their ancestars and the
spirits of their dincsaur mounts, prompting some compari
sond o the beliels of the Valenar elves. However, the half-
I.II!.K'\. do not believe that their ancestral st its inhabit their
mounts. Rather. every halfling warrior hopes to unite his
spirit with his mount’s in the heat of battle, so that hisspirit
ll'llgh. !'”' i W1I|'|.1|."" I.'Ir reverence il{'FI'lI."i.“!l. as !'I.I\ lll'll.iﬁ.‘-ull.l.l'l"a
spirit already ts, The hunting mask worn by hallling hunters
and warriors is a symbaol of that spiritual bond,

Silll'F i'li.‘]rllll.g Ir ihr\. |I|F ok 1'];!1 m l'ﬂlltrnl aver *EJPLIIEL
territories, conflict between tribes erupts only during times
when resources are scarce. Similarly, iv usually requires a
sigmificant outside threat 1o unite tribes under the leader-

ship of u lathon,

BEYOND THE TALENTA PLAINS

Whileall haif'llng‘, in Khorvaire can trace their voots hack
wthe nomadic iribes, many lefu the Talenta Pluins penera
tions ago and now have almost nothing in commeon with
'ill‘ll'l‘llr!ll‘-“ll" 1'Il||1!g CONINS I]il'{ll'lg Illl1sd1hllllllllll'll |I'|r
nomadic life of the plains, these urbanized halflings are a3
apt to believe the false stereotypes about tribal life as anyone
F1'||‘WI‘II| E'Ii]“ ruead II'\'FII i 1I|'|"|\I|"|I |]|FT|IIP(I‘J l“]i“lrl'r.

Halflings can be found in every walk of life, in all the
cities af Khorvaire and on homesteads in the agrarian areas
||Il|.i '|-:|'r1r|.1 1ers. Rlllrl." =Il'r' a4 !IIIII'FJ'.‘- -I.Illi II'iIPIIEr.’: 1 .Il\'l.l rl1[-|i.|
and the Eldeen Renches. These halflings conform o the cul
ture of the land where they reside, typically moere similar o
the races of thin land than 1o the l||:|1|-|irlg'. of the I:'I“"""

The halfling dragenmarked houses operate inall these
disparate cultures, bridging differencesand smoothly nego-
|iilr1l1g |E1F 1|I'I’rr'|'f"ll| Cusiors IFr KIIIIF \'ulll'ﬂl.'l I.Jlj!lllﬁ.‘-.

The Mark of Healing first appeared on halflings living
onthe Talenta Plains, but House |orasco long ago moved its
headguarters to Karrnath so that the dragonmarked could

share thetr gift with agreater number of people, The house

A haliling surveys the plain from theé back 6Fhis dinosaur

manages hospitals, hospices, and herbalist and alehemy shops
neross the continent Th:mgh_]ur.‘ll\.l'n conlinues to mainlain
a strong presence in the plains, Talents halflings treat the
members of the house with SUS IR0 3 nd distrust for |'|.."|.\'||'|.g
left the land where they gained their abilities,

Members of House Ghallanda bear the Mark of Hospi-
tality and wield Prowers related to food and shelter, The head
of House Ghallanda ;:r_'r]_n his court in Gatherhold, while the
majority of the house’s work is done in the mere populous
nations, [he house's Hostelers Guild operates inns, restau-

ranis, 'Ll}il'p. it I1r! r:||.!1|:|' rIIHI'I“r {iF. I'I:I:I1I.r|.1l'| n.IIIII E]Eilrl‘

F————-ﬁ

TALENTA FEATS

Friend of the Tribes

Youare deeply familiar with the tribes of the Talenta Plaina,

“f‘nrr‘llf‘ 1.II‘F1| HI.IIII a l"lt IF‘FIII.J'- o Ijlfll“l'lldl :f, f;:l' ||.'r'r
Information. and Sense Motive checks when the target i3
a hallling.

hllll‘"‘ Yyou meel a Llil1||ll|g. Yuu ¢an Illrl'llllll a IJ{- i:|
Sense Mative check asa full-round setion to determine whai
iribe he or she is from. [fyou fail the check, you can repeat
i .1r.lr'| [ minule I.IJ. inmieracl iIJ‘II W Ilt'l []I.r ]I-'IIII'IQ \u EEL 1J|I|.I

fnilure allows no furiher attempis

Talenta Dinosaur Bond [Racial]

\l-'lll E'nl'ul" l'|r1f|J‘IH{|I'II' gl I.IFIIII_E H'.Ilnlng an I.JIrIII'-iII.II 1I||1'L
and are skilled in the halfling technigues of fighting

"\.||||r IJI'.I'UII'I."I.i-

Prerequisite: Halfling, Ride 6 ranks, Mounted Comba

Benehit: Choose a P:rl:rut.lr dinossur mount that
you are familiar with. You pain a 4 insight bonus an Ride
checks mnde in |:r|:1:||,u1|'l:||:r|\W|I]1 that mount, Inaddition, as
long as you are mounted on that eresure. both vou and your
mount gain a +] insight bonus to AC and on Reflex saves.

.‘iprri:ll: IT vour mownt s killed, you ean .|.|1'|:]3.- this

feat 1o & new mount pfter seven days have poassed.,

Ta.lt'. nta Drifter [Rauiﬂl]

Your extensive travels on the Talenta Plains give you an
advantage while in that region

Pr'rrlill;'rlllr' Il-ll'l'lllq.

Benchit: You gain o +2 bonus on Hide, Spoi. and
Survival checks you make while in the Talenta Flains.

h—_—d
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HisToRrYy

THE SWEEP OF WORLD EVENTS

Properly spenking, the history of modern Eberron begins some cighty
thousand years before the present. (See Creation Myths, page 30, foran
aceount of the ereation of the world and the rans before the rise of the
ginnts.) ltwasat this time that the Rrst civilization of morial beings erose,
as the progpenitor race of piants built their first cities in Xen'drik. The
grants afthis age were closer to titans than 1o the grants found in Xen'drk
today—even the noble and powerful siorm giants are debased and cor
rupted, compared to the pure forms of their forebears.

The gianus effectively ruled the world (if only with the quiet complic-
ity of the dragons) for same forty thousand years. They enslaved the elves
Gnecluding the drow) asthey built kingdoms encompassing all of Xen'drik
and occasionally reaching beyond it. They founded av least one colony on
Sarlona, the descendants of which are the half-giants thavstill dwell there,
and rni.sht have hadd ouiposts in Khorvaire as well. The granis learned
arcane magic from the dragons and used it 10 ereate wonders unknown
even now, at the presumed height of human civilization,

The gi1a nis covilizatian was uhimmrir et !'1I':|'I.'I.! II:" the fiest majeor
planar invasion: the arrival of the gquori through a planar gate conneet
ing Xen'drik 1o Dal Quer, the Reglon of Dreams. After years of bartle.
the giants called upon powerful draconic magie to destroy the planas
gate, but this desperate act had disastrous consequences. Xen'drik
was shaken to its core. Vast expanses of land vanished beneath the zea
(both Shargon's Teeth and the Phoenix Bazin were once solid ground).
Although the quori were repelled and prevented from taking physical
form in the world (perhaps forever). the civilization of the glants never
recovered. Horrible plagues and curses swepl across Xen'drik even as
the elves rebelled apainst their giant masiers. Finally, just as some
giantawere planning to strike against the elf rebels using the same preat
magies that had driven off the quori, the dragons attacked 1o prevent a
second such devastation.

Theeivilization of the giants was utterly ruined. The drow remained
ir ]\lti:llg in Xen'drik while their elf cousins r.'n.‘.l.l'n-.d o Aerenal. In the
south of Khorvaire, the Arst goblinod kingdoms began 1o rise, o pale
reflection of the splendor of the giants’ culture, Within several thousand
years' time, orc kingdoms arose in the west, in the shadow of the growing
E’l,'l"lll'l'ln'lr_! LT ERIsFa L Ol'fr 1II'|'I:'I Ihr g’ililtlﬂﬂld$ l'lFEﬂm'l" |r|.r1r:|1"11!'|.}' wr”
organized into city-siates and small nations, until finally the Dhakaani
united these disparate nations into ene grand empire that held sway from
the mJgr.-. ol the Shadow Marches to Lthe loothills of the Endworld and
Ironroor Mountains. Ar this peint, the history of Eberron is largely the
history of Khorvaire (but see History Beyond Khorvaire on the next page).
T'|1r exiled elves of #.l,-ﬂ-l:la] formed the basie slrueture ﬂrlhfi.r \I::II.'I:I."':.'
during this period as well, and they eame into conflict with the Dhakaan
in present-day Valenar.

Alver I'M-..'I.t’l'!.I Ihi:l'lf thousand vears ol daminance, the great Dhakaani
Empire fell to the secand major planar invasion—the incursion of the
daclkyr. These nightmarish (lesh-shapers from Xoriat, the Realm of
Madness, decimated the western part of the Dhakaani Empire before the
Gatekeeper druids of the orcs managed to seal the partals thal connected
Xorioyto Ebereran. Lefi Ff!‘l‘l,‘ll:'l'l't!' leaderless, the rasiarn Dhakaan priov-
inces fell into civil war and the goblinoid civilization crumbled.

With boath ores and goblinaids weakened by the daelkyr. the smaller
races of Kharvaiee (ihe hallli ngs al the east and the grormes ol the wr-w.l:]
slowly began to come into their own. Some three thousand years ago.
and two thousand years after the definitive fall of Dhakaan, Lhazaar led
humans (rom Sarlona to the castern shores of Ehorvaire. Humans began
ig spread over the lands once held by the deelining goblinoids. Like the
gnemes. elves, and halflings wheo preceded them. humans developed

WHAT DO YOU KNOW?

Knowledge (history)

DC 10: The current year, 998 YK,
marks almost a millennium since the
founding of the Kingdom of Galifar.
The past hundred years were domi-
nated by the Last War, during which
the kingdom eventually fractured
into the original Five Nations from
which it was buili—although one of
the Five, Cyre, is now the blasted
waste of the Mournland.

DC 12: Galifar [, bornin Karrnath, was
the second Karrn to try to unite the
Five Nations into a single kingdom.

DC 15: The first humans Lo arrive
in Khorvaire were migrants from
Sarlona, led by an explorer named
Lhazaar. Humans quickly spread to
cover the continent in the wake of the
fall of Dhakaan.

DC 18: The history of Eherron is com-
monly divided into four ages, each
one defined by the rise of an empire
and its eataclysmie fall.

DC 22: These ages are the Age of
Demons, the Age of Giants, the Age of
Monsters, and the current age, which
some call the Age of the Dragon-
marked. The Age of Giants, when the
giant empires of Xen'drik dominated
the world, ended with the invasion of
the quori. The third age, marked by
the rize of the goblinoid empire of
Dhakaan, was brought to an end by the
invasion of the daelkyr. The current
ageis the fourth, and some say that the
Last War marks its close.

DC 24 The current age began between
four and five thousand years ago,
when the Dhakaani Empire fell in
the wake of the Daelkyr War. The
first dragonmarks appeared some
thousand years later.

DC 25: Even as the goblinoid king-

doms that grew to form the Dhakaani
Empire were growing, small orc
kingdoms flourished in the west of
Khervaire. These eventually became
client states of Dhakaan, and the ores
played an important role in driving

ofFthe daelkyr.



dragonmarks in this new land (as did the dwarves who had
migraled from the Frostfell). The development ofdragan-
marks among Khorvaire's races helped to lift them to a more
civilized state.

By two thousand years ago, there were five separate
human civilizations in central Khorvaire—the Five Nations,
though not yet called by their modern names. Ringed by
goblinoid stragglers, gnome and dwarfclanholds, and half-
ling tribes, these realms struggled against their neighbors
and each other for supremacy in the region.

Nearly a thousand years ago, Galifar of Karrnath
launched a new campaign to unite the Five Nations into
asingle kingdom that, for all practical purposes, would
span Khorvaire. With the support of the dragonmarked
houses. he succeeded where his ancestor Karrn the Con-
queror had failed, and the Kingdom of Galifar was born.
The modern reckoning of years counts this as the first
Year of the Kingdom (1 YK). The five children of Gali-
far I served as governor-princes of the Five Nations to
help their father govern the land, and gave their names
to the provinces of the kingdom—Aundair, Breland, Cyre,
Karrnath, and Thrane. (Galifar's eldest son, Karrn, was
named after the Conqueror, and his nation kept the name
of its founder.)

The next nine centuries saw the gradua] expansion of
the Kingdom of Galifar, includingan earlywar against the
sea princes of Lhazaar, a slow push into the wilderness areas
at the eastern and western ends of the continent, and some
small interest in overseas possessions—most notably the city
of Stormreach, which Galifar and the dragonmarked houses
expanded in 802 YK to facilitate access to the rich stores of
dragonshards in Xen'drik.

This period is now fondly remembered as a golden age
of culture and magic. The arts flourished under the patron-
age of the monarchs of Galifar, particu]arly in the major
cities of the Five Nations. The lightning rail connected all
of central Khorvaire by 865 YK. House Sivis message sta-
tions allowed fast communication between people a conti-
nent apart. The Five Nations were not without their strife
and conflict, but open warfare was unknown in the central
part of the continent.

In 894 YK, it all came crashing down. See the entry
on the Last War (page 92) for more about the fall of Galifar
and the shaping of modern Khorvaire.

Galifaran Scholar

You have made an exhaustive study of the history of Galifar,
from the earliest roots of the Five Nations, through the
formation of the united Kingdom of Galifar, and on to the
Last War and the dissolution of the kingdom. The depth
of your study gives you great insight into the whole field of
knowledge surrounding the history of Galifar.

Prerequisite: Knowledge (history) 4 ranks.

Benefit: You receive a +4 insighl bonus on Knowl-
edge checks pertaining to events associated with the Last
War or the royal family of the Kingdom of Galifar, and you
treat untrained Knowledge checks related to these topics as
trained Knowledge checks.

Normal: You can attempt a Knowledge check
untrained only if the DC of the check is 10 or lower.

HISTORY BEYOND KHORVAIRE

It is tempting to look at the sweep of history as a simple
progression from the ancient empires of the giants, through
the goblinoids, to Galifar and the Five Nations. After the
Dhakaani united the goblinoid tribes, the history of pri-
mary interest to scholars unfolded mostly on Khorvaire.
This view is far too narrow, however, because many events
of import happened beyond the shores of Khorvaire after
the fall of the giants. The impact of these events might not
be feltall that strangly in Khorvaire, but that does not make
them less important.

The history of Aerenal stretches back to the fall of
the giants and often intersects with that of Khorvaire.
The elves of Aerenal had a colony in southeastern Khor-
vaire during the time of the Dhakaani Empire, in what
is now Valenar. (This territory is thus considered by the
Valenar elves to be ancestral lands that rightfully belong
to them.)

The history of Sarlona is a grand tale of rising and
falling empires about which little is known outside that
distant and mysterious continent. The cradle of human
civilization, Sarlona was home to dozens of city-states for
thousands of years. Lhazaar, a great explorer from the Sar-
lonan nation of Rhiavhaar, led a group of colonists across
the sea to the "new world” of Khorvaire three thousand
years ago. Rhia\"]'laal' iS long forgotlen. bul lhe Iegacy Gf
Lhazaar goes far beycnd the principalities that bear her
name—almost all of human history in Khorvaire stems
from that first colonial mission. The quori invasion that
began some fifteen hundred years ago changed the face of
Sarlona forever, but it also affected the fate of Khorvaire
as another wave of human settlers set out across the sea,
this time to Khorvaire's western coast, where they settled
in the Shadow Marches.

Finally, the history of Xen'drik by no means ends with
the fall of the giants forty thousand years in the past. Despite
the calaclysms that wracked that continent, civilization sur-
vived in many forms. While the giants were reduced to sav-
agery (a state that the drow had never risen far above while
they were slaves to the giams). other races have from time
to time forged kingdoms and even empires of their own in
the shadows of Xen'drik's cyclopean ruins. Archeological
evidence suggests that a vermin lord forged a kingdom
among the nomadic thri-kreen of the great golden desert
Menechtarun about twelve thousand years ago, conquering
desert tribes and small city-states along the western coast
before suddenly disappearing. (Vermin lordsare described
in Monster Manual 111.) A handful of minotaur warlords have
erected maze-cities and forged tiny kingdoms over the
centuries. Yuan-ti, fleeing their native Sarlonaasthe quori
cemented their rule there, eventually settled in Xen'drik
and established their corrupted temples in the thickest
jungles, sometimes joining together to form alliances
and even small empires. There are said to be a number
ofgilhyanki city-states hidden in the wilds of Xen'drik,
founded by the survivors of the daelkyr invasion. Perhaps
most troubling, word is beginning to reach Khorvaire of a
city of warforged that were not made in any Cannith forge,
now expanding its influence in the southern mountains of
the continent of secrets.
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HuMANS

A HISTORY OF
EXPLORATION AND B1L.OOD

Humanz have inhabited Khorvaire for millennia. They dominate the
la |1|:!. bt im0 aomme wa:,.'\ Ilm}-a:e relative newecomers 1o the continent. Maost
humans don't spend time contemplating their roce's origins, and moany do
nat even know that they are not native to Khorvaire, but history does not
lie: Humans came from Sarlona. The pioneer Lhazaar is acknowledged
as the leader of this migration, but the journey was not accomplished in
asingle massive exadus from Sarlona to Khorvaire, Rather, the migrants
came in waves, over the course of perhaps a hundred years,

These first waves of human migrants left Sarlona's western shore and
arrived in what 1% now the Lhazaar Pr|nr|r|n|:|l|r_-; same three thousand
years ago. Some were explorers. secking new vistas. Some were settlers.
tired of warfare and hoping te claim new lands and improve their lives,
Rome were oppartunisls, rr:lrl-r:ll:'rrll-ur.-... and CONGUErars, |.1_|ul|.||1.g [or
wealth they could uncarth, trade for, or sieal. Lhazaar herself made several
journeys between Sarlona and Khorvaire, making enormous prohis off
the exatie goods she brought back ta her homeland as well as the Sarlonan
goods she sold 1o the goblinoids that sti]] held Kharvaire despite the fall
of the Dhakaani Empire,

At fiest, the settlers were few in numhber and relied an friendly rela-
tions with the goblinoids o survive in this unfamiliar land, Within a
century, however, thelr numbers had grown dramatically and they began
o expand westward.

Humanaty wasa relatively young and versatile race, and the goblinoids
were ashattered remnant of empire. The hobgoblins and bugbears fled
belowground, leaving the surface to the goblins. The gohlins were more
plentiful than the humans, but they were disorganized and individu
ally weak, still strugpling 1o rule themselves with their empire pone and
their power structure callapsed. Goblin chiefllains led amall elans whose
superior knowledge of the land gave them early vietories over the human
invaders. However, humanity's surenpth, versatility, and adapiability
turned the tide in the end. Goblin clans fell by the seore, their survivors
taking flight or surrendering in the face of the humans” meght. Numerous
human heroes arose during this time. and their names can still be found
on statues, on citles, on inscriptions in ancient itemg, and on the lips of
their admirers,

Perhaps the best known of these heroes is Karen the Conquerar, the
founder of Karrnath., Credited with eliminating the last stronghelds of
;uhl:irlull‘{ resistanee in central Khorvaire, Karen had visions of empare,
turning from his goblinoid foes to other groups of humans in hisdrive 1o
rule. By the time of his reign, five hundred years after Lhazaar'sarrival in
Khorvaire, humans had .lll'tal.l:f formed Five inl.':il'uf'r:lt nations, and Karrn
dreamed of uniting them all under hiswolf-head banner. Even though he
builtthe preavest army of hisage and led it to war with ruthless efficiency,
the sheer size of Khorvaire defeated him,

Five centuries after Karrn's rule, a second major wave af human
migrants hegan to arrive from Sarlona, Asthe Inspired tightened their
grip en Sarlens, some groups and subcultures recopnized the danger
and fled across the sea to the sast. [n contrast 1o the first settlers, these
refugees landed on Khorvaice's western coast. Some encountered the
ercs of the Shadow Marches and made eventual peace with them, ser-
tling in the inhospitable swamps. Others made landfall in the Demon
Wastes and devalved into demon wurﬂnp and the barharizsm of the
Carrion Tribes.

Ataround the same time, the dragonmarked houses began to cement
their power, J:nlf‘lfhiﬂg the Waroflthe Mark to plll'lr}l theor ranks. !'!:,- thus
point, humanity's rule of Khorvaire was secure.

WHAT DO YOU KNHOW®

Knowledge (geography)
DC 10: Aundair, Breland, Karrnath,

and Thrane—four of the former Five
Nations of Galifar—are the greatest
human nations. Q'barra and the
Lhazaar Principalities are also pri-
marily human.

DC 15; Humanity has a strong pres-
ence in the Eldeen Reaches and
the Shodow Marches as well. A few
primitive human tribes live in the
Demon Wastes.

DC 20: Many humans live in Sarlona,
Argonessen, though home primarily
to dragons, has a number of human
barbarian tribes along its shores.

Knowledge (history)

DC 10: Humans came to Khorvaire from
Sarlona three thousand years ago.
DC 15: Early human migrants battled

goblins for control of Khorvaire.

DC 20: The humans enslaved the gob-
lins after the wars.

DC 25: The early humans represented
various Sarlonan subcultures, and
they arrived in a series of migrations
that lasted around Afieen hundred
years. Modern human culture blends
the histories and customs of its varied
components, and some human groups
remember specific traditions from
their time on Sarlona.

Knowledge (local)

DG 5 Humans are the dominant race
in Khorvaire. They control more
nations and more land than all other
races combined,

DC 10: Humanity's strength lies in
its variety. Humans are versatile
and capable.

Knowledge (nobility and royalty)

DC 10: Humans control the Mark of
Making {House Cannith), the Mark
of Passage (House Orien), the Mark
of Sentinel (House Deneith}. and the
Mark of Handling (House Yadalis).

DC 15: Most human nations are feudal

monarchics, reminders of the great
Kingdom of Galifar.

Knowledge (religion)

DC 10: Humans tend to worship the
Sovereign Host and the Silver Flame,
Humans of a crueler or more chaotic
bent pay hamage to the Dark Six.




HUMANS FROM OTHER LANDS

Khurwu:rf'a i:l.lrml.n.'. need Lt le ll:e.'.t"r’lill on—{ hE}- are l*.\.'t:l'il,'-
where, afierall. Fewer people know much about the humans
from the continents of Sarlona and Argonnessen.

Two kinds of humans live in Sarlonas those in Riedra,
who are dominated by the Inspired, and those in Adar,
who hide in mountain sanciuaries surrounded by their
kalashtar allies. Either sort might come to Khorvaire, flee-
ing the Inspired orseeking to work against them—or sent as
Inspired agents to infilirate Khorvairian society,

Riedrans have long been pacified. They serve the
]I'I'!.'Fll!'fl;!l and the ]nn])lrrl! coniral them. Rebels and
freethinkers are put to the sword or mentally abused
until they forgei their beliefs. Every so often, though,
a Biedran ExCapes the |:||.-.].'||.:|'!-|:!'\ inMluence and MNees 1o
Khorvaire, bringing with her valuable knowledge about
her enemies,

Adarans are more “.hl!'lwlp ta hecome adventurers. Mnlil'r'
work actively against the Inspired, and their monastic and
psychic traditions grant them the power 1o overcome chal-
lenges. Human adventurers from Adar become monks,
psychic warriors, psions, or soulknives (the last three elaises
are found in Expanded Prionics Handbook),

The isles of Seren lie ofif Argonnessen’s northwest
eoast. Primitive humans make these islands their home
They are sea raiders, setting out in long. shallow shipsto
challenge traders and explorers. The men wear beards and
krep their har long, believing that these veaits inspire fear
in their enemies, The women sre just as fieree as the men,
and bight by their sides.

The S5eren tribes warsh ip ihe d ragons ur.ﬁ.rgunnl_‘;
sen. They caprure sacrifices for them and ensure thay no
interloper pierces that continent's interior. Though most
Serensattack foreign ships on sight, a few are curious about
visitors. They want te know more about the world beyond
their islands, and they might even desert their people to
replore Kharvaire,

OTHER HUMAN RACES

Races of Destiny introduces a number of new human subraces,
:nrllu:huglhl_- illumuans, aswell as five races with the human
subtype. Members of these subraces oecasionally possess
aberrant dragonmarks.

Azurins: This human subrace appears in Magie of Tncarnum.
Azurins are born spontanecusly in human communiiies
and live among humans their whale lives.

HNlumians: As deseribed in Raeesof Decting, illamians live
in small conelaves within human cities, and the illumian
city of Elirhandas lies on the Plane of Shadow.

Maongrelfolk: These hybrid descendants el many races
live among all their kin. Only in Darguun and Droaam,
where their ancestry is weighted heavily toward goblinoid
races, do they form sizable cammunities, making up an
undercliss beneath even the lowest of the gublinoids,

Sea Kin: Members of this aquatic part-human race
form small communities aff the coasts of Breland, Q) barra.
Acrenal, and Xen'drik. The largest community of sea kin
in Eberron was located off the Cyran coastand vanished on
the Day of Mourning. Refugees from this lest aquatic ciny
af Elliavar are now found in every other sea kin setilement,
and many have adopted the nomadic lives of adventurers.

Sharakim: This arclike race of accursed humans is
Fronamed 111.'||r|1:,.- i Breland, pa r”tl_ll]lrl}’lﬂ the western pari of
the country. They have some small villages in the foothills
of the Graywall Mountains, and alse mingle among humans
il. cilieEs '|llr'.|1 ns wfr_,il.. “1‘1’1 Shﬂ.rn

Skulks: Legend holdsthat the firstskulks were ereated
when the quori invaded Sarlona some fifteen hundred years
ago. While some humans Med across the sea 1o Kharvaire,
othersundertooka ritual that granced them natural abilities
of camoutlage to escape the quori invasion, becoming the
skulks. Since that time, skullks have migrated to the shadows
of human citles acress Eberran.

Underfolk: This race of subterranean humans lives in the
upper reaches of Khyber across Khorvaire and Xen'drik,

'-I----------------------I-‘

Tue WEAPONS OF HEROES

Valiant herors arose in the ancient wars agaimns the E’u!l!:n;,
and their names still ring today. Lhazaar. Malleon the
Reaver, Goldric Wingburn: Heroes such as these wielded
WA urIJrnmirlrnl!r rl]uu] to their names, and some
cruftsfolk, then and now, seck 1o recreate their glory.
Adventurers attempting o follow in their footsteps seek out
such tl’{uijlrll!‘ll'. and those who discover it in their travels
take it a3 n good omen,

Twinblade Scourge

A twinblpde sourge 15 0 great two-bladed sword, supposedly a
replica of Malleen the Reaver's weapon. It is particularly
potent against his hated foes: goblins. It is the weapon ol a
general, and the wielder can incite those nearby 1o o fury.
Lore: Malleon the Reaver was a human hera and general
in the wars against the goblins, when humans fiest acrived in
Kharvaire, [fthe tales are to be helieved, thisweapon issimilar
to the one that he wielded spainmn them. Human wizards seek-
ing 1o preserve his glory and inspire lellow soldiers created

|Ill.'hl‘ “F&IH’I"\. {K |1uw|r|fgr lhl‘ll]r}l] nc gﬂ}

Deseription: A twinblode scourge 15 a two-hladed sword
with a series of five runes carved inte each side of cach
blade. Its blades are slightly longer than a normal twa-
bladed sword, and dark leather strips are wrapped around
its haft. When you grip it, the runes along the blades blaze
angry orange.

Activation: The wielder can activate the rage elfect as
uw swilt aetion by roaring his anger at his opponents,

Wielding the sword activates its other powers.

Effect: A tannbinde scourge is n +2 goblines! bane/+ 2 keen fao-
bladed sword. The goblinoid bane blade is composed of sieel,
while the keen blade is adamantine.

Onee per day the wielder can use a quickened rage
effeet (as the spell, but the range is 30 feerd.

Aura/Caster Level: Strong enchantment; CL 5th.

Eullnlruel;nn: ﬂrnfl Mugir Arhl: II'I.I:I Armr:rr.
Cluicken Spell, keen edpe, rage, summon monster [, 29, 400 gp,
2,080 XP, 52 days.

w:;lht: 12 1.

Price: 55,400 gp.
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INTRIGUE AND ESPIONAGE

NO SECRETS

The Last War is aver, the Thronehold Accords have extabilished peace and
equanimity among all nations, and a new sge of prosperity and harmony
has begun for all residents of Khorvaire.

Or has it?

Mone of the nations of Kharvaire truly believe that the current peace
will last, In fact, several of them actively plot waysta undermine the peace.
Asagavernment’s intrigues grow, so do suspicions that its neighbors might
IFEJ'I,I';I i I*LIFIII,'1tDl,I‘) F."f'r'}' mnratican l‘la'l'- Ll r.'l[!'l'f ur '-]Ill‘b ','I_Irf-'ll1 r1'| rl::lus]u:ujt
the lands of its allics ond {especially) its enemics.

Each realm recruitsadventurers to serve as spies, playing on national
loyalty, religious ties, hatred of a particular group or faction, and simple
HrEfd 1o convinee them o 4ccepl assignments. Adventurers are init i..l“},-
contacted by diplomats, merchants, or low-ranking members of their
natien’s royal family and asked 10 engape in only the most basic espionage.
reporting any unusual events they see, uncover, or participate in. For this
information, they receive gold {up to 100 gp, depending on the value of
the Information and the risk invalved in getring it).

After the adventurers have proaven capable and reliable, a spymaster
'rrughl ]anuh-thfrn a :h-rr_n:-r ghmiwr into the world of r.ﬂ.]r:iunusl-. I.:Irrl"l'lns
riskicr assignments. Insiead of just keeping their eyes open for random
bits of intelligence, they could be asked to perform active feats of skulldug-
gery. T"lw:r :rl:iEI'n Ties rr:lull'rrt b sreak into an l-ln.]mn:.- and steal a set of
documents, convineea loyal member of a dragonmarked house to divulge
trade secrets, or even waylay or kill an enemy agent. These assignments
e nore I]'-IIIEI.'I'HH..‘-. but also mare luerative.

Of course, the first rule of espionage demands that you never say
meore than you have to. Adventurers might find that the information their
.‘.P}lin.nlri' lhas Eiﬂ*n them \‘.'II'II'}' tells i.'r.‘\:l't af the I:Ilc. or Ilf'rji.l]'.l!'i il._]n'\.l o
thinly veiled cover story that turns out te be compleiely inaccurate, Chnee
inthe middle of an assignment, all a proup of spies can do istry their best
tis keep the truth in sight and escape with their necks.

Spymasters use independent agents for the simple reason that they are
expendable. [fagroup of adventurer-spies is killed attempring a mission. the
spymaster can simply hire another batch. There is the matter of deniability. as
well, I mdveniurers are r.1.|,|gl1l. no officin] tie connects them o ther rmp!u:.ra_-r.
Characters who are captured should not expect their spymasier to organize a
rescue mission—he more likely denies having ever heard ol them. [ the infor-
rmation the characters have 5 priatt ||"|:|L'|:|'[:,- |'_L't11'|.r|||::|g 0T 1% L'Iunr]}rgmlrdnd aecred,
the spymaster might send out n new team to permanently silence the failed
group. lt is commanly said that there is no honor among thieves, but a lesser
known bit of wisdom ||n|'||.1\ out that there 1s no r|:|||1lr:n.-.'||u|. among w.]u'r-..

Servingasa spy has its advantages. though. If characters are loyal and
effective, they receive all kinds of support from their handler—everything
fram gold 1o opulent hausing o minor magie items. Spies are granted the
E‘qu1FmE|11, 'IH'FDTITHIlIOI'I., nrlrrl ‘.\-'L'IPPQ!"t necossary 'FC'T' their assignmenis,
and anything left over when the job is done is typically theirs wo keep.

Aapy also gainathe often overlooked advantage of sccess 1o power—he ar
she has eannections to groups, governments, and individuals that ave diffieult
or even impossible for ordinary sdventorers to reach. A spy might, through
the course of several missions, meer high-ranking gevernment officlals, the
heads of ane or more dragonmarked houses, wealthy mevchants, leading
sehoalars, and celebrities from il”.-L|.||'I\.u”\:lrhgrlmnliq, nol G mendion other
highly eapable sdventurers. These connections can prove to be useful for
years after the character stops playing any part in the espionage trade,

TRUST NO ONE

I'he bestspies appear to be above suspicion. [t is impossible to tell whether
the l.[lJir.'l man .'\.i.llll'l.‘ |!r:.| himaellin the middle of a javern is de i.!lki:ll.g alone,

WHAT DO YOU KHOW ?

Knowledge (geagraphy)
DC20: Aundair’s Royal Eyes, Breland’s

King's Dark Lanterns {a branch of
the Citadel). and Zilargo's secret
police {the Trust) are among the
various espionage agencics at work
in the world. The agencies of Cyre,
Karrnath, and Thrane are less well
known, and it is not clear whether
the other nations have established
such organizations.

DC25: Inthe handful of cities where
multiple nations have compelling
interests, the sireets have become
hotbeds of intrigue and espionage.
They include Stormreach and the city
of Throneport. Every metropolis in
Khorvaire has its share of spies in its
embassy ward.

Knowledge (history)

DC15: Some gay that the Last War was
really fought by spies and assassins,
with the armies merely providing a
distraction.

DC20: Over the course of the Last War,
each of the Five Nations built up its
intelligence agencies to significant
power. The Royal Eyes of Aundair and
the King's Dark Lanterns of Breland
are the best known of these organiza-
tions, bul even Cyre's spies remain
active throughout Khorvaire.

DC 25: While it might not be troe that
the real war was fought by spies, it is
certainly true that some of the most
devastating offensives of the war were
espionage-related. The fall of the
Glass Towerin Sharn (9 Olarunc 218
YK is the most famous example, but
athers suggest that the Day of Mourn-
ing that destroyed Cyre falls in the
same category.

Knowledge (nobility and royalty)

DC 25: Though both houses engage in
olher activities to cover Lheir true
business, espionage isthe real work of
House Phiarlan and House Thuranni.,
The Mark of Shadow grants the scions
of these houses abilities related to
stealth, disguise, and serying.

DC 30: House Phiarlan primarily spies
on behalf of Thrane, Aundair, and
Breland, while Thuranni sells its
secrets to the Lhazaar Principalities,
Karrnath, Droaam, and Q'barra.




walting for friends. or !1.|I‘|:'i1-'i'|.'!. rnu*:\rl.rnr!-]}:ng on the soldiers
atthe nest tahle. In a world where r‘-l.li.u:l'l.agr isa Fact of daily
IFJ_" :-I'III. TTRLESE o« r|:11trh_'| IILI' Mot iIves i f'llj -I1I|'g=i| neis I'I!. every-
one you meet. In aworld inwhich shapechanging magicand
races such as changelings and doppelgangers are so prevalent,

it is rarely possi
Most spies are motivated by a sense of patriotism, reli

e even 1o he sure who you are talking o.

ious devation, ar distrust of a parteular group lor proups).
Illll":."ljj!' Jll\l er |1l||||:i' EJII‘-\II.'JIE LL¥ E-IIJ.E:E' 3 l]!'l *—IJIII\- El‘]li"l ||| Con=
victions aned allegiances to assess the risk that the person is
A Epy. how easy is it o recognize extreme zeal? There iz no
simple way to tell the difference between a loyal suppories
.1‘:'!\':.1“.'_4 Boranel and a Brelish SPV, and too many 111':_ﬂ||.1|.|;
tnguiries u:1|1|.' |‘:-|"i||.|_: \Ll\-l}l\'.'i-l;'-r'l on you.

Similarly, it is difheult to identify a Llluligl.‘l.u'lg {hut see
How to ﬂillll o (_‘.-h.;sﬂ;:{‘llll:‘_ page 253, and al mosi |1T|]su~,u]s]r_'
1o assess one's motivations once idemtified. ls the change-
ling you just identibed a spy, or simply someone who enjoys

'.-1|r1§ on diflferent per sOnAsT

hassador Towe

In a proup of adventurers who all come from differ-
enl nations, it m:g]n even be difhicult for you ta trust yaus
own |'l|||{“r .'hf'l"l' .II:I ricy maller I!IJ'-\' ||.|'|||F|I your grrnll:_
the fact of the mater isthat only a few years ago you might
well have been on opposite sides of the battlefield. Does a
few months of adventuring together count for more than
A CETLUTY of national [:rlrh"* If a member af vour rr'.:,'.l'-

family asked you questions about your group, would you
answer truthfully? 1T ihat same person asked yvou Lo Lt-t-l.l
an eye on one of your pariners, could you? Now consider

low would each of your teammates answer those last twe
questions tThemselves?

A secret's value r‘If_'i:u"'“I:I\ on how seere it 15, The fewer
pcnp]:' who know it, the greater its worth. The valus af
covert information starts to diminish as soon as you tell
AMYONAE—EVEn your closest adventur Ny COPanons IFwhat
vou tell them gers ]:u;m;cl on accidentally (or secretly sold
betare you can sell it }'L‘uu'\r!-!'\-'. vou could be lelt |I.1:I|L:!|r:_t_; a

seeret that evervone knows

F—_———-q

NINIAS AND SPELITHIEVES

I'I'_I Are I'\I.Ir'llrlilﬂl"l'u'll I|l.1|i:|Il|I"'

IL'1x||;|.u (ame (ot "'.I'- I

that originated with the elf families that carry the Mark

of Shadow. 1 t tradition has spread bevond the .],'._p__:-.-:'.

marked families and their affiliated guilds, but every ninja

s its heritage to one branch of House

school proud v ir
Phinrlon or another. Ninjos are used as spies and assas
sins across Khorvaire. The shaacat’'khesh goblins elaim

a minga tradition dating back to the Dhakaani

) are (rained

Spellihieves (also in Complete Adventurer
in stealth and arcane magic, and have the unique ability

other creatures. [he Hoval

magical power {ro

Eves of Aundair and the King's Dark Lanterns of Breland

discovered and exploied this ability during the Last War

using ~|:--||'h|-'-.-'~ as spies and avsassing with a focus on

~|||-||| asling largeia In the years since fhe end of the wat

me hove ended

x-ln-”.l'u'-_-\"ﬁ. h

3
up involved In

e II11"'1 I'EI W I'||'|I-|II'- l,-ll' I'n'u'\n‘;

criminal pursuits, whether in Khorvaire

Lpartic ularly Sharn, Wroat, and Fairhaven) or l':-\lll'-l

M
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KALASHTAR

THE MOUNTAINS OF REFUGE

Adar issaid to be n land of hidden wonders, Tales speak of palaces carved from
solid pold and hidden valleys where wine flows like water. Dragons hide in every
storm cloud, and fiends are buried in the burning depths of valcanoes.
These fanciful tales hold some truth, The history of Adar dotes back ta
the Age of Demons, and dragons and couatls left their mark on this land.
As time passed, humans rose to dominate the continent of Sarlona. When
tyrannical rulers sought 1o crush those who sought arcane knowledge and
relipious freedom. the persecuted mystics made their way to Adar, building
monasteries atop the ruins the dragons had left behind. The stone wreck-
age hebed [HIWE r—[rOwer that could be vsed Doe defense, Adar became a ]_:1;1-;1-
of refuge. The path through the mountains was long and diffhcule, but for
those desperate few in need of sanctuary, Adar offered a [ast hope,
Humans were nat the nl'l.l:,- ones to seek |'|-r|.|3|-j:|| the mountains, Almos
two thousand years ngo, spirits from Del Quor contacted the monks of Adar.
These queri were being hunted by forces ol nightmare that sought to extin-
guish the last vestiges of Light fram their plane. A group ol human mysties
offered thewr pwn bodies ns aoway of providing these rebel quori with an eseape
fram Dal Quor—and the first kalashtar were barn from this fusion.
Physically, the kalashiar are eszentially human, but tpiritually, each
carriesthe ]l_-gm:l'\_.- of thisaneient pact, F\rcr'!,- kalashiar hasa bond to one of
the sixty-seven quori spirits that fled from the Region of Dreams. This is
a passive link, and the kalashtar cannot communicate directly with theis
IIL]LIF1 anceslors, Eiljwr\'r'l-. ql L.ll.“ﬁh‘.".l' receives ﬂi:rl1;|1 gl.!lr's rrrlll'l I-ll"a rl'.lf!l'l
hond: flashes of memories, SLrange insights, and psionic powers.
lhe enemies of the kalashtar scon found a way to reach Eberron,
and today the kalashtar are locked in martal combat with this Force, the
Dreaming Dark. Adar itself has been under siege for centuries. In recent
years, the kalashtar and the humans of Adar have bepun 1o make their way
to Khorviire. Here, they intend to use their remarkoble menial powers
to strengthen the forees of light—and o ensure that the Dreaming Dark
does not conguer another realm.

THE PATH OF LIGHT

“The wheel of the age s constantly turmng. One dream gives way fo onather. What will the mext
dream be, how will the next age emerge ¥ That s in our hands,”

—Kan'arath, kalashtar visionar ¥

The kalashtar believe that reality is defined by a force they call Quor Tarai,
"the Dream ol the .-'\Er." More llﬂwt‘!l"l'-l.:lj than any gfn’l. this foree radiates
out from the heart of Dal Cluor, shaping both Eberron and the Region of
Dreams. The kalashtar say that the current Quor Taraiisa nightmare—and
that the darkness of this dream inspives all the ills tha plague the warld, But
Quor Tarai follows o notural eyele, and given time, this age of darknesswill
naturally give way to il-Yannah, "the Great Light” that lies ahead.

One problem remaing, however—the darkness does not want 1o let go.
If this evil can seize conirol of Eberron and destroy those who worship the
light, it will be able to maintain the current age forever.

P——-ﬂ

THE XEPHS OF ADAR

The humanlike xephs live in the valleys of a great rvift in Adar. Like the
kalashiar, they resist the tyranny of the Inspired of Riedra. In ages past
'Iht:.-' .il.iu!}lrl:! prionic iraditions From kalashiar missionaries, and l]'l.f'!.'

remain closely tied to the kalashiar of their homelond.

M

WHAT DO YOU KNOW?

Knowledge (geography)

DC 19; The kalashter come from Adar,
a emall nation located in the moun-
tains to the south of Sarlona. Due to
the insular nature of the Sarlonans,
lirtle is known of this land.

DC 15: The barren erags of Adar are
snid to conceal fertile valleys, ancicnt
temples. and vaults of arcane lore.

DC 20: Adar has eight major cities, each
avast fortress carved directly into one
of the great mountains of the land.
Some great magic prevents access ta
Adar by teleportation.

Knowledge (history)

DC 15: The Inspired have laid sicge to
Adar for hundreds of years, but despite
their vast numerical superiority, they
have been unable Lo penetrate Adar's
natural and supernatural defenses.

Knowledge (loeal)

DC 20: Kalashtar tend to be serupu-
lously hanest. They believe in mercy
and kindness and seek to rehabilitate
eriminals rather than punish them.

Knowledge (the planes)

DC 15: The kalashtar have a connection
to some sort of extraplanar spirits.
DC 20: The kalashtar possess innate

psionic abilities.

Knowledge (psionics)

DG 10: Sarlons is the center of psionic
knowledge. Many psionsin Khorvaire
learned the art from a Sarlonan.

DC 15: Psionics plays a vital role in daily
life of Adar. Psionics is used to facili-
tate communication, fransportation,
und defense.

Knowledge (religion)

DC 15: The kalashtar follow the Path of
Light, an ascetic tradition of medita-
tion and discipline focused around
il-Yannah, "the Great Light.”

DC 20: The Path of Light i concerned
with spiritual purity and the fate of
souls. Its followers fight demons,
undead, and other creatures they see
s l.:'ﬂ-l'fl.lpli-ﬂi pure sauls.

DC 25: The followers of the Path of
Light believe that their prayers are
moving the world closer to a new
golden age, more effectively than any
sort of physical activity,



At the most basic level, the followers of the Path of Light
do not need (o take any sor of physical action. By simply meda-
ating on the light and acting with compassion, they believe
that they are helping to turn the wheel of the age. But in recent
yEUTS, kalashiar have i:lfgl:l n totake a more active role o the
world, promoting the light by ighung the darkness, While the
greatest enemy of the kalashtar is the Dreaming Dark, their
shadow watchers have fought the Lords of Dust, the Ovder of
the Emerald Clow, and othervillains. In theend, oll these are
manifestations of the darkness that afflicts the Queor Tarai.

The Path of l.ight in the World

"The kalashtar do not dream. Tet we will make their lives nightmare, and the
heart of Dal Quor will never change.”
111 H ] Ts.il\’ill"rll., T!L5P1 red ]_urll. of Riedra

I'he Path of Light is the dominant religious tradition of
the kalashiar, and almosi all kalashtiar prachice at leiusd somue
of its meditation technigues. even those few who pive their
allegiance 1o some other faith, Similarly, the humans, xephs,
and ather residents of Adar respect the Path ||r[.ig!1l even il
they do not fully understand its teachings.

The Parh of Light has no organizational struciure that can
be separated fram the society af the kalashtar and the nation
of Adar. In Adar, the kalashtar live in fortresses that are also
monasteries dedicated 1o the Path of Light. and the leaders of
these settlements fill bath temporal and spiritual rales. Theze
roles fall into two categories: Lighthringers spend iheir time
engaged in the prayer and meditation that they believe will
change the shape of the coming age, while shadow watchers
guqui the ELTTUETIU ALY AgRInsl INCuUrsions E:I"' the D:rl_'ﬂmiu!
Diark or ather hostile forces. Nosingle lightbringer or shadow
watcher holds a high!l position than any other one, and leader-
shipis largely a matter of community consensus

NPC Reactions

Prople in Khorvaire aren’t quite sure what to make of the
kalashiar, They are beautiful, which ¢an often sway opin-
ions in their favor (or at least attract attention). but they
are also rlrur!:.r I‘L1r:_-1g|'||_-1'.-.—.'| Al in the wake af the Last War,

people in Breland have enough trouble trusting people from
Aundair, let alone IFI"I1|'||I" From across the sea, Asa resull, a
typical NPC in Khervaire has an indifferent starting atti-
tude toward a kalashtar. though that indifference is certainly
Irrl:ll:lrl'l.‘:vl;l h:,.- CUrinsity.

An MPC whe learns that a nonkalashtar is o follower
of the Pach of Light is likely to be dismissive of thisstrange
belavior, but will again be indifferent asa result.

The Inspired and the agents of the Dreaming Dark are
hastile toward kalashtar and any other fellowers of the Path
of Light they encounter,

PSIONICS BEYOND SARLONA

A.a. l!:.\rrll)rr] 11 1|1|- F.HI‘I:M_}.‘\.I cllmrlurgnﬁrfims. Ilu' ['ruFlirl.rrl and
kalashtar races of Sarlona are the most common practitio-
ners of psionics in Eberran—but theyare net the enly ones.
Irruur COMPAIET ULEL DEIGITICS, there’s no reason viau can'i
play o shifter psychic warrior from the Eldeen Resches or
a warforged wilder from Sharn, Psionics might have origi-
aated in Sarlona, but it has sinee became more widespread.
even in lands with limited Inspired or kalashtar contacy,

The Dreaming Darktrains nen-Inspired agents in the
psionic.aris, but that mysterious organization is protective
of its seerets. Though o non-lnspired psion who tried 16
leave the Dreaming Dark would quickly become the target of
assassing, someone who managed ta flee those initial attacks
could make & very interesting player character, constantly
in hiding and on the run.

In contrast, the kalashtar generously share the psionic
mysteries., Rome dedicated Khorvairians have made I'I'II-
grimages to the hidden monasteries of Adar to learn psion-
ics and returned ta Kharvaire to lorm psionic monasteries
of their own, Kolashtar do notactively evangelize the Path
of Light. bur neither do they turn away converts. and deve-
tees of the Path of Light are free to study psionies.

Finally, psionic powers sumetimes arise spontineously
Just as same sorcerers manifest magical power without
training ar prior knowledge, psions and wilders can appear
at random o mong members of all races

F—#

SPIRITUAL ANCESTRY

All kalashiar are descended Feam the Nusion of humans and
quori spirits. | he most common type of quori spirit is the
tsucors, an embodiment of cunning and fear. But there are
ather types of quori—in particular, the du'ulera and the
hoshalag, These feats allow a kalashiar character 10 show
the effecis of his unusual spiritual lineage.

Du'ulora Ancestor [Raciall

The tsucora are the most commen of the gquorl, but theyare
not the aaly spirits in Dal Quor, You are descended from
a du'ulora fuori—i spiri that feeds on human anger nnd
rage. B':r dra\‘\'"'lg on your du'ulora essence, you can enter a
stare of focused fury,

Prrrrl:lluinl'.tv:l Kalashiar, Can 13, 15t level "”'!T'

Beneht: If you have the rage class feature, you ean
expend your psionic focus when you enter a vage to extend
|I1l.' l‘lll'a! LEREL h‘ 5 Fovil |‘f|'|.

”:..':m are a multiclass eharacter, your barharian clnss
level does not count when determining whether you take an

XP penalty.
Hashalaq Ancestor [Raciall

The hashalag quori essence within you allows you 1o sense
the emotions of athers.

Prerequisite: Kalashiar, Cha 13, 15t level anly,

Benefit: Add the empathy prionic power to your list
of Ist=level powers known. If you don't have the ability 1o
manifest Fa'inrlu: POWESS, YOU CAN UsEe your racial power
points to manifest empathy ay a psion whose manifester
level is equal to one-hall your character level iminimum
Ist level}.

Also, Sense Motive 15 treated as a elass skill for all
your classes,

M
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KHYBER

THE DARKNESS WITHIN

Khyber is the world within the world —the darkness that lurks degp
beneath stone and soil, Hundreds of legends speak af the horrors hidden
inthisland. Grimlocks and ancient fiends inhabit eities filled with dark-
nesssa deep that even goblin epes cannot preree i, Herds of gorgons graze
on fields of stalagmites, Massive dragonshards lie scattered throughout
subterranean valleys, each burning with the vile essence ol a bound
demoan. But these rumors and Talk iales cannot be r||[i!I conlirmed,
for few who venture down into the depths of the Dragon Below return
to tell their stories,

1w bd be ::T:E&ll:hml‘:lv for ary adventurer to l?ui:lhll:n the |-|'|'I|'r|.-.l:.- of
Ehyber. The underdark is the mirror of the surface world - larger than
all the continents combined, since it stretches out beneath the oceans
themselves, Viewally any monster can be found in ks depths, eithes
as the result of natural evolution or the dark influcnees of the region
Both the daelkyr and rakshasa rajahs are bound in this darkness, and
many of the abierrations that plague Eberron are the handiwark of these
'\.'h'.ulu'r-\. of Mesh,

A journey down into Khyber s s voyuge into the deadly unknown.
but just as the dangers of the underdark are impessible to predict, so are
|1|.I‘ Ireasures }'{.II Il'llgh' I‘lllil I]II."I'('. ‘i‘i’!'l.-'l. I'I'-'.Ill.'a'.ﬂ!illll..'- !1'-1'-'? !-'Ikrfl ol in
the darkness? What magic did the daclkyr bring from Xorist, and what
treasures were bound with the rakshasa rajahs? There's enly one way 10
rlll(l oul. . ..

GATEWAYS TO KHYBER

Passages to Khyber can be found across Ebervan. From ancient ruins o
natural Rssures. any surface opening that delves down far enough might
lead 1o the depths of the Dragon Below: An unexpected earthquake could
suddenly open up a passage to a previously unknown nation of grimlocks
While such unpredictable tunnels might sppeasr in the blink of an eye.
experienced adventurers and scholars know of long-standing paths inta
|]1l.' rlilrkl'lrhlu.

The west coast of Khorvaire saw the most intense conflicts with the
daelkyr. and this region is riddled with passages 1o Khyber. Even though
sl hese wers sealed away h:,.' the G.llrhnrllrr drwds and hidden Tram
history and prying eyes, a fewyet remain. In Drosam, the city of Cazhask
Draal sits atop a shaft leading to Khyber, During the ancient war, the
I‘IHFI&"" I.I:II:EF.!.‘-!II.'II."I. Flﬂl"llrl" llr]'l?rl'l‘r:‘:llg monsiers i.x]ll‘l‘.‘il |]'H." E'EJE:IIII'I.‘\.-. ﬂrlrl
today a tribe of medusas dominates the region with the aid of domesticated
gargons, basilisks, and cockatrices,

Linthe Deman Wasies, the Lo ol the Keeper s said to eontain thou-
sands of souls irapped by the god of death and greed. Heroie songs tell of
thoie heroes who have fought their way through the darkness 1o bargain
for the souls of fallen friends.

In Brelund, the metropalis of Sharn issaid 1o sit atop passages 1o
fhyber. Though the deep vunnels of that city have been sealed away since
the War of the Mark, the darkness remains, and eventually someong—ar
something—will breach those anewent barriers

The Mrar Holds are filled with ancient chasmy. Legendsspeak of two
passages to Khyber here. The Goradra Gap isa vast canyon more than
onehundred miles a |n|1x!!1 streichs ng down into the darkness, Tales
claim that immense monsters lurk in its depths—crentures tha exceed
even dragons in size. Sautheast of the Goradra Gap les Noldrunthrone,
rurred J,'ili.!i.h‘l.l ol a dwarven clanhold i hat rﬂ”dl"-l'l'l. uner mysierans cif=
cumstanees. No one knows what happened to the dwarves of Noldrunhold,
but some say that their descendants now live in the depths of Khyber as
twisted and insane reflections of their race.

WHAT DO YOU KNOW?#

Knowledge (dungeoneering)

DC 10: Khyber is home to an astonish-
ingarray of deadly creatures, The vast
majority of aberrations come fram
Khyber, and the underground world
is also home 1o monstrous human-
oids, giants, and magical beasts—from
tralls to medusas and basilisks.

DC 15. Weapons formed from byeshk
ore are effective against aberrations
that shrug ofTthe bite af steel, inelud-
ing dolgaunts and dolgrims.

Knowledge (geography)

DC 15: Below the surface of the earth,
another whole world stretches out,
vast in its expanse and uncharted in
depth. This lightless world beneath
the world is called Khyber, the
Dragon Below.

DC 20: Any natural cave or manufac-
tured tunnel might be an entrance 1o
Ehyber. New gateways ta the Dragon
Below sppear constantly and unpre-
dictably, but constant entrances are
especially common near the west coast

of Khorvaire.

Knowledge (the pla nes)

DC 15: A major planar incursion
occurred nine thousand years ago,
when an army from Xorial attacked
Eberron. Aberrations are either
natives of Xoriat or creatures twisted
by the duelkyr—the lords of madness
who led the incursion. The Gate-
keeper druids bound the surviving
daelkyr commanders in the depths of
Khyber, but the creations of the flesh-
shiapers remain a threar to this day.

DC20: You know the names of specific
daclkyr and the other information
provided on the following page.

Knowledge (religion)

DC 10: Khyber was one of the three
progemitor dragons. Eberron bound
Khyber in hercoils: Eberron became
the world and Khyber became the
underdark. This deep, perilous realm
is said to be filled with all manner
of monsters.

DC 20: Khyber is said to be the father
of fiends. The dragonshards found
in Khyber have an affinity for bind-
ing apells, and legends say that many
powerful demons are trapped in the
underwarld.




A Fietp Guibe
TO ABERRATIONS

Knowledge (dungeoneering) encom-
passes knowledge of aberrations. So
what can you expect to find in the
darkness? With a successful check (DC
10 + monster's HD), you can enumer-
ate key strengths and weaknesses of a
specific aberration. With a successful
DC 10 check, you know the names and
descriptions of a few of the better-
known aberrations.

Aboleths are huge aquatic terrors,
tentacled fish with immense mental
powers. Some say that aboleths were the
creations of an aquatic daelkyr lord,
while others believe that aboleths are an
ancient race created by Khyber itself.

Beholders are vast floating heads
studded with writhing eyestalks. Each
eye has a deadly power, and these crea-
tures are among the most dangerous
monsters of the underdark.

Chokers are small, rubbery
humanoids capable of striking with
astonishing speed and reach. Said to be
warped halflings, these creatureslurkin
dark places where they can surprise and
throttle the unwary.

Dolgaunts are wiry humanoids
with long tentacles sprouting from their
shoulders. These creatures often lead
bands of dolgrims.

Dolgrims were once the primary
foot soldiers of the daelkyr. They appear
as four-armed goblins with two mouths,
as if two goblins had been merged.

Grells are levitating brains float-
ing over a mass of barbed tentacles.
They are solitary hunters, although tales
of large colonies sometimes reach the
surface. (Grells appear in Monster Manual
I and Lords of Madness.)

Mind flayers are disturbing
humanoids with squidlike features.
These creatures possess genius intellects
and powerful mental abilities, and serve
as the intermediaries between the Cults
of the Dragon Below and the daelkyr.

Runehounds are hairless wolves.
A runehound has no head, only a mouth
attached to a long flexible neck. These
creatures are found in the company
of dolgrims. (Runehounds appear in
Maonster Manual I11.)

Umber hulks are large, powerful
humanoids combining the features of
apes and insects. Umber hulks possess
awesome physical strength and were
used as shock troops by the daelkyr.

THE DAELKYR

According to legend, Eberron bound Khyber in the depths. Whether
this is truth or myth, other creatures have since been likewise trapped in
darkness. The rakshasa rajahs are truly bound—confined inside Khyber
dragonshards where they can do no more than whisper to vulnerable
minds and lend faint power to their followers. However, the lords of
Xoriat—the daelkyr—are not so constrained. They have been cut off from
their home plane, as the magic of the Gatekcepers prevents them from
returning to the surface of Eberron. However, lhey can move freely inthe
depths, and they have spread across the length of Khyber, each dark lord
creating his own sinister domain.

Unless you have ranks in Knowledge (the planes). you probably
know nothing of the daelkyr. The shapers of flesh were trapped in
Khyber thousands of years ago, and most people simply know that
monsters lurk in the darkness. [f you are versed in planar lore, you
know that approximately nine thousand years ago, the daelkyr burst
through the planar barriers at the head of an army of madness. Draw-
ingdirectly on the power of their home plane, they transformed native
creatures into monsters. Many of the aberrations of the modern day are
the result of this corruption. Mind flayers led armies of dolgaunts and
dolgrims against the Dhakaani goblinoids. bolstered by living artillery
in the form of beholders and runehounds. Ultimately, the Gatekeeper
druids were able to sever the connection between Eberron and Xoriat.
The few daelkyr not sent back were trapped in Khyber and deprived of
agreat deal of their power. However, even as deadly as the daelkyrare,
if Xoriat ever became coterminous again, their power would increase
beyond measure.

A daelkyr has the appearance of a handsome human—a fact that caused
some alarm when human colonists first arrived on Khorvaire. However,
the angelic appearance of a daelkyr is typically marred by its trappings.
In addition to ereating new species, the daelkyr are masters of symbionts
and grafts, and a daelkyr typically bears armor and weapons formed from
Ch]tlﬂ and raw muscle. The mere Presenl:e Of& dae'kyr can cause madness.
while its touch can drain away vitality or intellect.

Asbefits the lords of madness, the goals of the daelkyr (including the
motives behind their attack on Khorvaire) remaina mystery. Despile their
vast powers, the daelkyl' have made little effort to escape their prisons.
They aid their cults, but not as directly as they might. Only one thing is
certain—if you cross the path of a daelkyr lord, be ready for battle.

Sages believe that at leastsix daelkyrare imprisoned in Khyber. While
some of the daelkyr are known only as deadly monsters, the names of a few
individuals have filtered out through the Cults of the Dragon Below. These
are undoubtedly among the most powerful of their kind, with abilities
beyond those presented in the Eserron Campaign Setting.

According to ]egend, Dyrrn the Corruptor isthe mig]niesl of the
daelkyr, responsible for the creation of the dolgaunts and dolgrims.
Dyrrnis said to be lrapped beneath the Eldeen Reaches, and alfeged to be
responsible for the horrors that lurk in the deep woods.

Belashyrra, the Lord of Eyes (depicted on the following page). is
known as the creator of beholders. It issaid to have a chamber in its citadel
covered with eyes. By touching these walls, the daelkyr can look through
the eyes of any living creature.

Orlassk, the master of stone, issaid to have made medusas, basilisks,
and other petrifying ereatures. Medusas are not aberrations, but Gate-
keeper records describe medusas fighting alongside daelkyr in the battle
for Cazhaak Draal. Orlassk’s citadel issaid to be formed of living stone—a
giant gargoyle that prowls the depths of Khyber.

Kyrzin is a prince of slime and voze. It is said to lurk beneath the
Shadow Marches, spreading terror throughout the swamps. Kyrzin has
created all manner of cozes. Stories tell of sentient slimes, and of cozes
that can enter human bodies. In some cases these slimes control the actions
of their hosts; in others, they simply wait for the proper moment before
boiling out of the victim, burning through flesh and bone.
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Belashyrra, the Lord of J'.‘_g.'r-.-\.

ABERRATIONS

I | illl?' EreEature can I-'I'r i I-'III'II (14} II"III! maonre un r!-l'll'l'al-. '.'ll!'ll
the undead, itis an aberration. An abberation isdefined by
its profoundly unnatural characrer—physiology thar dehies
|J|E Julw‘h {?[Jl-l"l.lll' IIIIII |JIIIIJ§]|‘ I.?I'l?l'l“\'rl"! |‘I|||! sre I'III'II!'IIF’FI:E
and utterly alien to humans. A medusa might be o hizarre
creature with deadly magical powers, bur it sees the world
in much the same way a human or elf does. A mind Hayer

might be humanoid in form. but it has nothing in common
with humanity in either mind or bady.

Ttll& -'|1Il'r1 natwre I'!T'I\'l"a. .b‘F G’ﬂ!l"hfl'E'IFT'p -'Ir'll] lei'I{"'l'
druids to battle aberrations. As stranpe as o displacer beast
may seem. it belongs on Eberron. Magic resonates through
.I'IF “'r'll':lt, illl.illl st s a EII.I'ITI-I!I ran r!F'\'r‘III-]F'ﬂ [I l'il_gl.ll'l rl‘-ll'li. ar
the power of sorcery, n creature such as the displacer beast
can develop supernatural abilities. An aberration, how-
BEVET l‘lulh e P]ill.'l' N nalures 1.l|l' III I.IIII'u e |]|.r J.II E.'i'l'll.l"nl.
aberrations asan infection—a wound that, if lefi untreated,
could destroy the world, The Gatekeepers are the staunches
hunters of aberrations, and Gatekeeper rangers focus an
pbevrations s their favored enemics. The Wardens of the
Wood also hunt these monsters, prowling the heart of the
Towering Wood in tearch of their foulness.

Ma ny abherrations are the ereations of the dur]k:,'r_ Tt
notall, The myths say thar Kohyber ieself is opposed 1o narure,
and aberrations might have been shaped by the dark power of
the ﬂr-plhﬁ.. Bome say i b any creature that \IIEIH!'. oo much
time in the underdark hecomes corrupted and unnatural. In
the modern age, the Day of Mourning produced new aberra-
tions as ot fwisted land and 1ife.

Characters who devote themselves to battling aberrations
have a number of aptions. In addition to the Gatekeeper Initi-
ate, Rq-ln-l Aberration, and SII:I.IIIE Muind feats in the EBERRON
Campaign Setting, the feats on this page and the gatekecper mysta
gopue prestipe class on the following pages can help prepare
a character to do battle agannsl the Epaw i of the 1E3P]Ly| .

M

BATTUNG THE UUINHATURAL

['he fallowing feats give eharacters additional abilites with
which to fight aberrations

Aberration Banemagic
You can cast spells that do extra damage to aberrations.

I'!-fl'l.f'[ll' 1I‘II I'IFF'I :|'I'|I1 cast o '|F'IFII. 1!1-1' liu\l'll-lgl"u an .IIIIFI
ration, you deal an extra 2d6 point of damape,

A single spell can never gain this extra damage more
|.||||-I| ance ]II"I [ § |1‘||1|i.\.|-‘I il.ll inslafmce, a III(I'-'III-'I'.II':II'- |§'|l' exfri
damage 1o all aberrations in the area it affects. However, ifa
drd-level wizard casts magic mistle and produces two missiles,
|.||i|:| ane I.IFI 1I'I|'I'|| I.!I-II |J|.r “'ITJIIJI'- l!l'lll 1':' :_‘|-l||l‘| !Il.f exlira
damunge, whether both missiles are directed at the same aber
ration or two different ones. 1fa spell deals damage for more
|I'|||I| I I"r\ljlij. i |i'.'-l|\ |E'|'|\ EXLEN I.Jﬂillnl.t:l' in eai II ||J|l|||.].

Serolls seribed h'!- vou and serolls activated inl.- WO dn
not gain any benebit fram Aberration 11.1I1t'l'|l.'1p:lr. The same
ls true lor most ather magic ilens, such ag wands and polinns.
I ||!“ ovier I|||.IJI'-.'|I |l‘al|f'|i .1'«' vkl Fainf |1|l!||' wUsE your casler Ii'"-'l'!
but also pain the benefit of this fear, if applicable.

1Ethe spell allows a saving throw, the DG of the saving
1!1 rFivw imcreases i]'p ‘_’ l."lf' exira I'Julfl\u“:_-"f" lI!'n.'IIl ]l-'p |!|F‘| \]I"'I!
is either halved on a suceessful saving throw or negated,
depending on how the regular damage dealt by the l-pt‘” is

11 El"i l!'l.] kﬂr a BN 1'!"\:\]‘\]' Rave

Indomitable Discipline
."||.|||_1 aberrations in Khyber poOssess powers .||.]i|\v|||5;

them to control the minds of lesser ereatures, Your striet

mental diseipling allows you to resist attempts to manipu
late your thoughts.

Prerequisite: Region of origin Shadow Marches,
Eldeen Reaches. Adar, or Riedra.

Benefit: You receive a 3 bonus on saving throws
ngRin charm or rr:rl:iuﬂalun #}fr:'l\., or any other eflfect that
would give another ereature eontrol of yvour thoughus (such
agan aboleth’s enslave ability).

Unnatural Enemy
Aberrations are especially common in the Shadow Marches
and the Eldeen Reaches, While anly a Few |:r-u|||r netively
fallow the Gatekeeper traditions, many hunters learn to
fight these terrors. You have been trained in the ways of
aherrations, and you know how 1o recognize them and spot
their weaknesses

Prcl‘cquilitt. Kegion of arigin Shadow Marches or
Eldeen Beaches, or Gatekee per Initiate feat

Benehii: You receive a +2 bonos on K nowledge (dun
peoncering) checks made in conjunetion with aberrations.
You also gain a =2 bonus on weapon damage rolls made
against aberrations.

Special: If you have selecied aberrations ax a
Favored enemy, the bonus on Know |rd|_:r {dung{'unrrr
ing) checks instead z'1||.|.|.].'| your Favared enemy honus
ngAins aherrations. (The bonos on da mage rolls is unafl
Fected, but still stacks with the bonus from the favored

ene |.|1:r |il1IIII? 1
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THE CuLTs
OF THE DRAGON BEL.OW

“Reveal to us, O Queen with Burning Eyes. the depths of Khyber, and open
to us the glaries of the Dragon Below. Accept this offering of blood, and grant
".\Jfﬂ.fr fﬂl’.‘”f o refuy Jr.“

—Vestan ir' Simul, adept of the Dragon Below

The people of Khorvaire know of the Culis of the Dragon
Below—mad acalytes of the darkness within the world wha
work 1o free the fends bound inthe depths. Also known as
Khyber cultists, these insane creatures are one of the classic
evils used by parents 1o frighten children, There 15 truth
hehind the legends, and the truth can be terrible.

While the uninitiated think of the culis ssa menalithic
entity, little could be farther from the truth. The aldest
Torms ol the Cults of the Drug::n Below wurﬂuii Kh\lrlwr
itself, seeking 1o placate the powers of darkness through sac
rifice. Despite the fact that these are the mest lHteral Cults of
the Deagon Below, they are rarely found among the commaon
races. Humans and the other people of Khorvaire rarely see
the progeniter dragons as active forces in the modern world,
and typically only kobolds and lizardfolk still pay homage
to the great wyrm of the depths,

Maodern caluists worship the various entities trapped
within Khyber—the rakshasa rajahs, or more commonly
the daelkyr. However, these groups have nvery clouded view
of their objects of worship. The foundation of cult beliefs
emerged from the daelkyr invasion, sprouting from the
seeds of insanity planted among survivars and from half-
remembered tales af the lords of madness. When humanity
came 1o the Shadow Masches and joined with the ore tribes,
they brought their own myths, legends, and racial perspec-
tive to these traditions, and dozens of unique sects emerged
from the mix. Some Cults of the Dragon Below fight the
Gatekeepers, Some Aght the other culis. Many simply watch
and wait. preparing for the day that the darkness will rise
up from the Dragon Below 1o engulf the warld,

Many cultists know nothing about the daclkyr, though
they might know of Belashyrra, the blessed Lord of Eyes (see
page 83), who watches all things and grants the faithful gifes
of new Mesh, Cultisis revere aberrations as the hecilds aof
the world that is to come, and they believe that in time the
faithful will be granted powers to match these of the mind
Mayers, They see this harror as heauty, and embrace the
unnatural as their destiny,

While a member of any class can be a follower of the
Dragon Belaw, sorcesers, warlocks, and barbarians are
especially common among the ealtists, A barbarian cult-
ist emhbraces the madness of Xoriat when he enters bartle,
and his rage is a terrible thing to behold. Sorcerers and

Wil rh;n:kx rnls'l‘ll {lrﬂw 1l1|_-1.r magie rrull:l F ]_u_\:rn’l 1177 1|:||_- |Iu.rli
powers of the Dragon Below or Xoriat itself, Characiers with
such abilities are respected by members of the Cults of the
Dragan Below, but the peaple af the Shadow Marches view
such spellcasiers with suspicion.

CULTS OF THE DRAGON BELOW
IN THE WORLD

"Lunatics, the best nf!hrm. The worst—well, they re mad as well, bul mad with
arsvanns af the anndhlabron of the warld ™

—Saala Torrn, elder Garekeeper

of the Shadow Marches

While it is comfortable and convenient for people 1o imag-
ine that the Cules of the Diragon Below are a phenomenon
primarily restricted to the Shadow Marches and such out-
al-the-way places, the truth iz that they exist everywhere, Al
lenst three culis are secretly active in Sharn, the largest led
by the mind flayer Chyrassk, who busily attracts members
from among the desperate reflugees of lost Cyre. The Culis
of the Dragon Below are not a fringe sect that can be casily
ignored, but a pervasive corruption spreading into every
part ol the world.

Organiration: The Cults of the Dragon Below have no
overarching erganization. Cults form around particularly
charismatic individuals driven by insane visions of Khyber,
thenare quickly dissolved with the death of thear leaders. In
some cases, & daelkyr or a lesser aberration acts as sponser
far a cult and might found a new cult after one dissipates,
but there is atherwise little unifed tradition among the
eults and absolutely no central leadership.

Cult leaders arise in all walks of life, lrom ore barhar-
inns in the Shadow Marches to nobles in the City of Towers,
Many leaders have levels in the adept NPC class, casting
spells powered by their devotion 1o the dark forces behind
their eults, Others, thanks to the influence ofan aberration
patron, can call on the powers of a symbiont grafied wo their
flesh to supplement their spells and other abilities,

NPC Reactions

Few sane people would greet a recognizable member of a
Cult af the nrngun Nelow with an}'rhing warmer than an
unfriendly reaction. Even if o cultist’s affiliation |s not
immediately abvious, devotees of the cults are often abvi-
uua]:,'dm'aalgﬂ']. lllill1ir'l'.'L|.jJIK their insane nalure and I:ll.'l.-\.-i:ll.g
MNPC reactions ngninst them,

Members of the Gatekeeper sect of druids, as well as
other characters associated with that sect (im:lnding tribes
of the Shadow Marches), have a hostile initial reaction to
the Cules of the Dragon Below due ro their long history of
opposition to the daelkyr and thelr minions.

F———-q

Culrs Aup DoMAINS

Different Culis of the Dragon Below grant their cleries
access to varying domains, possibly ineluding domains from
SOUrces suc l‘. a8 r:l.l"TIJJr'ir HII.‘HH'J.III.IJ. H-I'JI?I* il‘r h‘.rfl‘ nﬂl*hru. Ir'ru“
use this option, cults might grant access to any of the fol

lowing domains: Carruption?, DarknessT, Dragen Below,

Earth. Evil, Greedt, Madness. Pact®, Paint. Pestilence®.
Summoner®. Domains withan asterisk (*) are from Complese
e, while domains marked with a LI.'ngrr (1) are Fram Bool

of Vile Parines,

m
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GATEKEEPER MYSTAGOGUE

“Nine thousand years ago the daelkyr come. On my life. they will not come agoin,”
—Runnar Khurak, patekeeper mystagogue

Heirs to a tradition over sixteen millennin old, the gatekecper mysin

gogues stand among the greatest foes of the daelkyr and their aberration
spawn. Charged with cleansing Khyber of all aberrations and maintain-
ing the dimensional seals that protect Eherron .'!E-li!'l'-l anather ineur-
sion from Xoriat, gatckeeper mystagopues are the highest echelon of the
Gatekeeper druids,

BECOMING A GATEKEEPER MYSTAGOGUE

All garekeeper mystagorues are at least 3rd-level druida, and most have
at least six druid levels, Because the prestige class enhances your animal
companion, you'll get the most benehit from the elass 1(Fyou maximize your
druid levels. It's possible 1o enter the class as a Srd-level druid/2Znd-level
ranger, but your animal companion will be weaker for .

You need to be o gatekeeper before you can bhecome a gotekeeper
mystagogue. | hat is, you must be a member of the Gatekeeper sect, and
you must have earned the rank of gatekeeper, passing through the aspi-
rant and tmitete ranks first, Most droids who meet the other require-
ments to enter this class have already earned the rank of patekeeper. but
it s possible that you might have to perform a quest to prove your worth
belore o e ]u-rrrl:lllHI io I.|!u-'|.-|.‘:|.|r Frst level in thiselass. Sucha fuesi
might invelve destroying an aberration such as a will-o'-wisp, o water
naga. a phasm. or an umber hulk, or a couple &f gibbering mouthersora

nest of carrion crawlers,

Entry Requirements

Alignment: Any non-evil

Base Attack Bonus: «4

Spells: Ability te cast 2nd-level divine spells

Skills: Knowledee (the planes) 8 ranks

Feats: Gaekeeper Iniiate, Repel Abereation

Special: Must hald the rank of gatckeeper within the Gatekeeper sect

CLASS FEATURES

Dedicating yourself to fighting aberrations, you learn supernatural
powers that allow you and your animal companion te hamper aberrations
and, ultimately, destroy them. Your animal companion gains additional

THE GATEKEEPER MYSTAGOGUE HIT DIE: D8

WHAT DO YOU KNOW?

Knowledge (nature)

DC 10: The Gatekeepers are members
of a small druid sect found in the
Eldeen Reaches and the Shadow
Marches.

DC 15: The Gatekeepers—many of
whom are orca—dedicate themselves
to pratecting the world from aberra-
tions and outsiders.

DC 20: The original Gatekeepers
were the Firit denids of Khorvaire,
taught by a dragon, The scct played a
major role in repelling the invasion
of the daelkyr.

DC 22: A few Gatekeepers lake their
dedication to an extreme, wander-
ing into the world to seek out and
destroy aberrations and root oul
Cults of the Dragon Below. Some
of these carry the title of patekeeper
mystagague, and they wade into
battle with their animal compan-
lons, wielding mighty magic against
aberrations.

DO 25 One of these druids was the
half-orc Runnar Khurak. who slew a
pair of beholders that had enslaved a
remoie village in the western Shadow
Marches before disappearing into
the swamp.

DC 30; Some druids still tell the
tales of Havarrien Banehammer, o
mighty ore who was solely respon-
sible for the death of no less than
three daclkyr in the time of Karrn
the Conqueror.

_—ﬂ

Base
Attack  Fort Ref Will
Lrvrl nl'l““l SJVE Sa\'r S:\'E sl'lfrlll
|5t o ] «0 +*2  Animal companion. repel aberration,
invest byeshk weapon, weapon proficiency
Tnd +] -0 = «3 Aberration ﬂan:m.lgu'. ]'ruljﬁ,ljng are
3rd 2 10+l +3  Venom immunity,
animal companion (byeshk)
41h «3 +1 1 -k Tull:ufuig are
Sth 3 +] +1 +#  Purge aberrations
brh 4 ¥2 +2 +5  Slippery mind, animal
companion (slippery mind}
Tih -5 +2 -2 +5 Disruphn: are
&1h b +2  +2  +b6  Temporaryseal
9th +6 +3 +3 6 Animal companion (bonus damage)
1|:|I'.1| "‘? "3 "3 "‘? ‘“ﬁrrul—klngﬂl'f

S]"”r:.nti:ns'

#| level ::fuxinmg divine :.pe“r:.n.'.lu:g class

+#1 level of existing divine spelleasting class

-I IE'I"I urF“llllr.g dl\llll!’ Ll.l!'”tdl.il:l:!g Elﬂiﬁ
+1 level of existing divine spelleasting class
o] level of existing divine spelleasting elass

=] level of exisling divine :Elr"tlu.l:lns class
o1 level of existing divine spellcasting class
+| level of existing divine spellcasting class

"] IE'I'{'! uf l.'!i..'\r|.1ll.g I:[I'I'IIH.' El.lflll'll!r[l“-g L'liH-!:

Class Skills (4 + Int modifier per level): Concentration, Diplomacy, Escape Artist, Handle Animal, Knewledge (naturel.

El!uwhdge {the i]l.dl'l.l.\-.:'. Listen, Ride; Spr:!il.'rurl. sl.lu{, Survival, Swim,




'\III'I'I-II i.lh'llllll.l"- ins :i'lll.l ili['\'i.lr‘l:'l‘ 1imn 'b'lf‘ I'IJIM.'-, a'll'll{ :r'illl
become wble to create lines of power that are between
you and your companion, devastating aberrations that
are l'alll!{l'.' m |]|l‘|| EJII‘IEI.

Spelleasting: At each level bevond lst, you gain
new spells per day and an increase in caster level (and
.‘uFII'II‘\. known, if .|E|1|l|'||. able} us of you had also g.’lij'n:l:l
a level in a divine spelleasting rlass to which you
belonged belore adding the prestipe elass level, You
do nat, however, gain any other benehit a character of
that class would have g:nr:r_'r_] IHI'!"r:III had more than ane
divine spelleasting class before becoming n gatekeeper
mystagogue, you must decide to which class ta add each
II"'F: 'I-III' ‘l‘f' ]I-III'[II:I'-J"- llrlll“'f'l |'I1|f'||l|g ‘\EIF'II'- I!I'f'llil}', casler
level, and spells known.

Animal Companion: If you have an animal com-
EJJIIIIIIII. ?'1F1|r grlll'kl"l"llrl' Ill}""ulgl:lg‘JI‘ IF\P‘!'- H'ill'k “'I'tl }'1‘”!
previous class levels fusually druid or ranger) 1o deter
mine the animal companion’s abilities. 1f you do not
-III l’ulll? 1|.-|'\'f' Aan |I|Ii|||-||.l |1III|]F'-|I'|I|JI|, L gullll ane al
Ist level, and your effective druid level is equal 1o your
patekeeper mystagogrue level

Ag Ist level, Yo animal EOIMPaNIOn gainsa 2 bonus
on saves against the supernatural and '\.'E:If_'” like alilities
af aberrations.

At Jrd level, your animal companion™s natural weap-
pns are considered 1o be made of h\_.-r"\.hlz {see page 126 af
the Eseruon Compaien Sefting) for the purpose of overcoming
damage reduction. These attacks do not gain any other
Lll' r'|r'|.||\. r||' I"I:r'l"-l'lk

At bih level, your animal companion guins the slippery
mind class feature (see page 50 of the Mlayers Handbook),

A 9th level, ifvour animal companion hits an aberra
tion that vou also hitwith a melee atrack in the same round,
the animal Ilrl'lll;l:ll'l.lnl'll:\ attack deals an extra Zdb poinis
af da g Thes .|!||||11_.- functions only onee per round l:_\n
multiple hits by the animal companion don't deal the extra
damage more than once),

RI‘I.'I-T"I .'\!Jf l'r-'l!:llll.! ‘l‘llll.lr gil'l"Ll'l'Ill'l my H'ulgr'lg'lll" II"'-'I"!'-
stack with your druid levels for the purpose of this fear
(deseribed on page 58 of the Ererrow Compagn Setting). You
|.1|"¢1F gn.ll.ll e iIIiI!I‘IIIJIIaII ‘IJILJ:’I use ol |l II.I.\ [IFII| rlll' Bl ‘ Iwia
class levels of gatckeeper mysiapogue

Invest Byeshk Weapon (Su): As o swift action, you
can spend a use of your repel aberration ability to charge
n bveshk WO with moture’s wreoth for | round, 4:.-1.:|FJ||||H it
te overcome any form of damage reduction possessed by
an aberration. Additionally, any aberration struck by the
WA 1Y dazed for | round unless it suceeeds an g Fartiiude
guve (DC 10 » mysuugogue level + Cha modifier),

Weapon Proficiency: You gain proficiency with the
|:|§E1I arud hr-.'w). mace al 1ai level. Thas pr alieiency ollows you
ta make best use of byeshk wenpons, which are most effective
as bludgeoning weapons,

Ahl"l'rultiilll E-III.I'ITI-'I;:I" |"|I| Erul If‘\'l"l :r'llll g‘ullll
Aberration Banemagic (sce the sidebar an page B6) ns &
hoanus Faat.

Purifying Are {Su): Beginning at Znd level, asa swill
ACEIoe Vi CHaT ~,'E1r-|1|:| a use of yEur 1'l,-|u'| aherraiion .|h|hr:..-
to create 5 line of FII.ITI.{}'I.H:E energy between ¥ and your
animal companion {which must be within 20 feer of you for
thiselTeet to funetion). Any aberration .&Iung thas line takes
8 = | penalty on attack rolls and saving throws for | round

{ro save).

A garekecper mystagogue

Venom Tmmu ni[’.- [(Ex): Ay 3red level, you gain pmmu
nity to poison,

Torturing Are (Su): Heginning at 4th level, as a swift
wCLyoTy :,'II‘I can Mlll'f'lr! m ouse rl‘r woyr r[‘!_lf_" illli'r rak sy ||II'|I||':|'
ta create B line of disrupting enerpy between yvou and your
animal companion (which must be within 20 feet of you
lar this effect 1o Funetion) .-"l.nv_f aherration .|'|ur:g ithisline
takes 2d6 points of damape and iz nauseated for | round. A
successiul Fartitude save (D 10 - MyslApaFue level = Cha
msed i fier) negates the nauseated effect

Purge Aberrations (Su): At Sth level, asa standard
ACLiGn. YOU can ‘-|rr||'||. ause ol your lrpr] aberration abil-
tr:. LE4] IJI".II :-.lri'-! !IIFI'IIT'- IFI- I]a'll'llllh’f" * Illn- rlll]fl"h ilrr I'III‘-'-
level to nll pberrations within a 30-foot burst. A success
Ful Will save (DT 10 = mystagague level + Cha modifier)
I'IIII'\'I"- I II 1% |I|.| III-III:I'.

Slippery Mind (Ex): Avbth level, you gain the slippery
mind class feature,

ninrupl:ing Are {ﬂu): nl"'_[-"ll:llllllg at Teh level, as o swill
action, you can spend a use of your repel aberrotion ability
to ereate 8 line of disrupting energy berween you and your
animal COMpPAnion {which moust be within 20 feet of ¥ Fean
this effect 1o Tunection) .-\.rny aberration :|.|u1|§ this line is
incapable of manifesting psionic powers or using psi-like
abilities for | round unless it succeeds on a Fortitude save
(DG 00+ r|1:.-'\.t.|g|.|g|u~'|r'1|.'r'.P ¢ Cha modifier)

Temporary Seal (Su): At 8th level. as » standord
action, you can spontaneéously create an area similar 1o a
{.IIPIr r“ull'l'u'l:'ll I|I'|'|r I‘ul‘i' Elilqr' I! ?1 ll!" III' I:‘I:Fh RGHM ru.luln'llrn'lln'g'i FIII'I”I-'I&':I ;I'r
sacrificing ony uneast divine spell (similar to spentneously
casting summon nature’s ally). The caster level of this effect is
1"11||.1| |1f.'|'||||.ll II'IH]II'.‘\I I.!i'i'lll‘l' caster Il"u I‘! ‘IIIIII ‘EII:'I.J.‘H" bl Jlfllll'
within elose range (25 fr. + 5 Feet/2 caster levels), and the
area extends in a 20-foor-radius emanation centered on
that point in space. Fhe duration is 2 rounds per level of
the 'Ll}f_'” sacrificed, Within this area, dimensional travel s
impoasible (aswith the dimensional lock \pﬂ']]"l. and the effecis
of any manifest zone are suppressed
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Weacking Are (Su): Ar 10th level, as a swift action. you
can spend a use of your repel aberration ability to create a
line of wracking energy between you and your animal com
panion (which must be within 20 feet of you for this effect
to function). Any aberration along this line is stunned far
1 round unless it succeeds an a Fortitude save (DC 10 +
mystagogue level + Che modifier).

PLAYING A
GATEKEEPER MYSTAGOGUE

The warld faces a serious threat. Aslong as aberrations lurk
in the depths of Khyber, notonly are humanouds in peril,
but the world itself could be destroyed. You must never
take the spawn of the daelkyr and the threat they represeni
lightly. Some adventures you underiake might not invaolve
aberrations. or the Cults of the Dragon Below. or an ancient
artifact left by the daelkyr that has fallen into the wrong
hands—but it's important to rule out the possibility that any
threat might be connected 1o the daelkyr. 1fsuch a connee-
tion is discovered, you stand ready, and your vigilanee could
mean the difference beiween the continued existence ofthe
world and its utter annihilation.

Notevery high-ranking druid among the Gatekeepers
chuosesthe paoth of the mystagogue. Most lack the single-
minded focus on fghting aberrations that you possess.
I'hat’s all right—there are many different tasks 1o he done,
and not everyone can follaw your hig'l'l. calli ny. You are nod
superior 1o other gatckeepers in the sect purely by virtue
of being a mystagogue, but neither does yaur dedication to
l|'|.|.|.||.I|r|E aherralions marg: nalize FOu in any way. You lack
the timeand the desire to rise to s position ef high suthority
in the seci—leave that to the athers. You are a vital part of
Eberran’s defense against a new daelkyr invasion.

Cembat: You truly shine when in combat against
sberrations—which s what you live for, afier all. Your
animal companion is your best ally in these situations,
Maneuver it into a posttion where an are between your com-
panion and you will catch as many aberrations as possible,
and let loose. Since you and your companion must be no
more than 20 fest apart Tor you Lo use one ol YOUF Arcs,
chunees are you will be right up in melee or close to it. You
might choose to hang back and try to use your arc abilities
wlﬂi:Ir1|]J!\.1iﬂg:¢'||urﬁ|r5with 1J'|f-|hr|:|h.'||'|.rﬂ|.h}':,.-ﬁurﬁl.i:rr-
ration Banemagic feat. After a few rounds of this. however.
even i ribbering mouther will get wise and close with you,
oy you'dl better be veady for melee—preferably with a byeshk
weapon in hand

Of course. nol every combat encounter invelves an
aberration. You lack the wild shape ability of other druids
of your characier level, which might restriet your useful-
ness in melee against nonaberrations, but you still have s
perfectly capable animal companion and a full cample-
ment of druid spells to bring to bear, You should find a
balance between using attack spells (eall lightning, fTame strike,
insecl plopue) and using spells to assist your allies, includ-
jnx youra nimal ru:lnl'J:l:l'lil:lrl Ll e srounds, :rmmuﬂsruu.'”l. [EITFELY
bear's enduronce).

Arthe highest levels in this class, you gain the mont
powerful are abilities, as well as ane unigue ability thai
might only come into play in certain cireumstances, but can
really turn the tide of important battles: your temporary

seal ability. The Shadow Marches are littered with manifest
zones linked ta Kyther and Xoria, and aberrations you
encounter within those manifest zones gain exceptional
power from them. Your temporary dimensional seal gives
you three strong advantages: [ can negate any henefil a
ereature gains from a manifest zone, it can prevent a foc
from escaping (such as a mind Mayer using ivs plone shift abil-
ity), and it can allow you to banish an extraplanar creature
that otherwise couldn’t be forced back 1o its hame plane
while within the manifest zone (see page 122 for more sbout
manifest zones).

Advaneement: Characters who became gatekeeper
mystagogues do so becanse they come 1o feel an over-
whelming sense of the wrongness of aberrations, a fevered
awareness that such ereatures are a vinlation of nature and
all that is right in the world. Ofien, this realization occurs
while a character is using his Repel Aberration feat. and ir
isagcompanied by a sirong sense of nature’s wrath lowing
through his body in an almest tangible form 1o drive away
the abominaions. Seon after having this experience, the
character goes into a period of retreat and emerges as a
gaickeeper mysiagogue.

Once vou have donned the mantle of a mystagpopue. you
are largely on your own. You still have the full support and
encourngement of the Gatekeeper sect, of course, but with
1o few mystagogues within the sect you can chart your own
course and you need answer to no one except perhaps the
highest-ranking gatekeepers of the sect. [tis not unusual for
amystagopue to feel thatthe only one who truly understands
his calling is his animal companion—the one ¢reature tha
shares his devotion to !jatllillx aberrations.

As you advance through the levels of the gatekeeper
mystagpogue prestige class, you can become a serious spe-
cialist, Fl'll:l].‘-'illg’ all your ahilities on f'|gh|1'r|g alerrations.
You might consider additional feats such as ITron Will.
Indomitable Discipline, Unnatural Enemy (see page 86).
or Darkstalker {(from Lords of Madress) to further increase
your reststance against the attacks af aberrations and make
yourself more effective against them. You could spend skill
points on Escape Artist, for escaping the tentacles thar all
oo alten coil around your limbs, as well as your usual suite
of survival skills. This approach is great if you know you're
going to be Aighting a lot of aberrations for the rest of your
career, bt 1['1"'|:|u expect to encounter of hier fypres ol man=
sters as well, you might want to eonsider hroadening your
capabilities accardingly,

Resources: The Gatekeepers have few resources as
such things are measured by the wider world—they are
not wenlthy or influential. except perhaps in the Shadow
Marches, where their druids lead and guide some tribes
of ares. However, the G-nlrl:rrprr-: possess vast slores ol
knowledge as heirs to a sixteen-thousand-year-old tra-
dition. A gatekeeper mystagogue who seeks out the most
learned masters of this teadition can learn much abowt
aberrations, the daclkyr and their invasion, the planc of
Xoriat, and the dimensional seals that keep Xorlat from spilling
into the world again. Asa general rule, these NPCa can
make n Knowledge (dungroncering) or Knowledge (the
planes) check with s +15 bonus on behalfof the mystagogue.
Seeking out these knowledgeable Gatekeepers can be an
adventure in itself; such characters are almost exclusively
located in the Shadow Marches.



GATEKEEPER MYSTAGOGLUIES
IM THE WORLD

“There ii nee denping thit Klurak wes eathusiaste, dedieated, even inspired.
Bul would [ have entrusted Lhe care of o village to him? That wewld hardly
have been fair—to the village or to him,"

—5aala Torrn, half-ore Gatekeeper

The gatekeeper mystagopue is o true pdventuring prestige
class. Dedicated 1o fighting aberrations, a mystagogue has
no patience for the day-to-day maintenance of communi-
ties in the Shadow Marches and the mundane business of
the Gatekeeper sect, He has a calling to be out in the world
fghting against the forces of corruption.

D:i]r Life: Du'i.l'lr life for a Eﬂlrkl_-eprr mystagugue
involves venturing into the depths of Khyber to exter-
minate nests of grells, unearthinga Culr of the Dragon
Below meeting in the sewers of Sharn and slaying iis naga
patren, and rooting out the mind flayer behind all the
strange recent events inthe town of Wyr. There is no reem
im his life for anything that does not carry the taint ol an
aberration’s touch—or at least suggest that an aberration
{or a Cult of the Dragon Below) might be involved. Since
the Gatekeeper sect has become an established religion
invalved in offering sprritual guidance to individuals and
communities. it has an ambivalent relationship with the
mystagogues, who remain dedicated to the original vision
ol the sect,

Notables: [t scems that every generation produces one
great gatekeeper mystagogue. a hero destined for mighty
deeds in the struggle against the spawn of the daelkyr,
Mo such hero isalive today, but every living Gatckeeper
remembers the deeds of the half-ore mysiagogue Runnar
Khuruk. wlu:r alew a E!ﬂi]' of heholders thnl huad Mulﬁfﬂ:l ]
village in the western Shadow Marches before disappear-
inginte the swamp. Decades ago, the ore Vashkal the Black
vanguished an idlithid trivmyvirate in Starilaskur, a braod
of chuuls in Silver Lake, and a cabal of mad sorcerers,
alengwiththe gibbering mouthers they revered, inthe ity
of Metrol.

Organization: Ay definition, gatekeeper mystagogues
sre part of the Gatekeeper sect, though their relationship
with the sect isambiguous. The mystagogues continually
pull the sect hack toward 1ts eriginal vision, and away
from the distractions that have built it into an organized
religion and even a political force. They are prophets and
rt{urm?t'n. 10 WAy, 1|1l:||.|.gl'|. muoast da il i.l,El,'I'I.tir:f' lhrm-
selves os either—they simply want the freedom to pursue
their mission without interference from the sect’s leader-
ship ar members. For the most part, the leaders of the
sect are willing to grant that freedom, and 4o the tension
beiween the mystagogues and the sect rarely develops into
open conflict.

Relationships between the mystagogues and the
other Gatekeepers are at their besi within the Shadow
Mauarches. where the sect has resources it can provide to
help a mystagogue face any threat that arises, When a
c.-ull al the Drngl’n'l Below ar some aherration comes Lo
light beyond the Marches, however., mystagpogues grow
frustrated with the sect’s unwillingness or inability 1o
I"Il'f.l'\'ldl'! .lr'l:,' concrels assistance, -rht nlratagugur.\ Come

to feel that the Gatekeepers have little interest or con-
cern for the world beyond their immediaste care, though
the real problem s less one of interest and more one of
limited resaurces,

For mere information about the Gatekecper sect, see

the entry on the Eldeen Reaches, pages 59610,
NPC Reactions

To most people across Khorvaire. a gatekeeper mysta-
gogue is just anather adventurer—with a biganimal com-
l;aniuu. Their initial reactions are Iikl,‘hllr to he colarved
by the mystagogue's race and appearance: Few people
respond warmly to barbaric-leoking orcs in their towns,
but neither are they blatantly hostile. In general, NPCs
begin with an indifferent attitude toward a mystagogue,
and allow the character’s deeds and words to change their
attitudes appropriately.

Followers of the Gatekeeper sect within the Shadow
Marches and the Eldeen Reaches, and elsewhere, have
friendly initial reactions to a mystagogue, secing such an
individual as & hero wha lives the docirine of the sect and
visibly protects them against the threat of aberrations. Lead-
ers of the Gatekeeper sect are also initially friendly, even il
the warmth of their reaction is témpered by their concerns
about the mystagogue’s potentually disruptive influence,

Aberrations and members of the Cults of the Dragon
Below are immediately hostile 1o a character they can
identify asa gatekeeper mystagogue—and & mystagogue's
reputation often precedes him in these circles. They po
to great lengihs to eliminate a mystagogue. ideally without
revealing their presence in the process,

GATEKEEPER MYSTAGOGUES
IN THE GAME

The patekeeper mystagogues are so few in number that it
it lel ha:-dl:,- b .-.ul'l:lri!':ing iF even h'igil-[l':\rl.*] characiers
had never encountered one in the course of their previ
ous adventures. [f your characters’ adventures bring them
into eonflict with aberrations or the Cults of the Dragon
Below, they might find themselves working alongside o
gatekeeper mysiagogue. [fyour campaign revolves around
these threats, a gatekeeper mystagogue can make a great
pla}rnr character,

A smart player running & gaiekeeper mystagogue
makes sure that he has something to do even when he is
rigl‘trlng cregtures thay aren’t aberrations, bhut any plarl_'r
who has a mystagogue PC will be happiest if he has ample
opportunities to put his best powers to work. One way to
bring about this situation is for the DM (o make the Culis
of the Dragon Below a significant, ongoing opponent in
the camppign

Adapration: At its heart, the patekeeper mystagogue
class representsa dreuid dedicated 1o fighting aspecific kind
af foe, [t would be relatively simple to change the iype of
eresture the m}'lllg‘ﬂguf-l Poweri are most effective AFalnst,
though you should be careful to stay within the established
Navor ol the drwid class, A vartant class ihat gmnt(i honuses
againstanimals or plans, for example, would make livle
sense, but a druid dedicated 10 exterminating the undead
or oulsuders could be uite effective,
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Tue LAsT WAR

A CENTURY OF CONFLICT

The roots of the Last War run far back into the history of the Galifar king-
dam, if not to the founding of the Five Nations themselves. The very fact
thit the united kingdom continued 1o be referred 1o as the Five Nations
points to the sense of notionsl pride that persisted even after King Galifar
I's successful military campaign to forge a unified realm.

F‘:rng_lil rofb, the lasi !unx nrﬂzlhrur. :ll.'rurrl:]'l] 1ehed ma ny greal th Ings
during his reign. Wonders such as the warforged and the floating for
tresses of Breland appeared, and the lightning rail expanded throughow
central Khorvaire during this period. But |arot was plagued by dark and
I.I:i.‘-[ul:'hl.l'l.g dreams and visions that alio led 1o the l:lj'gr.-.l :njl.ilul'vl( huildup
in the history of the kingdom. Few outside his clasest circle understood
the depthsof Jarot’s fears. He saw doom coming to his beloved kingdom
with every sunrise, and disaster edging closer every time the dark of night
spread peross the land,

These secret and not-so-secret preparations increased tensions
throughout the Five Mations. Soon, everyone was seeing threatzs and dan-
gers in every shadow, and in this environment of growing fear, national
ties became stronger than these binding the kingdom together. With great
armies al their ecommand, the governor-princes were more than a little
drunk with power when the ‘-i'iil:l'lﬂ. that |E|1i!r=r! the wir oeeurred,

Thatspark was the unexpected death of King Jarot. The Last War
began in earnest when three of Jarot’s children—Thalin of Thrane,
Kaius of Karrnath, and Wroann of H1':i.'|.|'u[—|:|~J|-r1l.-.|:i their eldes
sibling Mishann's rightful claim to the throne. Initially, Thalin and
Kaius wanted to explore options ether than the accident of order of
hirth to determine the best ane ol them to ascend the throne, Wroann,
however, knew who was best suited to rule. She believed that her love
of freedem demanded that she take the crown and then use the power
althe thrane to r:_--.]miu- Galifar into a mare progy essive and |i'|;n+r|!1l,l-
infused country, Mishann wasn't about wo relinguish her elaim, and
saon ¢ach povernor-prince decided that the crown would best fiton
his or her awn head.

Onee begun, the Last War endured for a hundred years, Of course,
times of relative calm reigned during that century of warfare, At times.
battles raged in parts of Khorvaire while peace {or at least truce) held sway
m lltlllfr'-. w]l.-'ll hrgﬂﬂ H !:I-illt!F i'lr“ wireT bwo rft-ll l"fl}' |.I'|'IIF|F(1 ~11||1|.I1l'|,"‘—
Cyre and Aundair on one side, and Breland, Karrnath, and Thrane on
the ather—quickly dissolved into a general melee. Alliances were forged
and broaken countless times du r'iriE the course of the war. Before the war
had ended. the Kingdom of Galifar and cach of its constituent nations,
at least one dragonmarked house, and ordinary families everywhere were
sundered and turned agaimst each ather.

The Last War wrought inestimable harm to portions of Khorvaire,
but from seme perspectives it also brought change forthe better. Eigh
recognized nations gained their independence over the course of the
canflict. From war, a new race was born. Magical technalogy, ariginally
f!l"'[‘]rlj’jl_‘ll rl]l' rllll'llﬂr:f LESE, M ITI-'IL'E‘ Flrf i EJE.IE'J" rme maore com Fflrlﬂ])!f_
with the airship being the most recent such innovation. Justasthe ancient
and legendary war between dragons and hends is thought by some to have
F:a\.rli l|1rw w rlrr 1i:r new E!urv ur hl'sl: il |-|1'|]|-:||:|--|. s r|:|.|.|"|-|.I 1||-'||z".|- I.1'u|.l
the trogedy of the Last War ereated the potential for s new galdtn nge of
civilization 1o emerpe across Khorvaire,

While peace curvently rergns, all af ihe prablems and grievances
that came 1o the forefront during the Last War remain, Old wounds and
lingering resentments, engoing strugeles and desperate competition,
secrel deals and double-crosses=these factors and more leave the threal of
another great wir lnomi ng on the harmzon. Some helieve it is '-'“I‘II' amatier
of time before such o conflict erupts acress the land,

WHAT DO YOU KNOW?

Knowledge (history)

DG 10: The Last War began in 894 YK
when King Jarat died and his chil-
dren could not agree on who would
succeed him. Initially. Aundairand
Cyre stood united in supporting the
Cyran queen as Jarot's rightful heir,
while the other three nations rejected
her claim. The war ended with the
signing of the Treaty of Thronehold
on 11 Aryth, 996 YK.

DC 15: The destruction of Cyre on the
Day of Moursing in 994 YK was the
beginning of the end of the Last War.
No one knows what happened to Cyre,
but it is clear that some magical catas-
traphe claimed the lives afevery living
ereature in the country and turned it
into a desolate wasteland. With one of
the Five Nations destroyed, it seemed
obvious that the war had 1o end soon,
one way or another.

DC 20¢ In addition to ending open
hostilities, the Treaty of Thronehold
recognized the existence of eight new
nations—the Talenta Plains, Zilarga,
'barra, the Lhazaar Principalities,
the Mror Holds, the Eldeen Reaches,
Darguun, and Valenar. ltalso granted
warforged the rights held by all other
sentient beings while ordering an end
to their creation.

Knowledge (local)

DC 15: Thronehold was the capital of
Galifar, the seat of its rulers. All
through the Last War, it was guarded
by warriors from House Deneith, and
itwas the site of the peace trealy nego-
tiations at the end of the war.

DC20: Threnehold, the castle, remains
neutral ground under the protection
of House Deneith to this day. The
surrounding city. called Throneport,
is also neutral ground.

Knowledge (nobility and royalty)

DC 15: An elite group of warriors from
House Deneith, called the Throne
Wardens, are responsible for guard-
ing and maintaining the castle of
Thronehold.




THE DAY OF MOURNING

What happened on 20 Olarune, 994 YK? No ane can say
for certain—at least no one who survived that day. Some
catastrophe, certainly magical in nature, swept through the
lands of Cyre, and nothing was left alive.

Though not all it territories were lost, Cyre ceased
1o exist as a nation on thet day. The lands that were not
destrayed were incorporated into Darguun, Yalenar, and
the Talenia Plains. The rest became the Mowrnland.

Thewardid not cease on the Doy of Mourning, however,
Cyran forces in Breland and Karenath surrendered almost
||r|.r|:||.-.||.|."|lrl}-. bt batt les continued 1o rage in Thrane, Aun-
dair, and Breland for ar least another year. In fact, the war
intensified. with no side knowing what had happened and all
fearing that another such eatasirophe might be unleashed if
decisive victory was not quickly achisved.

There are as many theories about the nature of the Day
of Mourning as there are people who think about it. Many
blame Houte Cannith, believing that some arcane experi-
ments t.lhiﬂg’]’j!ill{l‘ within its !'urgfhr_ﬂrl-s caused the catast ro-
phe. Some say that a secrevive cabal of Cyran wizards called
on the same forcesthat the giants had used 1o stop the guori
LR eI I ] ﬁl:'l:..'lll.nl.nanll :vr.'ln.'lr:rt:lrr. ul'.l:'il]l.'l:ll.il“l'_p' |.|.|1'||.-..|.-\.1||||.g
those forces on their own nation, 5till others accuse Cyre’s
enemies of unleashing those same lorces, but intentionally.
Some helieve that the Day of Mourning was a natural catas-
trophe, while others hold that its origim was divine—eithera
deadly warning or a horrific punishment from the gods,

A few people point to the Day of Mourning as evidence
that events long prophesied have begun to take place, signal
ing the eventual destruction of the whele world in a similar
manner. Same of these prophets of doom gather into small
communities on the borders of the Mournland, Living lives
of pious devetion in the hepes of being spared from the
coming devastation. OQthers abandon themselves 1o lives of
hedonistic luxury, muking merey before therr lives hasien to
an end. 5till others look for ways to manipulate the uncer-
fainty in the D..;.r ol Muul't:it'lE‘-\. aftermath to achieve their
own mysteriows goals. The Children of Winter (see page 58)
fall in this last category.

THRONEHOLD

Despite the escalation of hastilities atter the destruction of
ﬂ:frr. it was clear that the pariicipants in the Last Wiar had
become willing to find away to end s century of hostilities. Even
before the Day of Mourning, King Kaius 1 began searching
{III' i Il1i|l'r |Llilt rlllllll 1".' rllﬂ'-'lf‘rl'rit I'If'll.l]'ﬂl KI'II'II.H‘[ 1] l‘lli'ﬁ! 1|'|l'
peaceinlks. He Anallyseitled on Thronehold, the castle from
which the kings and queens of Galifar had ruled, Perched on
anisland inthe middle of Scions Sound, itwasa l)ri.zr coveled
I.F:r'ﬂlj |i1'F l'llll'll]al.lullll.‘u 1FII| wllli']l none ]'Iﬂll lIFl.'II “II!F Lo l'rﬂlTrI.

During wll the years of the Last War, Thronchold
was puarded and maintained by an elite group of warriors
rl"ll'll Huuu‘ Dﬂll*]ll‘l kllll“'l'l s II'II" T]'I.I'IJI'II" wHI I'irr:l.'\.-. Tllf'}
acknowledged no legitimate heir to the throne, and pro
tected the castle and all s belongings from usurpers.

Fhe peace talks included the leaders of the ariginal
Five Mations plus representatives from Darguun, Zilargo,
the Mror Holds, the Eldeen Reaches, ('barra, Valenar, the
Lhazaar Principalities, and even a halfling empowered 1o
speak for all the tribes of the Talenta Plains, Qther groups
petitioned to be included in the Thronehold Accords, but
were refused. The deliberations merely to settle the question

of who would participate cccuplied the inftial period of the
conferences. The graups that were not granted récogni-
tion and the right (o participate included o delegation from
Droaam as well as representatives from a number of ethnic
or religious minorities who hoped 1o carve their own sliver
of land out of the er‘l'll.jlgl,' ::rt_umlwar Khorvaire.

Each group that did participate in the treaty process
had {ts own agenda and demands. At Rrst, some refused to
ever sit aeraoss Fram each other, but the desire for peace poon
overeame mutun] distruse,

Overthe course of several weeks, this group hammered
oul the aceords that defined the borders as they are seen on
current maps. Sovereigniy was granted o several groups,
nominal independence to others. and a binding peace
agreement was signed by all,

Twe other items of business, aside from the over-
Hl r|_'||.|"r|! g'||:|::51ir_:rq of national boundaries and reparai TS,
occupied the delegates to Thronehold. The first was a
philasophical dilemma with profound implications for
'.I::|r|.rl}r. T]'I.I" I'I'I romn II']P\ ran arl I'l.'II"u rl'l‘r II'IrII'IlEI'- J'I1TI|‘IJ‘ "l}lf
warforged question,” and how the nations would treat this
new race that had come to exist as a direct result of the war.
MNever befare had a political body spent so much time in the
considerntion of such metaphysical questions. (1t should be
neted that no warferped was allowed to participate inany of
thete discussions.) Lo the end, the new race was given a twa-
edged sword. On ane hand, House Cannith was ordered
te halt production of warforged and dismantle its creation
forges. On the other, all existing warforged were granted
the full r:ghl_\ J'_Irl,'lrl'l'l,'n'\h]ll i the nations of f‘:l'lur\ruu'r,
rather than being deemed objects 1o be possessed by other
citizens. {Interestingly, the delegates also neglecied to
atldress the guestion of whether elementals that had been
bound to service should receive the same righis.}

Asa final accord, and at the insistence of the Throne
Wardens, the thriving city of Throneport was declared
neutral pround, accessible 1o all nations but belonging to
nane. The castle and its grounds, onthe other hand, remain
aff limits and under the projection
of the Throne Wardens,

On the Day of Mourning. same say
that destructive magic came to life

AVAA LSY] HHL
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RED GAUNTLET REGIMENT

“War is crazy—bunch o’ people killing each other becouse some guy said to. But you aren't gonno
make war go away, so you might a5 well get pood at it. And get paid for it.”
—Taril Macoute, Red Gauntlel sergeant

A famed mercenary company, the Red Gauntlet Regiment has existed for
centuries, its fortunes vising and falling with the governments and churches
itsupports, Minsirels everywhere sing folk tales praising the Red Gavnilets
and the code of honor they repard as essential to the soldier’s life,

JOINING THE RED GAUNTLET REGIMENT

The Red Gauntlet Regimen is choosy about its new recruits, but it looks
for evidence of bravery and valor over impeccable skill at arms, Once you
weeat Lhe red gaunt let, your comina nders assume that ].-nn"” |.;|u1rra]r!rrrul|'m
a casualy of war if you aren’t prepared. Veterans don't give new recruits
the time of day. since those recruits have yet to prove they can survive the
rigors of cambal. The veterans share o deep bond with each other—they've
seen it all and survived ivall wogether.

Joining the Red Gauntler Regiment is a straightforward process,
assuming the regiment is hiving. Historically, hiring has heen done loward
the middle or end of a military campiign, when the regiment’s ranks have
been depleted by casualties. Since it was engaged with Cyran forces on the
Day af Mourning, the Hed Gauntlet lost a great many of its members that
day, and it actively recruits now even as it searches for meaningful work.

Entry Requirements: Base aunack bonus +2, non-evil alignment,
regiment must be recruiting.

The Red Gauntler Rr_s’ilru-ul believes tn what s commanders eall
“task-based organization.” Squads within the regiment tend to be flexible,
with commanders assembling and reassembling teams based on the nesds
ala IJ.‘II'III.'III.'II' mssian. Thus, it's nol yneommaon lora Bed Gawntlet !LI.ILI-!I!
ta resemble o group of ndventurers, having spelleasters ond specinlists
mixed in with traditional soldiers.

Recruits are almost never mixed with veterans, however. New mem-
bers of the Red Gauntlet Regiment find themselves placed in recrumnsquads
and given less important (but still dangerous) missions until they have
proven themselves—or have died trying, Only gradually are new members
mtroduced 10 the Red Gauntlet |r||1]|-r:.i|'i1'1 andd s elite wnits.

Initial training for the Red Gauntlet Regiment tends 1o be brief
and informal. New members receive an introduction te their command-
ers, they learn the unit’s hecaldry and signal provocols, and then they're
thrown into the fray. Between military campaigns, the Red Gaunilet
spends a lot of time drilling (after the mandatory few weeks of rest and
recreation at the end of an engagement). The grizaled veterans of the
regiment have a vast store of knowledge on all matters military, and they
gladly share what they know with their fellow soldiers.

RED GAUNTLET REGIMENT BENEFITS

More than most ather mercenary units, the Red Gauntlet Regiment
emphasizes the possibility of a big score. When you serve in this unit, you
can become rich.

Goods: The Red Gauntler Regiment's pay is average for o well-
established mercenary company: 50 cp per day, plus an additional 50 cp for
each point af commander rating. (See Heroes of Bottle for more about com-
mander ratings, or consult the sidebar on the next page for the correlation
between commander ratings and rank in the rngimcul.]

F.'\.-l-r}- new recruil receives a ]'mir of the red K;lunll.lri\ From which
the regiment takes its name. The gauntlets, made of lesther and covered
with engraved metal bands, are worth 50 sp each, Mercenaries in the
|'Egi:||:|!'|1l wWedl ":II'II.J.' arne gﬂululrl al-atirme, l:l.'il.‘l.'-\“':"li:lE ame that covers their
weapon hand.

The biggest benefit that the regiment provides, however, is its reward
structure. Half of the Red Gauntlet Regiment’s profit from a mescenary
contract and all the plunder seized on the battlefeld goes into o pool

WHAT DO YOU KNOW?¢

Knowledge (history)

DC 10: The Red Gauntlet was a merce-
nary band during the Last War. The
regiment was composed mostly of
cast-offs from national armies.

DC 13: The Red Gauntlet Regiment
iz still around after the war, and
in fact recently held a reunion in
Sharn to commemerate the fifth
anniversary of a major battle. King
Boranel made the soldiers honore-
ary members of Breland's national
army, but the status is merely ceremo-
nial az far as the regiment’s leaders
are concerned.

DC 15: At its peak. the regiment had
around twothousand saldiers, but anly
about Ave hundred remain because its
members were engaged with Cyran
forces on the Day of Mourning.

DC 18: The Red Gauntlets are better
trained than most mercenaries.
They're alse known for their loyalty—
once you hire them, they stay hired.
They fought for Breland during the
latter years of the Last War, serv-
ing with digtinetion on the Cyran
border.

DC20: The regiment's ranks are full of
experienced mercenaries because the
leadership gives big monetary bonuses
for success on the battlefield.

DC 25: Since the end of the Last War,
the surviving members of the Red
Gauntlet Regiment have had trouble
findingwork to do that's worth doing.
The regiment existed hefore the
Last War and survived it, but—much
like the warforged—its members are
having trouble finding their place in
the world right now.

Knowledge I:I:u;\l;'a.il.it}r and myg]t}'}

DC 25: Although it smiles in public
and is lavish in its praise of the Red
Gauntlet regiment, House Deneith
has some misgivings about a mer-
cenary company that is so indepen-
dent of its control. Some within the
dragonmarked house would like 1o
own the Red Gauntlets—and probably
rewrite much of its history,

DC 30: Karlerren ir"Vore, the second
son of & prominent noble family in
Karrnath, is the current head of the
Red Gauntlet Regiment. He is in his
seventh decade of life and is expected
to retire soon.




When the regiment completes a contract, its commanders
divide up the accumulated treasure based on merit, deter-
mined by achicvement and valor on the batlefield.

Because the profit margin and velue of looted goods
varies widely from battle 1o battle, the amount of the reward
vartes widely. Asageneral rale, each PCan the Red Gauni-
lets veceives 5 sp for every victory point he or she earned
throughout the length of the military contract. If the PCs
are active throughout a major battle, they'll probalily earn
Sgp or more per level they have,

Every member of the Red Gauntlet Regiment therefore
has a tangible reason 1o fght hard throughout a baitle—aned
a strong disincentive to leave the regiment before the
mercenary contract ends. Units within the regiment are
campetitive with each other and vie for the most evitical,
luerptive, and dangerous missions.

The Red Gauntler Regiment has existed for centuries.
and its members have seen the reward system abused fram
time (o time. In the past, commanders rewarded their ero-
ries with reward money rather than deling it eut to the most
effective units. Word travels fast in a military outfit, haw-
ever, anid gul’llf mercenaries mustered ool onee 1!:!.-1.; real-
ized the reward system wasn't recognizing merit. Today's
commanders know that soldiers have a keen sense of who
has sarned the exira pay, and that |.|I.l':r' risk a I'EI:I'UIth:IE and
retention problem if the system tsn't fundamentally fair,

From time to time, the Red Gauntlet has 1o deal with
unserupulous soldiers who refluse to aid wounded comrades to
avord having to share extra pay with them, This problem was
rampant in the ranks until the regiment adopred a surviver
benehit policy. Now, members of the regiment know that if
they fall in battle, the Red Gauntlet makes every effort o

make sure that their families gevthelr reward money. Thus,
there's no incentive to eliminate the competition—and in fact
the commanders give extra compensation to units that take
risks to aid their fellows,

The Red Gauntlet Regiment also ensures that its mem-
bersare equipped acearding to their status and mission, As
a PC, you'll have gear sccording o the wealth guidelines on
page 135 of the Dungeon Master'’s Guide,

Information: Military intelligence officers attached 1o
the regiment's senior lesdership have nstrong sense of the
Red Gauntlet Regiment's long history. Because the regi-
ment has fought its way across Khorvaire and back again
several times, those officers have a + 13 bonus on Knowledge
(history) checks. and are willing to answer PCs’ questions
if they avent atherwise aceupied.

Those intelligence officers also guard aceess to the
regiment'sarchive of old battle-maps. which show the layouts
of large fortresses, historicstrongholds, and other locations
Tor site-hased adveniures. PCs wha Hmprave the alficers'
attitudes from indifferent to helpful can sequire necess to
those maps, The maps were complete and comprehensive
when created, but some are centuries old.

Access: The Red Gauntler Regiment has small barreacks
inlarge cities and metropolises, but these are rarely used by
the rank-and-fle Ij.'uujln.. who are u.r.u.‘\]]:,' out in the feld.
The barracks are used more #s business offices and recraiy
ing centers, with enly asmall guard detail, Members af the
regiment on a mission or on detached duty can find austers
but secure sccommodations at the barracks.

Starus: Because of lis storied history as one of the
aldest continuously functioning mercenary companies in
extstenee, the Red Gauntlei Regiment has carned a measyre

P———#

THE RED GAUNTLETS AND HEROES OF BATTLE

I you use Heroes of Bottle in your campaipn, the Red Gountlers
make an ideal organization for player charactersio join in
a ||'||I.|||'||'!|| rillnl}“iﬂ:l.

Force Structure

The Red Gaunitlet Hfgjlllt'l:ll MEYEr l".nin.hr-: a hattle 'nrll.h
the same organization it starts one with, but the basic
outline is simple. Four eight-soldier squads plus a com-
mand section make up a platoon led by a lieutenant. Four
plaioons lone of which s usually specialized in archery,
cavalry, or magic) make up a company led by a captain,
I'hree companies plus a headguarters unit and various
'pIIF{'II'II teoms fl'lﬂEF I.IF L] llnltahnn Ifd 1'_]? a rn:l]ur. Ff)ul'
battalions plus a supply section. regimental staff, and a
siege engine section make up the Red Gauntlet Regiment
inale enlireky.

Infanury Element: Six Srd-level hghters, one 3rd
level eleric, ane Srd-level sorcerer. EL 9,

Infiliration Element: Six 2nd-level nglﬂrr."'grl:l-!fvel
rogues, two 3rd-level wizard/2nd-level rogues. EL 11,

Cavalry Element: Eight 4th-level rangers mounted
on horse companions. EL 10,

Magic Artillery Element: Six 7th-level Aghters,
l0th-level sorcerer, [0th-level cleric, EL 14,

Recognition

The regiment uses the rank siructure outlined below.

Commander Rating Rank
Sergeant

M anier 5: r‘ra ni
Lieutenant
Captain

Major

Colonel

- WL TR L R

The beat decoration the Red Gauntleis receive is the extra

monctary reward il the end of a mercenary contract. The

regiment offers a few decorations as well. the effects of

which are detailed in Heroes of Baitle.

»=  Silver pin, engraved with symbol for the training type
{2-point training decoration)
Campaign ribban, different color for each merce-
nary coniraci rf.ll'l'll'llll!l'l"rl {~I!-|Jnir|.'l service decoration
leampaignl)

+  Jarek's Ring, a copper ring large encugh 1o fit over the
E’uul:lirl': rlnxt-.r “n—pnlnl decoration}

+  Von Harrla's Ring. » gold ring large enough to At over
the gauntlet's finger (20-point decoration)
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of respect nmong professional soldiers. Wearing the red
gauntlet grants a +2 circumsiance bonus on checks made 1o
govern tocial interactions with other mercenaries and army
commanders, provided they sren’t bitter about a previous
battle against the regiment,

PLAYING A RED GAUNTLET

Professionalism and honor are of paramount importance
ta you. You're in it for the money, to be sure, but you take
llI'I(IE imyour work. You are |)ruu(| that aver the centares,
the Red Gauntler Regimeni has never reneged on a contrac
or left its patrons in the lurch,

Surrounded h:|.' like=minded I:nrﬂfr.-\.-.-unlinl anldiers,
you have o hard time dealing with prople whose loyaltics
are mare flexible, or with fanatics whe fight for an abstract
cause. You're most comfortable around your comrades—
fellow professionals all. They're probably the anly famaly
you have, and you dread the doy when you're 100 old 1o wield
a weapon and stand shoulder to shoulder with them.

Combat: Red Gauntler military doctrine emphasizes
maneuverability and flexibility. Commanders try 1o avoid
showing the same wactic 1o an enemy twice. and might first
pepper the enemy lines with archers, then harass the supply
lines with cavalry, then use illusions to provide disiractions
before an infantry assault.

Such varied tactics work only because the regiment is
well trained and good at rearganizing tself at a moment’s
notice. The rcglmtnl'! mercenaries are cross-trained in
several aspects of warfare—able 1o wield a halberd, siring a
bow, Liunch a carapuli, ride a horse, or sneak behind enemy
lines. And that's just the wizards.

When they can, the Red Gauntlet Regiment's officers
employ what they call the three keys strategy: preempiion,
disruption, and dislocation. The regiment first endeavors
ta preempt a battle by seizing the objective before the enemy
15 able to mount a response, 10 necessarvy, 1 then moves 1o
disruption. eliminating the enemy's ability 1o wage war by
attacking supplies, destroying morale, and subverting its
command structure. Finally, the vegiment uses subterfuge,
magic, and complicated timed maneuvers 1o dislocate the
enemy. By the time the opposing army has been led off
aga pres L sorne nonex istenl Ihrl,-.'ﬂ. I:]'If Errl G-"I:'I.ITI.II.H'| Rrgi—
ment has massed around the bactle's eritical point.

Advancement: By and large, the Hed Gauntler Regi-
ment isa meritoeracy, so advancement ean oeeur vapidly if
you prove yourself effective on the baulefeld, Recruus chafe
for awhile as the veterans pet the most luerative assipnments,
Onee you have proven yoursell, though, you'll he getting
those assignmenis-—and the extra money they'l earn you,

The Red Gauntlet Regiment officer corps is expected
to lead fram the front, so battlefield casualties mean that
there s almost always coom in the cammand structure for
new officers, However, while officers draw o shightly higher
base pay than the rank and file, they dan't necessarily get
more reward money, <o the regiment’s grizeled veterans
sometimes turn dﬂwn COMMissinns.

During the Last War, esprit de corps was high in the
Red Gauntler Regiment. so most veterans stayed on until
they died or cetired. Since the end of the war, however, the
regiment hos suffered serious attrition. The remsining
members are some of the oldest soldiers from bygone days.
Yuungl_-,r members whose lives were less invested in the war
had an easier time dropping out of the regiment and back
inte civilian life,

Missions: As s member of the Red Gauntlet Regiment,
you can expect to continue fighting the Last War wherever
1 I‘lvl_-r!.:i.-.u. The Gr:l}-wn” Muountains hetween Breland
and Drosam are one of Khorvaire's continuing hotspots
of military activity, and the Red Gauntlets are there in
significant numbess helping Breland defend its barders.
Smaller numbers of Red Gauntlet units patrol the Seawall
Mountains st the western edge of Darguun, pretecting both
Breland and Zilargo from goblineid incuvsion. In addition,
Karrnath has hired o few companies 1o help contain Valenar
suacks in and neross the Talenta Plains.

Wherever you are engaged, you'll likely be called on 1o
execute one al the thres Lf}'}. u'rrrs'i.'rl:lr:n.q strategy. Wi rn'i.glﬂ
mpke s mi&njght ride toseize a castle before the enemy can gey
outof its barracks, thus preempting a battle. [fyou're ardered
te destroy s dam and thereby flood the enemy trenches, you're
executinga dsruption strategy. Allernanvely, the Red Gaum-
let might dress you up like generals and have you ride across
the battlefield. drawing pursuit from elite enemy units that
then wan't be able to join the battle at the real objective:

The Red Gauntlet Regiment also sends its members on
missions away from the baulefeld, You mipht accompany
an officer 1o assist in negotiations for a future mercenary
contract, or find a fallen comrade’s family and deliver a
survivor benehit.

All that said, things are relatively quiet after the fury
of the Last War, and as long as you check in with your com-
manders periodically. you can expect plenty of time 10
engage in your own adventures while remaining a member
af the Red Gauntlet. Such Freelancing 15 encouraged, bu
the regiment frowns on independent adventuring during
military campaign. When the war’s en, you're expected 1o
be all about the regiment’s business,

THE REGIMENT IN THE WORLD

“Things mere bad, Calapult stones sere raming doan on the courd pard, and my
awn men iere cowering in the catocambs. But the Red Gauntlet gups weren't
even flinching when the stanes fell around them. Thep just mounted their forses
el marssed by the front gate, waiting bo ride forth,”

—Duke Hatharak, surviver of the Siege of Tasseleliff

Tl'l.!' Bed Crauh{lﬂ erg:irnr:rll l'lrl:lresrnH the |:|_|:|.'|.|'|l|.-.-uv|_-nli..'|.'|
band of honorable mercenaries. Though they keep their eyes
on the gold rewards. they remain skilled artisans who take
great pride in their work, Their exible military doctrine
offers players awide variety of expericnceson the battlefield,
and if the PCs are in the Red Gauntler Regpiment, they'll
rarely perform the same Tunetion in cambat twice.
Qrganization: On paper, the Red Cauntlet Regimeni
lookslike part of a national army—or at least it did until the
end of the Last War left only a single battalion among its
ranks. The regiment's commander is a colonel, assisted by a
staff of edvisors and four majors thet once led the regiment’s
battalions. As a practical matter, each company within the
regiment rearganizes itself to meet the needs of the day's
hatile, Cumplu:ir*; are .-.imp]}- numbered (15 romEny of the
3rd battalion. for example), and squads are usunlly referred
ta by the name of the sergeant whoe commands them. These
s.(lumh. are moved From one company fo anol her with greal
rapidity. often becauscn particular commander is closer to
the action or has apecial expertise in the squad’s duties,
T]'u.-|:1'|!|:|r|r|.'.-h..-.I:;lr“'larll."f.-.!hl?|:u!.i|'|1-.:\.a.a:}-pt-.l.'.lnurruh-
ning the regiment. During a battle, the colonel and a small
retinue use one of the battalion’s headguarters as a centeal




rommand center, or they lead from the saddle, moving from
unit te unit and giving orders directly,

Veterans grumble that the regiment’s motto is "There's
always one mare thing to do.” On the eve of battle, every
member of the regiment keeps busy digging trenches,
strengthening fortifications. and scouting out nearby
terrain. Few lulls oceur during the batile, because the
regiment's commanders constantly reposition their troops
to confound their enemies. A Red Gauntlet major might say
with a straight face: "Your squad can rest while it marches
to the top of that hill over there. Then prepare some field-
expedient fortifications and await further arders.”

The current head of the Red Gauntler Regiment is
Karlerren lr'Vurl_-, but almost EVErYOTe refers o him sunp]}-
a1 “the colonel.” The second son of s Karrnathi noble family,
heserved in Karrnath's national army until his men deserted
hamoan the Tee af a regirment ol (:].-rall w;trru:l'gl-d soldiers.
Surrounded by more than a hundred enemies, ir'Vore held
them off with a clever bluff until the Red Gauntlets artived
and reseued him. He Jim ned the regiment on the Ao arnl
worked his way up the ranks over the next two decades.

The colonel is in his sixties and contemplating retire-
ment ta the family manoe. When he does, the Red Gauntlet
Regiment will have 1o promote o new eolonel, The regiment
doesn't have a codified suecession poliey, so ir'Vore's retire-
ment will likely lead to a power struggle between three can-
didates: Major Hilliard G cavalry speeialisi), Major Glauer
{a half-elf ranger), and Caprain Sureys (o sorcerer on the
colenel’s staff who handles the regiment’s business affairs).

NPC Reactions
Falktales of the Red Gauntlets abound, and they all deliver
the same message: The regiment 13 full af elever professionals

whoare loyal to their contract, no matier how dire the sita-
ation becomes, NPCswho are knowledgeable about military
matters thus have an initial attitude of friendly to those who
wear the red gountlet (exeepl those who have recenily battled
the regiment).

Recent foes of the Red Gauntlet don't regard them
as kindly, even if they affer grudging fespect for the
regiment's skill at arms. Most of the grudges of the Last
War are forgotten now, but some Cyran nationals hold the
Red Gauntlet somehow responsible for the Day of Mourn-
ing. Drosam and Darguun similarly have no love for the
regiment, thanks to its current invelvement in fghting
their forces. NI'Cs associated with any of those groups
hive o sta rﬂ'ng attitude nf unfrwnl":.- 1o members of the
Red Gauntlet Regiment.

Far their part, Red Gauntlet Regiment members have
an inthial sttiiude of andiMerent toward l'lrur]].- evEryOne
they're notactually ut war with. To hold n grudge after war's
end would besmirch their professionalism, and today’s
enemy might be tomorrow’s employer,

The regiment has o complicated relationship with
House Deneith, viewed as the clearinghouse for mercenary
services in Khorvaire. On many occasions, House Deneith
has actually hired the Red Gauntlets, acting as a broker
gnd intermediary between the employer and the regiment,
Mastly, though, the regiment’s reputation allows it to
secure work on it own merits and leave Deneith out ol the
transaction—which makes the heads of the draponmarked
house unhappy. Publicly, House Deneith has been respect-
Tul of the regiment and Elr:n-.rd s work, Pr:iv:ri,rh-. LT -
bers of the regiment should not be surprised to encounter
unfriendly reactions from those in positions of power in
the house

k—-ﬂ

CHARACTER CrAssEs IN THE LAsT WAR

Healﬂr

Healers, described in Mimotures Hondbook, played an impor-

tant role during the Last War, Most healers are members of

] inulf‘Jl'lrﬂ“.'llli I{rnlrr\. nll]1l!. !hnu!h sOomeare ul.-\.n mem=
bers of one of two very !Fecla]:md religious orders. The
Healing Hand of Olladra is a healer order associated with
the S(I.\'I."rl'l.g!'l. Huost, while the Silver Knlshh ".unpna”rrt
are associated with the Chureh of the Silver Flame, and
include paladins and clerics as well as healers. Both arders
sent members to serve as field medics for the acmies of the
Last War. and both erganizations still operate, focused on
providing healing services to travelers and others in need,
regardless af national affiliation or circumstanee,

Marshal

Introduced in Misiatures Hondboak, the marshal commands the
ability ta inspire his allies, enhancing their combat abilities
asthey perform specihe battlefield maneuvers. Their natu-
ral place is on the helds of war, and every army in the Last
Wir ineluded some marshals. Most marshals hald ranks as
minor afficers, though some have retired on milinary pen
sionsand turned their unique talents toward inspiring their
adventuri ng 1.'|:r|11.]1.1:r|:i|::|lh rather than allied traops.

Scout

Very much like rangers. scouts (described in Complete Adven-
turer) were widely employed during the Last War, combining
stealth with eombat prowess to harey opposing furces, assess
troop numbers, and infiltrate enemy lines. Aundair in par-
ticular is known for its scouts, especially the famous corps
opErating oul of Tower Valiant and called Valiant seouts. In
all the Five Nations, scouts were primarily recruited from
rural areas.

Warmage

True to their name. most warmages {(detailed in Complete
Arcane and Miniatures Hamdbook) were trained 1o serve in the Last
War, Lacking the versarility and scholarly hent of wizards
and the mysticlsm of sarcerers, warmages wield magic as a
ool for a single purpaose: the annihilation of enemy forces.
Cyre made the maost use ol warmages during the Last War,
and the grestest warmage college in Khorvaire was leveled
on the Day of Mourning, The tradition turvives among
f:rrarlwnrrnagl-.l inexile, however, qunrulnrtf in Mew l—'.!.'rr
in eastern Breland
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LHAZAAR PRINCIPALITIES

TiDES OF BLooD AND GoOLD

The Lhazaar Principalities is n loose nation of sailors, merchants, priva-
teers, and pirates, [t is made up of a number of separate entities, called
principalities, each of which has its own ruler, holdings, citizens, and
ships, Lhazaorites make their living from the sea, serving other nations
as fishers, merchants, couriers, privateers, and mercenaries.

The Prinecipalities have existed for centuries. They were the fhirst
lands settled by the human maigrants from Sarlona, and though the Tamed
pioneer Lhazaar led her expedition to these shores three thousand years
ago, scattered groups of refugess arvived even before her, some as early as
Fwve thousand yEarsago These hands were too small and weak to |,'|1a'||rnxr
the goblinoids for control of Khorvaire. so they remoined on the islands
off the continent’s northeast shore. Similarly, waves of migrants arrived
alier Lhazaar, .::lrlir!g ta the '|n’r|m|.tl o of this avea. Al the time afl these
expeditions, Sarlona was composed of o dozen distinet kingdoms, each
canstantly at war with the others. Some people. looking at the history and
the current state af the Prineipalities, would argue that here, at least, little
has changed

The Seadragon Principality, led by High Prince Ryger ir'Wynarn
(LN male human ranger 9), i the nation's la rgest—which is 1o say, Ryger's
|||-r-Lr:|r|'.|| fallowers and the twenty .‘\..11]:“ under their command form the
largesi fleetin the Lharzaar Sea. allowing chem o contral the largest swath
of territory, Ryper claims descent from the kings of Galifar and dreams of
rebgnldi nga uried El.ngq[n:lrl. So far, IIII:JI,Igh. he has been unabile to unite
the squabbling princes to do anything more than present a unihed face
{Ryper's own) 1o the deliberations at Thronehold that ended the Lagt War
and established the Lhazaar Pl'i.l'l.l"::llhi“l'il.'h a4 d SOVEreign nalion. Prince
Ryger's flagship, Drogoneye, makes its home port at Regalport

Ihe Cloudreaver Principality is in some ways the antithesis of the
Seadraguns. [T Ryger's rule represents stability for the Lhazaar Princi-
E:I:lllirll"l as the nation moves florward 1o o new Niture, 1he Cloudreavers
represent the vielentinstability of a return 1o the old ways of bloodehirsty
piracy. Led by Prince Mika Rockface (CE female dwar! barbarian 6], the
Cloud reavers are a |l|)w1-rruj band ol marauders elaimi ngsIx Fasi sh i:rs and
Krag Island, including Port Krez

The Direshark Principality is led by Prince Kolberkon (LE male
changeling fighter 7), who imagines haimself Ryger’s greatest vival and
hopes 1o become the next High Prince. Kolberkon has been working 1o
improve his base in Port Verge so that it will rival Regalport, and to thar
end has made alliances with hoth the Order of the Emerald Claw and
House Lyrandar,

The Gray Tide Principality. in addition to being an unexplained
feature af the sea beyond Lasipoint Island, is led by another changeling,
Prinee Kel (N male changeling vague 6). He dreams of establishing o
homeland for the changeling race and has suceeeded in drawing a sig-
nificant population of changelings—mostly followers of the reality seeker
!FI'I lIIF}r’fI}I}' {\("E Elilgr 2?] Ir'!r|l'|g o crewle Ilrrl"ri'l l'ilml'l'l.lll'll":( Th: G"“.ll
Tide is located on and around Lastpoint, though rumors say that it has a
fleet hidden in the tendrils of mist from which it takes its name.

The Blaodsail pri.l:ll:'lf:l.'t[il:,.'. ledd I:"." Prince Shaen Tasi] (LE female elf
eleric 7 Blood of Val), includes a large number of elves said to be allies of
the line of Vol. who were banished from Aerenal when that bleodline was
exterminated. [ts base of operations is Port Cairn, at the southern extreme
of Farlnen lsland,

The Wind Whisperers Principality is primarily made up of hall-clves.
led by Prince Koulton Brightwind (CN male hall-elf ranger 4/dragon-
marked heir 4), an expatriate scion of House Lyrandar with a high price
on his head. Koulton fled his family in an elemenual galleon twenty years
ago, and has so far managed to evade the house's efforts to retrieve the ship

WHAT DO YOU KNOW?

Knawledge (geography)
DC 10; The Lhazaar Principalitics

is & nation of factions that vie for
supremacy. [is population is primar-
ily human, with a strong gnome, half-
elf, and changeling presence.

DO 15: Dozens of princes control land
and ships in the Principalities. Ryger
ir'Wynarn is the best known, since
he represented the Principalities at
the Thronchald discussions. Ryger
secks to unite the Principalities into
atrue nation, but has met with strong
resistance from the ather lords,

DC 20, Aside from Prince Ryger's
Seadragons, other groups include
the vicious pirates of the Cloud-
reavers, the mercenary Diresharks,
the changeling Gray Tide, the Blood-
sails of Farlnen, the half-elf Wind
Whisperers, and the well-intentioned
Heavenly Fleet.

Knowledge (history)

DC 10: The Lhazaar Principalities
declared their independence from
Califar early in the Last War.

DC 15: The Lhazaar—Galifar war
started in 28 YK and lasted for a
decade before the Lhazaar princes
finally became a semiautonomous
province of the young Kingdom
of Galifar.

DC 20: The Lhazaar Principalitics was
the site of the first human settlement
in Khorvaire.

Knowledge (lacal)

DC15;: Lawsare lax in the Principalities
and vary in each prince's territory.
The people are rough and ready: the
towns have a frontier feel, full of
opportunity and danger.

Knowledge (nobility and royalty)

DC 10: House Thuranni is based in the
Lhazaar Principalities. The other
houses have a minimal presence.

Knaowledge (religion)

DC 10: Lhazaarites have little interest
in religion.

DC 15: The Blood of Vol has a dispra-
portionate number of followers in the
Lhazoar Principalities, particularly
among the Bloodsails.

DC 30: Val's stronghold is somewhere
in the Lhazaar Principalities.




and remove him. He has used his Mark of Storm to forge a
new principality and pull together a sizable fleet, and the
other princes resent him—both for seizing territory some
of them had claimed, and for exacerbating the typically
strained relations between the Lhazaar Principalities and
House Lyrandar.

THE HEAVENLY FLEET

The Heavenly Fleet is the smallest of the Lhazaar Princi-
palities, though it is growing—in defiance of all predictions.
Led by Prince Lorrister (LG male aasimar ranger 4/paladin
4), the Heavenly Fleet is dedicated to bringing justice to the
Lhazaar Sea and the rule of law to all its settlements. The
prince holds his crews to high ideals and hopes to impose
those same ideals on the people of the Principalities.
Even though the Lhazaarites greet Lorrister’s prineiples
with scorn, people outside the Principalities who share
his philosophy are attracted to his cause, and Lorrister
claims a large number of foreign supporters and suppliers.
This influx of aid from such places as Thrane, the Martial
Temple of Dol Arrah in Starilaskur, and numerous private
benefactors translates into the finest gear and supplies for
Lorrister's ships and crews.

Prince Lorrister might come to the aid of player
characters facing the perils of the Lhazaar Sea, sailing to
the rescue like some celestial cavalry riding over the hill.
However, he is likely to ask characters who are indebted to
him to return the favor by striking against one of his many
enemies. He is on a perpetual crusade against evil in the
Principalities, and he recognizes the Cloudreavers as his
greatest enemies. He also bearsa particular grudge against
the Blood of Vol and actively campaigns in opposition to
that cult's activities.

The other princes scoff at Prince Lorrister’s morals,
but they are leery of his strength. In the future they might
form an alliance to destroy the paladin and his crusaders,
but for now they use their wiles to play him against their
foes. For his part, Lorrister may be idealistic, but he is not
naive, and he remains fully aware of his rivals’ plans.

ISLES OF MYSTERY

A mighty storm rages above Tempest Isle's central mountain.
[tspits lightningand shouts thunder, and itswinds make the
seas treacherous a mile away from the island’s shores.

Some say that storm giants, refugees from Xen'drik's
ancient wars, live on the mountain and maintain the storm
to keep their old foes at bay. Other rumors speak of a pirate
wizard who arrived on the island with his captain and crew.
After the pirates hid their treasure on the mountain, they
betrayed and murdered the wizard, adding his magical pos-
sessions to their hoard. The wizard returned as a ghost and
slew them all, and now pirate ghosts wage eternal war in the
sky. Still other tales say that a rakshasa rajah, one with great
power over the weather, lies imprisoned within the moun-
tain, and the storm is a sign of his imminent awakening.

Whatever the case, adventurers and pirates come to
Tempest [sle to seek the truth. Most believe that gold, magic,
or both wait in the mountain's caves.

Visitors to Tempest Isle first experience rainfall and
winds near the shore. A tribe of particularly large and brutal
scrags (8 HD each) lairs there. These aquatic trolls seem more
intelligent than others of their kind. They paint designs on
their leather armor and prefer to ambush and confuse their
prey rather than rush headlong into battle.

Prince Lorrister of the Heavenly Fleet

The nearby rocky Traglorn Isle is home to a large tribe
of cliffwalk shifters who call themselves the Sun-Kin. They
claim that their people once inhabited both Traglorn and
Tempest Isle, but in years long forgotten one of their kind
lost an ancestral artifact to a hobgoblin trickster. The storm
set in after the artifact vanished, and the Sun-Kin fled to
Traglorn. Since that time, brave warriors from the tribe have
sel out across Eberron to locate their lost relie, but none
have been successful, Stral'lgely. the Sun-Kin wear wooden
decorations bearing sigils similar to those the Tempest Isle
scrags paint on their armor.

The island of Trebaz Sinara is surrounded by treach-
erous reefs and is home to terrible monsters, two factors
that combine to leave the island uninhabited. Despite these
dangers, however, the island (at least according to 1egend)
has served a number of important purposes over the centu-
ries. The first Sarlonan settlers of the area built tombs here,
and indeed some of the monsters that attack visitors to the
island, including both undead and construct guardians,
seem to be connected to those erypts. In addition, countless
piratesaresaid to have hidden their treasures on the island,
but never returned to retrieve them. These tales strain the
limits of credulity, but the number of people who claim to
have returned from Trebaz Sinara with tangible proofofthe
wealth they found there is enough to ensure a steady stream
of treasure-hunters. Most are not heard from again.

Dreadhold is an island prison maintained by House
Kundarak. First established by Karrn the Conqueror, Dread-
hold has contained some of the most dangerous ecriminals
the world has ever known. Popular belief says that no pris-
oner has ever escaped the island, but whispered rumors
suggest that the truth might be otherwise.
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MAGICAL TRADITIONS

MODES OF POWER

Magic infuses the world of Eberron. It rages high above in the Ring of
Siberys that encircles the world. It binds dark and foreboding creatures
in the deepest caverns of the underwarld of Khyber. [t seeps [ram the laned
itself, # souree of energy as well as @ means of bending the laws of reality
Magic, and reliance on magic, shapes and defines the societies of Eberron,
For millennia, wizards, sorcerers, cleries, artificers, adepts, and mage-
wrights have brought thewr talents to bear on the challenges and dangers of
the world around them. Their selutions helped humanoid sociewy develop
and thrive on Eberron—especially in Khorvaire.

The ]lrl:rph- ol Eberran have r]r'vrlniu-d A variely of mirans Lo tap mnio
the ever present power of magic, channeling it to pddress their needs
through the ages. These various means are reflected in the great magical
traditions ol the wnrllt_ |ra.-i.1 and 1r1 esenl. .I""_n'IL.I'tI'l.F ||'|.a.rilul|.*\, churches,
ncademies, secret cults and cabals—a vast number of organizations have
preserved these numerous traditions.

The mout fundamental distinetion in the various practices of magic
lies in its souree. Arcane spelleasiers draw on the magical energy that sur-
roundsthem, unlocking it through careful performance of precise rituals
and words of power. Divine spellcasiers draw on magical power accessed
th.ruug!ﬂ Faith and devotion. Aritheers work waih the magic contained in
the structures of objects. nltering the movement of power and freeing
channels for magic ta flaw. Psianic manifesters are not inclined ta call
!I'Il'lr I'Ill-wl' rs Il'lll.x'il'l 1'I'||.r rl'lr I'I".'pllll“h are 'I'I'IIII.']I !l'll' sarne !F!Iwrrl‘ll !ir I I'IF
manifester’s mind.

I'he twa greatest institutions that preserve traditions of studying
arcane Ill.ilsll: iIlI.IJ a'll"lrlll'r, at trHH' in K}Iill'\'illl'r. nre Ilu' Twrlvr illli[ ILIF
Arcune Congress. Founded ffteen hundred years ago (before there were
even twelve recognized dragnnmark.ﬂ"ﬂ. the Twelve is a shining example
I_I'F E‘T_Il'_li)l‘r-'lll!ﬂ-rl. |||1|l:|l'|g !l'lr {I:r.]xun!rl;l rEEd hrll.lﬁF'- an arcane 'Fl'_ll,ll'l:!ilt‘l:lrl
intended to study dragonmarks. arcane magic, and artifice, The Twelve's
studies emphasize the use of magic to improve daily life and, in particular,
facilitate the work of the dragonmarked houses for economie gain. The
invention of airships and message stations can be eredited to the research-
ers of the Twelve,

The Arcane P.urlsrr.u mainiaing a saomewhat more theoretical
research emphasis, The institution was founded in 15 YK, at least in part
because King Galifar did not fully trust the Twelve to keep the best inter-
euts ol the klng:lnm {as I::IEII:":H."H.I'I:! ta the |!r;|gu|:|:|'r|.:|.|'kr|.| hatrpses) at heari,
Like the Twelve, the Arcane Congress has an explicit mandate to improve
life through the application of magic. However, the twisting halls and
extradimensional spaces of the towers that lloat above Arcanix are Blled
with all manner of experiments and constructs, many of which have no
imaginable praciical application. The institute’sscholars have a particular
interest in the planes,

While these 1wo organizations are the mast important centers of
magical learning in Khorvaire, they are not the only ones. The Passage
Institute for the Arcane Arts (see page 102} isasmall academy in Aundai
dedicated to training spelleasters through held education—primarily
adventuring. Awur Academy in Karrnath {see page 103} isanother small
academy, dedicated to what some would call dark arts. Morgrave University
and the l|.Ir||1\.r|.-|'-ul1l,: n!"'i"lr:.rll:u'll both teach magic (e ol least 1is more abstrac
theories), Rekkenmark Academy in Karrnath trains spelleasiers for war,
praoducing a number of warmages in continuation of the tradition begun
in f:}-ne du ring the Last War {;\.fr page 9713,

Each of the great religions of the world maintains 11s own magieal
tradition as well (or in the case of the Path of Light, a psionic tradition).
While the Blood af Vol has continued aneient traditions of necromaney,
the Church of the Silver Flame makes extensive use of magic 1o banish

WHAT DO YOU KNOW#?

Knowledge (arcana)

DC 10: The many and varied forms of
magic derive from three fundamental
sources: arcane energy (used by sor-
cerers, wiznrds, bards, and others),
divine power (used by clerics, druids,
plladin:, rangers, and athers), and
the magic contained in the structures
of objects (used by artificers),

DG 15: The Arcane Congress, founded
by King Galifar, and the Twelve,
established by the dragonmarked
houses long ago, are the two greatest
institutes ol magic in Khorvaire,

DC 18: Aside from the most common
users of magic, a number of individu-
als follow traditions that use magie
differently or combine it with other
zkills. Hexblades are warriors who
wield arcane power derived from same
connection to the Dark Six. Shu-
genjas are divine casters who revere
the dragons of Argonnessen. Spirit
shamans and wu jen are spellcasters,
divine and arcane respectively, who
are drawn to nature and commonly
found in the Eldeen Reaches. Favored
souls are divine casters devoted to
individual deities of the Sovereign
Host. Warlocks wield arcane spell-
like abilities rumored to be derived
fram the rakshasa lords imprisoned
in Khyber, Warmages are arcanc
casters trained to battle in the Last
War. Spellthieves combine arcane
magic with stealth to serve as spies
and assassins.

DO 20: Dragons are said to be the
source of magic, They supposedly
taught the giants the secrets of their
magic, which then spread through
their elf slaves to the ather races of
the world.

DC 25, Besides the ancient magic of
the dragons and giants, otherancient
traditions persist: the daclkyr brought
their own twisted magic from Xoriat,
and the sects of the druids preserve
the ancient traditions that were used
to battle the duelkyr.

DC 30: A few groups, races, and indi-
viduals know scerets of magic that
derive from another source entirely. a
strange soul energy called incarnum.
Practitioners of this magic are called
incarnates, soulborns, or totemisis,




fiends. exorcise spirits, and censure the wicked. The
clerics of Aureon are as interested in areane magic azin
dwine, while the eleries of Onatar are patrons of artifice
as well.

ANCIENT MAGIC

According to both historical record and legend, the dragons
granted knowledge of magic 1o the peoples of Eberron.
In ages past, l'!r-IE'I'JII emissaries visibed the l.-.:l'nlr:irfs ol
the giants and begueathed to them the most powerful
arcane secrets the world has ever known. Their motiva-
tion fur revealing this knowledge is unclear, but schalars
presume that draconie interpretotion of the Prophecy
demanded that the giants learn thislore. Sixty thousand
years before the birth of Galifar, the giants studied the
dragons’ gift, while therr elf slaves gleaned erumbs from
this feast of knowledpe.

The magic of the giants was mighty indeed, Every
I.'IEIIIJ!"I."r who peneirates the wilds of Xen'drik to anearth
the scerets of the giants returns with some new tale of
wonder ar artifact of power. Planar partals, mysterious
relics, weaans and armor al tremendows rnls'l'l.i—u” these
and more were crafied by the giant ariifcers of ancient
times to be discovered by modern explorers and admired
with awe. Some whisper that the giants built the first wae-
forged, or at least ereatures very much like the modern
race created during the Last War, Semealso claim that the
giants ariginally developed the cralt of elemental bind-
ing, the secrets of which are now guarded by the gnomes
of Zilarge, The elemental binders of Zilargo have begun
arenaissance ol this ancient practice, developing airships
and elemental galleans as well as weapons and armer tha
contain bound elementals. Nongnome mages would pay
dearly to acquire the secrets of these elemental binders, but
the gnomes guard their technigues closely —for economie
reasons above all.

The empires of the giants fell. in part due to their
misuse of what the dragons had taught them. When the
queri invaded Xen'drik, the gians used their mightiest
magic ta elose the planar portal, but this resulted ina cata-
elysm that shook the foundations of the continent jiself,
sending plagues and curses across Xen'drik. When the
giants turned again 1o their greatest magic in a desperate
alrampl (1¥] E:rlfvrlu l:hr ubier l,‘lq_".;t'rll.rtl.l',tn ::lftheu' ri\ri.ln.u-
vion, the dragons intervened. attncking the gianis in a
massive and sudden Invasion that dealt the death blow 1o
Lhe grant civilizatyon.

The magic of the giants did not die with their empires,
however. for the elves had learned a1 the feet of their mas-
ters. Both the elves who fled 1o Aerenal and the drow who
remained in Xen'drik preserved certain elemenisof it, The
drow are rumored to continue the practice of elemental
binding, while the elves of Aerenal have a long histary of
nEe rorma i e magic, manilested in two dstinet traditions.
One of these streams is the magic of the deathless (in both
arcane and divine forms), dedicated to preserving the
spuris al the race’s ancestors in corpareal form. The other
stream, traced to the howse of Vol, emphasizes the dark
magic of the undead, This latter tradicion persistain the
necromantic magic of Karenath and the eult of the Blaod
of Vol,

The daelkyr practice ancient forms of magic that focus
on the warping and corruption of other forms of life 1o pro-
duce new aberrations and twisted symbionis—distantechoes

of the madness of their home plane, Xoriat. A few mortals
have dabbled in the magic of the daelkyr, sacrificing their
sunity for the power it offers, These individuals are hinked
to the Cults of the Dragon Below (see page 87).

The druids of the Shadow Marches and the Eldeen
Reaches praciice another ancient tradilion of magic, also
derived from a draconicsource. Sixteen thousand yearsngo,
the black dragon Vvaraak came to the ores of the Shadow
Marches and taught them the drudie lore that hecame the
Gatckeeper iradition. The magic of the other druid secis
grew from that of the Gitekeepers. and it may have been
4 Gatekeeper druid who gifted the greatpine Oalian (see
pages 57-61) with sentience.

INCARNUM

Rare iypes of magie exist that are not arcane or divine,
neither psionic norartifice. These traditions have not been
fully eadified and classified, even by the schaolars of the
Twelve. Theirseerets are naol r'II"I? ]'_Ilu:lﬂ:]"‘l:l., their lorees are
poorly understood. and their sources remain mysterious.

Of these traditions, the best undersiood involves the
Inil!li.flulﬂi:il)l:l of a bind of saul ENErgy called imearnum
{detailed in Magic of Incarnum}. The source of this tradition is
difficult to pinpeint, The dusklings. native 1o the plane of
Thelanis, use incarnum aspart af their veverence for magi-
cal beasts—shaping it intd masks, cloaks, and other totems
te prant themselves the powers wielded by these beasts,
Dusklings are rare on the Material Plane, but they do eross
aver from Thelanis in "thin places” such as those that do
the Eldeen Reaches, There, the duskling traditions have
spread. particularly to shiftersin the Reaches. The practices
of these totemists seem compatible with the heliefs of the
druids, and an interesting synthesis of the two 1raditions
seems to be developing amang a few shilter communities in
the castern Towering Wood,

Similarly, twe incarnum-using races inhabit Kapaerian
lsland, in'the northwest of Xen'drik. The lawful, militaristie
skarns use incarnum w embody the weals of 0 particular
alipnment—usually law iself, but sometimes good or evil,
The flighty, chaotic rilkans, on the other hand. most often
beeome chaos incarnate, with similar leanings toward good
und evil. These two races are clearly related (both appear
mare or less human). but they claim descent from a common
ancestor vace, the mishiar, whieh 1|1¢:|r Sty immhabited ther
island during the time of the prant empires. If this claim
is true, then this magic of incarnum is a tradition as old as
the magic of the gianis, pechaps independent of draconic
influence. On the other hand, it might be a legacy of the
queri invasien. brought frem the dream realm 1o the
Material Plane, ar a separate draconic tradition, taught 1a
the mishtai even as the granis were taught other forms of
magic, A [inal possibility is that the mishtai were them-
selves giants, and the rilkans and skarns are undersized
deseendants of the giant race who practice o unigque form
of their ancient magic.

Incarnum’s presence is not limited to these races.
Unusual children ncc:muua.”r bhorn ta human parenis
display & natural affinity for this magic. Called azurins,
they are drawn to extremes of alignment and behavior,
Also, a temple in the Endworld Mountains is dedicated
to the Sapphire Eidolon, which seems to be pure incar:
aum. The origin of this temple is shrouded in mystery,
but it might hald the key to unlacking the secretsof this
strange magic,
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THE PASSAGE INSTITUTE
FOR THE ARCANE ARTS

".I'I'I:rs.'r i lr{Jrlmu]lf-rm'r—rf__pr'u.ur-. fis be .'|lrrlll:|.r!|”-r LT rmrragfr are '-I'l:ll,-,". Itz
o mistake bo study it only in iselated towers and behind locked doors.”

—Galle Edpebrand, headmasier

of the J.'.‘u.\dEl' Institute

Mest arcane academies reat spelleasting and magieal
research as subjects best studied under isolated. highly
rrglll.lrnd conditions. T he P-‘I'-.‘-..!g’i‘ Trstrtute, on the ather
hand. believes thar the place to study. research, and pracuice
magicis outinthe world. Rather than developing a new gen-
eration ofaloof, sell important, arcane srwabs, the instituie
encourages itystudents to use theirskills frecly for the good
of all—and for persanal gain.

JOINING THE PASSAGE INSTITUTE

Students typically come to the Passage Institute for one of
|I|I'l'r' [N N ELEE LN *\'I.ulll.?' never |I1’.‘.I'||."Jn':l| .H-Ed ’.IE Illdgi.ilnll |I'IF=|.'
tude to be aceepred at one of the more prestigious arcane
academies. Some began theirtraining at other schools (such
as the Arcane Congress located in nearby Arcanix), but
after finding the academic smosphere stifling, they sought
out the Passage Institute for its greater {reedom and more
relaxed ais. Finally, a large number of students came to the
Pitmxllgl' Tnstiture si rr![JI'!.' heeouse the tutison is less than half
that of most other schools,

I'he Passage |nstitute accepts anyone with the interest
1y '-III.IIT' HIF"'1IEJ|‘-rII1g. “-'!'Il'rh.l,'l I II.I"?' were I.IIFI'II “r'llll .l‘ll‘ hllill'k
or not. About half its students come [rom other walks of
life and simply want to augment their abilities with basic
\]FI'.III.'-'I.\‘I.IIS ﬂllri‘h. nl‘l'-ll]hl‘ i| Erl'll]hlﬂ.‘h.lfl‘.‘h Wl]lk i |]|r i‘]l‘lli
the stmosphere on campus is filled with stories of exciting
exploits and fabulous treasures, rather than excruciating
\]Fl’l'l]|-|||1lll -Ii]l]lll Arcane manualiac, H"‘.“'allﬂl‘ rllul‘.ll 1||.- o
student's advanced training 15 in the held Geith the schoaol
keeping half of any profits penerated by these expeditions),
the institute is able ta keep fees to a bare minimuam.

-I-Jlf .'II.'IIH,JI'I lJ.rlJll' Pllh-n\ll_l"'r lllﬂll‘flf'r

have little respeet . .

Entry Requirements: Knowledge (arcana) 2 ranks.
Also, a character who s .u.:rl-!:[rl:l trber ihe pnsiibule musl iy
tuition and fees amounting 1o 50 gp per year

The staff of the Passage Insthute consists mainly of
mid-level spelleasters, but also includes members of athes
clagses who help train students in the more mundeane aspeets
of adventuring. Roughly three quarters of the student body
is made up of wizards, and the other one quarter are mem-
l‘l:'r'. IIrll'!'lrl' I"Iil“.'-f"u '\.'\.'|1r1 winmni jo .Ir!r! iilw-ll“'l'l ﬂ-lll‘!’l’il\tlf‘g
to their repertoire.

Introductory classes are similar to those found at
4] Ell'l arcanes JI"'-II!‘,'III!H.\, 1:I|It are |||Ig|r|r rl.{'l‘ wl‘lil. 11"-‘1|1||.'|
inclementary dungeoneering, When n siudent reaches
basic level of proficiency, about half of his or her course
I.1.Ii|.1l 1lF|. Rrmes “!I!'ali 11|'|.1| r|FL|I eExe rl'l‘i"ﬁ." [I'I IJ!EIFI' Wl:ll'l‘.'uu
the institute sends the students our on adventures,
even hiring them out 1o adventuring parties (ereating
another revenue source for the sehool). A student gradu-
ates onee his or her explois have netted the instituie o

total of 1,000 gp.
PASSAGE INSTITUTE BENEFITS

Students and faculty are treated as you would imagine they
might be ata schoal that is just as interested (or perhaps
e rlﬂl'l'l'_'.'-l:l"IIJ' mlurning a ||r|1F|1 % E:II'II-'I']r‘il.HE anh |.5|'|-
quality edueation. The housing and meals are sdeguate, a3
are the campus facilities, Advanced students are required
o !.‘rLr IIIII I oary sy OF more !II'-.“I"II,'“I flll'1l1 rRErciIses r:u*r :f'l‘lll'.
either as pori of an instituwe-sponsored expedition or as
support hired out to a private adventuring party.

{:Iluli'-! Htllllrrll‘h n.IIIII I—ulrllil}' receIve acocess o r'u”}
stocked nreane laboratories and basic spell components
{but nothing that has a cost of more than 5 gp per use).
In addition, students who take part in EJ:I.'II'III-I: Field
exercises are allowed to keep half of the treasure or rewards
they earn.

Services: The basic service the institute ek ovides is
tratning in the arcane aris. Beyond that, all members of
the faculiy nre experienced adventurers whe are willing 1o
offer adviee and even practical help with difficult prob-
lems. In :|.1|1E1l||1||. the insiitute hires s students our 1o
private adventuring groups for a fee of 100 gp per student
per week., The students must get a full share of any trea-
sure I'PII.II.JI"II. r'l'llll'l 'ilr -III\'P"I.“II'F, 1Ir WFIiI'I‘I |1|.r R EIRERTEE
claims half.

Infermation: Students at the institute have access to
\!)E‘III’JIJUk.‘\ |.l|1'|1-|l||l||g ﬂJI l:i"?rlllrllﬁllj:r' kII.IFWII ‘hllr'.t!‘h, Ilrl.l.‘h ol
number of rare or even unique spells known or ereated by
faculty members,

Access: Since private groups come Lo Lhe institute to get
xpr”l".ul:n.g 1III'F'I!TIEM_ all students have access ton viriety ol
unusual sites. nctivities, and experiences. In the end. each
student's experience will be unique.

Btwinas: 1o the gq-rlr_-rul rl1|.||'|||' siudents from the insie-
tute are afforded the same status as studenis ot any school
af magic. Within the academic community, though, the

institute has the somewhat tarni

|!:Il.'|.] IIE‘]HJ|EI|.IIHI 1||. ill'1|::|ﬁ
maore ul' a |'|'|l.|‘r".'\'|'|'|-il1|-||'lg \Cl'l-!!”lﬂ |.|'H|H BETY Urgﬂﬂlfﬂ.'l'ilﬂ'l
devoted to advanced study, Alumni of the institute are
sometimes treated as second-rate casters, regardless of
.Lrllm! .||11||1:,-



ATUR ACADEMY

"Euil? Magic s a tool in the wizard s hand, and the wizard must choose whether
to use it for good purposes orill. But magic is not evil in and of itself.”
—Orthik the Grim, master of the Atur Academy

A small arcane institute is located in Atur, Karrnath's Gity
of Night. Though the city is best known for the Crimson
Monastery (its great temple to the Blood of Vol), the Atur
Academy has trained wizards, sorcerers, and other arcane
spellcasters for centuries—it has just done so rather quietly.
Evenin Karrnath, whose armies were bolstered by animated
skeletons and zombies during the Last War, the teachings
of the Atur Academy are not always met with acceptance
and understanding. The masters of the academy are necro-
mancers and warlocks, and the lessons rhey pass on to their
students concern the darkest lore—the magic of the dead,
of negative energy, and of demonic binding.

JOINING THE ATUR ACADEMY

In contrast to the Passage Institute, the Atur Academy is
quite exclusive. The heads of the academy look for students
they believe have the potential for true greatness, and
indeed a few of the greatest spelleasters in recent history
were graduates of Atur. The cost of attending the academy
isa barrier to many, though a candidate who can't afford to
pay but secures the patronage of a respected spellcaster can
hope for a scholarship to defray the cost of tuition.

Entry Requirements: Knowledge (arcana) 4 ranks,
Spelleraft (4 ranks). Also, a character who is accepted into
the academy must pay tuition and fees amounting to 125 gp
per year.

Thestaffof the academy features some of Karrnath's
most prominent spelleasters, including wizards and
sorcerers, warlocks, dread necromancers and archivists
(from Heroes of Horror), and even a necrocarnate (from
Magic of Incarnum). Most of the wizards on staff are special-
ist necromancers or conjurers, including some individu-
als with exotic prestige classes such as acolyte of the skin
or blood magus (from Camplete Arcane), pale master or true
necromancer ({rom Libris Mortis), or tainted scholar (from
Heroes ofHorror).

For all its sinister air and questionable practices, the
Atur Academy is first and foremost an institution for the
study of magic, and it takes that mission seriously. At some
level, the heads of the academy seem determined to prove
that an interest in the darker side of arcane magic does not
necessarily mean that one is corrupt of character or pos-
sessed of an inferior intellect.

ATUR ACADEMY BENEFITS

Once a student has earned a place at the Atur Academy, she
is treated as a valuable member of that community. The
academy maintains a spacious building in the City of Night
(not far from the Crimson Monaslery) that has comfortable
dormitories, an excellent refectory, large classrooms, and
well-appointed laboratories,

Goods: Students at the Atur Academy can purchase
goods that can be difficult to find for sale elsewhere.

. [Dil" Ihe necromancers thhc Atur ,“(‘ﬂdt“!ﬂy

Everything from covadish and kieros leaves imported from
Aerenal to narstone from the Demon Wastes (see pages
91-92 of the Escrron Campaign Setﬂ'ng) to body parts can be
purchased for an appropriate price.

Services: Fundamentally, the Atur Academy provides
instruction in the magical arts. If your campaign uses
training rules, a student's annual tuition payment covers
the training required for advancing levels and learning feats
or skills related to the fields taught at the academy.

Information: The Atur Academy is a great reposi-
tory for what is often considered forbidden lore, and its
library is one of the great collections of such material.
Students have free access to the tomes in the library,
which grant a +4 circumstance bonus on Knowledge
checks related to necromancy, conjuration, evil magic,
and the like. The faculty of the academy is likewise an
excellent resource on such topics, and can make a Knowl-
edge check in any relevant specialty with a bonus of +12
to +15. The faculty is the soul of discretion, and students
are encouraged to ask anything they need to know without
fear of repercussions.

Students at the academy also have access to an exten-
sive collection of spellbooks. Whenever a wizard student
at the academy advances a level, she can choose one of
her newspells from any source the DM allows, including
supplements such as Libris Mortis, Book of Vile Darkness, and
Heroes af Horror.

Access: Beneath the academy building sprawls an
extensive network of dungeons, including passages leading
to old catacombs and areas designed for practicing conjura-
tion in relative isolation.

In addition, the academy maintains an extensive net-
work of alumni, former faculty, benefactors, and other
interested parties that extends into every major city of the
Five Nations. If a student needs safe shelter in one of these
cities, or access to spellbooks or other information, a sue-
cessful DC 20 Gather Information check can put her in
contact with this network.
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HIGH ELEMENTAL BINDER

_“undﬁn fa ':currf: my enemees. | !umfmr fe menie wath H:r mind. [ llmd' varth F:lﬁnd the secrel
places. [ bind water to dance with the weves. [ am their master, and let my enemies guail.”
—Zallias the high elemental binder

A few spellcasters dabhle with elemental binding: high clemental binders
(alse known simply as high binders) are masters of the eraft. As a high
binder, you can reach into the planes and immediately draw elemental
beings into objects—coating your armor in stone or your blade in fire
You can also use elementals 1o power your spells and call them 1o serve
you. You can even bind elementals to your body, harnessing their powers

for your own.

BECOMING A HIGH ELEMENTAL BINDER

Theartificer 1 the easiest ]m!h into fhe |1|x11 elemental binder class: You
gain Craft Wondrous ltem as a bonus fear, and Concentration., Knowledge
(arcana), and Knowledge (the planes) are class skills for you, Wizards can
also meel 1the eni ry refQuirements rﬂ-.'il.y. bui have less 1o giliji From the
class. Clerics make good high binders, since they benefit greatly from the
ability te bind elementals to their weapons and armor. Your key spell-
r.--.uring ahi'lll:.- {Illllﬂlligf‘llllﬂ. Wisdom, aor Charisma) remains YOLLT st
impertant ability, Constitution s helpful to mainton your instant binds,
while Charisma helps you bind unwilling elementals,

Entry Requirements

Spells: Ability to cast 3rd-level spells or infusions

Skills: Concentration 8 ranks, Knowledge (arcana) 4 ranks, Knowledge
(he planes) 8 ranks

Feats: Bind Elemental, Craft Wondrous ltem

CLASS FEATURES

Asyou ndvance in level, you gain powers related to binding clementals 1o
yaur equipment, your spells, and your bedy. You continue gaining spells
in :ﬁ'.’u r Il]'l'lrl.a'll'}' '-Ill‘.!ll.'ﬂﬂlll'lg rI-l.‘-h.. A rl‘ll }'1.11 Eill:l arne I.'II.'I1I.I'JIH'I| :'{!II!II:II'I.I(HI
that improves as you gain levels,

Spelleasting: At every level beyond lat, you pain new spells per day
and an inerease in caster level (and '.f:l!-”ﬂ krnown, i.!':'lljl:ltit'abll} as if ¥
had also gained a level in nspelleasting class to which you belonged hefore
adding the prestige class level. You de net, however, gain any other benefn
acharacter ol that class would have gained. 1fyou had moce than one spell-
casting elass before becoming a high elemental binder, you must decide 1o

THEHIGH ELEMENTAL BINDER HIT DIE: D&

m

Base
Attack Fort Ref Will
Lrvl.'l nl:l:l'l'l.lh- sﬂ."r S-" Snvr -SPI:I.'iI:II
Ist «{ «0 «0 +2  Elemental companion {(Medium)
2nd +1 0 +0  +3  Instant bind (1/day. weapon)
ﬂl'd 2 +] =1 -3 Ele:m—nlal camp:u LOTES {2}
bth 3 il +l 14 Elemental companion {Large),
instant bind (2/day)
Sih +1 -1 +1 +4  Instant bind (armor)
Grh | 2 +2 ] Elrmcn:nlrnm[mninn\ (1),
instant bind (3/day)
Tth +5 +2 +2 +5  Instant bind (swift action)
Bih +h =7 +2 oh Elemenial COTH A On “]ug:;l_
instant bind {(4/day) spellcasting
Hth 6 +3  +3  +6  Elemental companions (4)
1h +7 +3 +3 &7 Tostant bind QE:‘lin}-. lr::flf_:'

WHAT DO YOU KNOW?
Knowledge (arcana)

DC 15: Some spelleasters can instantly
reach into the plancs and bind cle-
mentals to their equipment.

DG 20: High elemental binders gain the
services of elemental companions and
can bind these companions to their
weapons, armar, and bodies.

DC 25: A high elemental binder's abal-
ity to bind his elemental compan-
fons to his weapons and armor has
the same general effect as crafling
bound-elemental weapons and armor
uzing Khyber dragonshards. Binding
an elemental te his body gives him
remarkable physical characteristics
for the duration of the bind—which
is only about a minute.

DC 30: Legend says that the halfling
Dareth Fasco disguised himself as a
gnome and learned the secrets of the
high elemental binders in Zilargo,
then fled with that knowledge. Sup-
posedly, the Trust is still after him.

Knowledge (geography)

DC 15: Zilarpo has a virtual monopoly
on elemental binding.

DC 25: Some of Zilargo's elemental
binders are masters of the craft and
can do swift, amazing things with
bound elementals.

Knowledge (the planes)

DG 20: Some spellcasters have a par-
tieular interest in Fernia and Laman-
nin. They harness the elementals
found in those places.

sl.lvl.-“rmsting

o] level of existing spellcasting class
+1 level of existing spelleasting class
| level of existing spelleasting class

+1 level of existing spellcasting clacs

+ I tl‘\l’l‘l rlrf!’l'\-ll"‘ ':[:r“ﬂnrinx I,'1|'I‘-h

+1 level of existing spellcasting class

"‘: II."IH‘I “-r l.'ll.'i-l.l:ll:g '\jH.'lEI.'JI.'“I"H 1'Ia'|.'\|'\-

+] level of existing spellcasting class
’ [ ]l‘\'fi llfex:.‘\.llng’.\.|.||.*”r.ul|r|5 l'IJs:.'l

Class Skilla (2 + Int modifier per level): Concentration, Craft, Knowledge larcana), Knowledge (the planes). Spelleraft, Use

MIE I DI’!’\-’II:'.




which classto add each level for the purpose of determining
spells per day, caster level, and spells known.

You can increase your effective artificer level in this
way, even though artificers are not technically spellcasters.

Elemental Companion (Sp): At Ist level, you gain the
service of a loyal elemental (your choice of air, earth, fire,
or water). The elemental’s size is Medium when you are Ist
level, but it grows larger and more powerful as you gain
levels. At 4th level, your elemental companion is Large, and
at 8th level it is Huge. When you summon your companion,
you can choose for it to appear in a smaller size (to a mini-
mum of Small).

Once per day, asa full-round action, you can summon
your elemental companion from the plane on which it
resides. The elemental immediately appears adjacent to you
and remains for 2 hours per class level; it can be dismissed at
any time asa free action. The companion is the same crea-
ture each time it is summoned. Each time it is summoned,
it appears in full health, regardless of any damage it might
have taken previously. I your elemental companion is
reduced to 0 or fewer hit points, it disappears back to its
home plane as normal for a summoned creature. If your
elemental companion carries any gear when it disappears,
that gear remains behind.

At 3rd level, you gain the service of asecond elemental;
this elemental must be of a different kind from your current
elemental companion. When you summon your elemental
companion, you can choose to summon either elemental.
At 6thlevel, yougainathird elemental, and at 9th level you
gain a fourth elemental; no of these companions can be of
the same kind.

This ability is the equivalent of a 4th-level spell;
your caster level is equal to your highest caster level in
any class.

Instant Bind (Su): Beginning at 2nd level, you can
temporarily bind a nearby elemental 1o your weapon,
armor, or even )‘oursc]fwilhom the normal cost and time
requirements. Binding an elemental in this fashion is a
standard action; at 7th level it becomes a swift action. It
does not provoke attacks of opportunity. The bind lasts for
a number of rounds equal to your class level + your Con
modifier (minimum | round). Initially you can use this
ability only once per day; as you gain levels you can use it
more often, as indicated on the table.

An elemental creature of the appropriate kind must
be within 30 feet for you to use the ability. (Usually. a high
binder uses his elemental companion for this pur‘pose-)
If the creature is unwilling to be bound in this fashion,
it receives a Will saving throw to avoid the effect (DC 10
+ class level + Cha modifier). If it succeeds, the instant
bind fails (though it still counts as a daily use) and that
elemental is immune to your instant bind ability for the
next 24 hours.

When the instant bind ends, the bound elemental
appears adjacent to you (or in the nearest open space, if
there is insufficient space adjacent to yau) and can act
immediately. [f the elemental is a summoned creature,
time spent in the bind counts against the duration of the
summoning spell or effect; if this duration elapses before
the bind ends, the elemental remains bound for the full
duration of the bind but disappears immediately after the
bind ends.

At 2nd level, you can use your instant bind ability to
bind an elemental to a weapon you are holding. This grants

yourweapon one of the following weapon special properties
(see Chapter 10 of the Eserron Campaign Setting), depending
on the kind of elemental you bind: burning (fire), earthbound
(earth), finesse (air), or waterborn (water). You can't bind more
than one elemental to your weapon at one time. If the weapon
is destroyed or leaves your hands, the effect ends.

At 5th level, you can use your instant bind ability
to bind an elemental to a suit of armor you are wearing.
This grants your armor one of the following armor special
properties (see Chapter 10 of the Eserron Campaign Setting),
depending on the kind of elemental you bind: burning
(fire), stanemeld (earth), underwater action (water), or whirlwind
(air). You can’t bind more than one elemental to your
armor at one time. If the armor is destroyed or removed,

SNOILIAY 3L JVDIOVH

the effect ends.
At 10th level, you can use your instant bind ability

to bind an elemental

to your own body.
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This granis you henefits based on the kind of elemengal
bound. You can't bind more than one elemental 1o your
bady at one time,

.lhr.- Ya;.; Euin ! ++ tll‘_'ldut hl:n.l.r:.' fea AC ."ll'ld a J.']:,- 5!:“‘1{ ol
100 feet (perfeet).

Earth: You pain a +4 bonus on melee weapon damage
rolls and a =4 bonus on cheeks 1o avaid being bull rushed,
overrun, or tripped

Fire: You gain a +4 bonus on inlative checks and Reflex
saves, Your unarmed attacks and natural weapons deal an
extra 2d6 points of fre damage,

Water: You gain temporary hit points equal to twice your
HD and a swim speed of 6 feel.

PLAYING A HIGH BINDER

You have mastered a unigue art, and you know it, Other
spelleasters can ereate magic items that bind elementals,
and these individuals look up o you. Tt helps o let them
know that you are indeed o master, for they will give you
the respect and, hopefully, the space in which 1o work and
develop further technigues,

High binders learn their crafis as members of the
Inmost. a Zil orpanization dedicated to understanding
the mysteries of elemental magie, as well as negotiating
on good terms with the elementals they bind into vessels
and other items. Theyshare membership in this organiza-
tion with elemental scions, members of a more martially
oriented prestige cless who learn to master elemenial
grafis o their own bodies. (This class and the elemental
grafis they use are described in Magic of Eberron. The text
below includes all you need 1o know about the [nmuost,
although Mogic of Eberron also includes a map of a typical
Inmast warkshop.)

Combat: One of your greatest strengihs is your
versatility, In addition te a nearly full complement of
spells, which serve a variety of purposes, you can hind
different elementals to accomplish different tasks. You
con bind fire toyour weapen to deal more damage. carth
te your armor for protection. and air to your body to
make yoursell Py,

Alternative bindings are good for corner-case situa
tioni, When fighting in water, bind water to your armer or
weapan, and ifyou need to swim quickly, bind water to your
body. Ifyou encountera eold creature, binding fire to your
armor can both keep you alive and deal extra damage to the
ereature. When you're fighting on a precacious ledge, bind
eirih to your body.

Your elemental companion provides you with a helpful
combatant. Even if it cannot take on eneémies alone, it can
getin I:lfl]’lllﬂl'l::ll:,t‘ Wiy, aned :,.-l:mr;lll:'.!rru and AC, and ]:lﬂ::lv‘illr
flanking bonuses to you and your allies.

Advancement: [t 1s difficuls to learn the Bind Ele-
mental feat without the gnomes of Zilarge knowing about
i, even i.rll'u-.'l.r are nol |“1'trll:.r I'l‘:.l'lllﬂriil!lf For your iratn=
ing. The Inmost, in particular, keeps tabs on everyone
who poisesses this knowledpe, and sometimes seeks out
thase whose explorations inta the art might lead them 1o
the secrets af enther a high binder or an elemenial seion,
While it might be possible to self-train a3 a high binder,
bargaining and negotiating with elementals to secure a
COmpanon and discover ng the pra |||::p|rx of the instant
bind through long irial and error, members of the Inmost
have already mastered these technigques and prefer teach-
ing them o their own members rather than watehing them

proliferate outside the organization’s membership, Soal
some point after you learned the Bind Elemental fear.
the members of the Inmost sought you out. They saw your
Ilulrnllll! o o more with ihat alti].l:l:p, and detecied some
desire in you. nnd decided they would rather have youwith
them than against them,

Once brought into the lnmaost, you received extensive
tramning—training that continues for the duration of your
advancement in this prestige class. Not until you have mas-
tered the power of merging an elemental with your body is
your training considereed complete,

i you refuse to join the Inmest and pursue your stud-
ies independently. then with esach level you gain in this
class, the agents of the Inmost present a greater theeat
to you. They do not inatially threaten violence, but by the
time you learn to instantly bind elementals into your armor
(5th level) you are considered an enemy of the Inmast ifyou
have not yet accepted its persistent affers of membership.
The Trust of Zilargo (see page 68) cooperates with the
Inmost to rein in those who. in their terms, “steal their
secrets” by praciicing high binding without belonging to
the organization.

As you advance in level, be sure to increase your
Coneentration modifier, because odds are you'll see
mare melee combat than the average wizard. Consider
learning flaverful feats thar deal with the elements, such
as Energy Substitution or Elemental Spellcasting (from
Planar Handbaok}.

Resources: You share a kinship with other high bind-
ers, even ifyou do not work with them directly. You know you
are part of an elite group, and you are willing (o help your
colleagues when they need it. Similarly, they help you. This
aid doesn’t come in any specific form, but high binders are
afien mid- to high-level adventurers and can provide money,
magic items, spelleasting. or compunions, Of course. most
expect something in return.

HIGH BINDERS IN THE WORLD

“Heh. Thode other guys think they're good with the elementals. They haven't
npel iy ﬁjrﬂr_{; Fere.™
—Baylock Dieadblade, sdventurer

High hinders offer an excellent way 1o explore Eberron's
magical nature. They take an arcane science and move
itto the edges of high fantasy. If you want te emphasize
Eberron’s magic or introduce a character with powerful
and unusual magic, bring o high elemental binder into
the campaign.

Daily Life: High binders accupy themselves with the
construction of bouwnd-elemental items. A Tew work Tor
House Lyrandar or House Orien. building and maintain-
ing the galleons, airships. and lightning rail coaches that
those houses rely en. More wark in Zilarpo, fulfilling con-
tracts that come from thase houses, as well as engaging in
the creation of smaller-seale magic weapons, armor, and
ather items that incorporate elementals. Bur even as many
high binders work as artificers and magewrights, nearly as
many live s more adventurous life, Aler all, the greatest
strengths of the high binder involve combat, and precious
little combat is invalved in the manufacture of elemental
E’H”I:HII!G. These more adventurous b I.x]'l. binders adventure
from a variety of motivations—some perform missions in
the interests of the Trust, the secret police force of Zilargo.
while athers act t:ﬁ]:p in their own intersals,




Notables: Most high hinders operate within the
Inmost, shrouded in the anonymity of membership
in an aorganization, For that reason, some of the most
WFl!'hllll“"ll II'IE.II II-‘P'IIJ?I."- are il'lll.'-r II"TIFE’I'ITIE!« “!lll l‘l"ru.'n'
membership in the Inmaost or leave the organization afier
learning its secrets. Something of a folk here in this car-
EROTY 154 ]u‘ll"lllg named Dareth Fasco, who—
according to legend —disguised himselFas
a pnome to infilirate the Inmost and
learn their secrets, then {led the
organization after masiering the
art of the high binder. The
stories say the Trust still
pursues Fasco weross
Khorvaire. There is
certainly a grain of
truth 1o this 1|~gr1trl.
However, the Inmaosi
accepts members of all
races, 5o l'-nl.\l'li WfJI.IEII I1.I'|.'r
had no need to disguise
himaself 23 a pnome—though
he IIIIg’JH have done it far
other reasons,

Organization: The
Inmost is one of the most
important influences in the
elemental-binding industry that is
so important to Lilarge. [tisunigue
m oiis il]l[ll'lh‘li'h io ithe elementals i
binds. The members of the Inmost believe
that better vesults are obtained by negotiating with
I'IT'IIIFII“-'Itﬁ il i!rr 1i'|i.'| n I.'lu'rrirlg 1|1r|1|. ill.11l service.
While their ideas initially met with a great deal
of resistance, their results are difficult to argue
with, and since the end of the Last War their methods and
ii'l]]]l'i“.'ll'tl }.a'\'E gll lllrli Wld’l ill'l:f‘]l“-ll'lﬂ'l'. TIIP |FI'.]1I1 i:lr'u.r'\. 1Fr
the high binder depend heavily on this philosephy, which is
why members of the class have elemental companions—not
elemental servants or slaves. The relationship between a
high binder and his elementals is comparable to the relas
tionship between a druid and her animal companion, and
no one would accuse a druid of subjecting an animal 1o
mwalunta Y ae rvituele,

The leader of the Inmost is Harkra Loivaer] Lonadar
(N female gnome wizard 14}, who founded the group during
the Last War and continues to steer 10 while r|.:|||.1||.||:'|:|.:|1§'
her research in her Korranbergworkshop, Harkra is not
inclined toward building elaborate structures of rvigid
du!]luri{:r. wo the Inmost retains a very limited I'_Il'gil:l'tild-
tion. The members defer to Harkra and at the same time
recopnize their most innovative colleagues, respecting their
apinions and following their lead because of the proven
quality af their ideas rather than because of any vested
authority they hald.

Ilivanik Istravar Lonadar (LN male gnome artificer
:'-I.-"i:lig]'l. elemental hinder ?} is the |1|g|‘| bhinder closest o
Harkra, and the unofficial leeder of all high binders. He
has not mastered the highest arts that his predecessar in

Symbol of

the Inmuosi

this posiiion knew, ond he s very selF-conscious about what
he does not yet know. At the same time, some have accused
him of being more interested in tracking down renegade
I i.x]l hinders wha have not Juj ned the Inmost than he is in
sctunlly expanding his own knowledge and that of the high
binders ar the Inmost collectively.

NPC Reactions
Thesight of a high binder accompanied
by an elemental companion instills in
must people at least some degree of
respect, o most NFCs rarely greet
a high binder with anything
worse Lhan an indifTer-
ent reaction, and they
are almost always will-
ingto listen (o what the
high binder has 1o say f
anly out of respect for his
poawer and the destruetian
evenn o Smoll fire elemental
Can Cause,

Memhbers of dragan-
marked houses (paruculurly
House Lyrandar and House
Orien), gnomes ol Lilarge,

other members ol the Inmost, and
artificers in general hold high bind-
ersin high regard and usually have a

>
A

rru-l:lr“:..- intial reaction toothem,

High binders have no inher
ent enemies by virtue of their class. The exception
1% I'II.KI‘I 1F1‘TI1EFr$|. W1I1I ]‘J‘.‘IF meyl Jllillrli |1|.f I“rllllh'.
who ean be nszured of a hoztile reaction from any
member of the lnmost

HIGH BINDERS IN THE GAME

Like elemental seions of Lilargo, high binders often travel
by way of airships, elemental palleons, or the lightning rail,
and they are rather distinetive—at least once they have any
reason to summaon their elemental companions. Since high
binders are extremely rare, it should come as no surprise
that the characters have never encountered one before.

IF;I I'_Ilq'l:p'r'l' f}l.]'l racier ﬂ{i{l]).\.hl_\ E!rr'\.hgr rlﬂ'ﬁ\, it ilrrlﬁrll.‘r
ample opportunity for an artificer to use hisunique talents
and abilities without turning into a magic item factary. The
!1|gh. binder s mos mnleresting to |r|:|}- when situations arise
that make unusual bindings inte interesting choices—such
as fighting In water, Aighting cold crestures. or hghting in
precavious positions. Particularly if you see a high binder
alwayz using the same bindings, look for ways 1o encourage
him to try alternatives.

Adaptation: High binders need not be associated with
the Inmost. In fact, they could view their elemental compan-
ions as mindless slaves and be equally deminating toward
the people around them.

]r}rr_:u are wsi ng Mugr.r' rJJrEIrrrnm. i is lrru.\jlrlr thai a h:igh
binder could learn to bind clementals to different objeets.
recreating the effects of certain items in that supplement,
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MONASTIC TRADITIONS

PERFECTION OF THE Boby

Meonasteries seattered throughout Khoervaire and Adar serve ax places of
refuge For stoic individuals who engage in study and text transeviption,
These lcl:'l‘\r_ﬂnr!:.r manks f:rrrl-r refleciion and fuiet work to the chaos of
worldly life.

Some monasteries take more active reles in their communities, pro-
teching or r|,||1r|g' I |1.ruug]| tradition, wisdom, i |1-|:|EI|'|I ora combinal on
of ull three. The monks in these monasteries pursue physical perfection
and mental elarity, seeking o attain divinity through discipline and mar-
tial training. These individuals take levels in the monk character elass and
may leave I!‘IE:J' |:'.||:1u|:r!'>.- Ly ]’rur!.ur: -iI.I'JI't"I"“uII.‘!. 1II'J:IH'. lI'u"i i .‘-1\.511.-.1 al.HI n.r."eL
worthy challenges.

Eberron monastic traditions are many and varied. A grest number
of manks follow Dol Darn, and ane of his mast populag sects is the
Order ol the Broken Blade. Thisarder’s patron is Kalan Desh, o devotee
of Dol Dern who defeated a band of ogres using only her hands, feet,
and shattered longsword. The Order of the Broken Blade is martial and
aggressive, focusing on strong attacks with sword and feer, It has great
monasteries in Karrnath and Breland, as well as smaller monasieries
spread throughout Khorvaire, lus praciitioners tie bright streamers ro
the hilis of their WEAPONS, using the swi r|ir|g patierns to distract their
enemies. They divide their character levels between hghter and monk
{with the Monastic Training feat) and take Whirling Steel Strike and other
feas foeused on the |u|1.g\wnrd. The arder also pl:mr.-.grr..ll store in learn=
ing, and swordbrothers and sisters take ranks in Knowledge (religion) as
well as physical skills.

The Mackery commands many followers, and his chureh hasa special
place for moanks. The Flayed Hand 15 the mest commen monastic arder
among these pruesome individuals, and its diseiples rip the skin from their
bodies as part of their initiation. The order is secretive, and its members
hive a grotesque fascination with skin, going so far as to save the skins
of their enemies to eonstruct elothing and masks from it. The Flayed
Hand's primary monasteries ave in Darguun and Dreaam. [is initiates
toke Weapon Focus (kama), Flensing Strike, and ranks in Hude and Move
Stlently, honing their skills 10 become assassing.

I'he Brotherhood of the Mystic Fist uses its isolation and camaraderie
fa dt-vrlu]'l its mermbers E:II:I':,'!.II.‘HII skills and arcane |:|r:|r4-|1lu|.|. ltn membiers
inke levels in both monk and sorcerer, using spells such as mage armor, mirror
image, and hoste to supplement their melee skills, They favor using their
Mists to deliver touch \Flr”.\. Ta ||.||.-.||lir:|.- him= or hersell, 8 member of
the brotherhood wears one black and one erimson glove, each bearing
the order’s symbaol: a elenched Gt outlined in flame.

Gohlinoids have their own monastic orders that trace thelr roots
back to the Dhakannt Empire, The shaarat"khesh ("silent knives™) is one
such order. Thisproup of shadowy poblins swears loyalty to the Dhakaani
Throne, but since the throne has siood empty for centuries, they sell
their services (o the wa reing Erﬂ:l:nulll clans. Tl'n.-:,.- have o |1,-]:|'urutin11 foar
absolute dedycation, |!:II1I1E1I [hE':r'ihl nod pssassinate clan leaders or di rge
singers. ts members divide their levels bertween monk and rogue, and
often become assassina.

Twer centuries aga, a performing troupe of dancers and acrabats
fell under persceution, To protect themselves as they traveled, they
developed n unigue brand of combat that emphasized their mhleticism
and grew naturally out of their dances. The form proved effective and
popular, and now the Long Arm has schools throughouwt Khorvaire's
majer cities, [ts practitioners favor the quartersiafl and can take Weapen
Focas (quarterstaff) as their bonus feat at 2nd or 6th level. The schoal's
trad i ion nl:‘!'lrrrl:rrmnntr perasts, aned its unilorm tﬂl'llllli‘.‘-]u’l!’l]l colors
and flowing scarves. [1s martial moves arc impressive, involving spins,

WHAT DO YOU KNOW#®

Knowledge (religion)

DC 10: Many religions include monas-
teries that train monks in unarmed
combat.,

DC 15: Monks commonly follow Dol
Dorn or the Mockery. A few warship
the Silver Flame, and some walk the

Path of Light.
Broken Blade

Knowledge {gloguphﬂ

DC20: The Order of the Broken Blade's
primary monasteriesarc in Karrnath
and Breland.

Knowledge (nobility and royalty)

DC 25: House Deneith has a close
relationship with the Order of the
Broken Blade and reg'ullrly employs
its practitioners.

Knowledge (religion)

DC 15: Monks of the Order of the
Broken Blade focus on the longsword,
Theirgoal is to obtain enlightenment
through conflict.

DC 20 Three ranks exist within the
arder: initinte, swordbrother {(or
sister). and blademaster.

DC 25: To attain the rank of blade-
master in the order, 8 monk must
forge his own sword.

Flayed Hand

Knowledge (geography)
DC 20: The Flayed Hand has monaster-

ies in Droaam and Darguun.

Knowledge (religion)

DC 15: The Flayed Hand is a gecre-
tive order of monks dedicated to
the Mockery.

T 20: The order focuses on causing
its enemies pain, both physical and
mental. They mark themselves by
peeling the skin from their bodies.

DC 25: Three ranks exist within
the order: initiate, excoriate, and
archimandrite,

Mystic Fist

Knowledge (arcana)

DC 15: The Bratherhood of the Mystic
Fist practices a discipline that com-
bines unarmed combat with sorcery,

D 25: The brotherhood's symbal is a
fist outlined in flame. Its members
wear black and red gloves.




DG 30: Ranks in the brotherhood are
divided into seven circles; members
must prove themsclves both martially
and magically to advance.

Shaarat'Khesh

Knowledge (history)

DC 25: The shaarat'khesh ("silent
knives"}isa group of goblinoid monk-
assassing in Dargoun. The organiza-
tion has existed since the days of the
Dhakaani Empire.

Long Arm

Knowledge (history)

DC 20: The Long Arm school of martial
arts evolved from a group of traveling
performers.

Knowledge (nobility and royaley)
DC 25: The Long Arm has close ties 1o
House Phiarlan and House Thuranni.

Knowledge l:religion}

DC 20: Long Arm monks wicld black
quarterstaffs, Their combat style is
Hashy and impressive.

Tashalatora

Knowledge (geography)
DT 15: Adar boasts both psionic and

monastic traditions.

Knowledge {[u.inniu:l

DC 20: The Tashalatora combine
unarmed martial skill with psionie
diseipline,

DC 25; The order has no official ranks
and is loosely structured. lts masters
are eager Lo take on more disciples.

Sudden Willow Strike

Your monastic training allows great
precision with your gquarterstaff. You
ennt lash out swiltly and sirike foes in
vulnerable areas, stunning them.

This tear is taught and practiced
by members of the Long Arm monastie
traditien.

Prerequisites: Dex 13, Wis 13,
Improved Unarmed Sirike. Stunning
Fist, “'r.ll:u'lu Frooeus {l:lul.u'lrl"l.lu iy,

Benchi: You can use your Siun-
ning Fist feat with quarterstaff anacks,

Normal: You can use Stunning
Fist only with unurmed atacks,
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leaps, and flips. Those who tellow the Long Arm take Weapon Focus
i:qu.-:rtrrnl.-LffJ aned Two-Weapan Fighting, and foeus their skill ranks
in Perform and Tumble.

The Tashalawora of Adar take strength from the Path of Light and
attempt to enhance bath their natural physical and mental abilities.
They often take levels in psion or psychic warrior as well as monk. Therr
ultimate goal is to meld their bodies and minds to such a degree that they
became the most powerful warrioes in the world,

My son.

I hope this letter Finds you well, [ am writing because | know of
your scholarly interest in Eberron’s monastic erders. and you may
have access to information that can help me. | have recently uncovered
evidence of an arder that | believe most are unaware of. This order 18
not the Flayed Hand. though thet group of disfigured monks is fear-
some. Nor is it the shaarat’khesh; yes, | know of those secret goblins,
though I know little more than the fact that they exist. No, thiz group
issomething else.

Allow me 1o explain. A few days ago. during our exploration of the
jungles of Xen'drik, my companions and [ came 1o 4 small eampsite. All
the explerers in the camp had been slain, but, unfortunaie as it is. such
an event is not uncommon on the lost continent. What was remarkable
was their method of death: Each of the seven campers had his or her head
twisted around in a full cirele, snapping their necks and tearing the flesh
in a gruesome manner. Each also had a symbel burned inte the forehead:
the skull of a threehorn dinosaur pierced by two spears. Even stranger,
thaugh the corpses had obviously been there for a few days, no animals
had touched them—not even flies.

What do you make of 17 Undoubredly the work of intelligent crea-
tures, and they accomplished it unarmed. Yet who are they, and how do
Ihr!r COme h}- these i:|v|:|'|.\|.'|-r_'l|.';| Some wlh:hlrrr ol the drow, |:|rr||qlul:'

In any case, though | um regretful to see good men and women so
mistreated. | must confess | am excited 1o solve the mystery!

Haope to hear from you soon, son.

Your loving father,
Magorian Thorawhip, Way finder
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MORGRAVE UNIVERSITY

SCHOLARS AND ADVENTURERS

"Abeacon of knowledpe shining from the tallest towers of the eity, illumi-
nating the forgotten secrets of the past.” Lord Lareth ir'Morgrave envi-
sioned his o niversity in thas wily when i Fors u!n.-uﬂ| s dooes in TAEYE
in the ity of Sharn, From the beginning, though, the university faced
suspiciens that it was mare a cover for smuggling activities than a bana
ﬁr!F irasbiEnl eon 1Ir]|ls||’r FIEI.IJ'H"II'III I.rlrl! Mi!rEl']l\'f‘ l‘lllil n rF:IlIl-I'!rII‘ S
treasure hunter, and rumors followed of how his fortune had been built
on profits made selling artifaces and treasures stolen from archeological
IIJHE i null'gllllll. .\:Fll.lll Il’ﬁ., i rll.l Illhl'l'\lll'.‘h.

Over the years, the students and faculty of Morgrave University have
strugpled to help the institution rise above its reputation the way its towers
rise above Menthis Plateau. The school has the beat libraq y in Breland,
amuseum Alled with unique tems from around the globe, and a staff of
recognized experts who spend almost half their time in the held racher
than behind their desks. Of course, detractors point out that the librarvy
15 nowhers near the J,'!,_‘Ill-'ll ol those ai 1-"-':,-.-1.1 rm | :HI'I'I'I".II:.- and Kr_‘lrr:nﬂmrg.
that every year more items are stolen from the museum than are put on
display, and that members of the staffare better known as black marketeers
|i'|i!'|| '|I'i|r'||-'|r'|.

The faer of the matter §s that most activities ar the university are
completely legitimate, and a majority of the students and staff are engaged
e ilflrll"u‘ At alll‘l‘l'll.ll. erl'h [|1|.1!|.IEII |II|1F'|:i' I-Jil K3 1M Ll‘lf‘ ]IiFEII"r IIE"‘-I! ming
a position at o more reputable sehool). The current Masier, Larrian
ir' Morgrave, has made a career of public promises 1o eradicate all illegal
and unethaeal activities done in the |||||'\.'(¥r.-\.1ly". name. Still, items feam
the archives are routinely sold to private collectors, and the museum's
vaults hllwo near overfllowing with unepened crutes from past university-
ﬂt]ﬂll‘;ll'i"ll fht]l“‘llti.k‘l‘l"u “]II]E new crales Il! ulll-ulll"l IE.Ifd. "uII Ijr;l‘l"‘h" A rive
nearly every week. Morgrave University, it seems, isalong way from shak-
ing its disreputable past.

All that said, a number of professors at Morgrave University have
wf‘il-l]l‘hFl'V!'iI I'FEJlIldlllﬂll\ Al Al III."JIII.I"- al I'IlI iIi[\-l'Il!lIl"“l.‘- IFE FEThow . .J-IIIEL
Maricll, for example, 15 an expert on Xen'drik's earliest history, besi
known for his discovery of Mel-Agat at the eastern end of Xen'drik's

MORGRAVE UNIVERSITY

THE UPPER LEVELS

WHAT DO YOU KNOW?

Knowledge {arcana)

DC 20: Morgrave University has a resi-
dent gynosphinx named Flamewind.
This creature was discovered on an
expedition to Xen'drik in 996 YE,

and she iz something of an oracle,

Knowledge (history)

DC 15: Morgrave University was
founded in 738 YK by Lord Lareth
ir'Morgrave,

G 18: Lord Morgrave was well known
as o treasure hunter, o fact that lefi its
stamp on the university as a whole.

DC 20: Morgrave University hasa repu-
tation for smuggling artifacts fram
Xen'drik and selling them on the
black market rather than displaying

them in the musewm.

Knawledge (lacal)

DC 10 Morgrave University, with its
main campus in Sharn, is knownasa
place to study Xen'drik.

DC 15: The university is situated in the
topmost towers of the University Dis-
trictin the Menthis Plateau in Sharn.
It has a I;qu.'“ |l:|1.1u1'.|le rl_-pulutjl)rl A% A
place that puts profits above academ-
les. Besides the university, the Uni-
versity District holds four well-known
theaters, u famous concert hall, and
the Sharn Opera House.

DC 18: The Commons is a plaza atop
one of the spires surrounding Mor-
grave, [t's a preat place to grab a bite
to eat and engage in long, thoughtful
conversation, and 1t offers a nice view
of the city.

DC 20: Scandals regularly surface
about the facn]ir uf Mnrg’rnve Uni—
versity selling artifacts on the black
market instead of displaying them
in the museum. Even so, the collee-
tion of the Dezina Museum is guite
impressive,

Knowledge (religion)

DC 15; Despite the Great Hall of
Aureon located on t!:u.r ca mpux |||:-Ii'lr.'
university, few people associated with
Morgrave are known as particularly
devout followers of the Sovereign
Lord of Knowledge, Even so, prople
regularly sleep on the floor of the
Great Hall in hopes of receiving
inspiration in their dreams




great desert Menechtarun (see page 155). Dala Arand isa
young schalar with a distinguished record ol expeditions
to Xen'drik, including & possible lead on the location of
the Seepler of Fell Khadosh (see page 31). Davi Mordath is also
young, but particularly distinguished by his research
{under the tutelage of Professar Martell) into the serpent
cults of Xen'drik (also described on page 31). Sana Dhuma.
an aged half-orc, is known for her extensive work among
the benevalent yuan-t of Krezent {in the Talenta Plains),
s well as a few brief forays into territory held by yuan-
ti in Xen'drik. As the current Master of the university,
Larrian is no academae slouch, either—=he has pnh]iﬂlrd
more papers on giant pottery than any other scholar. past
or present.

Though insame sense Margrave Universily is asingle
orgamization, it might be more accurate (ot least from a
gaming perspective) 1o describe the many organizations
that intersect at Morgrave, Several memhers of the faculty
have connections with the Library of Korranberg (see
page 69}, the Wayfinder Foundation (see the Eprrron
Campaign Setting and Explorer’s Handbaok), and the Twelve (see
page 47}, Beyond these fundamentally collegial associa-
tions, some faculty are known ar suspected to have ties to
the Order of the Emerald Claw, the Aurum, the Dream-
ill.-g Dark, the Losds of Dust, the Cults of the Dragnn
Below, and even the Chamber—in short, with just nbout
every organization of any signibcance in Khorvaire and
!.'I'l"!?’l.rll.l'l.. All whao care about power have an interest in the
study of Xen'drik, and nowhere is that interest more focused
than at Mergrave,

THE CAMPUS

Morgrave University s prominently situated in the upper-
most levels of the towers of the Menthis Plateau in Sharn,
the City af Towers. The university owns the buildings in
the University District that surrounds the campus proper,
renting residences 1o students and faculty. The university
also leases business space to the trades and services thas
keep the university going. from booksellers and stationers
to scribes and cartographers. The university itself fills
Dalannan Tower, which is erowned |!|}- the enormous dome
of Lareth Hall. Five slender spires {representing and nomed
after the Five Nations) ring Dalannan Tower and house the
ul\i\rl"r!.'lt].-'!i.?.1|:|:|1*|1l.-i..

At the botwom levels of the university, several lorge
courtyards stretch among the towers. filled with sofl car-
ried up from below and seeded with grass and small trees.
These courtyards are commonly called the “ground floar”
of the campus. despite their being high above the ground of
the Menthis Plateau, and they are popular sites for student
gatherings, and even class meetings, on the rare occasions
thar Sharn's notoriously rainy weather lews up.

Beyond the courtyards, the "ground floor” contains
muost of the lecture halls an compus as well as study halls,
sub-libraries (mostly focused on books nssigned for student
reading), dining halls, and same faculty offices.

Like most educat ional institutions, Mllrsl'.il'l'l_‘ 1% @ e -
stant bustle of activity while classes are in session but can
seem practically deserted n the evenings, on weekends,
and between terms. Even for nansiudenis, the university
contains resources and information helpful to nearly any
pursuit, if you know where 1o look and whom to ask. The
ra]lnwulg locations I'EFJI esenl some {lrlilz mosl Pi}i:lullil".‘ll”ll.l
versatile resourees on the enmpus,

The Bridge: A long, arcing. covered bridge connects
Breland Spire and the Commonsto Dalannan Tower, where
the university's business occurs. One side of the bridge is
lined with shops focused on the needs of Morgrave's students
{(hookstores, paper makers, clothing and equipment ven-
dors), The other side is an open wall where announcements
and notices are posied (job opportunities, campus events,
items for sale, and so forth).

The Commuans: This large open-air plaza atop
Breland Spire 15 a popular gathering spot for students
and staff. Food vendors set up carts there every morning
and sell a wide variety of dishes throughout the day. In
the evening, the Commons is much gquieter, and a favorite
spot for individuals who want to read, meditate, or have a
private conversation.

Dezina Museum of Antiguities: Home to Khorvaire's
maost extensive collection of artifacts from Xen'drik, the
museurn’s displays Bl the middle levels of Dalannan Tower,
In addition, its vaults span several more levels helow the
museum’s public spaces. and they contain hundreds. if
not thousands, of unopened crates. All hold uncataloged
treasures, sume of which have been there for decades,

Creat Hall of Aureon: Thistemple to Aureon, deity of
knowledge, is rumored to be a source of divine inspiration.
Accarding 1o some, a night spent sleeping an the Halls
marble floor provides insight into any problem or dilemma
one is currently facing. The temple staff is composed of
scholars and experts leam practically every academic held
and diseipline.

Hadrill Gardens: Aundair Spire is erowned by the
magnificent Hadrill Gardens, an extraordinary display
of exotie plants, flowers, and even plant creatures from
around the world. Access 1o the more dangerous plants is
restricted to students in the botany department who have
permission from a faculty member. There are nine green-
houses (including one devoted 1o orchids from Xen'drik
and ) barra) and a large open-air garden that is a popular
site for romanie walks and medination among bath students
and suff,

Lareth Hall: This large domed structure atop Dalan-
nan Tower is the center :lrrnmlnn and holds the univrr.-.lr].-':-
administrative and faculiy offices. liisalso home ton gyno
sphins named Flamewind—an unexpected find on a recent
l!:l]'lﬂfl.titll::l o Xendek, Flamewind claimed that she was
waiting for the scholars 1o find her, and she returned with
them 1o Khorvaire af her own free will,

Margrave University Library: Located just bielow the
dome of Lareth Hall, Morgrave Unjversity Library has the
mast extensive collection of books in Breland. It does not
match the library at Korranberg in breadth, hut the Mor-
grave library specinhizes in the history of Khorvaire and
is run by gnome expatriates from Zilargo. Students and
taculty can use the library for Freer all others must pay 1 gp
per day for access (o its resources.

Valdain Museum of Natural History: Underfunded
and unappreciated at a universily so focused on ancient
ruins and relies, the Valdain Museum s nevertheless a
fascinating collection of carefully swuffed and mounted
animals from across Khorvaire and beyand, The exhibits
go far IIE':FI'H'I.I:I mundane animals o inelude & wide tr.:l:l'irl:.-
of mogical beasts. from blink dogs and displacer beasis to
a great bulette, and an enormous dragon skeleton hangs
From the l'."l.'l!il’lg above the musenm entranees, The Valdam
Muscum is locuted near the top of Karrnath Spire.
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MORGRAVE OUTREACH
ASSOCIATION

"Sure, you get to travel lo exciting locales and uncover lost treasure. Sure, sometimes some of that

trensure winds uf in your seddlebag. Bul really it’s all abowt helping the kide.”
—EHEHT" ;: Fllt ND!E" T:'umbl.'“, FETLIOF Ild.JlJ nect TEKIOH?I INSLPLCLDT,
Meorgrave Qutreach Association

Murgrﬂvc ”r:'iw,-rw,ihl.r l_'r!H!.t'-IH‘ll':.l’ senels i,‘!f'i”:l'l_'l’_!if:il::ll‘l'_\. 1ty the Faur cormners of
the world to dig up ancient treasure, but its faculty members are just a
bunch of weak-kneed scholars. They don’t know how te get along in the
world. That's wh}r I]1r:..' i'lrl.l'lg :||||:|5 }H;'l_r].llf wilh what l]lH:" call —vxf:lrrir:m:r
inthe field.” They bring the maps and do the digging - you just make sure
they don't get killed, then take your cut, But it's tough 1o make the right
contacts to pet those gigs. [t's a mean old world out there, and they enly
want people they can trust. That's why they come ta the Morgrave Qutreach
Associntion whenever they can. Onee you're in here, you'll never lack for
good-paying work again.

JOINING THE OUTREACH ASSOCIATION

The Morgrave Outreach Association is a puild for adventurers who are
interested in acting as guides, guards, and field experis for academic
1.-:||J'|1-|1 Tt .-.pnnxnrml h':,- T'-inrgr:n-r I_J:l'l:n.'f'r:.:t}-. Therr mmaim guj]l! hall 15 1n
the University District of Sharn near the Morgrave campus. (The building
is owned by the university, but is leased to the association for a reasonable
F’EF.) La l‘gr gu:lz]}lu": stand in Storm I.'r.:l(']'l.. Rega]i:m-l. and Stormhome,
with smaller regional guildhalls found in virtually any town or port from
which a Morgrave expedition is likely to depar.

Becoming a member is relatively easy. The association isn'l particu-
lar about ability, nationality, palitieal persuasion, or even interpersonal
skills. They only care abouttwo things—whether or not you ean hold your
awn i Lhe wild, and whether or ot yiru ean e trusted ta lead A group. The
university pays to get expert advisors, and it will stop paying if association
members prove to be less competent than the students they're puiding.
Likewise, the university will 1ake 118 business elsewhere if association
guides abandon their groups ot the first sign of trouble—or worse, lead
them into the wild anly to kill them. steal their equipment, and leave their
badies ta rol.

Onee you've canvineed the captain of the master guildhall to take you
into the association, you must pay 100 gp in dues. {The association assumes
that if you can’t afford the fee, you likely aren’t much of an adventu rer.)
For thissum, you receive a small medallion that identifies you as a member
of the association for one year. The medallion changes from year to year
{ane year it might be an eagle cast from bronze; the nexe, asilver coin),
and you must pay 100 gp ta replace it each year, Possession ol o current
medallion 13 considered proof of membership.

Entry Requirements: tih level in any class.

The MnfEr.‘wr Outreach Association functions much like an adven-
turers guild. In otherwords, each class fills exactly the same niche it does
when the characters are adventuring on their own, with the only difference
being that in additlon to their own welfare, they are also responsible for
a group ol students and faculty fram Morgrave University.

The association does not provide any special irmining to its mem
bers. since it expects them to have enough experience to take care of
themselves. It does, however, provide information about the nature of
its pssocistion with Morgrave University and what standards of behav-
ior and professionalism the associaion expects of its representatives
while in the field. Basically, this behavior amounts to protecting the
Faculiy and students from animals, monsiers, natvreal disasters, and
competing academic parties. It does not. however, include protecting
thote academics from their own foolhardiness. Association members
are lrst!'u_'rlr,:! 1o he civil 1o u'v.'li.\rrrsﬂ:,.- ]:H_'l‘:,f_!l'llll,'l—rxl,‘{']_l‘l il lhr}- prove
really annoying. when it's okay to scare them a little. If anything does

WHAT DO YOU KNOW

Knowledge (dungeoneering)

DC 15: The Morgrave Outreach Asso-
cintion is an adventurers guild with
ties to Morgrave University.

DC25: The Outreach Association pro-
vides adventurers with luerative uni-
versity contracts involving escorting
scholars and students on dangerous
journeys. If you want to wark as a
guide or bodyguard, and don't mind
coddling some weak-kneed academies,
it's good work.

Knowledge (local)

DC 10: Morgrave University haz a repu-
tation as a place 1o study the history
of Xen'drik, and it sponsors a large
number of academic expeditions
ta Xen'drik and ather dangerous
locales. The university often employs
adventurers as bodyguards and guides
on such expeditions.

DC 15: The Morgrave Qutreach Asso-
ciation is an organization tied to
Morgrave University. It is a general
internship or apprenticeship pro-
gram connecting students with non-
academic mentors.

DC 20: More aceurately, the Outreach
Association is 'b.tsir.ally an adventur-
ers guild that receives regular con-
tracts Lo escort universily expeditions
of scholars and students on dangerous
expeditions—often to Xen'drik, but
sametimes eloser to home. The uni-
versity pays the association to provide
what are essentially puides and body-
guards to these expeditions,

D 25: The Morgrave Outreach Asso-
ciation’s main guildhall is in the
University District of Sharn, near
campus. [t also maintains guild-
halls in Stormreach, Regalport. and
Stermhome, as well as smaller halls
in other towns and poris near sites of
interest to Morgrave scholars.

Knowledge lfnu'bi]ity and rvrllltf}

DC 30: The Morgrave Outreach Asso-
ciation fell on bad times shortly afier
the end of the Last War, when it was
blamed for the disappearance of one
of King Boranel's nephews, Lujaad
ir'Wynarn, in the wilds af Xen'drik.
The association seems 1o have recov-
ered from that scandal, and it is said
that Lujaad is none other than the
infamous sky pirate whese exploiis
run in several chronicles.




go catastrophically wrong, the association member must
report the incident to the nearest guildhall. Failure to
do so is considered dereliction of duty and is grounds for
expulsion from the association. The catastrophe will also
be blamed on the member in question when reported to
the proper authorities.

ASSOCIATION BENEFITS

Being a member of the Morgrave Outreach Association is,
in many ways, its own reward. That is, you do not get any-
thing in particular from your membership other than the
chance to participate in expeditions that have a high like-
lihood of being exciting and profitable. What you make of
those opportunities is up to you. At the university's expense,
the association provides you with equipment, information,
and other necessities for the successful completion of each
assignmenl. Beyond that, though. youare left very much to
your own devices.

Goods: The only item that every member of the asso-
ciation receives (upon payment of the association dues) is
the membership medallion, which allows them to take on
assignments. Beyond that, a member receives whatever
gear Morgrave University deems necessary for a particu-
lar assignment, plus a weekly stipend (also decided by the
university). Members have very little room for negotiating
better rates or more equipment, but better access (see below)
can often be arranged.

Services: Each gui]dha“ has connections to local
laborers who are willing to hire on for an expedition. The
association takes care of their salaries. A:‘r‘angements can
be made for more highly skilled help (spe]lcaslers or other
trained characters), but paying for those services could
reduce the stipend paid to association members.

Information: The association gives its members all
available information about the particular sites, regions,
and countries they are sent to. However, this information
issometimes compromised. since it is provided by Morgrave
University, and the university guards its secre[sjealously.
The association makes every effort to confirm the informa-
tion before presenting the details to its members.

Access: Most important, membership in the the asso-
ciation provides valuable access to historic sites, ancient
ruins, and newly discovered natural or magical phenomena.
Because the expeditions approve of a reasonable level of
profit sharing, a member of the association can walk away
from every assignment with asignificant bonus, whetherin
the form of treasure, antiquities, or magic equipment.

PLAYING AN OUTREACH
ASSOCIATION MEMBER

There are as many reasons to join the Morgrave Qutreach
Association as there are reasons to live the life of an adven-
turer. Members of the organization have proven their
capabilily under fire and have a broad range of experience
in the wilder parts of the world. They are more likely to
trust their instincts than the book knowledge of academics,
and that's exactly the expertise that the Morgrave expedi-
tions look for (even if faculty members sometimes rankle at
being told what to do by "undereducated, grime-encrusted
thugs with no sense of history or the importance of the
university’s work”),

A member will have very little contact with the asso-
ciation except to pick up new assignments and report the

results of completed ones. The association exists as a kind
of broker, allowing academic groups to meet individuals
with practical expertise. It has no particular agenda, nor
any interest in helping its members do anything other
than make a steady living. Members of the association are
competent and trustwort}\y, and an assignment taken from
the association is likely to be slraighlforward and unencum-
bered by political machinations or hidden dangers (other
than those found in the wild).

Combat: The Morgrave Outreach association does not
have any particular style of fighting. In fact, each individual
or group is expected to have its own developed techniques,
proven by success in earlier adventures.

Advancement: In most instances, the association does
not actively recruit new members. Its reputation for pro-
vidinghigh-paying. relative]y low-risk assignments is well
known among the advenluring community (as is Morgrave
University's reputation for allowing members of its expe-
ditions to pocket the occasional valuable item). Although
the association is always willing to accept new members,
the fact is that it has enough current members to fill most
available assignments. The only time this might not be the
case is if an expedition shows up unexpectedly at one of
the smaller guildhalls, The local guildmaster might then
actively recruit the most competent, reliable help currently
available in the area.

Once you have paid your membership dues, what you
get out of the Morgrave Outreach Association is up to you.
Expeditions leave from most guildhalls at least once a month
(and several times perweekat the larger sites such as Storm-
reach). Assignments can vary in length from a week or two
(if the group is simply doing a survey of a historic site) to
several months (for an extended excavation or renovation
of a large site). Occasiona]]y. extended assignments might
last for a year or more. These journeys focus on exploration,
mapping, or the study of a particular culture.

The association encourages members to be selective
when choosing assignments. Once an expedition is under
way, an association member is expected to see it through
to completion no matter what circumstances might arise.
It is unacceptable to abandon faculty and students for any
reason, so choosing a mission and group that you will find
palatable is important.

Because all assignments are performed for teams from
Morgrave University, faculty and students returning to
Sharn will carry word of how easy or difficult an association
member is to work with. After completing a few successful
missions, a member (or group of members) might develop
a reputation among the university staff. This could result
in future expeditions specifically requesting to work with
particular members of the association.

Missions: Assignments usually fall into one of three
categories—exploration. cultivation, or communication.
Exploration assignments are those in which an academic
group isvisiting a site for the first time or traveling through
uncharted territory to identify sites suitable for future
exp]oration. Cultivation missions involve taking ateam
of faculty and students to thoroughly examine a site and
collect interesting specimens, artifacts, and art objects.
This is the most common type of assignment, and the
most lucrative as well. A mission of communication 1s
one in which the university team meets with representa-
tives of a foreign culture. This might mean living with a
remote tribe, or could involve negotiating with foreign
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povernments or warlords for the right to send future expe-
ditions into their territaries.

THE MORGRAVE OUTREACH
ASSOCIATION IN THE WORLD

“No matler how many treatises o student reads on a subject or a site. the most

impartant information comei from spending time with someone who has actu-

uf!j ﬁrr.n there qmrf retered fo lell the tale, U‘ur ﬂprdmmr:. are af.hlriy_'. OEE

rewarding thanks fo the Qutreach Assacialion, Sometrmes experience really i
the best teacher.”

—=Larrian ir'Mao rgrave,

Master of Morgrave University

The Morgrave Qutreach Association is a convenient way lo
gve player characters aceess 1o a wide range of adventures
and locations. Practically any adventure can be framed as
part of a university-sponsored expedition, and the PCswill
nlwa?\ know where to o whien II!{':" fnd themselves with wdle
time. The pramise of pay overand above n share of any treasure
found gives the PCsincentive to take part inadventures they
might otherwise have no reason to aceept, The association
also provides a way to introduce new PCs and supporting
characiers so that existing PCs have a legitimate reason to
aceept and trust them.

Organization: The Morgrave Quireach Associntion is,
at best. a loose affiliation. Members do not have any need 1o
gather in great numbers, nor are they expected ta make any
special commitment to the group, They pay their dues and
take assignments whenever it suits their taste, The PCiean
function as a whole unit, or can team up with other associa-
tion members when an assignment requires a speeifie skall
set they do not possess.

I'he association is run from the main guildhall in
Bharn's I.anrrnll:,- Dhisirict A!..\;Lxumrnl\. are handed out
from there arsent to regional guildhalls to be Alled locally.
Many members never visit the main guildhall. taking
.I'Iﬂ..‘i.jgl:l menis I"II'II}' lhn]ugh their local branch. Maore wil,lrl:p
traveled members, however, might visi dozens of differeni
guildhalls—stopping In whenever their wanderings bring
them 1o a town that houses one, performing an assignment
or twa, then moving on to their next destination.

NPC Reactions

The general populace knows very little shout the Morgrave
Qutreach Associmtion. and most people simply assume that
it has something to do with Morgrave University. Scholars
Mrom other unversities and fnsti ul:il::ll:mll.’n:r'lr1r|~.1r assOCin-
tion members with the same disdain they feel for Morgrave
isell. Adventurers might either be interested in finding out
how (0 become members, or show cantempt lara nyone who
tukes on such mercenury work.

I'he association does not have any enemies per se,
but various scholarly groups hald it in very poor regard. IT
the university representatives at a local site are seen to be
removing. defacing, or trespassing on property held in high
regard by the local populace, they and their associates could
hecome targets of derision, ostracism, or even violenee,

THE MORGRAVE OUTREACH
ASSOCIATION IN YOUR GAME

The Morgrave Qutreach Association is not the sort of
orgi mization that draws a lot of attention to itselF. As such,

the assoctation can easily function in the background of a
campaign, with the heroes not even hearing abaut it until
they meet an expedition in the field or o local guildhall
master offers them an assignment. The DM can introduce
the aption of membership only when the PCs are ready for
it, or make it Cand s lugrative assignmenis) something that
lower-level PCs nspire to,

Omnce the PCs have joined the association, the best way
ta keep them happy s io provile a steady stream ol assign-
ments for them to take. [f these assignments offer increas
ingly better pay. provide the chance to explore interesting
and unigue locations, and introduce impaortant NPCs, the
characters will feel their membership 15 worthwhile

Adaptation: If your campaign does not feature Mor-
grave University, simply change the assaciation inte a more
generie adventurers guild. Rather than focusing entirely on
academic expeditions. the guild would be an organizstion
that any group ar persan could approach to hire a group of
seasoned adveniurers for a ny sort of mission.

Encounters: Encounters can vary widely from assign-
ment to assignment, covering a wide range of possible
I_‘I].Ilﬂl“ wans, Dommon missons inelude l.".l:lili.'lrl ng a urwlr
discovercd ancient temple, capturing a rarc species of
animal or monster, investigating a mysterious natural
ar magical phenomenaon, and searching for a previous
expedition that has gone missing.

Typical Association Guildhall

Guildhalls are vsually two- or three-story buildings that
resemble inns or private residences. They have a small staff
(sometimes consisting solely of the hall's master) and are
not long an comfort, They do, however, provide access o the
bare essentials. Association members, universicy faculey.
and their guests can gather comfartably in the common
room, Members can stay in the 1|.1:|.-:-Ia'ir!. roams Tor ane or
two daysat a time for no fee (extended stays cost the same s
renting a room st an inn). The hall is decorated with paint-
ings and traphies fram association expedibions.

Every guildhall has maps of the local region, deserip-
tions of known dangers. basic medical supplies, and a supply
of masterwork weapons, Awell-stocked guildhall might have
such wmenities a3 o kitchen and cook, ale, wine, and other
spirits, a healer. and local puides. Most puildhalls have
connections to local amiths, healers, and merchants who
provide associntion members with discounied services.

An association guildhall can make a pood base of oper-
ations for a group of PCs. They will always be welcome, they
rliwn:_."_\.. hiave @ source alwark, and I|'||.r:,.- Fan meet Irun.lwnrt]'n:,.-
NPCs who will earry news of other adventures and events
in the world. Indeed, if the PCs decide 1o settle in aspecific
towr or reginn, I|1E1l( m |g]'|.l b abile (o become the masters of
the lacal guildhall. or open a new hall of their own.

MORGRAVE UNIVERSITY FACULTY

The professors of Morgrave University might not stand
asshining exemplars at the top of their fields, bur many
of them are at least colorful characters. In addition
ta those mentioned on pages 110 and 111, adventurers
might come into contact with any of these facully mem-
bers from time to time.

Ghash Duurkat: Though he has not yet been awarded
n professorship (he carries the title of Lecturer), Ghash
Duurkat is something of a popular sensation at Morgrave.
A 11|.'|l:|gﬂ]:|i:r| who wears iraditional battle armor to BVErY




elass, Duarkat 15 0 hoistrous |.:'|.'Iur|-r. st behoned the the-
arrics is @ solid knowledge of Dhakaani history that rivals
that of Professor Vieran (see below)., It is possible that more
rumors \].'II'T"-'IIJ Wl IIII.I'IEI |§'|I' 'IIIII'\'T'I'\I'}' {'\'FI":«' :rl‘ill' concerm: I'IK
the exploits of Ghash Duurkat than about any other member
af the Morgrave community.

Kona Erran: Professor Ervan is the head of the hotany
deparimentand master of the Hadrill Gardens {see poge
111). A druid and a former adventurer, she is known 1o
have ties with the Greensinger sect and—like that sect as a
whole—she 15 rega rded asa Hgnrr_- of mystery

Flamewind: Not technically a member of the univer-
sity faculty. the gynosphinx called Flamewind is certainly
one ol the most ir1|g':|'vr_-\.|:|.|1g characters on the CAaTmpus She
accompanied o recent expedition back from Xen'drik. and
has taken up residence ai the top of Lareth Hall's greas
I[urrn'. Si"‘ I‘li'l.llll'l'l.'l':f AUMmMIImans ilflVf_‘I11|.IT1"|"\ fia 1||"| l'l'lu'llrl'
ber and sends them on eryptic missions, and she is said 1o
have eracular powers, She [z also known to have studied the
Ill'ulrflll.ll.' [!Iflptllﬂ'?’.

Alain Gourthan: Professor Gourthan hasyet 1o make
any dramatic discoveries, and that fact seems to prate on his
Nerves, I-ji‘h At n.ll:l'l'.l'lllf kll‘r'u\'!l'llgi' s ‘hllfll‘. i'.-.ll Lia 1!’-!'. "I‘i AT f'|:|
I,'!F }’1‘! I'II]IF.II.K‘JF"-, |II'|I‘| hl' R Lrll'"ﬁ'ﬂ a3 an FHI'FII.{'rlt ]E‘l"fllrf']'_
but his lack of significant field experience has held him

The Commaons at Morgrave Unsversiiy

back, Ward is 1'i|'|'11|.‘|||r|g that he 1r].|ru i I:rul:..' ambitious
expedition to the fur south of Xen'drik, which will almast
certainly either make or break his career.

Srl’lllllr RI'I'JII:I'L.! ]‘In{l‘.‘u‘hlll RI'II‘I.II'L 1% al r-:“‘l‘lil‘l'tl'll\'
es well a3 a noted scholar in the ficld of animal biclogy. As
curator of the Valdain Museum of Natural History. Reddick
I.Ia'l'_l"\ I'In.‘llli.‘-i:lll.ll'l." rlll. Wl'l['i)l 1“-9."1”.‘4" ﬂEJPI.'I.IIII‘I'I.‘i LII ujILI.\I.I.J'I.I.
creatures, though he prefers o stuff them himselll Some
whisper that he dabbles in necremanecy.

Danid Vieran: One ol the world's leading exparts
on t}ﬁf anciend [‘!1il¥ﬂ|‘l|’l| le'l'lrl_"l -'|I'|I'| !}-Ir'lflllilrl" 1I'|F
shining city of Ja'shaarat {which new lies buried beneath
the deepest levels of Sharn), Professor Vieran is a bitter
marn. Thungh he views his work as r:lruruu r:||:“3.I sig mificant
to the modern city, and it is easily accessible even 1o the
common populace, his research is constanily avershad-
IF\‘-'I'!I II':( !l‘ll‘ Mok I.Inl‘hll}' aIIIII. rlrlll\liul r “'1FT'L ill'i.l'l.g I.IIIII.F i
Ken'drik. His popularity among the siudents of the uni
versity certainly suffers because he isa terrible lecturer
a rlll gl"lll"l'dl!;ﬁ' bl EIIJI B

Zophik: Widely regarded as mad, Professor Zophik
{she no longer uses her first name) has earned the rightto
same eccentricity, Her field is the Age of Demons, and she
hans ',u]'j]’_ll'_Hr‘l’"".' traveled to ancient Ashiakala and suevived
theugh not unscarred.
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THE MOURNLAND

DEVASTATION EVERYWHERE

The Mournland was ance the human nation of Cyre. but on the Day of
Mourning in 994 YK a cataclyam of unknown origin wiped out lts peaple
ared r:wuxﬂ] the cities and count r'y'\.i.llr. Nowthe onee-nohle nation s dead |
its land fused and barren. Lingering magic effects sirew chaos across the
jagged landscape and living spells, iwisted monsters, and stranger things
PR s Crags. Nature is \l.lFlE:rl-.-mrl:I within s borders:; nerther ||1.'1g||:n|.
nor natural healing functions, and dead bodies remain fresh and undis
turbed. The Lord of Blades pathers militant warforged in some hidden
stroengheld. Despite these dangers, the Mournland has much 1o offer:
Relics lie within its ruing, and many seek an answer to the mystery of the
Mournland's ereation,

The first obstacle that any visiter to the Mournland faces is the
dead-gray mist that surrounds it. The mist is disorienting, and travel-
erswithin i growweary and rlrprr-,-,rtl. Some areas of the misi rli'\.'r.llu:_.-
this property more strongly than others. These areas are a darker gray
than the surrounding mist—a character can note the difference with a
D n SJIHI check and ||;!l,-n11r1l,r g a:grllfil:anrr with a DO 20 K nowl-
edge (geography) check, Travelingwithin these arcas forces characters
to make Will saves each hour (DC 15, « | per hour). Failure indicates
that a character becomes fatigued, and remaing that way until he leaves
the mist.

After penetrating the dead-gray mist, adventurers face numerous
ather ohatacles.

The Lord of Blades, a charismatic warforged prophet, holds court
somewhere in the Mournland. Though no one knows where he makes his
biase, his patrols scour the land. Warforged operate more freely in the
Mournland than do living ereatures, because their repair spells function
normally. These who follow the Lord of Blades have no pity or mercy for
their living counterparts, and encounters with these warforged usually
end in drawn hlades.

Warped monsters wander the Mournland. These ereatures take many
forms. Some are amalgamations of several different creatures, sporting
numerous limbs and bulging with musele, Others have festures not nor-
mally seen intheir kind, such aswings or stinging tails. Perhaps the most
dangerous are those whose mental faculties have improved. allowing them
(s] !’.:IH","T less ahle ereatures about them and carve temporary territories
inthe shanered land.

Adventurers who overcome the Mournland's dangers are privy to s
:l:vl.rnlrl'irs. Twoal the Mournland s most unusual Teatures are the ﬂluwi:rlg
Chasm and the Glass Platcau, Between these two areas 15 the Stagnation,
a tlat and moribund lake that pives off a faint blue iridescence. Skeletons
lie hall subimer gr:! ﬂ]i}ng its shore, their hones caus g ndl a ri]ri'th- i the
syrup-thick water. The water smells of dying things but tastes, so some
claim, of honeysuckle and lavender with a hint of something sweeter.
Some say that those who imbibe the stuff without retehing can take the
Mowrnland’s magie 1nto themaslves, tll.a:l'l.glllg i somet ha ng (] ronger
than they were before

Alse within the Mournland is the Mile-Mark Swation. This ruin
was onee alightning rail station al the junction of two tracks; now, it s
I‘“]rrlli]frl irto rull'ﬂ}]l'. l]'lﬂllgl'l II‘E er'al (IUC& IS tower ','[III F'I'I nelions
properly. Alighining rail coach, bodies spilling from its attached cares,
iscrashed into the station’s side. The building's interior is scorched,
and the bodies of hundreds of l'II'I]I.iIﬂ'--—:ITHI'.iir':.' children and the
elderly—ure heaped inside, their wounds still fresh. Only s handful of
them appear 1o have burned to death, leaving explorers to puess how
the carpies ended up here. Rumaors sy that the g]u_ln.ﬁ ol the ]lgl:!niug
rail coach passengers appear every night, racing away into the darkness
with mad cackles.

WHAT DO YOU KNOW?

Knowledge (arcana)

DC 10: Mysterious lingering magical
effects make the Mournland hazard-
ous and unpredictable.

DC 15: The Day of Mourning had many
strange repercussions. It gave life and
a degree af sentience o some spells,
which wander the Mournland today,
It changed and twisted its native mon-
sters, which also pose a danger.

DC 20: Rumeor has it that the seerets of
the Day of Mourning can be found
beneath the Glass Plateau, an area of
fused and jagged glass where living
spells congregaie,

Knowledge {g‘aﬂgrl]ih]l}

DC 5: The Mournland was once Cyre.

DC 10: Adisaster on the Day of Mourn-
ing killed a1l intelligent life in Cyre.

Knowledge (history)

DO 10: Cyre was destroyed by an arcane
cataclysm in 994 YK, on what is now
called the Day of Mourning.

DC 15 C}rrau ruing cover the llndiupe

of the Mournland.

Knowledge (local)

DC 15: The Mournland is unclaimed
and, for the most part, uncontested.
A colony of militant warforged and a
few treasure-secking expeditions are
its only nods taward civilization.

Knowledge (naturc)

DC 10: Travelers are easily lost in the
dead-gray mist that surrounds the
Mournland.

DC 15: Natural healing does nor func-
tion in the Mournland, nor does nat-
ural decay. The dead lie where they fell
years ago, looking as they did then.

Knowledge (nobility and royalty)

DC 10+ Cyre was the headquarters of
House Cannith, The Day of Mourn-
ing devastated the house and split it
into factions.

DC 20: House Phiarlann was also based
in Cyre. lts leaders were conspienously
absent on the Day of Mourning.

Knowledge (religion)

DC 15: Spells of the healing subschool
da not function in the Mournland.
DC 18: Many warforged see the Lord of
Blades nsa religious figure. They take

his words as dectrine.




So You Want to Enter the Mournland?
By Harhius Rote
Excerpted from the Kerranberg Chronicle, Zelday, Dravage 41h

[;:I'I"I'HIIH‘\.. gfillll rFil:!Fr' ”"!H’ILI Ate rll'rll\ll'lg‘tll'u al rrll.'ll'
you are probably considering entering the Mournland in
search of tréasure and fame, You must alresdy know the dan-
gers wow' 1] Tae r—|i\.'|:||.g -\.-Ill.-.l.l..\. ]ml'ﬂl'ni.ns lost in the I:!l.'..ll:!-gl:'il!‘
mist, encountering warped monsters and hingering magic
effects. and running afoul of rogue warforged, to name a
few=and | dan’t ITAgTe that | will be able 1o dissuade you.
lostead, take heed, Tor ] will tell :\_-'l,“l.w]'li“ yvou need to know
if you are 1o return from your expedition.

-I.i'll' micesl i:'“.j“’l'l.i’lll |]|..|||.g 1.I1dr ?«':]ll must .:lllll‘ih[i!:l‘t
15 that you will be unable to heal in the Mournland., Nei
ther natural nor magical healing functions in that blasted
l.l]..“ e. However, the druid .'\.EII:'I.I__::l.II'IﬂI'IITrLy seerns wialTecied o

the Mournland. Also, s paladin’s ability to heal wounds by

laying on hands 15 not affected. Magic that allows extradi-
mensional travel is valuable, because you can heal {and be
healed) whilein that otherworldly space. If your expedition
inicludes wrtrﬂ:rgrrl_ rl‘lrl_'} ahould have Titile troulile: \f:|1-|.|'\.
that repair construets do function in the Mournland.

After properly outlining yourself, the first obstacle youwill
Ercounier |..-.1||.|'1|.r.11|.-gr.'|1,- mist that surrounds the Mournland.
You might iind that you become snddencd nnd listless within
the mist—de not doubt your heraism, my friend. for the mist is
II:IfI.gII.'..II. ane 1hese |'rr]:i:||.§-\. came Meom outside forees! Certain
paiches of the mist earry this enchantment hewvily —waich oui
for the dark gray aress and avoid them. The min is alse disori-
"‘ll’il:lg. TI'li.'\ I'I.'Ill:ll.'hl'r !Iilh Il'ﬁhl'li Ifl.'l:ll:h.' ll“lla.'l. :]FHIFIE:;I'iL]lI\ |}|41[
got lost in the mist and were never seen again

That's pretty much all the help | can give you for now.
Good luek, bhrave adventurer, and wateh lor My next essay:

"So You Want to Enter the Demon Wastes®”

F—————-q

ARCANE STEEL

'r.:'-'ll'\‘rul‘- LI!I-IIIF {5} F]'II.I\I" I:-IIIIII']'I. |1|¥' ||||.r|:|.t|!\. I|'¢'I|I| !II"-'-P"-\‘II.I"
Markof Making. The warforged are their most famous creation

but these living constructiare not Cannith’s only accomplish

medul ‘..II:III”II Mienes rIII 1|||'=!"\ |E1I||1'|:I :::rll' Il'llll wor kf'l‘h
constantly uncarthed ore, refined it, and shaped it into the
latest Cannith masterpieces. When the Day ol ?\1|||.||:1'|||||:: EAME,
the metals that were in the process of being refined abzorbed
the |':|:.'|-\.|,rn1|i1r_"\ arcane power, N ow ingots wevel chonks of

witered 1|:|.1'ut:|ghu|u ihe

this magi .|1|:\.‘ tmbued substanee lie s
Mournland, Scholars have termed this material eyrite

Cyrite resembles steel but is slightly darker. Multicol
Iirl'll. 1|r'll""¢ Uiy Dver s MIIT'II\I"" il f'll! I:II.E'M" 'ﬁlr]l &1 1a f‘ﬁl‘ Ilql‘\'
It i3 os heavy ns sreel, holds an edge just v well, and retning
some magic essence From s odd genesis.

:‘!I'III.';I": .|r:||I -Ir]'-'i'l'ﬂ‘llf'l'\ THII.II' I'?llll' Tor s use 10
weapons und armor. Wespons fashioned from cyrite couni
as magic weapons for the purpose of overcoming damage
I F'|I.||.I L J‘LJ'TII'J‘ Illulll.l" tllllll ! I File |I1|"||.Jrll'- ||I|I[:l| ﬂI f"lr‘ls!{

and ETHNES Ity wWearer n | resistonce bonus on savi ng throws

pgiinst apells and spell-like abilivies. Cyvite shields provide
no speeinl benefit.

Items withour metal paris, such as clubs, cannot be
made From eyrite

Cyrite loses nll its special properties in an oniimagic field
ar L|||::||I-|r Ared.

Weapans, armor and shields that are made of eyrite
hive the some hit p:unu.‘:nll hardness as they do when made
from metol of o normal sort |:I:'_\']I-1I'i|”‘\' steel)

Tgpr af l‘.::rriir ltem Item Cost Medifier

Ammunition +hgp
Armor « 500 Ep
Weapon +230 gp

Raw cyrite 10 gp per pound

EP Per ]
lhe above features apply 10 most examples of cyrite that
F‘!J‘!“F"r‘l"u II-I\I" l!l\-l OYver r'lt. H'I.I.I.rll'll'- \F}E‘uliu |.|f |J|I1Fl 1.‘|I (1151 1||

cyrite with different properties.

M
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ORcCS

THE LAND OF THE SHADOWS

Hidden hehind Droasam, the regian known as the Shadow Marches
has been isolated from the events that shaped Khorvaire, The War
af the Mark and the rise of the dragonmarked houses, the formation
af Galifar—even the Last War itself—had little direct impact an the
distant Marches. Today, the Shadow Marches are not recognized as o
nation by the Treaty of Thronchold, and no central povernment exists
there. The denizens of the Shadow Marches are split inta two primary
groups: those who are members of iribes, and those who are members
of clans,

The tribes are primitive. and largely composed of ores. Their tra-
ditions date back thousands of years before the arrival of humanity in
K |1|:3:||"|.-:||w,-I and many of the 1ribeslolk believe that humans and members
ofthe other races can never understand their ways. Asa resull, they prefer
1o be left in solitude—and those who follow the Dragon Below can be quite
da ngernus iftheir privacy 15 vinlated,

The clans are the more civilized inhabitants of the region. When
human refupgees arrived from Sarlona hfteen hundred years ago, they
braught Riedran customs with them. While a number of the are tribes
fought against these sirangers (assome still do), many embraced the new-
comers. formingan iniripuing blend of human and ore cultures. While
afeweland remain entirely human, the majority include humans, ores,
and their half-orc offspring. The Marchers are s prood folk, and they take
bonds of blood seriously. Foreigners must be careful in dealing with the
clans, for any insult 1o a family member will likely be taken as an affront

igaerist the entire clan.

THE ORCS OF THE MARCHES

The ares are one of 1he aldest races in Kharvaire, with a |:i.-.||||':.r strefeh-
ing back some thirty thousand years. While they are not as cunning or as
wise as humans, the orcs of the western coast have always been a deeply
-\.rlir1l1.|..'|.| I:m:f:lr. Even Among the elans, where the traditions of hurrl.'lll.i.l:f
have had a sirong influence on their eulture, the ores remain strong and
unswerving in their faith. The majority of the clerics, adepts, and druids
found in the Shadow Marches are orcs or half-ores.

Taoday, the faith of the ores is splin between the path of the Gatekerpers
angd that ef the Dragen Below. Those who follow the Gatekeepers do not
necessarily know of the daelkyr ar the ancient wars. but they believe in
the power of nature and the rlur:,.- ol the ores to remain close to their wild
raots. The Gatekeeper barbarians celebrate this bond, and theirrageisa
manifestation of this primal connection. The Dragon Below cultists are
all tao aften touched !)}- madness, or believe that all pawer anel g]nr}r lowws
from Khyber and Xoriat. The rage of o cultist barbarian is » terrifying
thing—pure madness concentrated inte martal fury,

Oresof the isolationist iribes helieve that humans and orcs have no
common ground beenuse ares were the first inhabitants of the land, and
only an orc can truly bond to Khorvaire, However, the ores of the clans
sce humans as their brothers and sisters—smaller and weaker. perhaps,
but valued for their cunning and quick wits,

LIFE ON THE FRONTIER

The Shadow Marches have a larger human population than Droaam, and
considerable wealth can be found inthis land=Trom vast Belds ol Eberron
dragonshards wo ancient treasures hidden in the ruins of the daelkyr, Fur
thermore. it is far from the reach of the laws of ether nations. A fugitive
on the run from the King's Citadel can find security in the shadows of
?Drﬂihﬂlﬂk Wili’ﬂut‘l\'lng up h'l.l!'l'lﬂn company. Th': Shﬂdr.“ﬂ' Murch:s hi"‘"['
never been bound by the Code of Galifar. and even the sentinel marshals
have no authority in this region.

WHAT DO YOU KNOW ¢

Knowledge (geography)

DC 10: The region called the Shadow
Marches contains ureas of fetid swamp
and deep jungle, with little civiliza-
tion to speak of. The inhahitants are
humans and orcs, and travelers are
not always welcome.

DC 15: One major city isin the Marches:
Zarasha'ak, which can be reached by

waler along the southern coastline,

Knowledge (history)

DC 10: The human inhabitants of the
Shadow Marches came from Sarlona
approximately 1,500 years ago. While
some orcs and humans still fear and
hate one anaother, most Marcherclans
include both humans and ores.

DC 15 The Shadow Marches suffered
terribly in an extraplanar incursion
that accurred thousands of years ago,
and this is said to he the source of the
monsters that haunt the land.

Knowledge (nature)

DC 10: The Shadow Marches hold many
deposits of Eberron dragonshards.
DC 15+ Strange plants grow in the
marshes. Hathil root, for example, is
said to be good for enhancing spells

af transmutation.

Knowledge (nobility and royalty)

DC10: The city of Zarasha'sk is the seat
of House Tharashk,

DC 15: House Tharashk is the youngest
dragonmarked house, and it is not a
family as such: itisan alliance formed
from a number of different Marcher
clans, all of whom share the mark.

Knowledge (the planes)

DC 15: The Shadow Marches were one
of the beachheads during the ancient
daelkyr incursion. Ruins dot the area,
as well a8 a large number of manifeat
zones linked to Kythri and Xoriat.

Knowledge {rdig‘inn}

DO 15: While the Marchers have some
analogues for the Soverzign Host,
the main religions of the area are the
Cults of the Dragon Below and the
druidic tradition of the Gatekeepers,
The Khyber cults scattered across the
Marches are foes of one another; as a
result, Marcher cultists initinlly con-
ceal their true beliefs from visitors.




I e A I1|r'\. t'-iﬁlln.lrllll'l r:lrrwu:‘lr“\. security Fr!r ILIF r'll.gltl\'f,
however, it can be dangerous for the ndventurer. There is
nounified lawin the land. and each clan or tribe rules i

ferrifor :p' sl I'l"||:||]'|l“\|. .\\:ill'ul I~l1 iIII:'hI'!' \'Irlilgf'\ I1i'|\’l.' wl '\-‘I'I.I'FIIII!I

who holds the full authoriy of law, If adventurers challenge
ar kill a sheriff, they have committed a mortal erime againat

11I.'\| IIF'IJ!III"—J crime ||I||I|. i .|”‘. {1![ I1|1HII.! ‘fl‘llﬁ'l"ul.:llt'l‘ {I'

them and anv of their allies

ORCS BEYOND THE MARCHES

The Shadow Murches are not ihe l:lr'll':.' E|5|||:4_- in Ehorvarre
where ores are found., n|1]'|.1.;-l.igh the ores of the Marches
{as well as those in the Eldeen Reaches, who are essen-
ItiI”.:.. in offshoot of the Marches euliure) aee by far the
mast civilized of theirkind, The arc tribes of the Demaon
Wastes are noble barbarians, who undertake o sacred
charge to prevent any evil from leaving their homeland
(‘MFF .'I-i'lf‘ DFITIJ'I'I “:Iﬁ'f“h on E'Iilgi' ql} TIH' 0res ':'II- nl A arm
have been reduced to a state similar to that of the other
natives of the monster nation—they hold goblins as slaves
||1|1|. A ]ll I.I!at] ||I'|1I coarru I"J| TI‘I" Ji'liﬁl H.‘uII.Il-II ares ol |1 II.I‘
Mror Holds are savage and violent, raiding the dwarves
at every epportunity in retaliation for ancient wrongs.
I]Irl E'Irll J.‘llll.l|-'ll ale l':a FII\JI o r' l‘ll' arcs UI. tlilﬂlfl'll K]lill "
Yaire m '.I'II" E‘f'“ r:l..lrl"\. wiu' re remnants J_IF11'|I"IF ancien
tribes still exist.

HALF~ORCS: THE JHORGUN TAAL

Many of the people of the Five Nations are uncomfors
able around half-orcs and find the idea of humans
ﬂr'lll ares ll'll‘h'ul‘ll'l‘l‘l!lrlg (L8] III' \-II" n.If'III II.'I‘1||4'|1F!I11|.. Sl.ll.'i'l
beliefs have never found root in the Shadow Marches,
though, and those ores who chose to welcome human-
iy Lo their land were 1,||.||4;k to mate with the new
comers. | hose who followed the druidie paths knew
that hybrids are often the strongest plants, while the
K.h'l'p't]l'r l"llrl':!'- l“:n.'l\'l' |I1|“a|!"| seen I'I'I.ilrlul' s d rl:lrl‘! (14
power. In the Marches, hall-orcs are celebrated; they
are called jhorgun’taal, "children of two bloods,” Blood

e ||II'

% I'\'FJ'\"JI'IIIE I ‘ili" I'I-III"« HIIII !511' Jlllllsllllllalul
proof that orc and human are kin, They have the sirong
spirituality of their orc forebears and the wisdom of
'I||.|.|'||..t1|.il:|.. and as such many of the greatest druids and
priests are half-ores

I'he jhorguntaal ;:r¢ch.rm imporiant tasks in the
Marches, for while they are not as clever or charming
as their human kin, 151:.-'!- have the trust of bath races
Msoa result, the sheriff of 8 muck-mining town is more
likely to be a half-orc than a member of either of the
rll.lll‘ races I.IkFWI-‘\I' WIIP‘II lF‘r I'Ia'lll“ MF!I.!I illrll‘lilhlulltlll'\
to negotiate feuds or trading rights, they often send »
jhorgun’taal, even if a more charismatic human comes
along as an adviser.

H‘I.]II.IP II-III'1l||  Are a ir I.Il"—llrl'f'rlll.llg race 1 n li'IFl'
own right, the jhorgun'taal are just as likely to mate with
humansor orcsas with their own kind. The hall-ores of
the Shadow Marches dan't see themselves as a separate
race: rather, |||1~'!.' consider themselves to be the |'|r|r{1__:|-

that makes humans and ores one race.

ORCS AS PLAYER CHARACTERS

Perhaps you're a bodypuard from House Tharashk who
has come east 1o serve the interests of your house, or

!lr':l]l.lllh ¥y Follow the tradiions af the f'}.-m-kn-rlmn..

:IJ'I.II"'I.'IIE m ||‘IF rise |:|f fJill'h |H:|w¥|". 1I1a'|1 1II1I"|' You can
stop. An ore's sensitivity to light can be overcome with
the Daylight Adaptation feat From Roces of Eberron, and cthe
|'|||'FI.\ !ill'k Ilr al Ii‘\-l‘l a'l.lljllﬁ'lllrlll II'I-II.NF.\ (1} Fil.h:f o wse as
a player character. Ore racial traits are detailed in the
Manster Manual

Child of the Swamps

You have spent years In the swampa of the Shadow Marches.

You can find food and shelver in the desp swamps, and you

CUTL IMOVE ore 1|'c|-|.1_.' th rr|l.1N'|'| the diffeult terrain
I"rql‘l.'l;tuhil:f. H.rg:nn (Iﬂ.\:irl.t::lh. Shadow Marches.
Benefiti You receive a +2 bonus on 5].'1:': and

Survival checks while in marsh terrain
Inaddition, vou can take a 5-fooe

stepwhile in the shallow bog or ligh

undergrawth of a marsh, ignor

ing the usual movement

penalties of the terrain

for this purpose

Marchers,

erc and human

" yu ™y
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PLANES OF EXISTENCE

WOoRLDS BEYOND THE WORLD

Oither realms lie beyond the mundane world—deminions of fire and ice.
of eternal forests and boundless sky, of radiant light and impenetrable
I'I.:I rhTIf'-'-. .th.'pl' 1'1'=|||'r|'. anre ﬂlr'FFrFl'IJ PI-'I nes IIF exisiEnoe: l|F_I!"'J'I'FlI“-illl'l.l"li
worlds beyond the world of Eberron. They have their own physical and
magical laws. their own flow of time. and their own races and cultures.
No one knows the Tull extent af these E’:I[:II nes, Some .-i.'|'||-|"u1'.a[|': that each 1%
infinite, strerching endlessly through its own space; others declare tha
such warlds are only rouphly the size of Eberron ivself. In any event. each
plane is eeriainly large rnough to accommaodate years of explaration far
anyone prepared to face hostile conditions and dangerous notives,

Three of these planes are always close to the Material Plane. existing
simultaneously with it in the same physical space: the Ethereal Flane, the
Plane of Shadow, and the Astral Plane.

The Ethereal Plane {3 a ghostly otherworld, like a spirit realm per-
vading the corporeal world and existing immediately beside v, Entering
the Ethereal Plune is a rl.rl.':ti\'ifl!.- w1 II'II}I.E matter for ~,'F1|r“l,'uhll-ra. who fnd
thatthey can still see the ereatures and objects of the Material Plane from
the ghostly ether. They can move about unhindered by material abjects,
T_'I!Hl‘:lll:ll.g them o {ll’l lf”'r.rl}l privss th |:'|:1uEI| walls and oiher barriers.

The Plane of Shadow 15 like a dark mirror of the material world,
All abjecis (though not ereatures) in the Material Plane have a shadowy
analog. Time and distanee have little meanimg in the shadow realm, and
spelleasierswho enter the Plane of Shadow can easily travel great distances
acrossit, reemerging in the corresponding location on the Material Plane
ina brief time. However, the Plane of Shadow is haunted by undead and
other horrors, n1||.E1||E it '||rr1'|r1|.|.-. '[_:1|.'||;'|:

The Astral Plane is a great silvery void, sometimes described as v sea
orastarry sky through which travelers. objects. and even other planes Hoat
freely. Travelers move through the Astral Plane at the speed of thoughi
[though such movement might simply be an lusion in the mind of the
traveler), The Astral Plune is the space behind space—the nonplace thm
eannects all places. [t allows spelleasters to teleport from place o place an
the Material Plane, and it serves as n conduit when summoning ereatures
from other planes.

Fhirteen other planes float in the Astral Plane. Planar scholars
describe them moving through the Asiral Plane in complex orbitsthat bring
them varigusly eloserto and farther from the Material Plane-—-sometimes

even coming close enough to touch the Material Plane and allow some of

their essence 1o cross over into the world,

Daanvi, the Perfeet Order, isa plane where law reigns supreme. Here
all things live in harmony born of order. s pelar opposite is Kythri, the
Churning Chaos, an ever-changing soup af roiling entropy. According
tu popular superstition, times of historical stability are linked to the
proximity of Daanvi, while times of unrest and conflict are associated with
Kythri's nearness. but no evidence supports these claims.

[l Quur. the RE‘E:iI::II'I of Dreams, 14 Illlg-]ﬂiuu,- where dreams ll]n:.l ol
When mortals dream, they psychically projeet their minds 1o Dal Quor.
Behind the dreams and nightmares that mortals experience lie the cities
of the quori—monsters of nightmare that feed an paychic energy. Theaugh
their Inspired hosts, the quort rule the notion of Riedra and pursue their
mysterfous aims through the werk of the Dreaming Dark,

Dalurrh is the Realm of the Dead. A place of hopelessness and despair,
thisiswheremortal spirits passwhen Life has reached s end. According 1o
the faith of the Sovercign Host. no great reward lies beyond life's bounds,
so life must be lived 1o its fullest and drunk 1o the dregs. Immortality is
achieved th r|:|ug]1 heroie desds that leave a l|;|.-.I:i.|'|.g mark on the world of
the living, for the shades that persist in Dolurrh bear little mark of their
former identities.

WHAT DO YOU KNOW?

Knowledge (history)

DG 20: At two separate times in Eber-
ron's history, a plane drawing close
to the world has discharged an army
of invaders. At the end of the Age of
Giants, quori came to Eberron from
Dal Quor, the Region of Dreams.
The fall of the Dhakaani Empire was
precipitated by a similar invasion of
daelkyr from Xaoriat. Both planesare
now very far from the Material Plane
as a result of actions taken by the
warld's defenders.

Knowledge (the planes)

DC 10: Beyond the Material Plane are
thirteen other planes of existence
where strange creatures live and dif-
ferent rules hold sway.

DC 12: Three "transitive” planes—the
Ethereal, Shadow, and Astral Planes—
exist in addition to the thirteen arbit-
ing planes.

DG 15: The thirteen orbiting planes fall
into three oppasitional pairs—Daanvi
and Kythri {law and chaos}, Fernia
and Risia (Aire and ice), and [rinn and
Mabar (light and dark)—and seven
unpaired planes: Dal Quor, Dol-
urrh, Lamannia, Shavarath, Syrania,
Thelanis, and Xoriat.

Use this DC for a check to recall the
basic characteristics of sach plane and
the kinds of creatures found there.

DC 20: The thirteen orbiting planes
sometimes draw so cloge to the Mate-
rial Plane that they "touch™ it and allow
some of their qualities to seep over into
Eberron. This is called a eoterminous
phase. At other times, the planes are
remote, and their influence fades on
the Material Plane.

DC25: The planes have different magi-
cal and physical laws. On some planes,
gravity is lighter or stronger, or com-
pletely absent (Xariat)—or it shifts
frequently (Kythri). On some, time
flows more or less rapidly, or it doesn’t
flow at all {Daolurrh). Some planes
enhance the functioning of certain
types of spells and impede others.
while some throw the-rules of magic
entively away (Xorviat againl,

Use this DC for a check to recall the
planar traits of a given plane and how
those trais affect travelers.
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Planes of Existence

Fernia, the Sea of Fire, and Risia, the Plain of lce, are
the homes l:ri\nwfrful elemental forces. ﬁw.-.r}- ﬁvc?-:rlr.‘-. the
midsummer is especially hotand the midwinter particularly
cold as these planes draw close ta the Material Plane,

Trian, the Eternal Dml,l. v awarh in the radianece nl'imsi-
tive energy. while its opposite, the Endless Night of Mabar.
is a starless void thar devours life and light.

Lamannia, the Twilight Forest, isa realm of unbounded
nature, Plants and animals, magical beasts and elementals,
and wild outsiders of bestial and elemental aspect run Iree
in its verdant forests, rolling plains, and searing moun-
tains. Farmers say that erops grow more gquickly during the
one week every year when Lamannia draws close.

Shavarath, the Bauleground, is inhabited by races of
I.'EIE'“.‘i.:IIj arl Nends rl::lrlu-l:l i Etrrnml W will. l-.'lrl'l ol her—
archons, devils, and demons, Some say that Shavarath drew
near to Eberron in the year the Last War started and came
close at least twice more during the course of the war, each
time presaging wn outbreak of particularly bitter violenee,

Syrania, the Azure Sky, is the home glittering cities
floating in endless blue, each ruled by the wisest of angels.
Good's power grows when Syrania draws near, and flying

becomes easier in places where its influence is strong—
including the great ey of Sharn.

Thelanis, the Faerie Court, is the mysterious home
of the fey, Tales speak af travelers drawn into its erernal
wwilight, emerging alter what feels 1o them like meve days,
only to discover that weeks or even months have passed on
the Marerial Plane. The influence of Thelanis issaid ro be
streng near faerie rings and faerie mounds.

Xoariat is the Realm of Madness, home ta the daclkyr
and the aberrations they spawn. Ten thousand years ago,
Xoriat drew ¢lose and the daelkyr invaded Eberron. until
the Gatekeepers linally sealed all cannections 1o their
insane realm.

Same imagine that the Astral Plane is bounded in
it most distant reaches |‘.|:|.- an l!lll']rl'lliTIE' realm ol uiter
dark, the end of all things. They eall this region the Outer
Darkness. Same claim that the shining realm of the Sov-
eveign Host lies somewhere beyond this Outer Darkness,
and that the Quter Darkness is the home-1n-exile of the
Dark Six. Mo mortal has ever visited this place. let alone
any divine realm beyond it, 4o it existence is a matter af
pure speculation,
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MANIFEST ZONES

Ln places, the boundaries between the planesare thin. Certin
locations in Eberron have close affinities ar connections to the
other planes, allowing characteristics of those planes ta spill
over into the world, These areasare called manifestzones, since
in these places the power of the planes is made manifest.

Manilest 2ones appear everywhere in Eberran, and
rones exist that link to all the planes except Dal Quor, The
effects of a manifestzone are sometimes related to the effects
af a plane becoming coterminous with the Matedial Plane,
but this is not always the case. In fact, the most well known
manifest zone in the world, the zone linked to Syrania in
which the city of Sharn is built. has qualities completely
unrelated to the effects of Syrania's coterminous state and
only tangentially related ta the qualities of the plane itsell.
Manifest zones are, above all, unprediciable.

That said. all manifest zones have two properties in
common. First, a manifest zone i3 considered a part of
both the Material Plane and the plane 1o which the zone is
linked. An outsider is not cansidered extraplanar while in
a mani fest eone linked 1o its home ]:IJH.II'!,'. s 4l A8 |:||I:||::|\..-Hh!r
to use dismissal or haly word to banish an angel from the city of
Sharn, for example,

Second, it is always easier to pass between the Mate-
rial Plane and the linked plane in a manifest zone, In most
cases, magie is still required te move a cresture from one
plane to the other (whether that magic is sumnmon monster | o
u plane shift spell). However, a character in a manifest zone
can always use plone shifl to travel to the plane linked to that
manifest zone. even without the proper focus for the spell.
Whenacharacter ina manifest zone uses o planar binding spell
to call o creature from the plane linked to that manifest
sane, Lhe apell’s saving throw DO s increased by 2.

Besides the manifest zone in which Sharn is built,
important manifest zones include the Lair of the Keeper

in the Deman Wastes and Lake Dark in Karrnath {both
linked 10 Dolurrh), the City of the Diead in Aerenal (linked
to Irian}, and three manifest zones in the Eldeen Reaches,
Greenheart (linked to Lamannia), the Gloaming (linked
L Mﬂl}.‘lr}. ilﬂl:] I:]'u- Tw‘illixll'll nrmrxnr Ui:nEr:l {{+] Tl!rlun:hj
Several known manifest zones linked to Kythri and Xoriat
exist in the Shadow Marches. Some sages speculate that the
Fist af Onmtar in the Mror Holds 15 a manifest zone tied
to Fernin, and zones linked 1o Risin almost cermninly exise
in the Frostfell. The Mournland is believed to contain at
least ane manifest rone ted to Shavarath, created asa cesult
of the events of the Day of Mourning—or perhaps having
caused that cataclysm.

Powerful magic can create or suppress manifest zones.
The powerful wondrous item called an orrery of the planes cre-
ates a temparary, lacalized manifest sone linked to g plane
of the user's choosing. [t is even capable of creating zones
linked to Dal Quor, and using an orrery in this way might
ereale an 1|E|E;||;:|:|'l.'|,|.|1.ily For the guori to enter the Material
Plane in physical form once more. A dimensional seal, a kind
of minarartifact, negates the effects of a manifest zone in
alimited area. 1§ seems |i1“"‘,|" that further manifest zones
linked to Xoriat remain undiscovered because their effects
are suppressed by a hidden dimensdonal seal,

Characters wite to the ways al the planes can take advan-
tage of manifest zones in a variety of ways. Those who spend a
great deal of time in the City of Towers can adopt the Sharn
shymage prestige class ar learn feats such as Improved Flight
Ttemn, Manifest Flight, and Manifest Leap—abslities that
reflect their intimate understanding of Sharn's manifest
zone. (These options are described in Shorn: City of Towers. )
Any spelleaster can learn the technugues of the manifes
spellshapers (see page 124) to channel planar power into
their spells. The sidebar below deserilies a few more aptions
for characiers who wish to enhanee their capabilities through
knowledge of the planes.

P————ﬁ

ManiFesT ZONE FEATS

Battlebred

Du:— I [Faumalie |-l|u-rlrin“r\ it [’:Iil.'hl |:|||l||1.*.\. I|||- ]I]III“'. |:1r
Shavarath with its endless war seems never far from you.

Prerequisite: Base attack bonus +6.

Benefit: When you are :u.]JJrui to an effect that
grants @ morale hanus, the duration is extended by 2
rounds.

1f you have the rage class feature. the duration of your
rage is extended by 2 rounds.

Chosen of the Deathless

You were raised in Shae Mordai to serve as a squire 1o the
I..II'I.Ii!'ITIt Couri Tl‘ulug]’l yOur service has ended, you carry
with you an intimate familiarity with the positive encrgy
that suffuses the City of the Dead.

Pr!r:quit:lr: EIF, l'l.-gi.uh ol ar iglll. Arrenal, -liJiIII_\'
toturn undead,

Benefit: Whenever you cast a conjuration (healing)
spell that heals damage, you cure an additional | point of
damage per level of the spell.

When you turn undead, you gain a +2 bonus on your
Iurn1|1E l.'l!ll.'l'L .'|||ri :.'E‘lur Turn: |'|g |J.=| nl:lsr |'|:1"

These benchts are cumulative with any effects of o
manifest zane linked to Irian and with the effecis of Irian's

colerminous stale,

Manifest Druid

Your years of wandering the Eldeen Reaches have given you
a familiarity with its three manifest zones and the powers
of the planes they are linked 10,

Prerequisite: Region of origin Eldeen Reaches, abil-
ity to cast summon noture s ally [,

Benehit: Whenever YOu CORL O frmimen nalure s ul_uly aiu-"_
the duration is increased by | round.

When you cast a spell or use an ability that causes dis-
ease or invalves poisan, the saving throw DO of the effect
increases by |,

Once per day, you can empower any lat-level arcane
spell as you cast it without adjusting the spell's level or cast-
ing time,

M




RACES OF THE PLANES

-1-hf 5}14|I1f‘1 teem \‘-'1111 I|'|"J_"I 1IN SOme cases &ven mirror-
ing the societies. kinpdoms, and conflicts of Eberron’s
Material Plane. Many races are native to the planes, or

can ot least i e their ancestry o E1].‘||14|r mfluences,

These races are deseribed in Plonar Handbook, Rocer of

Desting, Hoces of the Wild, Expanded Pifonics Handbaok, and Magic
|'I.r. |I|'H'||'.'W'Jf||. \IFIIII.II' Lill" IIIJII'IIII' or I“I.Il'- I'III ||'|.F‘|f' races are
unigque to Eberron’s cosmolopy, most other details remain
unchanged Irom their presentation in other books. (In
1|'|.l' EIIII.F“ IJI.E I|1'.‘||.'I'|II| TS, |E|I‘ '-I‘IEII'I'\ wabinmn lFr-J Iﬁil‘lﬁk [IJIF
after n race’s name indicates the source to consuli for
more information.)

Aasimar {RD}: These descendants of human and
celestial bloodlines live among human communities. The
rerm “celestial” has a somewhat looser definitien in Eber-
ron than it does in settings that have elearly identilied celes-
[||I| !}J;Ir1l“"r lll E‘ l‘\r‘rrr!l]_ cregmares |l,|l_'|'|‘| I!Ilf_‘r! s r_'|_'1r",|:'|.='||'\.
inthe DED rules come from such widely varying planes as
Fernia (Rrre eladring), lrian (lantern archons), Lamannia
ﬁg_'l.l:l.rllln.'llﬂjl Shavaraih (most nrehons), ﬁyr.lr:l'.l l:nugrl.\._:l
and Thelanis {eladrins). Assuch. nasimar often have traits
and personalities that differ wildly from each other, based
oan rlll‘ ]h‘l lll'l]l-ll % IFrl!'If'II' I'f‘l.'i"‘-llill -II!I'I"hrI':p'

Baripur (PH): Bariaursare centaurlike ereaures with
the horns and lower bodies of rams. They are native to the
|'rh‘|.|:1|- of Lamanmnia, the Tv.-lhgiﬂ Farest.

Buomman (PH): These extraplanar humanoids are
sometimes called "moaning meonks.” They dwell an the
."Ill'|1l|ll !']uilll‘.

Duskling (MI}: Thesc wild and feral fey have o natu
ral affinity for the magic of totems, channeling the soul
energy of magical beasis into toremic objects laden with
magical power, They hail from the plane of Thelanis, the
Faerie Court.

U:lh}-:luki and Githeerai {l'_-]‘]l_}'. Wind Mavers Meom
Xoriat created the githyanki and githrerai to serve as their
slaves some nine thousand vears age. Some say the mind
Hayers ereated each race fully formed, while others con-
tend that the illithids twisied humans or hobgohlins inio
the gith. The mind flayers bred the githyanki 1o be slave
laborers and expendable saldiers, while the githzerai were
destined to he !h_-r'\.uu:rl servanls and seribes for the mind
flayers and their daelkyr overlords,

When the Gatekeepers severed the connection to
Xoarai, the |_<:r|'|.:r.'|||h: and gl heera: ook the oppurtunily
ta turn on their mind flayer masters, escaping their slavery
en masse, [ he two gith races were part of dilfferent slave
castes, however, and came into confliet nnoe |]|m- hiel worn
their freedaom. The githyanki retreated 1o the Astral Plane,
lured by its timeless gqualities. while the githzerai went 1o
Eythrita get as far away fram the mind flayers as possible.
I‘| FFW E'II I'I'1'|Il'|l:| |II|I‘| EI!}I?P'TIIl IIII’?I.EI on 1‘!':' r'-!qll:i_"l'1||1 Plﬂl'lt‘_
thaugh, forming small communities in widely seatterad
locations across Ebérron.

.Tl:"' g]r1l"ill|kl a|I|l1 sl'!]?fr'ill are 1I|f1l,‘r 1 I'\'il]'u W]III i I'P‘llllt
nbhove raiding ench other's communities, but they remain
united intheir hatred of the mind Hayers and anything else
‘.II||1 Il.ill]‘h E.I"‘?III xlﬁl it E"'\.‘ru r I'|'-||| EI'I'I Eurmrre i eloes Sorme -
times band together to enter Khyber and ensure that the
magic sealsimprisoning powerful remnants of the Xorial
JIL'I.“I.‘I!JI’!J £ reniain s IIII.E-". {}[IIFI .,2-"']1 coarmn il ies une

simply to kill a3 many mind fluyers as they can.

A githvanki checks a dimensional seal te make

sure 1L magic remains sirong

Unlike the g||:|'|'!.-'.;| nkideseribed in the Monster Monual
githyanki in Eberron have no special connection 1o red
dragans.

Killoran {RW): Natve to the Faerie Court of Thelanis.
this extraplanar fey race Is commen in the Eldeen Heaches.

HIII'."”_:I:]II:I‘I.E’ {PH): Thesr creatures are similar to the
mephits of Lamannia, Fernio, and Risia, but more human
like and less powerful. They come from the same planes
as mephits.

Neraphim (PH): The slaadlike neraphim hail fram
the plane of Kythri, the Churning Chaes.

Shadowswyft (PH): These planetouched beings are
descended from ereatures of the Plane of Shadow

Spiker (PH): Thought to be related to the bladelings
described in Monster Manual I1, spikers likewise hail from
the E:ll..'l ne af Shavarath, the nzltlhlgr:m il

Stonechild (RS5): Stonechildren are native to the plane
of Lamannia, the Twilight Forest, They have been known to
'I'i'l‘“.i[."l. il |I1" Mﬂlrl i.-'ll F'llﬂrll' WIlEII I..III1.3I'II'I.'.:'I !J‘Pl“‘lrl“.‘ﬁ
coterminous, and appear frequently in the Eldeen Reaches
during such times, Those who remain on the Material Plane
for an extended period suffer bouts of depression during
the Twilight Forest’s remote phase

Tiefling (RD): Like sasimar, tieflings live among
human and other communities around the world. Descended
‘Ill'r:ulrl. rll'r:llh'.l‘t Ht‘ll-k. I I|l':r' are i'“ll'tll'“.l-'l I'I:,' Ccomimoniin |I1r' 4'1'.}'
of Graywall {in Drosam} and Q' barra. Fiends in Eberron
camve from at least six different planes (Dolurrh, Fernia,
Lamannia, Mahar, Risio, and Shavavaih), so i |r-|1||||3'\.—l|kr
pasimar—display s wide range of appearance and churucter
traits depending in part on their hendish heritage.

“r:1|1rr|'| tpl-ll}:rlll"luF EIF&‘l-lI. llil:]gl'l']lkr ':ll]thi1i"|"| are
natve io the plane of Lamannia, the Twilight Foresi
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MANIFEST SPELLSHAPER
“Let’suee. ., Fernio icin the ninth realm, so if fwant fire, Lsimply have to do . . . THIS!

‘S]1F\'Iil Lr.GﬂI!'iHTI. Iﬂllll'irﬁﬁl !:I:Il.'l].'\:lh"i:ll'r

The planes of Eberron whirl in endless motion through the Aseral Plane,
deawing near and moving far from the Material Plane and sending their
influence like tides upon the world. To one who understands the motions
of the planes, near and far mean nothing—ifvou know exactly where to
reach, you can tap inta the power af the planes wherever they are in their
eyclical wanderings. Onee you have learned thistechnigue, youare anihe
path 1o becoming a manifest spellshaper.

Manitest spellshapers are primarily arcane spellcasters. but alsa
include divine casters aned psionic manifesters among their numbers.
Their secrets are not encapsulated in o prestige class, but ratherina
collection of feats from which their members can choose (described
under "Manilest Spellshaper Renefits,” below). By this means, manifes
spellshapers conuinue theiradvancement in their chosen spelleasting class
while applying the secrets of the order to the basic spells and techniques
ll‘lf}' rﬂﬂrll.

JOINING THE MANIFEST SPELLSHAPERS

The hardest step in becoming a manifest spellshaper is hinding a mentor
to train you i1n the seerets of the discipline, While spellcasters are rarely
prone to whispering about their "secrers.” few clingro their spelleasting
techniques quite as tightly as manifest spellshapers do. Since the practi-
tioners of these technigues have been hunted by the Arcane Congress for
over & century, they are skilled a remaining hidden and slew to trust any
who do manage to hind them.

Newstudentscometo the siteniion ol exisi ing ||:|anlrrblw.'rlf“.-\.luliu-r-\.
by dabbling in the magic of the planes independently. You might have
learned feats (from Planor Handbaok) such as Elemental Spellcasting or
Celestial Su fH Mo ing ﬁprl'i.nliﬁ.! th rl’.r11§h VOur own ingenuity. Alterna-
tively, perhaps you stumbled across o lost journal of one of the original
disciples of Jefan ir'Gannik. In any case, you have begun 1o 1aste the
kind of power that the existing manifest spellshapers want desperaiely
to keep within their own ranks and out of the hands of the Arcane
Congress. For that reason. a manifest spellshaper sought you outand
1|r|‘F1'ﬁ|I (18] Irurh }'1"1.. [II‘.I"}IFr secrels 1n Fxl'l'l-'lllsl.' |-|:!r :_i'ill.l'l' ‘-TILPITII'I. VI
of scerecy. Not content with o mere verbal promise. the existing dis
ciples require that prospective students submit te a mark of justice spell
that actavates f 1!|.P}l reveal the secrets to Anyorne who has not sworn a
similarvow, The mark of justice takes the form of a small tattos on the lefi
shoulder blade,

Entry Requirementsr Knowledge (the planes) T ranks, Spellerafl
4 ranks

Once your new mentor 13 cenvinced of your sincerity and trusiwor-
thiness, you begin to learn the techniques of manifest spellshaping. You
work §nd w:id'nn“:.- with your mentar, and you rll'izl'lt never meel anol her
munifest spellshaper unless you decide to take on a student of yvour own,
Your mentor allows you te pursus your own interests and discover the
|:|[:|.|1:||' secrets that are most 1ny Em‘-[&i:ng with your own alfinties. You can
lenrn planar secrets that your mentor does not know: the mentor simply
shows you the door, rather than leading you through it.

MANIFEST SPELLSHAPER BENEFITS

The mos: important benefit the manifest spellshapers have to offer you is
knowledge—both general knowledge of planar lore and the very specific
planar secrets taught by Jefan i’ Gannmik to his fest diseiples,
Infermation: The knowledge of the manifest spellshapers is per-
sonified in your mentor. Because the disciples of Jefan ir'Gannik are
less an nrga nizalion than a rnuspirﬂr}- ol Fugirw&.'.. there 15 noil |||||g like a
central library where you can study the collected lore of an order orany
thing of the sort. You might gain permission to study your own mentor's

WHAT DO YOU KNOW ¢

Knowledge (arcana)

DG 15; The positions of the planes rela-
tive (o each other can have an impact
on the power of spells cast on the
Material Plane.

DC 20: Before the Last War, a group of
spelleasterslefi the Arcane Congress,
taking some tremendous secret with
them. Agents of the Arcane Congress
still hunt those who have kept those
secrets all this time,

DC 25: It is possible, if a spelleaster
knows the locations of the planes
relative to each other, to manipulate
spells accordingly. increasing the
power of certain types of magic.

DC 30: 1t 15 snid that a wizard named
Jefan ir'Gannik discovered the tech-
niques of manipulating spells in
accordance with planar positions to
enhance their effects. Before the Last
War, he fled the towers of Arcanix
with his knowledge, and the agents
of the Arcane Congress have hunted
him and his disciples ever since.
Thistechnigue, called manifest spell-
;hlping. allows a caster to spontane-
ously enhance her spells asifthrough
metamagic, and pa:aihl}r create more
unusunl effects as well,

Knowledge {the Phnes]

DC 10: The movements of the planes.
and whether a given plane is close 10
or distant from the Material Plane,
enn alter the effects of spells cast on
the Material Plane.

DC 20: It is possible, il a spelleaster
knows the locations of the planes
relative to each other, te manipulate
spells accordingly, increasing the
power of certain types of magic.

DC 30: Before the Last War, Jefan
ir'Gannik split with the Arcane Con-
gress, fleeing the towers of Arcanix
with the secrets of what he called
manifest spellshaping—the tech-
nigues of tapping into the Quier
Planes to channel their power into
spellcasting. He and his disciples
were hunted like criminals, but their
descendants remain at large,

DC 35: Legend zays that the human

Jefan ir'Gannik is still alive, pre-
served by some mastery of the flow
of time—and still hunted by the
Arcane Congress.




persanal collection of planar lore, which can grant you a
+2circumstance bonus on o Knowledge (the planes) check.
Ocherwise, you must provide for your own needs, seeking
lost collections of arcane knowledge and mystical artifacts
to expand your knowledge

The planar secrets of the spellshapers are the mosnt
important knowledge they possess and the most closely
gudrl'{rr]. These secreis are embodied in the rn”nwirlg
thirteen fenis,

Mastery of the Azure Sky
You have lenrned to ealeulste the precise location of Syrania
at any given time, and to uae that knowledge 1o enhance
spells you east ta grant (light.

Prerequisite; Knowledge (the planes) 2 ranks, Spell-
eraft b ranks. Extend Spell.

Benefit: Any time you cast a spell that grants its rarget
a fly speed or improves its [y speed (without aliering its
farm). you can spontancously apply the effect of the Extend
Spell metamagic feat to that spell. Doing this has no effect
an the spell’s level or casting time,

Examples of such spells from the Ployer’s Hondbook
include fly, overland flight, and haste (if cast on a creature with
a fly speed), It does not apply ta spells that grant a fly speed
by altering the ereature’s form, such as goseous form, polymorph,
and wind walk, nor would it work on airwalk, ethereal faunt, levitate,
or reverst gravity (since these spells, while they allow movement
through the mir, do not grant a fly speed)

Mastery of the Battleground
You have learned to caleulate the precise location of Sha-
varath at any given time. and to use that knowledge to
enhance spells of battle thar you casr,

Prerequisite: Knowledge (the planes) 2 ranks, Spell-
erift b ranks, Extend Spell.

Benefit: Any time you cast a spell thar creates,
enhances, or mimics a weapon {such as flame blade, keen
edge. or Mardenkainen’s sword) or exciies hostile emotions
(such as rage, herosm, or ﬂn!:qu.‘]ﬂ. you can spontaneously
apply the eftect of the Extend Spell metamagic feat to
that spell. Doing this has na effect on the spell’s level
orcasting f1me.

Mastery of Chaos and Order
You have learned to caleulnie the precise locations of Daanvi
and Kythri at any glven time. and to use that knowledge
ta imbue your spells with unusual regularity or striking
unpl'rﬂi:lul:ili!r—ur both.

Prerequisite: Knowledge (the planes) 2 ranks, Spell-
craft & ranks,

Benelit: When you cast a spell, you can choose 1o
apply ane or both of the following effects to the spell.
The decision to add the effect(s) must be made during
casting.

By chunneling the churning chaos of Kythri, you
can add 1d6—3 10 the spell’s save DG, Unlike with damage
rolls, the minimum result is not 15 for example, if you roll
a 2 on the 1d6, the I is reduced by |, This choice is made
st the time of casting, and has no effect on a spell that does
not allow a save. The adjusted save DU is the same for all
crealures l]lnl sl save Jlxullnl Il:u- prne” {}-uu tltln'l ru“
separately for each affected crenture).

By facusing the perfect order of Daanvi, you can
thoose to sei the resull :.'lrnn:r \.lli"”'ﬂ.ir:lri.'tl:r]l!. numerie elfect

as ane-hall’ the maximum possible result, For example, a
ih-level wizard who casts fireboll normally deals 9d6 points
of damage: choosing 10 use this ability means the freball
deals 27 points of damage (halfof 54, which is the maximum
result of 9d6), The spell can still be affecied by Empower
Spell and other such feats and effects that require it to have
a variable, numeric effect (using the previous example,
rmlllm{-.ring the ﬁrr'm” wiuld canse it 1o deal 150% of 27
points of damage. or 40 points of damage. as if the result
of the variable, numeric effect were 27}.

Mastery of Day and Night
You have learned to calculate the precise locations
al Irian and Mabar at any given time. and to use that
knowledge 1o enhanee your manipulation of positive and
negative energy.

Prerequisite:; Knowledge (the planes) 2 ranks, Spell-
eralt b ranks, Masimize Spell,

Benefit: You can spontancously apply the effect of
the Maximize Spell metamagic feat to any cure or inflict spell
you cast. Doing this has no effect on the spell’s level or
casting time.

Mastery of the Dead

You have learned 1o caleulaie the precise location of Dol-
urrh atany given time. and o use thar knowledge 10 caplure
the souls of creatures slain with your death spells.

Prerequisite: Knowledge (the planes) b ranks, Spell-
eraft 12 ranks, Spell Focus (necromancy).

Benefit: Whenever you alay a ereature with a spell
that has the death deseriptor, you can attempt a caster
level check (DC 10 + slain creature's HD) asa free action
to transform the slain creature’s spiritinta a ghost under
your control. (See the ghost template in the Monster Manual
for details. )

If the check succeeds. the ghost appears in the slain
creature’s space at the beginning of your next turn and acts
immediately. It follows your spoken commands (even il you
don't share a language). even avacking its former allies if
you so choose. [t remains present for a number of rounds
rqud.] 10 your caster level (ar until yiou are alain, whichever
comes first). While the ghost is present, the corpse can't be
returned to life by any means.

You can’t have more than one ghost present simul-
tnneously with this feat. [Tyou create a second ghost while
your first ghost is still present. you can choose which
one remains {the other disappears. its soul freed from
your eontrol).

Mastery of Dreams

By psychically exploring the realm of Dal Quar, you have
learned to instill your spells with the stuff of dreams . |, |
and nightmares.

Prerequisite: Knowledge (the planes) 4 ranks, Spell-
eraft or Psicraft 9 ranks.

Benefit: Add + 1 to the save DC of any illusion spell or
spell with the fear descriptor that you casi.

Mastery of Faerie Enchantment
You have learned to calculate the precise location of Thela-
nisal any given time, and (o use that knowledge to improve
your ability to control the minds of other creatures.
Prerequisite: Knowledpe (the planes) 2 ranks. Spell-
cran [ rll'lhll T".tu-l:ul Sl.'rr”.
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Benefit: You can spontancously apply the effect of
the Extend Spell metamagic feat 1o any enchantment spell
you cast. Doing this has no effect on the spell’s level or
casting time.

Mastery of Ice and Fire
You have learned to calculate the precise locations of Fernia
and Risia a1 any given time, and to ase that knowledge 10
enhanee cold and fire spells thar you cast.

Prerequisive: Knowledge (the planes) 2 ranks. Spell
eraft 4 ranks. Enlarge Spell.

Brnrﬁl: ‘I"ﬂl,l can l'ill;,ll'llllll.f'l}ll.'il"' rI}'lI.lIi_r the effect ol the
Enlarge Spell metamagic feat to any spell you cast that has
the cold deseriptor or the fire descripror. Doing this has no
effect on the spell's level or casting time.

Mastery of Madness
You have learned 1o reach magieslly to the ever-distant
plane of Xoriat and draw some element of its madness into
the world—hut these techniques come with some risk.

Prerequisite: Knowledge (the plancs) 2 ranks, Spell-
eralt 9 ranks. Iron Will.

Renehity Whenever VO UM mona eelestianl or hendish
ereature with a spell. spell-like ability, or magic item, you
can choose instead 1o summon a pseudonatural version of
thiat ereature [see the pieudonatural temptnte in Complete
Arcane, reproduced in abbreviated form below). When you
use thisability, you must succeed on a caster level check (DO
15 « spell level) to avoid opening a small temporary rifi 1o
Xoriat. which affects the spell as of 1t were cast on a plane
with the wild magic trait (roll d% on the table on page 150
in the Dungeon Master’s Gude 10 determine the effect).

Pseudonatural Creature: Change type to outsider
SA true sirike V/day, 50 aliernate form, damage reduc-
tion, resistance to acid and electricity, spell resistance; Int
minimum 3.

Aleernate Form (Su): Take form of grotesque rentacled
mass as standard action; statistics remain as normal but
attacks take —1 morale penaliy.

Damoge Reduction (Sw): DR 5/magic (HD 4-11) or DR
I0/magic (HD 12+).

Resistance to Acid and Flectricity (Ex): Resistance 5 (HD 1=7),
[0 {HD 8-11), or 15 {HD 12+).

Spell Resistance (Ex): SR 10 + HD {(maximum 25).

Mastery of the Mists
By learning of the intricate relationship beiween the Ethe-
veal Plane and the Material Plane, you gain the ahility 1o
sce and sometimes reach through the barvier between these
two planes,

Prerequisite: Knowledge (the planes) b ranks, Spell-
eraft 12 ranks.

Bencfit: As o move aclion, you can see cthereal
creatures and objects as if you were under the effect of a see
incisibility spell for | round. (This ability doesn’t ler you see
other invisible creatures or ohjects.)

When you cast a spell on the Material Plane, you can
attempt & caster level check (DC 15 < spell level) 1o targe
an ethereal ereature or ohject you can see as il it weren't
ethereal, Spells without o target entry (such as fireball] can't
benehit from this ability. No more than one ethereal crea-
ture or object can be targeted with a spell in this manner,
and you can’t target ethereal and material ereatures or
objects with the same spell when using this ability.

Mastery of the Silver Void
You have gained a deeper understanding of the Astral Plane
and its relationship o the ather planes of the cosmos; You
can use that knowledge to more quickly sccess that plane.

Pl‘!l‘llll.liii.l!: Knuwl!dg\e (the pian!all 6 ranks, Spell-
erafi 12 ranks, Q‘Lllfkl_-n SI'M:".

Benefit: Three times per duy, you can spontancously
apply the Quicken Spell metamagic feat 1o any conjuration
l:u-]rpm-mi ion) spell you cast. Doing this has no effect on
the spell's level and ean be done even by spontancous spell
casters; however, it reduces your caster level for the spell by
9 {which likely reduces the number of other creatures you
can affect with the spell).

Mastery of Twilight Denizens
You have learned to caleulate the precise location of Laman-
nin at any given Lime, and o use that knowledge 1o summon
more powerful creatures from that plane.

Prerequisite: K nowledge (the planes) 2 ranks, Speli-
eraft 4 ranks, Extend Spell.

Benefit: When you cast a spell that summons one or
more creatures noted as an inhabitant of Lamannia (see
page 97 af the Enrneoy Compaign Setling), you can spontane-
ously apply the effect of the Extend Spell metamagie feat
to that spell. Doing this has no effect on the spell’s level
or casting time,

Mastery of Twisted Shadow
You gain the ability to reach into the Plane of Shadow when
casting an illusion, concealing yourselfin the raw shadow-
stuff drawn forth.

Prerequisite: Knowledge (the planes) 2 ranks, Spell-
craft 4 ranks,

Benefit: Whenever you cast an {llusion spell, you can
choose as a free action to grant yoursell concealment for |
round per level of the spell. Multiple uses of this feat don’y
stack: only the longest duration applies.

PLAYING A MANIFEST SPELLSHAPER

You explore arcane mysteries that most people rarely
consider. [f ordinary people think about the planes atall,
it's anly to utter a colorful curse ("Sea of Fire!™) ar to
blame the weather on a coterminous plane that mighe not
have anything at all to do with it. You, on the other hand,
LLI"IIJI'I.‘KI:I:I’I!I:I Iilz EOurses uFIhr I‘.li::l!-_‘- I'lu rlll IIE l]'l.rﬂ'u.gh the
astral void, you comprehend the subtle influences each
plane has on the Material Plane as it follows its ordained
path, and you hope to learn how ta channel that influence
into your own spells. You mutter, sometimes incompre
hensibly, about things far beyond most people's limired
experience, and you Feel a certain amount af triumphant
glee when you successfully draw planar energy into your
own magic. You are unlocking the seerets of the universe!
You are prying into mysteries hidden from the mundane
mind! In time, the ultimate knowledge of the cosmos will
be yours|

Combat: Howyou function in combat depends in lurgc
part on twao factors: your character class, and which planar
seCireEls Yo learn as v advance. Funda l'l:rnhl":p.. your rale
inthe party remains unchanged by your new insights into
planar mevements, Foar the most part, you choose planar
secreisihat enhance abilities you already possess, so thal in
combat you da just what you have always done—only beter,
If you are a wizard, you continue 1o blast foes with fireball




spells—only larger ones, once you leprn the Mastery of lee
and Fire. [T you are a elerie, you cast better healing spells
with the Mastery of Day and Night,

.‘H‘t\'.‘lnrrrﬂrnt: _J‘\‘ II!\I."!'IN.‘-"“ -IIIJ!""[‘, T'l'lllr r!'lﬂll'r lJ'r
planarsecrets depends on the types of spells you mast often
tocast, Choose secrets that improve your existing strengths
rather than secrets ¥ ::|1'|-|:|.' (FEY

Missions: In essence, the manifest spellshaper is
s scholar, prying inte the seerets of the cosmas, Man
manilest spellshapers spend the majority of their time
poring through ancient texts and searching for lost
tomes of planar lore, The life of such a scholar is rarely
a quiet one, however. What secrets can be discovered by
r-stpllr_::':ng the Iillﬂrl-ll' seals estalilished h}' the ﬁ:ll,u]u:u]w s
What remnants of the qUOTE INVAsion cAn stil]l he Found
in Xen'drik® What might be learned about Thelanis by
exploring the part of the Eldeen Reaches known as the
.I.\\'IIIIEEH Demesne? Where in Fernia 13 the fabled f'.-il:r af
Brass? Manifest spellshapers must ask these kinds of ques
tionsto pursue their lore. and these questions do not lead
o a life of quietl study locked in same hidden tower away
from any danger or excitement. Combined with the fact
thatthe Arcane Congress considers manifest spellshapers
to be thieves and fugitives, few of them live peacefully in
OTe |r1.-'n:c far Ir_\n!

MANIFEST SPELL.SHAPERS
IN THE WORLD

"Mast preofle aren’t willing to stond against the resources of the Arcane
[’:I.l.ligrl"n.lf;'lr e rrn]l-u.' [1+] !JHH'l"q'll o secrel, Whalewer nl||' r.l.ll.rjlr.nlri
of fefan ir'Gannik hove, 1t must really be something—or else why would
they bother?”

~Baron Elard" Thuranni, House Thuranni

I'he manitest spellshapers are not just another organiza-
Fran riF'I' ]'II“:.-'I‘I' r|1.|r:|l'!r|"\. tlrJf:IIII. rrhr‘l.-' are g-l‘l"-‘u'ﬂ?' Lo |1'|f
mysterious cosmos of planes surrounding Eberron. a way
to make the planes an important factor in your campaign,
-1I'|l] L] |{'1'r|=illg Ili\'l' IlE i.“l\'l‘ll‘ ure hll.ll.:lh.\ (8 rlﬁak-ﬂ'll e ‘H‘I"I'fi':f
rooted in betrayal, and rife with intrigue.

Notables: The first manifest spellshaper was |efan
' Gannik, a t'r.\i:lrrlt‘l.l member al the Arcane f:ungl'ﬁ'h
whose explorations of the planes and their movements
carned him o well-deserved reputation as one of the Con-
gress's top scholars in the years before the Last War, How-
ever, as Jefan learned Further planarsecrets, he decided tha
what he had learned was too impertant er 1eo dangerous te
rémain within the Arcane Caongress. Taking his disciples
with him, he fled the F1I:H.'|t|.TIg Toawers, The rr||1.'|.|||i.|1g
spellshapers tell various stories about the exact reasons for
his departure. Some say that he learned of o plot on his life.
Others claim that he uncovered a plot to assassinate King
.[ill'lll iIIIII ll‘l.l'llgl‘ 1i1F “'rll'!lt LTy Wi, -'Ifqu i |l“‘- \\'1II‘|EIFr r1la'|.1

his psychic explorations of Dal Quor lefi him utterly mad.

Whatever the cause, Jelan's
break with the Arcane
Cengress was complete
lll'll] lrl‘f\'lll'-‘ltlll" ﬂ\'rr
the next two decades,
as the disciples of Jefan
scatiered across Khaor-
vaire, the agents of the
Arcane Congress hunted
down every one. killing or
imprisoning them all. Jefan
ir'Gannik was never caught.
[f he is still alive, he is a very
ancient human, far he was

already old when he left the

Floating Towers. Yer legends
teld among the remaining
|||=||||{F.-|! \!11'."\1[‘“!’[‘]'1'—-|I]
of whom are students of the
original cabal members, or
of their students—elaim that
he remains alive, thanks to
some deep mastery of the
secrets of Thelanis.

Organiration: The
manifest spellshapersare
an unusual organization The secrets of the
i that lhr'!.' are defned rmanifest nlrr”.sﬁarprr.l
not so much by their are covered by many and
unity as an organization acquired by few
FiL EI} I ]1r‘|:rrxl'l|.|..’-:u m fl'l (1R8]
snother organization,
The first manifest
-.IH-H-Lthr s |h']1|| ried
the Arcane Congress
before the start af the
Last War, and the lead-
ers of the Congress still
hunt manitest spellshapers as il
I!|:I|-1lf were {hieves in the :|1|..'|rhr'II||::|.|:l'.

The spellshapers who have so far eluded the Arcane
Conpgress perpetuate their traditions and pass en their
secrels Ir:..' Inkihg on individual students, With the EXCEp-
tion of their own mentors and any students they mught inke
on late in their careers, the later generations of manifest
spellshapers have never metanother member of their avder.

The risks of gathering in groups are simply (oo great

NPC Reactions

SBinee the existence of manilesi s.f1r]]\i|;|]')1-|'w. 1% A secrel,
NPCs react to them exacily ss they would other spelleasters.
The only exception are those few members of the Arcane
Congress who are aware of the history of the spellshapers,
“'1|1I u rllrllrlll1:|' l'l"’E'II'I'Il.Ii (14} 1"1',‘ I1Ihl'l1¥'l'r'!|' I_Ir ak ]Fr'i]:,'ll,l'l.'llg

spellshaper with a hostile reaction
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Q'BARRA

'BARRA

THE FRONTIER

srl'flll:y yEarL Ago; groups ol |']i:.-\.-||:'| rate setllers Teom across Khorvaire
gathered to form nn immensc flotilla of ships. They traveled nlong the
continent's east coast, searching for an appropriate spot 1o settle. They
were sick ol war, af greed and ambition—and of the Five Nations as a whale,
Ihey sought to create o land that revived the spirit of old Galifar, where
they could live in peace. This land became 3 barra.

Q_']}arm is a young nation still in its birth throes. Wilderness and
hostile forces surround s few cilies and towns, Mevertheless, i o raows
refugees who seck to escape their pasts. migrants hoping wo grasp Gal
ifar's lost greatness. and adventurers hoping to liberate the deep jungle
rlrl"u secrels.

Theyoung nation is not without power players. O barra was founded
upon the ideals of old Galifar, and the Finders of the Lost organization
takes that concepl to an active extreme, The Finders are compaosed of
humins and other common races, and they believe thay a grear part
of Galifar's glery came from the works of art, architecture, and magic it
created. They form small, versatile bands that range out into Khorvaire,
-.ril.rl'h:'n.s for remnants of the ald lt:n!rium ca n:.,lii,-wclr:,-. OFLISEEY, Mg
items, books, and the like—that they return 1o their museum in New
Galifar. Newthrone supports the organization’s mission and officially
sanelions iy operations. The group embraces racial uniy, seeing it as
one of Galifar's triumphs, and it welcomes a varied membership, A few
lizardfolk seeking 1o experience life beyond the jungles have even been
:ll:'rl.-.i:llmi o the 1:|rg:'|:||.|r'.1l tan's ran ks,

Political intrigue 1s rife in Q'barra. King Scbastes 10’ Kesslan claims
rulership from Newthrone, but his reign is unstable. Lhazaarites, refu-
gees from Hope, the Inspired, and various dragonmarked houses all have
designs on Q'barrs, Scbhastes's sister and first minister Alein ir'Kesslan
(female human ropue $/ranper 3) is tasked with uncovering plots and
identilying threats. She needs all the help she can get

Ouiside the new cities, ' barra’s interior conceals mysteries, [tisone
of the only lands that contains imact ruins from the Age of Demons. The
largest and mest important of these are Haka'torvhak and Ka'vhashan, but
others lie seattered I]’I.I'l:lllg]lll-!,ll |1Il"j||.!'|g|l:'§ anuel swa mps, such as Mar saval

TYPICAL [IZARDFOLK ENCAMPMENT

SEMTRIES

!

SHAMAN'S

WHAT DO YOU KNOW?

Knowledge (geography)

DG 10y Lunguwild area nrjnngtt. 'D_']':ulrrl
is now home o refugees from Khor-
vaire and those who seek to reclaim
the ideals of old Galifar.

DC 15: Two civilized arcas exist within
Q'barra. New Galifar, with its capital
of Newthrone and sizable trading
town of Adderport, 15 home to the
nation's original sertlers. It sttempts
to revitalize old Galifar's glory. Hope,
which contains small, hrlt:gum‘ed
towns and villages, is home to refu-
gees who fled 1o €3 'barra to avoid legal
recrl |'I||r‘ulIJ'.u||lal'ﬂ-lmila.r]runplrnaﬂnl
situntions in their homelands, They
don't care about Galifar. Q'barra's
only valuable natural resources are
Eberron dragonshards.

DC 20: Lizardfolk have a strong pres-
ence in ('barra. Three primary
groups of lizardfolk exist, The black-
scale lizardfolk are large and hostile.
They guard ruins of holy significance
to their kind. The paison dusk pygmy
lizardfolk are sicalthy and vicious.
They see the immigrants as defil-
ers. The Cold Sun lizardfolk are a
confederation of tribes in the north
and east. Most are fearful and sus-
picious af settlers, but the Twilight
Whalker tribe iswilling to work toward
a peaceful coexistence.

Knowledge (local)

DC 10: In New Galifar. laws are typical
ol those in the Five Nations; in Hope,
laws are virtually nonexisient and
change from place to place.

D 15: Thousands af lizardfalk live in
Q' barra's wild places.

DC 20: Most of the lizardfolk are neu-
tral toward )'barra’s new settlers,
wanting the newcomers to leave them
and their sacred places in peace. Some
lizardfalk trade with the Q'barrans,
while others seck to destroy them.

Knowledge ll.fl:lnnl:lilittlpI and mra!tﬂ'

DC 10: King Scbastes ir'Kesslan rules
New Galifar from Newthrone. Hope
has no single leadesr.

NC 15: House Tharashk works with
the Q'barrans to gain n stake in the
dragonshard trade. Houses Jorasco
and Ghallandra have good relation-

ships with ©)'barra.




inthe northern Basura Swamp. This greattemple of brass
and granite ance towered above the landscape, until ar
the end ala greal battle 1 crumbled, The xruuu(f turned
sodden as the sea saturated it, but though the temple sank,
powerful enchaniments kept the water and muck from hll-
ing i lis minarets still Iu’:kl‘- above the waterline in I]lrltr.-\..
and the lizardfelk leave offerings here for their draconic
gods, Only one entrance to Mar'saval exists above ground:
atower top with a small baleany. The lizardfolk revere the
site but never enterit. They clavm that one ol their tribes,
the Fallen Bones lizardfolk, took up residence in it decades
ago and have tince devolved into decrepitude. The other
lizardfalk bhelieve Filr:,- 'W'I:Jr:-]'l.ll] 4 power thai still dwells in
the temple

Mightbit, a small town in Hope, houses secrets of its
awil. | he town stands al the base of the Endworld Moun-
tains between Whiteeliff and Wyrmwaich, surrounded by
forbidding cliffs and teeming jungle. Despite its remote
location, anly small, weak monsiers and raiding bhands
have ever nttncked Nightbit, The town's government and
religious leader, Salmus Hake (NE male changeling rogue
S/cleric 4 Dragon Below), tells af how he discovered tun-
nels in the nearby mountains thot lead to the ruins of an
ancient dwarf kingdom. Nighthit's eitizens do not allow
visitors 1o view these ruins, and the wilderness discourages
st I‘xl)ll’l]'l‘l'\ anyway. Ai'l'llrl{l.ll.g to stories, Salmuos found
anold altarwithin the ruins, eleaned it off, and restored it.
Naw, many claim that his peaple’s worship of the entity to

which the altar is dedicated krriu their town sale.

i
PLAYING A
LizArRDFOLK PC

r.l‘fill':i{l]!h I!il'l'l' ]'i'i'rfl I Q.ilﬁ]-l'““jllflgirh rﬂT Ill]]]fl'l e, ever
since the Empire of Dhakaan forced them from the Talenta
Mains. With newcomers in their land, the lizardfolk must
.'||:!'.'||H: T Wil witT, Mot choose the Former rouie, and some
tribes have opencd dinlogue and trade with the Q'barrans.
I'he majority of lizardfolk are mired in tradition and hald
to their old lands and ways, but some lnek at the settlers and
see new opportunities. The newcomers have superior arms

snd armor. They speak of distant. intriguing lands and mys-
terious dragons. They believe that the lizardfolk's relics and
_jl.lrlglt- lare hold value. Some hzardfolk look to the Q'ha.l'rnnh
and want to know more about the world.

Lizardfolk outside () 'barraare rare, Theyare usually
explorers, desiring to see new sighis, seeking the history of
their forehearsin the Talenta Plains, or possessing any of
the other motivations that inspire adventurers. The seutlers
arrival pravided a jolt ta the stagnating lizardfolk culture,
and the lizardlolk have remembered that there is a wide,
interesting world beyond their swamps.

Several subraces of lizardfalk exist within 'barra,
and all have i he Fu,urr:l!i.:l.l ta be adveniurers. The comman
lizardfolk of the Cold Sun Tribes are the most likely 1o take
up adventuring careers, since they are the most numerous
and are I”Jirﬂ.ll}- mewtral or rr'll.‘:m:”}- toward the Q'iuarra 8.
The poison dusk and blackseale lizardfolk are less likely 1o
adventure, because of their hostilivy toward the settlers and
their dedication to Rhashaak, the liendish black dragon
guardian of Hake'torvhak. Renegadesamong their number
do exist. however, and the settlers’ arrival has nudged them
into new lives as it has their kinfolk,

I_Ira'l'f_lrf:llh Ilﬂ's.xf'p‘lgirrfrt‘lli CustoTTes JII'II! '_-IT!TI':II"I1 ﬂ]'lil.
martial traditions than the common races. Playinga lizard-
falk affers a good opportunity to try out an exotic class. such
as o spurat shaman {rrllrrl ﬂerPthr nrumr,! ar drudie avenyger
{from Unearthed Arcanal,

The different lizardfalk subraces have different Hit
Diee and racial traits. Gonsult the J-u”uw‘ing tahle forihe
favored class, racial Hit Dice. level adjustment. and starting
effective character level (ECL) of each subrace. Savage Specias
affers suggestions for playing any monster race as a player
charater from 15t level

Favored Racial Level Starti ng
Subrace Class HD Adj. ECL
Cold Sun Druid 2d8 «] 3
{common hizardfolk)
Blackscale Barbarian $d8 =3 7
Poison dusk!  Ranger - +1 1

I SFH an]'rrﬂ"unuml I;i

F——q

JUNGLE Juick

' barea’s jungles and swamps support unigue varieties of
plany life for which alchemists, herbalists, and ethers have
discovered particular uses. The following items are a fow of
those that ean be made (rom Q'hurrn'\ FESLIL e,

Grayflower Perfume: The gravilower's scent is faint,
but it possesses the peculiar trait of masking other scents.
Wear i:IH' E r:L:..'“uwt-.r 'E:I{'I'rI.IIITI.I' ll:\g’unr:\. yourseent) crealures
with the seent ability have s difficult time tracking you or
atherwise discerning your presence (+5 to the appropriate
DiZs). One vial contains rllljuglll IrM'rurlll- ta Funetion for 2
hours, Creating a vial of grayflower perfume requiresa DC
25 Craft (alchemy) check. You must be a spellcaster to eraft
gray lowes llra'l'umr.

Lodret Leaf: When ireated with an alchemical mix
ture, the leaves of the lodret plant provide a potent defense

agnrnst disease. Chewing an o leal grants you o +5 alchema-
cal bonus on Fortitude saving throws against narural dis-
eases. Each leaf is tough enough to be chewed for | hour.
Preparing a lodret leaf requires a DC 25 Crafi (alehemy)
check. You must be a spellcaster to prepare u lodrer leaf.

Spatted Toadstool Venom: The poison dusk lizard-
folk brewa poson Fram ithe caps althe \llul!r_ll raadsionl,
n violet fungus with sickly white splowches. Injury, For
titude DC 16, initlal damage 1db Str, secondary damage
Tdt Con.

Item Cost Weight
Ghl_fﬂﬂw\er pe rfume (vial} 100 Ep —
Lodrer leaf ihgp

Spotted toadstool venom 350 gp -

*—d
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RIEDRA

THE LAND ACROSS THE SEA

Fn]k nF K]lt‘ll'lilil'r kllllw ||I1]r .li:lnul E:qu].:l'a. Th:' I.'I'l.'l.'l'll.'ll (l.-\. n!‘ r]'n.- |..|'||'ul
¢losed the borders of their kingdom long age, and forcigners are not
weleome in this realm. Riedra is a nation that encompasses the betier
part of the continent, ranging from mountain peaks to deep canyans
and harsh deserts. Most people have only what they need 1o survive, The
continent's rulers—the Inspired—provide the basic necessities for life and
livelihood, but do not endorse ideas of luxury or leisure. Life in Riedra
is ane of consiant toil,

That said, most Riedrans are content with their lot. In the eyes of
a Riedran, the people of Khorvaire are soft and corrupt. Khorvaire is a
nightmare of instability and destruction. as proved by the Last War and
the Day af Mourning. The people of Khorvaive lack direction, stll ruled
w5 they are by fallible mortal kings as opposed to the divine guidance of the
[nspired. Riedrans are proud of their culture, and they wreat foreigners
with a combination uf]rit!.- and disdain.

The humanoid populstion of Sarlona is overwhelmingly human.
Gnomes, elves, dwarves, haltlings, ores. and poblinoids are all but unknown
in Riedra, As a result, Riedrans view these races with even mare suspicion
than human foreygners—an ell s not only a potentially dangerows introder,
but also semething less than human. The Inspired have devoted consid
erable effort to hunting down and destroying the monsters and magical
heasts of their land, and Riedrans see the presence of such creatures in
Khorvaire as vet another sign of that continent's perils

Riedrans can be classified into three social arders. The common
falk are labarers and soldiers. Cl)lTLFHTF!I 1o the ]rrnE:lr anhnrvrl:lrf, the

Riedransvalue cooperation over independence, and asa result, a Riedran

% iz likely to specialize in a specific task instead of acquiring several skills.

Social skills are also uncommon among the peasantey, who do not expect
to ever see the great courts. Members of the middle classes of Riedra are
known as the Chosen, or empty vessels. At the top of the pyramid are the
|r|.ﬁ.'p1 red, who serve A governors, gr:lrr;l.l-:-. ambassadars, and princes. The
Riedrans believe that the Inspired possess divine wisdom and supernatural
power, The Inspired braught peace after long ages of war, and the Riedrans
see Lhem as the wall that stands between Ried ca and chaos.

The commen folk of Khorvaire rarely encounter Ricdrans. but recent
decades have brought an increase in economic and political trafhe berween
the continents, Riedrea i]:l'lnldri.l:,.- EX IO Es textiles amed .\I!ril.'r.-\... but it is alsa
said to be the source of o varfety of less savory substances. including the
addiciive narcotic known as dreamlily,

QUORI AND THE INSPIRED

On both Riedra pnd Khorvaire alike, the average person knows lintle of
Dal Quear and lisinhabitanis, Mortal souls are said to drift into the Region
of Dreamsas Ilu-].- alrrlr. wnil Ty know that monsters in this realm can
cause nightmares. But these creatures have little impact on the daily life
of the average citizen, and are known mainly lhrcrugh childhood stories
and folk tales.

Ar::,rnrlr born in Sarlonag knows of the il"l'-'l!lrl‘_‘l:!l anad |;|:fu]|1r wha
have interacted with Rizdran ambassadors recall these handsome nobles,
Any Riedran can explain how the Inspired are selected from ameng the
Choten—touched by the divine lorce of the nation and empowered 1o guide
and protect its people. To the casunl eye, the Chosen (like the Inspired)
appearto be human, but closer inspection reveals that these vesselsare s
distinet subrace, with a hint ol both elf traits and the unnatural beauty
afthe kalashtar. The Inspired ure remarkably charismatic, and most find
their company quite pleasant, Nothing about them suggests any connee-
tion ta the alien horrors of Dal Quor.

WHAT DO YOU KNOW?

Knowledge (geography)

DC 10: Riedra is the largest nation on
the continent of Sarlons, a sprawling
realm that has all types of terrain.

DC 15: The Riedrans are xenophobes
who avoid contact with the out-
side world. Riedra has recently sent
ambassadars to Khorvaire, but for-
eigners are still unwelcome there,

DC 20: The rulers of Riedra are the
Inspired—treated as living gods and
said to be guided by divine powers.

Knowledge (history)

DC 25: Many kingdoms and empires
once covered Sarlona, often warring
with each other. Fifteen hundred years
ago, the Inspired unified them.

Knowledge (local)

DC 20: The Inspired of Riedra enforce
strict laws with harsh penalties. Free-
dom is limited, but crime is rare.

DC 25: Most religions are outlawed in
Riedra. Laws are enforced by a secret

police force called the Thousand Eyes.

Knowledge (the planes)

DC 15; The queri are the natives of Dal
Quar, the Region of Dreams. Quaori
spirits cannot manifest physically on
the Material Plane.

DC20: Quori spirits typically possess
mental powers relating to a specific
emotion, such as fear or rage. They
can interfere with the dreams of mor-
tals, creating horrible nightmares.

DC 25;: The Inspired have a strong tie to
Dal Quor. Same believe that they deal
regularly with Qluori spirits—or even
allow these spirits to possess their
bodies in exchange for power.

DC 25: While quori spirits cannot
physically manifest on Eberron, they
can possess willing humans.

DC30: The "divine spirits” guiding the
Inspired might actually be quori.

Knowledge (psionics)

DC 10: The continent of Sarlonn is the
center of psionic knowledge, The
races native to Sarlona are naturally
p;iunic.

DC 20: Sarlonans use little magic in
everyday life, but psionics accom-
plishes many of the same tasks that
magic performs in Khorvaire.




WORSHIPING THE INSPIRED

The Ir1".|1:1'1-d :'l_-h.- DN PRIGTIC POWEr a5 |:||1|:|4'_1'=.4,-|:| foarcane ar
divine magic. Most of the spiritual leaders of Riedra (both
amang the Inspired and the Chosen) are psions. However, a
r:'w I'II' Facs scalier FI! ||rII||rlF |L|f‘1r |I|.II'||1FI' r '||.IEIEII‘I"|T|FI1‘ |1|E‘Ir
mentul abilities with healing magic.

Riedran cleries can draw an one of two forces. The first
1% Ril‘.iEld ||'||‘Ir—1|||‘! as asentbient illl:IIJ'l'ﬁ!IIJII'IIII']I‘IIII: dEIJ'\' IJIII
rather the primal force of the navon, which the Riedrans
believe puldes them through the Inspired. As a deity, the
oy arcess (o the

'|IJJ| II l'JE ]'{Il.'l'l.lnl 15 Iﬂ“ |.1JI el -|I J'if[ F‘I. ay iﬂl
damains of Ci:lmn'ul.rl:!y_ Law, and Medijation, Tis favored
weapon i3 the flail.

A small sect of priests among the Chosen worships the
darkness ai the heari of Dal Qurn' nself, embodued in the
guori nnd manifested in the world through the Dreaming
Dark. The Dreaming Dark is lawful evil and provides access
1] |LIF |E1l|rl:l|||.‘- II‘{I.JIW. .['..\'II. JEIIIE s.1|.1|l1lw. ]"h ril\'IFrFII “'f'il]l1|1|

is the mind blade.

PLAYING A RIEDRAN pPC

Riedrs is an unusual choice for s region of origin, The
Inspired nre masters of propaganda and manipulation, and

most Riedrans are fanatically loval to their divine vulers. 11

WICHLE wl‘ul‘ (L] r‘lq'l:r' n Rll'ririll'll !r'ﬂ'lu m1H’]'|| I'_!l_" ane [!F!hl:l'-l: rare
tew who has come to see the Inspired as false pods. Alterna-
tively, you could play a loyal servant af the lnspired who has
came 1o Khorvaire o -\.-rlu'l:.' the wilys of a less r_':1]1g||rr'|u-{i
eulture—hoping to show the people of this benighied reslm
the Futility of clinging to kings and queens rather than
I"IIII"IIII1'I‘ I III' l]l"'ll!l' gl]lll'-l nce I_I‘!IEFII_' :rl:\llll'l'll
Another possibility, which requires your DM's coop

eration, is to play a Riedran character who isan unwitting
SpY far the r}TI‘_‘iIrI'IIIIE Durk. You rrl.lg!n have o ]I'!"E1:I11Ir||'
command implanted in your mind or even a symbiotie

Tll :’Jf’ fl‘]l'l!\ uf'fﬁr III'\FI‘!I"II. JIIII’IIJIII.‘\: are

little more than cartle

creature J.I\-ITIH in :l'l.']\]l ]H.u!i.ll ll'l-ll J.il’?ll'r.'- Wik lo IIIELI‘.
periodic reports to your masters among the Inspired. You
might have gaping heles inyour memory of certain periods
of time, or you might be plagued by what you think are
strange r1|H"|'|I mares. ln glrnr_‘r:ﬂ_ the i|1~,E1|rc(| dan't eon

trol your netions—they are simply interested in collecting
whatever information you gather in the course of your
ilr‘\'l"rl'l] res E!il“ BEVEr l‘l‘:l'rll.l.r r_lill":r EVEr COomes 1bo Cor ” {14}
with the Dreaming Dark, you might find that the Dark's
apparently prescient knowledge of your whereahouts and
activities draws the suspicion of your fellow party members

Onio you,

P—_ﬂ

, OTHER RACES OF RIEDRA

>
Four of the psionic roces deseribed in Expanded Prionies

Handbook can be found in Riedra. i'xc-.-pl as noted below.
I||‘."|r  § |||.|| acierisiicy alllli Cusfoms are |II'|" Sdrme as |'||.I|]|r'||'|‘
in thar book

Dromites: This insectlike race lives in city-hives scat-
T '"I'I I?I'I'II'-I"I |I||I‘ sur Iull " 1|‘|. Huil'llllln.l. many I.I{ \\1|1| 1I EAn EII.'
reached anly rh.|'|_||_|;Lr||. pronic por tals, The l11\.p:|'r-|,:| have
sthown them nothing but contempl and violence. 1o drom-
ites avaid them whenever ]rlr'-~||::||.|'. | ljc} gather Khybers
drugonshards und 1rade them with the kalashior of Adar and
the sea-princes of Lhazaar

Elans: When a Quori commita a heinous erime against
s Wi k'll!r! if receives a rl"l'l'li'll.l' rllllll.‘-lll'l'll.'rlr rf 15 IIIFIII'ITI
into s human vessel apninst its will. Unlike the normal pro
ceas by which the Inspived are creaed, the bound spirit has
no !II'\'\'I"I nr ITIII'IIJ'I:II " uver ifs 1|||'|| : :‘FII.JI.'.-II'IIIFJI o Eler I\IIE
powerlesiness in it living prison, the quori's energy sus
tains and empowers the host as it becomes an elan, There
IS noy r|.|||. couane I!. 1 I.:ill'l ronm IIII.Ii no one \Jrlljl"rﬁlll".\ |.l':lF
transformation voluntarily

Half-Giants: [n the distany past, giant explorers

I rorm hl.'r:l.\ll IL\ I'Hrl‘l.i 'HILI:l:'II‘I n 5‘-4 I'1I.'|II|.'| .I-IH'II lII"\:I'I'lI.IJJJ:Il'\‘

are the half-giants deseribed in the Exponded Prionics Hondbaol,
It i unelear whether half-gianta actually have human
pncesin 'r arare HIIII]FIT Iir'l:Flli'rﬂ'I" IJI"H'I"II.IiuIII'\. i |I|l" bifdrs
of Xen'drik (as mos ginnt kinds are believed 1o bed, They
live In the deserts and savannahs of Syrkarn in western Sar-
lona, and wander the [ 'I‘-'"I I.:II-IIII'. of the Tashana Tundra
in the northwest,

Maenads: Two thousand years ago. oné of the lslands
ol |||r I..I.inl.f.al-ull I.. inc IEJ:I;I:IF\ '\u"‘llL .II"I:III"-I':EI |||.|' AfA I a
|11.|_kr|.|':|| cataclvsm of unknown origin Most of s E1r~-|]||r'
drowned as the ocean bolled eXcepl those who were at sea
when the cataclysm occurred, When these {olk returned
I.rI:IIII 1 ||r|r r'.ulilng a r!IE III‘-I'I.I'II.E IL'IFL' l-l'lll'll.il. ||I||" I'I!II"‘H waler
where their home had been. The survivors banded topether
snd sought a new home, which they found on the Tashyvar
|‘1|||I||:I\ Ll I'Ir' 'Illir‘l'!“'l"'u': r!|1| ||1‘HJ|'I||I|4| 1|‘||‘rl'||‘| ||.|'r fromi Ili‘
lingering ¢ffects of the magic that desiroved their home or
due to some praperty of this new land, their physical nature
was allll'l'fl.! |I|II|'|‘|.|.|: |||.I||u' |i|FII1 il III-.“FTI:I‘I\. i-ll.'."ll q] |.'|'I. ak
the destruction of their homeland is the most likely source
of their racial anger, though some suspect that anger 1o have

an I"II.II.:II'I rool 1|I||I| I::III_1:II-| IH' iIII1L1'|.J LK) 'I'II' Calag I‘u AT
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SEAS OF EBERRON

THE TEN SEAS

The vast world ocean that covers Eberron is divided into ten distinct
bodies of water, defined by the boundaries of the landmasses they encom-
pass. The lines between seas are often difficult to draw, and a matter of
particular dispute involves determining where the Lhazaar Sea ends and
the Sea of Rage begins. (Common wisdom holds that when storms erupt
and unexplainable events start happening, a ship has left the Lhazaar and
entered the Sea of Rage.)

The Barren Sea lies to the west of Khorvaire, northwest of Xen'drik
and east of Sarlona. It encompasses warm, tropical waters and cold
expanses in the north. [t flows into the Sea of Lost Souls to the south
and the White Sea to the northwest. Zarash Bay and Crescent Bay in the
Shadow Marches are part of the same body of water. The Phoenix Basin,
between Xen'drik and Kapaerian Island, is part of the Barren Sea.
Varuz Bay, at the eastern end of Sarlona, marks its edge. The Barren
Sea is so called because it is poor for fishing and devoid of apparent
life. Hideous monsters are said to inhabit its depths—but sailors make
that claim about all ten seas. In fact, sailors have more to fear from
storms, icebergs in the north, and unpredictable winds than they do
from any living thing in the Barren Sea. In addition to the mundane
risks of storm and calm, the Barren Sea is known for scattered areas
of dead calm—areas of perfectly still water, sometimes suffused with
negative energy that attracts undead. (Dead calm areas are detailed
in Stormwrack.)

The Bitter Sea is north of Khorvaire, between that continent and
the Frostfell. It includes Eldeen Bay and Karrn Bay cut into the northern
coast of Khorvaire, and two major channels: Icewhite Channel between
the Demon Wastes and the islands to the northeast, and lcegaunt Chan-
nel between lcewhite Island and the Frostfell. Floating icebergs are a
serious hazard in these waters, particularly in the summer months when
they shear offthe Frostfell and drift south into important shipping lanes
just off Khorvaire. Despite its inland location, Thrane has always made
an effort to maintain a presence in the Bitter Sea alongside ships from
Aundair and Karrnath.

The Dark Sea lies in the virtually unexplored south, beyond Argon-
nessen. lts boundaries and dangersare little known, and the "dark"” of its
name refers less to its lack of sunlight in the winter months than to the
cloud of ignorance surrounding it. lcebergs and dragon turtles are said
to be roughly equivalent threats in the Dark Sea. Sailors also claim that

M

SAILORS EXPRESSIONS

Among the colorful phrases and expressions used by sailors are several
that refer to one or more of the ten seas of Eberron.

"Ten Seas! "—A common exclamation of surprise or disgust,

"Gone down to the Dark"—Used to describe a ship lost at sea. The
expression originally referred to the Dark Sea, but is now understood to
mean the lightless depths of any sea.

“Like sailing the Teeth"—Used to describe a very difficult task, refer-
ring to the risks of navigating the straits of Shargon's Teeth.

"Halfway across the Sea of Rage"—Used to describe one whose grip
on sanity is not strong, or simply a person with crazy ideas. Sarlona is
com m(mly port rayed as the land of madness.

"Crossing the Thunder"—Said of someone who is absentminded or
daydreaming.

b*d

WHAT DO YOU KNOW?

Knowledge (arcana)

DC 20: Dragon turtles and dragon
eels swim throughout some of the
scas—pa‘rticu!ariy the Thunder Sea
and the Dragonreach.

DC25: The Thunder Sea coversanumber
of sunken ruins from the ancient
giant empires of Xen'drik, as does
the Phoenix Basin. The complicated
nature of underwater exploration has
caused these ruins to remain largely
unexplored, except perhaps by the

sahuagin and other aquatic races.

Knowledge (geography)

DC 10: Khorvaire is bounded by the
Bitter Sea to the north, the Lhazaar
Sea to the east, the Thunder Sea to
the south, and the Barren Sea to the
west. The straits of Shargon's Teeth lie
along the most common route from
Sharn to Stormreach in Xen'drik, but
they are infested with sea devils.

DC 15: Eberron hasten seas: the Barren
Sea, the Bitter Sea, the Dark Sea,
the Dragonreach, the Icemaw Sea,
the Lhazaar Sea, the Sea of Lost
Souls, the Sea of Rage, the Thunder
Sea, and the White Sea.

Knowledge (history)

DC 20: Some historical records, virtually
indistinguishable from ancient legends,
claim that, in addition to the Aereni
and the drow, a third race of elves lives
under the waters of the Thunder Sea.
These aquatic elves are said to have
been slaves to sea-dwelling giants—the
ancestors, perhaps. of storm giants.

DC 35: One of the many kingdoms that
ruled Sarlona before the arrival of
the Inspired is now called Aventus,
though its ancient name flows less
comfortably off modern tongues.
This kingdom was powerful and
might have expanded to dominate the
continent, except that some great cat-
aclysm sunk it beneath the waves. The
degenerate survivors of this kingdom
are an aquatic race called the aventi,
inhabiting the Sea of Rage.

Knowledge (nature)

DC15: Storms are the greatest threat to
ships at sail in any sea, but the Sea of
Rage and the White Sea are known for
supernaturally deadly storms.




certain regions of the Dark Sea have dramatic tides tha
Create sir Illlg currents near ll‘lr‘ Corasls, Ilrilwll'lg ‘-]II[I\ 1 o
be smashed on reefs or rocks near land.

Ihe lcemaw Sea is a narrow body of water that lies
between Xen'drik and Everiece, It ois studded with islinds
and icechergs, (See the Frosifell eniry on page 66 for more
information about the lcemaw Sea.)

The Dragonreach stretehes between Argonnessen and
.‘\f_‘fl'r]ll]_ E]Il'nlilllg’ 1nion |11f:rl-}II.IT|l,‘II'r ﬁl"'ﬂ al ‘L‘F wesiern P‘I'III
and the Lhazaar Sea and the Sea of Rage in the north. Trisa
favorite haunt of dragon turtles, and water-loving dragana
{IIII.r‘ |:4"|||.'|r|.\' EJELIIITF I‘I'nlgllrl '-J Frl'rilll‘l'lfll'.-' SWImain i.jhwil'l‘l."‘.
Mostsailors are reluctant to sail through it as o result, and
when they do, they hug the Aerenal coast.

The Lhazaar Sea lies east of Khorvaire and west of
Sﬂlill'llul. 'ﬂ'llll i fl.“"ul' il‘lﬁ'll'llrl-'ll":f Ilf'lwrf"ll || JI'III ||‘IF HFJ
of Rage. Snilors agree that the Lhazaar Sea touches the
Tashyvar Islands at the northwestern end of Sarlona,
while the Sea of Rage begins facther south along the Sar-
tonan coast. Adder Bay in Q'barra 15 part of the Lhazaar
Sea, as are the countless channels that divide the islands
of the Lhazaar Principalities from each other and from
ll‘ll' r||.'.l|:r|.1.'|!|r|: w‘l‘!-‘llf\ l'l'l.“l::' Ihr|r }III]“{‘E m 1!1" ] l‘l.u'l?ll.il'l'
Sea, which means whaling isa profitable industry in the
area. However, large orcas sometimes attack ships. and the
I'l.IFKF rf":r k]ll?“'ll A% orean st |:'|I|r‘r's {rlrlullrrl m "'fiﬂ'l“'r J’Ifﬂ!lh’lI
1} seem 1o view themselves as protectors of the whales in
the area,

The Sea of Lou Souls extends From the southwest prari
of Xen'drik 1o the southeast part of Sarlona and the east
coast of Argonnessen. [t is known as a perilous sea for sail-
ing, and its reputation for being hannted by numerous ghost
ships gives it its name. Though its southernmosi reaches are
covered by the unmelting Everice, It extends all the way te
‘i‘F Fill]-l‘lll', W}III‘I‘! 5 ll]lll]l!l'!'l'l] ll‘ll' II.I'\ ilji.l'lg III'IP FIFLWFFII
it and the Barren Sea (in the east) and the White Sea (in
the west, near Sarlona). The Sea of Lost Souls is also said
(14 III' ll‘li' 1‘1""]‘."\t \I‘i. E.I:i."l |'1lr!l.'| CHEEE TS %00 IT1E !fgl‘l'll.]'u "\III'HL
of o trench extending miles beneath the surfnce, a region
so dark that the darkness juselF s alive,

The Sea of Rage is bounded by Sarlona to the north
and east and -\.rgr_luru':i\r_'n ter the south, To the west it
meets the Lhazaar Sea. It is known for freak storms and
bizarre happenings, from giani waterspouts to supernai-
||.'|'i|.t fl'l-'lf‘l'-‘ roms a'l'|||= Alorm FI re I:,q-l"l" ."I.Ilflrmil rr.rJ. I-III' r!l'rill1‘|
of these hazards.)

I'he Thunder Sea lies between Khorvaire, Aerenal,
and Xen'drik Si:ln.ll:'g"rllh Teeth mark i1s western extent,
and to the east it flows into the Dragonreach (via the Aer
enal Channel) and the Dark Sea. Beneath its surface lie
su IILI‘II T \Jil'l‘h I| (EFRLY |Ii1.' .',igr |11.{:’I|III|.\-. rlil.l Lag ||.I|l| I':{ in ‘Elﬂ
dreas |II'1F|.I’|.1:I 5‘1.1:'5’1”‘1". .].F1'|1| [‘F'ﬁliiF‘h |]|F 'n.l]ll.lnll}'.lll. II'I:"
imfest the strooes, o rRgon erls, ||_r4|g'un turtles, kraken, and
numercus other ereatures prey on ships sailing the Thunder
Sea. Thick kelp beds frequently slow the progress of ships
I'IFF'I rlE Illi“-l' wilers, evern | hll-'sf‘ r|'|.'|r \rl.'l':| "If!\.l' 1o K"Ir'll"'illl'l"."

coast, Kroken Bay, onee the home to Cyre's fleers, is part

Gl .H_I_" withl,

'?‘.HII.IF

-1

Iit.l I'I.l‘ TI'I'III'II!I‘I' Sru, JIIIJ. (53 ]'I.l]“ll' ba riea ||} A IMa rl':| Eli.l'ull e
monsters as the Mournland nsell

I'he White Sen extends north from Sarlona’s coast 1o
the H[gr of the Frostlell, It cambines the worst l:|_|.|..1|.|I ies of
the Bitter Sea and the Sen of Rage—ofien frozen or choked
with icebergs, even as it is prone to freakish weather and
bizarre I]aE]FJEIII.IIg.\.. I'he sailors of Khorvaire avaid it acall
COsLS, rll'{‘ |Il,"rl"ll'|#' (5] rh:lrl N CouTrse rr:lr ‘\-I|I.'.'||? nﬂ.'p' on Iblf' rare
occasions they sail to Sarlona.

RACES OF THE SEAS

The seas of Eberron are home to a variety of life, including
groups of sentient creatures, nomadic tribes, and even entire
l'l'\'lllfil']lll'l.‘r. Tl‘li‘ meisl {d]rll]iilr I.II-’.EIFMI' are I!u' ‘ul.t!l.lilgl]l.
ar sea devils, which are particularly common in the straits
of Shargan's Teeth between Sharnand Starmreach, Sahua-
grn are relatively common in the elillside arveas of Sharn,
negotiating with sailors for safe passage through the siraits
A knowledge of the Sahuagin language is considered a key
|I|I|I[Ir:p' rur SUECesS A% a hea I'-I’II-'IIII.

I'he four races mentioned below are deseribed in detail
in Stormwrack,

II]'II" avenis are l‘lllllti.ll]i‘al‘ 1tf\"f‘llitilll|.‘h ||1- A }'I.I.IILI!'II
civilization. They are primarily found in the Sea of Rage
between Sarlona and Argonnessen, and their racial myths
say that their ancient ENpire was Once par of Sarlona.

Darfelians are a race of brood ing hu manaids foundin
the western Bitrer Sea, particularly saround leewhite Island.
Onee far more widespread, they were nearly exterminated
b‘“." the :.:l.l'nl:l.gln

Aguatic elves (originally described in the Monster Manual)
are said 1o be a third surviving offshoot of the ancient el
cultvres of Xen'drik—a wiaywal i .\:i].l]i.llg to the elves af Aer-
enal and the drow that remain in Xen'drik. They live in
small, isolated communities in the Thunder Seaalong the
coast of Xen'drik, where I:hr.-f.' aie L"l.l:ll.lrll.l.:.l“-:.' hurnned l.r'_.
the sahuagin.

The ;l:rn.1;|r1|'|l|.|_-_ humanoid hadorers are most com-
monly encountered sboard ships eaptained by members of
other races. They are very rare, and their ariginal homeland
1% 1|r|k1|l|w|l. 1h|:l||.gl‘l xl‘r'lllll'lk % oSt com fl'lrll'll:p' -'IrJ'r'i.IIII'I'IJ

as 3 plausible loeation.
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SHIFTERS

%

TOUCHED BY THE BEAST

Shifters are descendants of humans and natural lyeanthropes, They are
lithe. agile folk who look basically human. but with long, shaggy hair, side-
burns [:'i n boih sexes), Pl_li"lf'l:! ears, la rEe eyes, |1|.-.'|'|.-].' E:,.'rhl ows, and wide,
flat noses. Their forearms and lower legs are densely museled, and they
grow hairso thickthat itissometimes mistaken for fur, Shifters frequently
adopt a hunehed posture, preferring to eraueh or pereh onoa tree limb,
ledge, or picce of furniture rather than standing or sitting.

Sometimes called "the weretouched.” shifiers inherit from their
lycanthrope ancestors a limited ability to transform into a semibestial
state, Shifting 1s o natural ability vother than o curse or a disease, and
it cannot be cured or otherwise removed. Neither ean it be passed o a
snanshifter through biting, claw attacks, or any other methad,

When she is \lﬂirlu'lg. o shifier's Features take on an even maore hest ol
appearance, although she does not acteally assume a fully animal form,
Her eyes have a feral glint, she snarls and growls when angered. and she is
able o tap into hoer |1l|rr.'| r:lh:'lr]u: nalure (O access I‘_‘erJIIH'II.II'I.II.I.'}' |rl:|'l|.'\1r1|.|
abilities. These changes and the abilities gained are related 1o the kind
of lycanthrope the shifier descends from. Some shifters display features
distinetly reminiscent of one kind afanimal, while others exhibit a mix-
ture of influences

I'he act of shifting makes some shifters stronper or tougher.
Chthers Nind themselves ahle ta mave l'.iﬁtl'.'-:. clhimbh near-vertical sur-
faces, or fly, The most dangerous shifters become so lost in their trans
formation that they begin to fight like animals, biting and elawing in
a brutish rage.

T|-u.-r;_- areten main si\ 1 Fl::ﬁ. ].‘lll:ll.ld |.Il1l“s {ur t'I.'JI-l1.5,:| |r:dwuh1=l1 shi Fll'."l"i
usually manifest only asingle shifter trait, but afier penerations of blood-
lines commangling, some display two of the following traits: beasthide,
elifTwalk, drea mnigllt. gur?i:r e, ||'||1.g.\1.l'ldr, ||::|:|g'l1.l1:|'|.|'|. raEare ld.w. swilli-
wing, truedive, and wildhunt. (The dreamsight, gorebrute, swifiwing,
and truedive traits are introduced in Races of Eberron.)

Like any other race, shifters caninot be said to sharve asingle persanal-
iy type or a unwersal preference for one lifestyle over another. However,
due to their lycanthropic ancestry, many shifters do have quick tempers,
Members of other races cansider them rude and even boorish, and it is
true that shifiers have litle patience For |rr:i:|g' treated like animals or
idicts and don’t hesitote to sev aside social conventions when they feel the
situation warvants it. Shifters with a common trait also tend to share pat-
terns af behavior as well—clilffwalk shifiers are afien .\J'L].- and introverted,
for example, while gorebrutes are the opposite,

Shifters do not have a hameland. since their hybrid lineage devel-
aped where humans and natural lycanthropes shared the same lands.
Lycanthropes were brought to near extinetion in Khorvaire more than a
centuryage. 3o the only places let for shifters were in human lands. They
have always been victims of prejudice and distrust, though, and are often
unable ta And accepitance even in the lands of their hirch

Because they are so regularly made to feel like outeasts, shifters gather
in communities of their own. They have a fiercely independent streak, and
wse thewe feral abilities to hunt for food and serounyge lor shelier rather
than give money to the very people whose tll-formed opinions force them
ta live this way. Raised in these communities, shifters come (o view their
lives in terms of |1u||tjl::g and a constant ﬂE]Ll for survival,

Oiher shifiers decide to give up on civilization and s prejudices
entirely. The Eldeen Reaches is the most popular destination for shifi-
ers who want to live as close ta the land as possible. There, they become
trappers, hunters, or sometimes guides—and visiting city-dwellers pay a
substantial fee to reap the benefies of the shifiers' natural abilities.

WHAT DO YOU KHNOW?

Knowledge (lacal)

DC 10: Shifiers are members of s true
race that traces its origing from both
humans and natural lycanthropes.
They do not change into animal form,
but can transform themselves to gain
some bestial characteristics,

Acheckagaingt this DC isalso sufficient
to learn whether there is a shifter
community in or near a local settle-
ment and whether there have been
any notable recent incidents invely-
ing shifters.

DC 15: The ten main types of shifiers
have different characteristics while
shifting. They include longstride
shilters (who move faster while shifi-
ing), longtooth and razorelaw (who
gain natural mapom}. and wildhunt
(who have kesn senses).

Acheckagninst this DC isalso suffcient
to learn roughly how many shifrers
live in or near a local community and
where they can be found.

DC 20: The other types of shifters are
beasthide (who gain thick hides),
cliffwalk (who can climb). dreamsight
{who have an affinity with animals).
gorebrute (who gain horns), swift-
wing (who can fly like bats), and true-
dive (who can swim like dolphins),

DC 22; Shifters place a great deal of
emphasis on self-reliance and free-
dom, believing that the latter 15 the
reward for the former.

DC 25: Rapewild shifters are berserker
warriors sworn to defend all shifi-
ers, regardless of tribe oraffiliation,
from outside attack.

DC30: Averysmall number of shifiers
are trained to interact with members
of ather races to prevent misunder-
standing and tragedies such as the
Church of the Silver Flame's inqui-
sition from ever targeting the shifter
race again. These ghifters are called
loreguards.

Knowledge {uliginn)

DC 20: Within shifter communities, the
moonspeaker druids puide the shift-
ers’ religious life. Traveling often 1o
different enclaves, the moonspeakers
carrynews and maintainbondsamong
these far-flung communities.




SHIFTER RELATIONS

:'\[.'Hi:r I.II'I.IFJIi" claim that shifters are difficult 1o gel .!II-'JII.g
with, but the vast majoriy ol these [_'u_'uph- have never ;||:1|_|n||'!.-
taken the time to try 1o gt to know a shifrer. let alone pur
in a good-faith effort at friendship. Other folk hald preju-
thoees and preconceplions aboui shifiers, but thetruth af the
matter is that they are no more 8 homogenous proup than
elves or dwarves ave. Despite the commonly stated precan-
|I'f]|]|1l|.‘r |I|:|1F||| \lllr[l"l %, A% :rllll Il'il\'l‘l. MCTOSA !IIT" II‘IIS!I‘I |II|II
breadeh of Khorvaire, you meet as many shifiers who break
the stereatypes as cenfirm them,

SEI:I".I‘:.‘- Arl.' RI.I.'lJ.'EI SILJIIII‘I"- are II-IEII.\'IdIJ-'II.\ |‘-|.|J| |]|I'
same range of personalities as any other race, Some are
P:'ddluptnfd Lo ha'\ri.lu:r_ l:;|u|c$. h'|11'|)-|-r!.--1ur!|.¢ut;|r7hr fore-
brute and |l.'|:||.'_qhn’l1|| shilters—and beasthide shifters have
awell-rarned reputation far |1r'|.1'|g blunt, '\.Elr':li: ing '|r:|||r_i15.'
and interrupting others, Consider, however, that having
people constantly accuse your entire race of heing rude can
oer Ia'llll.!:f gr-l'l" on |1JI|'|1I'|I"'| Nerves

Shifters Are Bloodthirsty: Shifters are carnivarous, and
soareas bloodthirsty as any meat-eating race. This stereotype
jil'll'lﬁ“llﬁ:-\' gl'll-'u\"- ot lri"l‘l1' full" |:I|i|| 'g1|.lf‘l"|'.‘| i'lrl'\'i' # H'I'llrlg sense
of self-reliance and prefer 1o hunt their own food,

Shifters Are Devious: It is true that shifters have the
.lellll:. Lo ireyee 1~\l|:.||.n1|||:1.||i]:.- Ill.lil'11'|-. but most have no
devious motives for doing so. Rather, o great many shifiers
are hunters (hy choice or necessity). and 1o moving as unok-
Ly ll.‘il\'ﬁ;!«' a !Il].‘h'-l]ﬁ]: |1|1:' iIEI. CHITHE S0 ||IIIJ malure Lo II‘IFIII.

Shifiers Are Stupid: Shifiers have the some capacity
for thought and intellipence as any race. They aresometimes
denied the advantages af formal education (either because
I!I-JII'J'IIII‘III'P‘ nr Il'IF Fill'r |]|a|r :|r|J|-r1:..' [1'-'{' inoremoite n.l'l'ra'l‘_-j_ I‘j‘l‘
shifters nre emploved on the faculvies ac the finest universi
ties in Khorvaire.

Sllirrl"r.'- llil"{' nIII"TriII'L Mil‘l’]‘\! ll‘ll'u Jl-l'l'l'rllll'r'E'l
tion is another reflection of the shifters’ natural humting
ability, When in stressbul sitvations, they focus on the mos
|I1|I|l|1'||!|l| mialier ml II|I1|.1I L |.||l" l'xl'lll'ui.iﬁll. |:|F.|" I'I‘H'. -]1F1|\
is a distinet benefit in life-or-death encounters, but can
sometimes make a shifter scem incapable of splitting her

dllention 'Ih-]ll'll ||I1' 1:-ILL‘.‘\| are Il"r‘h 1[JI e

Shifting covolves both a physical

jll’lq‘[ an l“lllﬂ'llifl.ll‘ l'!l.ll‘li{"

For their part, shifters are suspicious of other races.
[hey have never fit in with the established political order of
RII‘FI"-'-.I|F|‘. IIIII:‘I 'IEIFII"'TIIFII‘III'-I‘\ on ‘-f'!i.'rFIIilIII'F I'I'Iulk{"‘h I III'IrI
reluetant o seck companionship or support from members
ol ether races. Their history of prejudice and persecution
II;I‘\ I1'E.! |1|I‘|||. kil Il'g:ll"la' II’. I"I'-'II.'. ]II flull‘ll IIIJII- ‘hl‘lll‘tl']'\ 1|:'.Ir|.|'.l
sny religion brought to them by missionaries or crusaders,
preferving o follow the ancient teachings of their druids,

rJI.I" IIHHHI:‘\:I!I"-.I lH"I.‘\: ':.'\-I'r' H-II.'!"\ I:It- Fhl‘l'l I.lr'l_:l.

P——-———q

NEw SHiIFTER FEATS

Both the Espasoyr( gt Se Hing and Races af Elerrnn 1nclude
o number of shifter feats. The three fents presented here
are additional shifter tears, Aswith all shifter feats. taking
I||r"\.|' teals increases |||.|" 'IIII atwnon III '|1| il |r|g .|r1r| IILIEI'Ir

increase the number of rimes per day o shifier can use

her ability

Shifter Acrobatics [Shifter|

Your heritape makes vou agtle and lighi-footed.

l':l’ct'l.'l.'ui.-\.-llir: Shifter with the eliffwalk, ||l|:'|lanl|'||.]|*.
or swiftwimg traf, Balance 4 ranks ]|||1|]r { ranks, Tumble
t ranks

Benebiti When shifting, you gaim a bBonus an Balance,

r'.lll'-rl |II:|I| .rl'.lll1|l.|F' III.1'|. IJ.'- FIlIL.II i twice rIIF I'|I.IIII||I1'I IJl-

shifter feats vou have

Shifier Magnftism |Shifter]

Your heritape pives you s sirong animal presence
Prerequisite: Shifrer
nl‘lll‘[i‘i! “I'.IFII .u'ullll a l‘llllll.]'u on J!utlll!l]‘ 1|||I1||I=,
Intimidare, and wild empathy checks equal 1o the number
of shifter feats you have. | his bonus applies even when you

are mold shalbong.

Shifter Stealth [Shifter]

You can call upon your bestial heritage o increase your stealth
P‘rrrrqui\-ill-: Shifter wath |-:|-||!;~.1ru|r- -\.wn.i'lwnn._g o

wildbhunt teait, Hide 4 ranks. Move Silently 4 ranks
Benefit: When shifting, vou gain a bonus on Hide and

Move Silently checks 4"1|'|I.I| to twice the number of shilier

fents you have

M
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SOCIETY AND STATUS

How THE WORLD WORKS

The sacial structure of Khorvaire is afien deseribed as a great pyramid,
Built an o wide hase representing the commaon l.‘l!_‘lr_""l'r\. the '|:|'g.-r||rr|.i|:!
tepers quickly to the pinnacle: the ruling families of the Five Nationsand
other fiigures of equivalent political, ecanomic, and social power,

A r.llr:.r::'ﬂlrd i the Eaprgace f-.'mrlprugu .';J'ng llj;lgr ]3:',!. six ok ol ten
people in the Five Nations belong to the common class—farmers, laborers,
and poorer traders. Three of ten belong o the middle class, a relatively new
innovalion in the sovial order, dominated by peaple who have earned enough
mioney 1.h|'nug]| trnde and artifice 1o Put I:I'lrll:ls.lelw,-.". ST ] level with the nobles
of older times. One person in ten belongs to the cluss of the truly wealthy,
which ineludes merchant baronsand dragonmarked lords whe rule empires
af trade and commerce, as well as the kings and queens who rule nations.

Life for the common elass isnot much alicred by the passage of centuries
or the change of regimes. The people of Valenar experienced little change
when rulership of their land passed from Cyre 1o the Valaes Tairn: they
continued to work their Farms, vy therr taxes, and live and die very much as
they had sinee the beginning of human settlement. Advances in both magical
and mundane technology can make life easier for the commeon folk, but only
alter those advanees become o 'I.':il.llf.'\.E:Il't.‘diI. that lrru]:lr can alford to make
use of them. The first humans to arrive in Khorvaire from Sarlona brough:
iron 1ools with them, so even the fundamental technology of metalwarking
has changed lintle for the commen folk in all the centuries sinee.

In contrast, the middle class might be the locus of the greatest change
in society, technology. and economies in the history of Eberron. lis very
existenice dates back only as far as the creation of Galifar. By their nature,
the dragonmarked houses exerted a great deal of power in trade and com-
merce from the moment their powers arose, and they brought tha power
to bear in the political realm by launching the War ol the Mack fully five
centuries before the reign of Galifar I, By the time of Galifar, the power
of the dragonmarked houses wassuch that the king was forced to recognize
it—and indeed to court it in order to accomplish his bid 1o unite the Five
Nations, In some ways, the story ol the formation of Galifar and the birth
of the middle class run parallel, for with the emergence of s unified king-
dom, the wealith of the houses grew enermously, and an ever-increasing
numiber of |u.-r:|E||r associmted with the hooses E.‘nnrrf El \:xnlnr.‘nﬂ share
of that wealth. By the sarly ninth century, the dragonmarked houses had
grown to such Importance that they had eclipsed the hereditary nobility
af the Five Nations in all but name,

Naturally, the dragonmarked houses were not the only ones 1o profit
from the prowing importance of trade and commerce, Merchant lords net
associated witl the houses have been slower 1o arvive in the halls af power,
but by the middle of the Last War, such independenis were soludly ensconeed
there alongside the dragonmarked heirs and lesser nobles. Today, while
nobles retain status and power by virtue of their elass, they must share that
prower with those who have earned i I:n_( virtue of ther economae |11|g]1l.

The mddle class has risen o s elevated POSIION 1T sOCety Iul.r |'||]|r|g
on the back of magical and technologicn] innovatien. The manifold use of
magic in the everyday life of Khorvaire primarily benefits those who can
Ilrj—lll'l! (4+] I1'|ilir Liser llrl'. ur I.]'II.J&I"W‘II-IJ I'Iil"r nl'ilr‘f!l'lll'-l‘\rF I'Ilrllll'lﬂllli ﬂvrrl]lr
unigue powers of the dragonmarks. Though only a rare few membersof the
deagonmarked houses earry the actual marks that hold the magical power of
the house, every member benefits from the use of that power—particularly
through innovations suchas message statfons, lighining rails, and elemental
galleons. Such advances allow the houses net anly te put their magical power
to-novel uses, but to ereate steady sources of new income.

The hereditary nobles retan their status in the upper pare of the
middle elass by remaining useful. They hold grants of land bestowed
by the rulers of the Five Nations, and repay them by governing and

WHAT DO YOU KNOW?

Knowledge (arcana)

DC 10: Wizards, sorcecers, and artifi-
cers command respect wherever they
go. Knowledge of minor magic, such
as that possessed by magewrights, is
sure lo increase one's status.

Knowledge (local)

DC 10: Society and status varies greatly
by region. The Five Nations are open
and cosmopolitan. In civilized soci-
ety, laws protect members of all races
and social classes equally.

DC 12: More than half the people of
Khorvaire are common farmers,
unskilled laborers, and tradesfolk
who form the poor cconomic class.

DC 13: The large middle class of K hor-
vaire includes skilled labarers, pro-
perous traders and shop owners,
skilled artisans, most nobility, low-
level adventurers, and some members
of the dragonmarked houses,

Knowledge !‘.jr:uﬂ:inilil:}I and mrall;}'}

DC 10: The royal line of King Galifar [
is the Wynarn family,

DC12: The dragonmarked houses com-
mand great prestige, Their leaders
are on par with kings and queens,
while other members are solidly in
the middle class.

DC 15: The three remaining monarchs—
Auralaof Aundair, Boranel of Breland,
and Kaius of Karrnath—are all mem-
bers of the Wynarn family, asare Diani
of Thrane and Oargev, the leader
af New Cyre. The familics of these
monarchs make up a large part of the
upper class of Khorvaire's saciety,
and all af them are important politi-
cal forces.

DC 25: The infamous sky pirate Cap-
tain Lujaad, whose explaits are pub-
lished in the cheaper chronicles, is
sctually s nephew of Breland's King
Boranel—much o the embarrassment
of the royal family.

Knowledge (religion)

DC 10: Church leaders are members
of the middle class or upper class. In
some areas, particularly Thrane, the
church has great political power, and
its members and leaders claim higher
status as o result.




protecting the commen folk whao live on their lands, paying
taxes (oo the heads ol state, and -\.|.|.|:|||:..':|||.1|-; Lroaps to serve 11
their lord’s armies.

Ifthe puildmasters of Khorvaire—those associated with
||If‘ lllnlg1llllll.| l'lf’i[ ]Iiill.h"‘"u |'l1|.'|‘|. !EII.J.‘\H “']Ill‘ are I'I.ﬂ'—i.lll I.':E‘l.
their way into the middle elass alongside the hereditary
nobility. the heads of the dragonmarked houses rode tha
il L"\.Ilng wave to the hlglu‘\t puﬁ.ill.lrln. ma LJI'I.\.L" the I.I]'-I:\_:THI'
ma ILFJ[ 1|.|r|:r:'\. I'II"M'I"I:- I'IIIJH] bra |1|f I'IlIFI"- rlr' I'.l‘ 1II1I1I

Those rulers live within a web of court intripue and
international espionage. |'he royal families of Khorvaire's
NMAallnns—eviin !l‘ll' rermiianis 1F|. {r'\' re—are a I'Iln.ljill' IIr'III"II.'-II
foree, their homelands ns well as beyond their borders. The
siblinigs, children. nieces, and nephews of the actual rulers
II‘F]I! |r|:1=|u|:1.|r1r Iﬁiﬁlt.'r LR} !IIP’ giivl'llllll.l"lll.'u IJt- F‘:.l‘llll"ﬁ'alllr.
and many of them are heavily involved in trying io secare
the throne for themselves or someone closer 1o them than
the current ruler. Even in Thrane, where the monarchy has
been replaced by the Church of the Silver Flame, !‘,ls:lt'r.-u
Diani retaing hertitleasa i Eu rehead. She sehemes bahind
the seenes to overthrow Lthe l]'ll'."ﬂl.'l.'!l."!.‘ and If'g.]ill her F.ll.h.‘("
of puswer if not for hersell, then For her children

THE PLACE OF ADVENTURERS

"xr‘l'-l‘ll“]rf'l'\ ]III':‘-I"-': il gl'l':“ |]|"||.I maoee HF-II"'I ‘l“ﬂ'll misl ISF
society, Low-level adventurers are middle class, while those
of mid=-level and higher fall inta the upper class. Their
'A'F-II“!‘ |||I1t ]Il'ii\‘u'l"‘-\ can I[-;Ial‘l'll l]ll'lll !Ill[lril'itl Wi'l‘,"ll' Ir I II1"I'
care 1o use it and adventuring puts one in touch with the
individuals and organizations that shape the world. Soclety
hEES -Il]'rl'lllul IIIE ||“r'IIi'Ir'II'.'JIIlI"I.'Iull['f liulll?_&""' |l|]'rl'||.l| I.ll?‘l'll'lull.l‘
11,-\.-'.11'4_[111! in r_'r_ll.m'l medsure, Adventurers have o mystigue
that others find exhilarating. and their high mortality rate
only makes those who survive seem more heroic.

Personal palitics can play a large role in an adventurer’s
life, The Many nations ol modern Rh(:rv:n.1'4~jn.-’.r|r' inelose
proximity. vying for political, economic, and military supe-
riority, An adventurer can make powerful allies over the
Crnrse |:|f- Il.l'j careenr IIII“'I"\'"I', I1|JILIr:“ an aIII" II‘II SOIMeOnNne
usually involves making on enemy of someone else, and
adventurers inevitably wind up on the wrong side of certain
I"IIIII'\'IIJ'IJ-II‘- =l r!l! IF'I'gaI r1ir.|.1 BOrTRS. .L;III I"-‘u'l! n.IfJ'-'I"fI.'III Brs rr:1|:|i-

mize their political risks and maximize their gains

LUJAAD IR WYNARHN: SKY PIRATE

Mot all nobles nre stuffy courtiers who spend all doy playing
|‘ao]1':|.c:a. in the noble courts, Some rankle at sueh dull lives
and lang lor excitement. 1 they ave lucky enough not to be
Lon Filr II.IrI rll.l" II.'I'I.I' l!FH'I.JI CEssan, i I..FW IIE |II'|P‘I'|| even I'Ila'll'lilgl'
to obtain it. Such was the case for Lujasd ir'Wynarn,
twenty=¢ighth in line for the crown of Breland.

| ||_|:|..||:{ 15 the Rfth child of f‘:rnj; Baranel’s youngest
sister, He was raised as part of the extended royal family in

4‘§=¢. "

Not all begrars nre as bad off as they npp

the court at Drakenblade Gastle, & 1||'|.g||| lad, he attended
nll the same elasses and training sessions as the king's chil
dren. In fact. he proved more capable than most of them
“'Il.l"l'l i Carme fo If"|1|IFJ '|II'|]| ‘ML r”'\. ||.I|IJ |r|i||l.|| W =1 1'-|I1';~':r' 1'1.‘\
he came of ape, Lujasd was groomed o wake o position in
the upper ranks of Breland's army, leading forces inte what
IIF l"llllll'il.“lll]lll Ili' |1|I' 1|.|"|. I‘h‘l\'l‘ t]ul.“!l"‘- |!||1[ 1l|1l||‘§||.| ‘IIF I..ul‘h'
Warto an end with his Uncle Roronel on the throne

When word of the Throneheld Accords came 10
Brokenblade—along with word that King Boranel had been
pivatal in brokering the peace—Lujaad hecame despondent.
Without the war, he lost every hr_a]w- and dream he had ever
known. With no enemy to hattle, he turned 1o adve nLuring,
spending more and more time in the wilds of Xen drik until
one day his |'J.'!}r_'|:1|:|n1| returned without him.

The roval family of Breland inivially believed that
Lujaad perished inthe jungles of the wild continent, butin
|'.|r'1 l‘lr" ‘-TI'III'L ilwil:-' F'I'illll l‘il:\ LR BRI R ||.§1", rll-ll’illlg Ii'l'u “'il:r' LR
iiny coastal town populated almost entirely by mereenaries
arid pirates. Lujaad signed on with the erew of a pirate air-
‘hlllrl al lll! l‘]i"gul n Wiﬁ'l'kl'l"ig Ill‘i- “n.'l'r ‘HEI [I'I.l" I'illlk.‘h.

Now, justa few years later, Lujsad has secured a Lyrandar
;||r~sh|p of his own, with as |¢!.'u! and skilled o crew as any in
IE'I' ﬂhlf'ﬁ ol an I.!'IL' LULE I I'II:':- l.|b|."} 1|'i1: I.d'l‘u\ '.JI" I‘I‘I‘Ilrlrnllllf WAL=
fare, nrl."\_.' targeting rich merchani -.-]nl'r'. ar noble -\.11|!L=. and
never kill unless absolutely necessary. In fact, "The Explaits
of Captain Lujaad and His Valiant Crew” are developing
IIIJItF i r|||||:|w”|g il'l'llll-llg |l‘1r' I'I.'a'l.l]l'l"\ IJFrII.E"‘hl"\'I'ril‘I 1'!|r|||ll|']|“-

printing them—to the embarrassment of King Boranel

F—————q

SWASHBUCKLERS

Swashbucklers (deserihed in I'.-'rllli'.-.'n Warrtor) are quite
commaon in Khorvaire, particularly in the major cities of
the former Five Mations. The swashbuckler’s emphasis on

Ui k swordplay and light armaor per Fectly sutts K horvaire's

1..15_;'-1|-.r|.'.;||-:| culture, although combatants in the Last War
practic ed heavier combat stvles. Swashbucklers served as olfi
cers i the Lost War, or else avoided the peril of war on the

frond lines by serving i home goaed anits in major i ies

M
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THE SOVEREIGN HOST

PoOWERS OF LIGHT

The people of Khorvaire acknowledge an extended pantheon of gads. all
of whom are cannected or related in some fshion, Some Euﬂ-\. are II'I'I'!TIE
and beneficent, some distant and unapproachable. snd still others mali-
cious and deceptive. Most prople offer prayersto different pods depending
on the situation and what sart of |'1-].|'|:f {il‘.. I:I':f'} llll‘l:,.- ||.l:riu-. lar.

The Sovercign Host 15 a collection of the deitics most commenly
worshiped by the majority of the populace. On a daily basis, Khorvarians
pray Lo the Saver I'j.gll Huost as a group rather than 1o ALy e gn:{.

The text below expands the domeins available to eleries of the Sover-
eign Host by including demains from Complete Divine. Damains from that
book are marked with an asterisk.

ARAWAI
God of Agriculture MNeutral Good
Avrowai is the sister of Balinor and the Devon Ty, and the mother of the
Fury (sec page 33). She is most often pictured as a female half-elf, Arawai
is considered the deity of fertiliny, plant life, and abundance. She is espe-
I'lilll':r' wllr\l‘llllFfE EI?’ lEI'II'IIq\ T l1gl‘|'1, rlll'll'll‘r'-_ ﬁillllll'ﬁ, |1r{!r!1r “']I.IF W'I.'-!'I g
have children, and anyone who is concerned with weather or fertility.
Domains: Good, Life. Mant, Weather,
Favored wral.m:nl Muorn ill.x\dnr.

AUREON

G“d ﬂr [aa* -'Il.lll KJIHH’]I.'I.[E{' Iaﬂ'r“l Nl"ulr-ll

Aurcon is the brother of Onatar, the hushand of Beldrei, nnd somehow

related to the Shadow, He {5 usually described as a gnome or human

w!‘:’.ﬂ'l"t. .ﬁil redn 'ih ..I-lf E:ill rom 1IF.W!..|'..'I I'II".. sIrcerers, |.1T|.1E :1'!1!! areame casl-

ers. and is worshiped by scholars, sages, librarians, and seribes.
Domains: Force®. Knowledge, Law, Magic, Mind®, Oracle®.
Fll\‘l.ll'!ll w'upillll QLI-H ‘EI'\IELF".

BALINOR

God of Beasts and the Hunt Mewtral
Balinor 15 the brother of Arawai and the Devourer, He is portrayed as
either a burly human or » crude yer good-naiured half-ore. Hunters,
druids, barbarians. and rangers worship Balinor, and he is associated with
ilunl:ns and iln:.-rllunx havi ng to dio with animal 1ife

Demains: Air, Animal, Celerity®, Earth.

Favored Weapon: Battleaxe,

BOLDREI
God of Community and Hearth  Lawful Good
Boldre: s ihe walfe of Aurean, and s u'.:m”:,r ||E-E:||.|:trll as a commonéer of
any race. Boldret is considered the protecior af villages and homes, and
prayers to her are carved into the cornerstones or rafters during the con-
struction of any new buildings. Her name 15 invoked to bless marviages
and newly sppointed governmen officmls.

Domains: Community, Good. Law. Pratection.

Favored Weapon: Spear.

DOL ARRAH
God of Honor and Sacrifice Lawful Good
Dol Avrab s the sister of Dol Dorn and the Murkrr:ﬂ. She ts mosi often
pictured ms 8 human or half-elf knight shining with holy radiance. Dol
Arrah isthe deity of honorable combat, self-sacrifice, and sunlight, She is
cansidersd ta be the patron deity af paladins, generals, and diplomais.
Domains: Glory®, Good, Law, Sun, War
Favored Weapon: Halberd.

WHAT DO YOU KHOW ¢

Knowledge (religion)

DC5: The faith of the Sovereign Host
is the dominant religion of Khor-
vaire. practiced in every nution
and by members of every race. It is
devoted to a pantheon of nine deities:
Arawni, Aureon, Balinor, Boldrei,
Dol Arrah, Dol Dorn, Kol Korran,
Olladra, and Onatar.

DC 10. Most people revere the Sover-
eign Host as a whole. not just a single
deity, although they naturally address
prayers about certain topics to differ-
ent deities.

DC 12: The gods of the Sovereign Host
are well disposed toward mortals, and
are said to be the source of all earthly
blessings. Matural disasters, disease,
monsters, vermin, and other plagues
of mortal life come from the Dark
Six, the pods who were cast out of the
pantheon for their wrongdoing.

DC 15: A successful check against this
DC grants details abour the align-
ment, portfolio, symbal, represen-
tation, and family relationships of
each deity.

DC 20: Devotees of the Sovereign Host
huve no expectation of a glorious
afterlife—they know that their souls
will be consigned to Dolurch after
their death. They believe, however,
that faithful service to the Sovereign
Host brings ample reward in this life,
while disloyalty brings swift justice.

DC 25: As humans spread across Khor-
vaire, they assimilated the religions of
other races and cultures into the faith
of the Sovereign Host. While the faith
of the Silver Flame and the bizarre
traditions of the elves remain unas-
similated, many say it is just a matter
of time, This process of assimilation
is one explanation for why each deity
is depicted in a varicty of different
forms. and even as a member of dif-
ferent races, Thesevarious depictions
are 8 legacy of the deities asasimilated
from other cultures.

DC 30. Each deity is sometimes depicted
as o dragon. Some scholars helieve
these representations of the Sovereign
Host are their oldest forms, and elaim
that the deities are actually dragons
that have ascended to godhood,




DOL DORN
God of Strengith at Arms  Chaotic Good
Dol Darn is the brother of Dol Arrah and the Mockery,
and 18 most oflten 1|E=r:i|:lﬂ[ AL o 11!.-.4'|HJ:|.- muscled human.
He promaotes bodily strength and martiol training, and
is considered to be the paragon of physical perfection,
He is worshiped by soldiers, monks, athletes, and
Anyone whaose life is devoted 1o ]'_sl,u]r_l'ir:g FIII?;IJ:’{III
strengeh and resilience.
Domains: Chaos, Competition®, Goaod.
Liberation®, 51 rengt h, War.
Favored Weapon: Lonpsword.

KOL KORRAN
Cod of Trade and Wealth Neutral
Kol Korran is the gon of Olladra and Onatar,
]rld t]'l.“.‘ !win ilfflllll.'l l]‘r lllr KEEIJ‘I'I'. !1’ L 13
described ns a fnt, cheerful human or dwarfin
fine clothes, Kel Korran oversees all Anancial
transactions, businesses, and places where great
wealth is stared, His most devoted worshipers are mer-
chants, moneyvlenders, landowners, thieves, and
members of wealthy families.
nnmu;nu CI'IHTFI'!., nr_lll’l meree, Pill:r', Trll"["l
Favored Weapon: Mace.

OLLADRA

God of Feast and Good Fortune Meutral Good
O ladra is the wite of Onatar. and the mother of Kol Korran
and the F‘:rrlrrl. She i ].IH'ILII'I.'JI as i young hu]”:rlg or an
elderly human. Olladra is said to bestow luek and good
health on those she favors. She is the patron deity of rogues,
ha |‘|‘|.‘..I enleriainers, rll'll{ g."lrrl.hlfra_ itnd % a]su 'I'l_‘rll'l"illfl‘l 1r:,-
mnk#eperg and hosts n“nrgﬁ gatherings.

Demains: Feast, Good, Healing, Luck,

Favored Weapan: Sickle.

ONATAR
God of Artifice and the Forge Neutral Good
Omnatar is the husband- of Olladra and the father of Kol
Korran and the Keeper. He 15 usually depicied as a dwarf
smith. Not surprisingly, Onatar is revered by artisans,
artificers, smiths, smelters, and anyone who makes things—
‘.'}ilf‘:iid |I'_| (Iwil rves ilnd Enomcs,

Domains: Artifice. Creation®, Fire. Good,

Favored Weapoan: Warhammer.

THE ALL~INCLUSIVE HOST

The religion of the Sovereign Host is the dominamt faith of
K horvaire for ane very Em'“l remwson: [ I:,'I}IL!IIUEI'EI:I almaost all
competing religions by embracing them. The theologians of
the Sovereign Host do not restrict their conceptualizations
ol the deiiies 1o a nillg]? image, Tonat arcepl that Dol Dorn (for

Symbol of the
Sovercign Haost

rranl.lrl:r,'! has revensled himsel Cio di MFerem ]JE{I]’}IF i i e rent
times and placesin very different ways. Rather than sending
missionaries to convince the orcs of the Shadow Marches
thai Dl’lll Darn s .-.ulu-.l'lur ta their war gl’ltl. ll:.n church .;1’

the Sovercign Host simply sccepts that both deities are the
same god, and allows the ores te call Dol Doarn whatever
they wish. As a result, while aresstill appeal 1o their
ancient god Garu-Umesh the One-Eyed in o few
placesin the Shadow Marches, among most ores
that ancient name has fallen into disuse—along
with the primitive rite of putting out one eye of
any ore who sought to become a priest.

Ancient inscriptions suggest tha

Kharvaire once hod o diverse reli-
giouslandscape. The Chaal'dar gobli-
noids who succeeded ancient Dhakaan had

their own llilll!]I.EilrI nlisixteen deities, all but one
afwhom is now easily identificd with o deity of the
Severeipn Host or the Dark Six, At the same time,
the ore natinns af the weal revered their own deities,
the dwarves of the north held to their own traditions,
and the primitive halflings of the Talenta Plains
worshiped the nature spirits of eacth and sky.
The first humans to come ta Khorvaire broughs
theirown pantheon of nine gads—the clear precur-
sorio the Sovereign Host. Avhumans spread acrass Kharvaire,
they identified their own deities with the more benefieent of
the existing goblinoid deities. They also incorporated the
malevolent deities into their myths, casting them as relatives
afl the Srwrrl-lgn Hust bul rflurg;u[r-. dK.l'irl'Il their divine
families—the Dark Six. This policy of faith-based inclusion
seems to have had a limit, however, for one goblinoid deity
foumed no place among either the Sovereign Host or the Dark
Six. The name of this deity is losi—the humans apparently
waged a relentless compaign to strike its name and visage from
any written record they could And. A number of ruins dating
From the ]lrrinr[ between the fall of the Dhakaani Fru[;u.rr
and the triumph of humanity depict sixteen pods in arderly
arrangement, but the face of one is always chiseled away.

There have -'I.wal}'h been some wha fuestion this theol-
ogy of inclusion and appropriation, helding as ohjective
truth the fact that Dol Dorn and Garu-Umesh are two dis-
tincl entilies, Thml,- helieve that the old gml.ﬁ .-.uplill.'llul.-l'] |::.'
or IﬁfUrPDT'IH.L'd imto t!‘lc SD?L’TciH" FIOSI i'l“'ﬂ.' d":fl or gonc
dormant with the ascendance of the Hast,

The inclusiveness of the Soavereign Host has made i
Khorvaire's most successiul religion, but it hes never been
the only religion. As much as the followers of the Host would
like te believe that the Silver Flame is just an emanation of
Dol Aveah, devotess of the Silver Flame dan't core to hear
it. Perhaps after several more centuries, the Silver Flame,
too, will be assimilated—along with the Path of Light and
©even t]'l.r II’I'II!}"IIIK (:IIII il B

M

Favorep Souls

While clerics are frequently devoted to the entire pantheon of
the Sove n.-:ig:rl Huosit, Tavored souls {l!rurr:l:rli i r.'nmPh-fr ﬂu'r.rrr:l
devate themselves to speeihe deities of the Sovercign Host (or
the Dark Six). Some favored souls are associated with other

faiths, but the majority choose a single deity of the Host ta
emulate. Like eleries in Eberran, a favared soul need not have
nn alipnment within one siep of her deity’s alignment, and
she can be neutral regardless of her deity’s alignmene.
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VALENAR

WARRIORS OF GLORY

The elves af Valenar are among the imost fearsame warriors on Eherron

Theirsociety is dedicated to martial perfection, They idolize the military
heroes of antiguity, believing that the greatest warriors of this age will
became vessels for the champions ol the past. Ten thousand years ago, ell
warriors watered the sands of the Blade Deservwith goblin blood, unul
overwhelming opposition and draganfire forced them to return 1o Aer-
enal. Today, they have come again ta Khorvaire and elaimed a kingdom,
but the Valenar are not cantent with this newborn nation, Secking glory
in batle, Valenar warbands push deep into the Talenta Plainsand Q'barrs
in search of worthy foes.

Whle most l)t’ljli‘l‘ refer to hoth the elves and the land thf"r v halsi
as Valenar, the elves are properly called the Valaes Tairn ("warriors of
glory™). They are the largest sect of the Tairnadal, an elven culture that
FMallows o more militant |r.1l|1 than the Aereni. Until the Last War, the
Tairnadal lived in the nerthern sieppes of Aerenal, and much of the
culture and social infrastructure of the Valaes Tairn remains there,
1\-".!1!':!3!' 5 IJLI'I‘E al wanr, J.I:ILI 1]|.f EI"P‘\ I'Fr r“Hi.II]'-IIIII. Kl‘llll'\'illrl' are a
mobhile army, ready for action. Every year, more Toirnadal artisans and
support folk travel from Aerenal to settle inthe new network of taers (el f
fartresses), but elves still learning the arts of war. those too infirm to
hght. and the breeding herds of the wondrous elf horses remain secure
on the island.

During the age of Galifar, this territory was claimed by the nation af
Cyre, Few peaple chose to make their homes in the land beyond the Blade
Diesert, however, and these settlers received little support from the crown.
When the Valaes lTairn mercenaries imported to fight for Cyre in the Last
War broke ties to thetr mastersand laid claim to this land, the common
folk were content to necept the elves’ rule. For them, life has changed linle;
ifanything, the elves tax the commoners less than the kings of Galifar ance
did, sinee the Valenar soldiers are experis wt living off the land, The elves
treat their new vassals fairly. and the peasants have come 1o take pride in
the military might of their new lords. They might not be {ree. but few of
the commaoners of Valenar see themselves s slaves—no muore so than the
commoners of Breland or Karrnath,

A LEGACY OF WAR

The eulture of the Valaes Tairn is based around the heroes of Xen'drik
the champions whe fought back against an empire of giants and {reed the
elves. When a child is born among the Valaes Taien, the priests of the
Valenar—the Keepers of the Past—read the signs to determine the patron
ancestor that will puide him through life. [t is cach child's duty 1o honer
and emulate his patron ancestar, even as he steives to bring glary 1o his
family. Many elves can share the same patron ancestor, leading to competi
tion ameng them as each strives 1o be the perfect embodiment of hisor her
patron. Most of these patrons are mighty warriors, but a Valenar might
JI.I',' s L‘llhl[?’ fl)lluw l}lf rJal!h [lllﬂ wl,‘ﬂl][ll'lkrnlll'l, il WIFKF_ I'rlE’l.Ill':r.. 0nr mwar
wizard. There are even elves whose patron ancestors are eivil engincers or
laborers, and while they are rarely the subject of song or atory, they play a
\Igl’l l["lll'a'llll 1'1IIF ill. 1'II-EIIFI'|-'||' .'-ITrIr'}'.

The Valenartradition ef war is one of speed and swealth, Most Valenar
saldiers are rangers—deadly sialkers whe can live off the land, and whe
have an almost mystical connection ta their remarkable horses (usually
theiranimal companions), Some Valenar supplement these skills with
levels in wizard or ighter. The Keepers of the Past can be clerics or bards,
and & Valenar bard following this faith can take spiril steed az a 4th-level
spell. Acleric ol the Keepers uf the Past can choose from the Desirugiion,
Protection, and War domains. Asa pantheon, the Spirus of the Pastare
neutral in alignment, and their favored weapon is the double scimitar,

WHAT DO YOU KHNOW?
Knowledge (geography)

DC10: Valenar isa region of desert and
plainsin the southwest of Khorvaire.
An army of elf mercenaries annexed
it from Cyre during the Last War.

DC 15: Valenar's population 13 made
up of former Cyran citizens of many
races. They are generally cantent Lo
serve the new Valenar overlords, living
much as they did before the war.

Knowledge (history)

DC 20: Elves of Aerenal fought with
Dhakaanigoblins overthisregionlang
before humans come to Khorvaire,
Buined elf fortresses, abandoned for
millennia, daot the landscape.

Knowledge (local)

DC 15+ Battle is part of life among the
Valenar elves. Violent crimes are
often overlooked, but theftisazerious
erime punished by maiming or even
execution, Cnly clves are protected
under the law, though most Valenar
treat non=elf citizens l'-irlj.l.

Knowledge (nature)

DC 10: The Valenar elves breed horses
of amazing speed and agility. They are
protective of their horses and offended
at the sight of a non-eIf riding ane.
The horses are bred in northern Aer-
enal and gelded, so they cannot be
stolen and used for hreeding.

Knowledge (nobility and royalty)

DC 10: House Vadalis is banned out-
right from the borders of Valenar,
while Thuranniand Phiarlan are not
welcome. House Lyrandar has been
granted land in exchange for rain-
calling and has a growing influence
in Valenar,

DC 15: The forty-five Valenar warcluns
all owe fealty to High King Shaeras
Vadallia; but only twenty are under the
command of the king at ane time. The
king grants titles and land to warriors
who perform services for him, but
these elves don't live on their lands,
pr{:ferring Lo remain in motion.

Knowledge (religion)

DC 20: The Valenar elves worship their
warrior ancestors, By emulating the
deeds of their ancestors, they helieve
the spirits can live again,




While they are best known for their cavalry, the Valenar
take preat pride in thelr skill with the weapona ef their people.
A Valenar ell receives the Martial "ﬂ"r:i]u'n'l. Proficiency feats
for the shorthow Gneluding composite shorthow), scimitar,
and Valenar double scimitar. This replaces the elf weapon
proficiency racial trait deseribed in the Flaper's Handbook

TRAVEL IN VALENAR

While much of Valenar is plains and steppes. the realm haza
\'itl'lf_‘l}' IJ!I maore I’I.l‘dl]F Envirornmenl s, TI'IT']IJ IIElF IFFSI'I'IIII'
tars holds many dangers for the unwary, and anyone who
seeks to approach by land must cross the bitter sands af the
BI-'I.III" DI"-'FI’. .I.Ill' Fr'\ L=h] I]I.I"“rlhl“l"".‘- |-|Ir|:r IIlF‘lII‘Ir I .H.t'lri"..
provided that there is no hint of horse -thievery and that the
party presents no challenge to the realm. Adventurers who

are antagonistic or overly flamboyant draw the attention of

l"ll- wn1hand‘, ﬂl'll‘i Ell:l'l':r'"n.l_'l'k'lr1g WATTIOLS, !'I.lﬂl. il 'ET‘_I‘I.'II |.1'|..|||
eoncenls {ts weapons and keeps its eyes on the earth is leh
alone ag an unworthy challenge,

‘\'rJJFlla'lr L &1 '-]Iﬂ1'5l,"1:p' jllﬁ]ﬁlll-‘l.l'l!_ WI‘h i IIJII'II] r‘lt IFr I'I.a'l.fl'l
lets and villages scattered across the plains amid decrepit
elf and goblin rauins. In the last forty years, the elves have
rl‘j’llrt]l‘hllll‘r! a III.I'ITIIIFI' 1lr|EIF1r TN e g [lll'rl'r\'-l,‘.‘-, “'l'l.ll."'l
now provide sanctuary to the roving warbands, Travelers
are never allowed Inte the heart of an elf fortress, but local
cralters maintain Lefmparary trade vi”.lg&i outside their

walls, catering (o the needs of strangers

I'he charge of the Valenar Cavalry is drcaded

by every infantey unii 1o Khorvares

Pﬂ

VALENAR FEATS

Bladebearer of the Valenar [Racial]

‘.rllll 1|.a|\-'l" 1I'|J|r'|l'|i EXIEnsy FI'| H'III‘I sCLmmitars |r'||;'|1|.l|.|||.g |]'|f'
Valenar double scimitar. You are adept »t siriking from
horseback with the curved blades of the Valenar.

Prl"rflluiﬂl‘.trl ]_IJ 11"h"lllll 1'?1 arigin ‘illllf'rlull. I.Jll.'li-l'
ciency with scimitar or falchion

Benehit: You treat the Valenar double seimitar as a
mar |I|l! “'1.'-.1!J|.|‘|| .".lE.‘ﬂl. :II."I.I fl“'ﬂ] an extra I '_II.JI.II' lFII lialll:lﬂgl'
when making o melee attack with a seimitar, a falchion, or
s Valenar double scimitar while mounted.

If you have any of the “l”l.:l‘ﬂ'lllg Feats for the sé¢imitar,
lalchion, or Valenar double scimiiar, you cun .1F||:;|'|'|. the feat's
effects to all three weapons: Improved Crivieal. Grearer
Weapon Facus. Greater Weapon Specialization, Weapon
I'III S, O H‘I"Falllll'll. H‘IIJ"I."-‘JI(-.'IIIII-‘I.

When you spend an petion point ta influence an attack
roll made with a geimitar. a falchion. or a Valenar double
ACaTrenbai Yo |I!‘||1 |'||I|I ll‘ll" |r"-1]|‘ |||" |I'|I' acliuon |_:||r||:|r IilF i

vour damage for that attack

Shield of Blades [Slyle]

As o master of the double scimitnr, vou eon weave a web of

steel to protect voursell from attack.

Pl‘rrr:.luis:tl:: Combat |".'|.}|r'|'lnr. |Ju1|gr'. Exatir
‘-‘n'i'.'llmll Proficiency { Valenar double seamatar), Twao “'r'.'lpnu.
Fight ing. "u"-"rnr;u:-l'u Focus (Valenar double seimitar)

Benehiti IF vou wield a Valenar double seimitar and
use Combat F"xln-r-rl wse o add st least | point to your AC, you

receive nn additional +| dodge bonus to AC.

A weapon style fear (introduced in Complete Warrior)
|r|'r1r||l|-\. a benehit thot draws upon a number of |F1r|'|f'r|'

feats. and often requires the use of specific weapons.

Spirit of the Stallion
Your patron ancestor was a legendary cavalry soldier, und
her spirit guides you and your meount.
Prrrt'l.ll.lil..ill.lt.'! E-!I ll’“l‘ll'l {l1 or lsll'l ‘FlllEflllll I'\qull‘ Fll.
Comba
Benefit: While mounted on a Valenar horse, you
receive a ".I ciFrcumstance t]llll.l’ on JII.T'IEE altac k ||.||II‘- allll.]

I'I1I'E4'l" H'I‘.“IIHH Il:l'|'|'\|ls'f r|1[|\.

Valenar Trample

‘tll'lll are | |'||-lI|I"|‘| m "Ir-.||r'1|..|l' cay |I"|':- |Fl'.|'l‘l'| Iltll.l"'u f‘rlTlIlil‘-]?lllg
trampling your opponents into the ground.

Prerequisite: Elf. region ot origin Valenar. Mounted
Combai

Benecfit: When you attempt 10 overrun an opponent
while mounted on a Valenar horse, your target cannot
s }Iiﬁll-'uF liw .|.'|.'u|rl :-I'II I14F1 tl :rIII.I |II1I! :r"l'alr moinl can I1||J1l‘ ane
sttnck (your mount with o hool and you with o melee weapon)
against any target you knock down. gaining the standard « 4
tlllrll.l'l o allac k lll!]'; -I.[;-Ill:l.'ll- !JI OE LAT !,:l"l'\.

.";luﬁrln.!- % ﬁg'.".'l' can select Valenar .l.l'..'|11I.|'|IF AN one
of his Aghter bonus feats

This leat counts as Teample for the purpose of mest

II1¥ any |':'r!||1 remenits or 1H'I'FFI|II.I'\1I.H"L

b—————d
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REVENANT BLADE

"1 am rﬁ! Mﬂlfr thal sterkes LfEiErn, Hhe steel within the shodow. Lel the enemies u_rhy Fl‘i‘lli‘..lllrﬁ'ur
the coming of night.”
—War prayer of Cias [haelian

Thl.' revenant 1:!11'“!: EE R vﬂl(‘ﬂlr flrwhﬂ can 11 FRW 0T 1'1'? '|lf'||E5 l:lF ancueny
heroes, the giant-slayers of Xen'drik. Guided by these ancestral spir-
its, the revenant blade is a deadly warrior trained in the aris of stealth

iI1II.I !-'|Ir\|'1'||'|'l].

BECOMING A REVEMANT BLADE

Ma ny the soldiers of Valenar follow the Elulll. of ihe ra nger, and this is an
excellent road for the revenant blade, The ancient Valenar were guerrilla
warriors, and a descendant who honors her ancestors must be skilled
in stealth as well as battle. Barbarians and fghters can qualily for the
class, though the skill requirements are more onerous for such charae-
ters {possibly requiring a level of ranger or rogue to grin quick aceess
to the class).

Entry chuireml:nts

Race: EIf

Baze Attack Bonus: +3

Ski1!$' I1Irir‘ F’ ll‘rlh's. Klll}“lrdsf {I‘lhlflf:{'} ? ran k". M:l\'r Sllf‘l“!':f' 5 |||r|.h"¢
Feats; Bladebearer of the Valenar {see page 141). Two-Weapon Fighting.
Weapon Focus (Valenar double scimitar)

Rrg;nn af Drigin: Vilenar

CLASS FEATURES

Asarvevenant blade, you draw on yourspiritual bond with your aneestar to
enhance your combat prowess and stealth capabilities. You also gain grem
respect from your people.

Ancestral Guidance (Su): Once per day, you can call upon your
ancestors o grant you knowledge and talent beyond your normal aptitudes,
To accomplish this, you must spend | hour in quiet meditation, starting
al dawn. At the ened of thes hour, YO gain i bonus leat selected Drom the
list below: you need not meet the normal requirements for the feat. The
feat lasts until dawn of the next day.,

Alertness, BIi:HE-F:ig!I!. Combal Enljrr{j.\.f, Du:lgr, Great Cleave,
Improved Critical (Valenar double seimitar), Improved Sunder, Improved
Trip. Power Auack, Skill Focus (Knowledge [historyl), Spring Auack,
Stealthy, Weapon Specialization (Valenar double scimitar),

At 3rd level, you can choose two feats from this list upan completing
your meditation. At Sth level. you can choose three feats from this list.
Yau can't use this bonus feal Lo meet any requirements or prervequisites
{such as for another feat or a prestige class),

Hero of the Valaes Tairn (Ex): The Valenar have immense respect
for those who bond with the spirits of the past. You paina =5 circumstance
bonus on Dlpinrn..w:,‘ checks made to inflluence the attitude of & Valenar

THE REVENANT BLADE HIT DIE: D3

ﬁ

Base
Attack Fort Ref Will
LE""! Bnnu: S‘I\'E Sﬂ."l sﬂl’F s'lll'ia]

Ist +] o) + #2

Ind +2 +0 +0 +3 Shadow of the past

Ard +3 +1 +1 +3 Ancestral guidance (2)
dth +i +| 1 +4 Ciimnn slayer

Sth +5 +1 +l 4

Class Skills (4 + Int modifer Prrhvrl]: Climb, Crafi, Handle Animal, Heal, Hide, ]nllmu|=||r__|u mp, Knuwhﬂgr I:g'rnsr.l.rlh:,-}.

WHAT DO YOU KNOW ¥
Enowledge {arcana)

DO 20: Some Valenar elves carry relics
of their ancestors—a tooth or a sliver
of bone—encased in an amulet that
grants them supernatural power. This
relic ereates a close bond beiween the
elf and the ancestor, allowing the
living elf easier access to the skillsand
ahilities of the ancestor. This amulet

is enlled o zaelshm fu.

Knowledge (geography)

DC 15: The elves of Valenar belong
to an elf culture called the Tairna-
dal, which reveres the spirits of the
ancient elf heroes who battled the
giants of Xen'drik. Tairnadal elves
live in nerthern Aerenal as well as
Valenar.

DC 20: Each Tairnadal ¢lf has a patron
ancestor given at birth, and seeks
to honor this ancestor through her
deeds in life,

Knowledge l:mli:ian}

DC 10 Valenar warriors seck to channel
the spirits of their hercic ancestors.

DC15: Revenants blades are Valenar elf
warriors guided by the heroes of the
past. They are masters of stealth and
the double scimitar.

DC 20: A vevenant hlade can adapt his
tactics to match almost any foe, and
strikes with uncanny force.

DC 25 Arevenant's adaptability comes
from his ability to channel the
knowledge and talent of hiz ances-
tors, This ability gives him access
to the skills of great warriors of the
past—abilities most fighters study for
years to learn,

Ancestral guidanee (1), hero of the Valaes Tairn, ranger class features

Ancestral guidance (3). legendary force

Knowledge Chistory). Knowledpe (nature). Listen, Move Silently. Profession. Ride. Search, Spot. Survival, Swim, Use Rope




elf, as well a5 on Gather Information checks made when
interacting with Valenar elves,

Rnngrr Class Feratures: ff]n'_ru have rn:ng{rllr\rrla, your
revenant blade levels stack for purposes of determining the
abilities of your animal companion, Your revenant blade
levels also stack when Llf!l:rln.ining llu: caster |Ev¢] nr}ruul'
ranger spells, but not when determining spells per day or
any other ranger class feature,

Shadow of the Past (Ex): At Znd level and higher, you
add your class level a5 a competence bonus on Hide and
Move Silenmily checks.

Giant Slayer (Ex): Though the elves of Valenar nao
longer warwith the giants of Xen'drik, the ancestral memo-
ries of the champions of the past burn sirengly in you, A
4th level, you gain a +# bonus on Bluff, Listen. Sense
Motive, Spot, and Survival checks when using these skills
against giants. You also gain a <4 banus on weapon damage
rolls against ginnts. You gain the ability to speak Giant (and
read and write it. 1f you are liverate) as if you had spent skill
points to learn the language.

Legendary Force (Ex): At Sih level, you become o true
master of the double scimitar. Through skill and art, you
learn 1o strike with astonishing sirength. Thisahility allows
you to treat both ends of the Valenar double seimitar as two-
handed weapons, even when you use it as 8 double weapon,
For example, you add [-1/2 times your Strength bonus an
damage rolls with cach end of the weapon, and any damage
bonus from the Power Attack feat is doubled when used with
the weapon.

PLAYING A REVENANT BLADE

You are one of the deadliest warriors of a military culture,
Your hlade is the foeus ol your life, and from the momeént
you could walk you were taught the arts of stealth. You are
cool, wary, always watching for the next threat—in part
because of your militant teauning, in part because you feel
maost truly alive in baitle,

Beyend this peneral auitude, your personality is
shaped by that of your ancestor, whom you idolize and seek
1o emulate tnall the ways you can, Since you are o revenant
blade. your ancestor must have been a master swordsman
and deadly stalker. But what was he like? Was he a grim
killer who rarely spoke and only smiled when hunting a
foe? A tortured poet whose skill at bloodshed was marched
only by his hatred of violence? A former slave, a warrior
princess, a ramantie explorer? Determine the nature of
your ancestor, and as you rise in level consider ways you can
mimic him. Dress, speech, mannerisms, hobbies—as time
goes by, you slawly become your aneestor, so look for ways 1o
represent this,

The host of the Valaes Tairn is an army, organized
into warclans and warbands. The revenant order siretches
across the bounds of elan and bands. Your status s indi-
einted by the zaelshin that you weir—a special brooch that
indientes the identity of your ancesior and your role as a
revenant. Al the moment the revenants are a loose society,
always searching for glory and awaning the word of the
High King.

Combat: Your ancestors fought an empire of immea-
surable power. You have inhervited the skills ol your patron,
but also his wisdom—and the knowledge that steslth and
cunning are just as important as strength and steel. Take
your fime i battle, Stalk FOur priemy and learn his weak-
nesses. When you sirike. do so on your terms.

As a revenant blade. your greatest strength is your
versatility. Ancestral guidance allows you to adapt your
tneties Lo sutl the needs of the n’[n}r. This 'I'i.‘!r.‘ill.llii'l-" Iu-!ps
you most if you have extensive knowledge of your foes
before you enter combat. Try o evaluate your enemy and
the skills of your epponent long before you ever close in
combat, and adapt your sirategy to exploit these sirengihs
and weaknesses.

Advancement: All Tairnadal elves are assigned a
patran ancestor ot the moment of hirth, and all seek 10
honor this ancestor. Those with the potential 1o become
revenants feel a closer band than most. From childhood,
your patron ancestor-was more thin just a name in song and
story. You've had visions of the battles that she fought, seen
the lost wonders of Xen'drik and smelt the burning flesh of
gianis. Sometimes you have found yoursell spontaneously
fquating your patron, astonishing your elders by repeating
ancient speeches you've never read before,

The Keepers of the Past watch those who show such
promise. Asyou adventure, you grow eloser to your ances-
tor. When the moment strikes and you are ready 1o touch
the spirits of legend. you must make your way to one of the
greal fortresses of the Tairnadal<Taer Valaestas in Valenar
or Tacr Senadal in Aerenal, There the elder revenants
guide you down the path, teaching you to submerge your
thoughts in the memories of the past, and 1o let the spirit
of your patron guide your hands,

Cince you have been set upon the path, it is up to you
to find your way closer to your ancestor. Consider his per-
.!-.uriulil].' and chonse your skills and leats m_'turthngh-. If he
was renowned as @ hunter, seek the deadliest gnme you can
find, If he was a soldier first and foremost, find your way ta
the battlefield!

Resources: The revenant order provides few resources
for members. You have your blade and ancesiral guidance;
Youshould he out bringing glory 1o your ancestor’s name,
not begging for seraps! However, the orders do have a few
relics of the ancestors—zoelshin tu and similar items—and if
you bring honor to your ancestor and warclan or perform a
great service to the Valaes Tairn, you might be given ane of
these items.

The greatest treasures of the revenants are the actual
swords of the ancestors. These mighty artifacts were all
lost in Xen'drik. Finding your patron ancestor's double
scimitar—or recovering it from looters ar grn'.'t-robheri—j.s
a worthy gquest for a revenant blade.

REVENANT BLADES IN THE WORLD

“The repennnts are the frenvueres ﬂJlruw Pl‘lﬂj! and Ihe 'JIHPI'H uf]']n!_llrufm!."
laen Coeliras, Keeper of the Past

The elf heroes af Xen'drik are the stulT of legends, pos-
sibly the most deadly warriors af history. In the revenants
of Valenar, these fearsome soldiers live again, 1t took the
destruction of Xen'drik 1o defeat these elf heroes in the
past: What impact will the revenant warriors have on this
current age?

Daily Life: A revenant blade is called wo become a
hera—to glarify her ancestors and bring honar 1o their
nimes through her own deeds of bravery. Revenant blades
nre neversedentary. Anyone who walks the path of the rev-
enant either Flghu on the front lines of baule or wanders
the world -\ﬂrtkiux an oppori unaty to prove her worth—and
her ancestor's. Revenants lead raids ow from Valenar inio

AVHATIVA
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VALENAR

the Talenta Plains, Q'barra, and the Mournland, even up
into Karrnath. Others make their way to Xen'drik, to fight
the descendants of the ancient giants or unearth some lost
ancestral artifact. Every day brings a new opportunity for
glory and honor.

Notables: Taerdra Jennaris (N female elf ranger
7/revenant blade 5) is one of the most respected revenants
in Valenar today. She is the chief of a large and powerful
warclan that frequently raids into Q'barraat her command.
Some suspect Taerdra of resistance to the rule of High King
Vadallia, and this situation is expected to come to a head
within the next year, when her clan is due to be called up
for service to the High King.

Jumall Threnell (CG male elf ranger 5/wizard 3/rev-
enant blade 3) leads a small band of revenants in exploring
Xen'drik. Jumall is particularly well known in Stormreach,
although his reputation there is mixed: All acknowledge
his band's heroic deeds, but Jumall himself has stirred up
trouble with hill giants who were visiting the city peacefully
or even working as part of the city watch.

Haverra Phasha (CE female elf ranger 3/fighter
5/revenant blade 3) has brought a measure of disgrace
to the revenant blades’ nascent organization by making
an attempt on High King Vadallia's life. She escaped the
angry High King and his bodyguards, which certainly
helped her notoriety, but people seem to blame the rev-
enant blades as a whole for the actions of this renegade.
Other revenant blades have sworn to bring Haverra to jus-
tice, but she remains a fugitive, supposedly lurking inside
the Mournland.

Organization: The revenant order is a evolving
fraternity. The art of revenant channeling is a recent
development among the elves. Some believe that thisisa
result of the millennia of devotion of the Tairnadal, and
that the spiritsare gaining strength from this reverence.
Others say that it is destiny—that this is the age of the
elves, and that the heroes are returning to lead the
Valenar to glory.

The Keepers of the Past train new revenants
and help them find the way onto the path. As part
of this training, a revenant must swear an oath

of loyalty to Valenar and
the High King, promis-
ing to answer any call that
;—/ comes from the Darkwood

Crown. As such, the reve-

- nants are an elite unit waiting
to be called together. Asarevenant,
you could receive this call at any time—a
summons to return to Taer Valaestas, or a call
to a distant battle.
At the moment the revenants receive their
orders from the High King. But some wonder if
the revenants actually represent a threat to Vadallia,
particularly in light of the recent attempt on the High
King's life. As the revenants regain the memo-
ries and skills of the great heroes of the
past., will they be content to follow
the king? What if the ancestors
&‘ have old feuds never recorded
. in legend—or ambitions to rule
empires of their own?

NPC Reactions

The revenants channel the greatest
herces of the elves, and Valenar or
Tairnadal warriors have a friendly attitude
toward revenants. Typically, the other inhab-
itants of Khorvaire don't have the knowledge
required to recognize a revenant. The key feature that
identifies a revenant is the zaelshin amulet, and humans

rarely understand the meaning of the brooch. However,

the Darguuls have come to despise these Valenar warriors,
and goblinoids from Darguun typically have an unfriendly
attitude toward revenants.

There is also the chance that a revenant will encoun-

A revenant blade
embodies the heroic ter an elf—revenant or not—whose patron ancestor holds

spirit of her ancestors
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a deadly grudge againsi the patran of the revenant. This
could result in a direet challenge or a more subtle form of
attack, and at the least an unfriendly reaction.

REVENANT BLADES IN THE GAME

Valenar isan aggressive. expansionist nation. and Valenar
warbands constantly raid neighboring regions. A revenant
hlade can be found as the leader of a wa]'hn:nvr], in:.p:' ri ng
his soldiers with his bond to the past. Adventurers explor
ing Xen'drik might encounter a warband entirely formed
of revenant hlades, an elite force sent to reclaim lost relics
of the elf nge of glory. OF course, the Valenar still sell
theirservices as mercenaries—the Aurum (see page 146)
could hire a revenant blade to stalk a troublesome group
of adventurers

In an adventuring party, a revenant blade provides
# DM with twe paths o explore. The character's ancient
visions could draw the party to Xen'drik, searching for
ancient relics or Fr:lrgl::ltl.rn secrets of the I.'IF-!i.jI:I'I.I Wl T,
Alternatively. the revenant and hisallies could be drawn
inte the evalving pelitics of Valenar: Perhaps the character's
ancestor wants her ta lead the elves down a different path
from the one High King Vadallin has chosen

Adaptation: [he revenant blade is merely one of the
revenants found in Valenar. By adjusting the elass preveg-
wisitesand the feats the character enn mimic using ancesteal
puidance, this prestipe class can be adapred to reflect other
elf ancestors. Revenant bowmen gain access to archery
feats, while revenant riders have aceess to mounted combat

feats. Revenani scouts emphasize the siealthy surveillance
of enemics and guerrilla tactics.

Encounters: When encountered with & warband,
a revenant blade might confront her enemies in open
battle, Given the chowee, she prefers to stalk her foes,
taking the time to carefully evaluate theirstrengths and
weaknesges.

The Trappings of the Warrior

Tairnadal warriors typically wear loose silk clothing and
light apmar, and [avor elaborate engraving and embroidery.
They make use of red or brown patterns mimicking blood
spatters or stains, so that the gore of battle blends with
the elf's clothing. Beyond this, two eritical accoutrements
define a Valenar warrior: the raelta and the zaelshin,

The zaelshin ("spirit bond™) is an amulet that bears
the seal of an elf's potron ancestor, It is usually worn as
a brooch but can be placed in a warrior's helmet, at the
cenler ol the forehead. A caelshinas |.|r.11.'|”}- Tormed Mrom
silver and inlaid with jet. A revenant's zaelshin is formed
of platinum and inlaid with precious stones that have a
.\'m::i!"m tie do the warrior's patron ancestor; this F:lil.-l;l.': ol
jewelry eoses 160 gp

The zaelta ("spirit mask") is aveil that covers the lower
face. Whale this item ig useful in the harsh environment af
the Blade Desert, itis intended 1o help the wearer suhmerge
hisidentity within that of his ancestor. With the wearer’s
face hidden, an chserver views only the zaelshin, thusseeing
the ancestar instead of the descendant,

P—ﬂ

ZAELSHIN Tu

Every Valenar warrior reveres his ancestors and earries a
eaelshin amuler bearing the sigil of his patron ancestor
with him arvall vimes, With a zgelifin tu, you do more than
that: You carry a physical relic of your patron ancesior—a
tooth or sliver of bone brought from Xen'drik to Aerenal
and encased in your zaelshin amuler.

Deseriptiont A zoelifin fu looks much like 8 mundane
raelshin. It is an amuler, formed of platinum and inlaid
with precious stones that carey spiritual significance to the
ancestor whose sigil is emblazoned on it It can be worn as
a brooch or attached to your helmet at the center of your
forehead. No matter how you display the item. (i takes up
space on your |1|::||:I1I,r asanamolel, which means VEL Ed n'l git.tll.
the beneht of any other umulet at the same time {or even
snother zaelihin tu, if you hove more than onel.

Ifyou use the revenant blade's ancestral puidance abil-
ity while wraring a.:ur{-..lmr tu, the gemslones sel inthe amulet
flare briefly with o dim light.

Prerequisite: Onlya Tairnadal elf descended from
the elf whose sigil adorns the amulet can gain any henelit
from a zaclshin fu, and any other charneter who wears one
triggers a hastile reaction from any Talrnadal he might
encounter. Only a revenanit blade can use all the item’s
functions,

Activation: Using a goelihin fv requires no speeial
activation. The skill bonuses always apply. and using your
ancesiral guidance ability (if you are a revenant blade)
does not require you to eall on the amulet’s power—just
Your own.

Effect: If you meet the prerequisite for using a par-
ticulnr zaclihin fu, you gain a +2 compeience bonus on Hide
and Move Silently checks. and a +2 circumsiance bonus on
Diplomacy checks made o influence the reaction of ancther
Tairnadal elf.

If you are also a revenant blade, when you use your
ancestral guidance class feature, you gain one extra bonus
Teat. (A lsi<level revenant blade would ihen have aceess 1o
two bonus feats, a 3rd-level characier to three, and s 4th-
level charactier 1o four.)

Aura/Caster Level: Faint transmutation and necra-
mianey; CL Sth,

Construction: Cralt Wondrous [vem, speak with dead, o
relic of the particular elf here, 900 gp. 72 XP. 18 days.

Variants: A goelihin tu tied to a partic ular ancestor
might grant a competence bonus on different skilly rather
than Hide and Move Silently.

Weight: 1 b,

Price: 1, 800 gp,

M
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VILLAINOUS ORGANIZATIONS

FORCES OF DARKNESS

Conspirsciesand cabals fill the werld of Eberren. driven by greed, lust for
power, or far more sinister goals. While adventurers may néver join any of
these orgamizations, members of these groups are not always encountered
asenemies. The Dreaming Dark might have sinister plans for Khorvaire,
but these schemes are completely different From the poals of the Lords of
Drusi. Asa result, a pariy ol adventurers rrughl :::'l,'.l\i.l):'l.'l“\_.r FECEIVE I55%1%-
tance from an unexpected source. Such nid often has strings attached. and
acautious adventurer might want 1o consider carelully before dealing with

the darkness.

THE AURUM

The lords of the Aurum are

not demons or liches, and
few among them have
interest in military con-
quest. The :nrr:llhl_'rt
of the Aurum emerge
from among the rich-
est and most inMuental
citizens of Khorvaire-
pulldmasters, merchant
]ITiI'II'r'\, -'||I1I Ii"r.‘uff Illlilll‘..‘h.
What they want is more of
what they have: economic
power, influenees, and abhove
all, gold

IFhe Aurum s not a tightly
bound organization. 1t is a saciety cre- Symbol ef
ated to advance the mutual interests the Aurum
of its members, and a place where the
w?u]!h}l Ean Enjoy the campany ol those I!hl-y consider o be ther 1-1111.-11.-..
When you deal with a member of the Aurum. you deal with him alene as he
advances his own agenda and not the goals of the Aurum. For this reason,
:.’uu ever LII!I“ “!1d! iy El'll'l'l I—I'fllll lt.f lﬁl'gdllil-‘l‘lllll. Urlr h“ru‘ll IIIII]
might take a liking 1o you, frequently calling upon your services to recover
a new Dhakaani relic for his collection. or 1o deal with an upstart rival,
The next time you set foot ina dungean, however, you could find yourself
opposed by the agents of another coin lord— and your prior service to the
society won't help you ar serve as a shield.

The mare you deal with the Aurum. the more rumors you might
hear. Some sy thai there ts a shadow cabinet within thes sooiety of the
wealthy—an inner circle that use the organization’s influence for more
sinister and significant purposes. 5o, keep hoth eyes open when dealing
with the Auram. Ther comn s gl:rl,ll;!—ll'llll there are 1ilu-|.}- 1o he secrets
hidden behind the purse strings.

You might be dealing with agents of the Aurum if your enemies seem
pa rricula rll:..' well funded, i I|1:"I; ROmetimes seem (o he wor L:IIIE Wl Cross
purposes to each other. or if they seem able to bring political and legal
farces to bear against you.

THE DREAMING DARK

Few people in Khorvaire have even heard of the Dreaming Dark, This
foree is the binter enemy of the kalashtar, but the kalashtar are extremely
reluctant 1o speak of this conflicy with members of other races, Asa result,
unless you are a kalashtar or have close dealings with them, it is highly
unlikely that you know anything about the Dreaming Dark.

Ifyou do have allics amang the kalashtar, you soon come to know of
the Dreaming Dark, for the organization seeks 1o destroy the kalashtar

WHAT DO YOU KNOW?

The Aurum

Knowledge (nobility and royalty)

DEC 20: The Aurum is a secretive fra-
ternal order. Itis based in the Mror
Holds, but its memhbers include
wealthy and influential people of all
races from across Khorvaire. Many of
its members are devoted to the study
of history, and they cxpend vast sums
outfitting expeditions to recover
relics of bygone civilizations.

DC 25: The Mror epic Soldorak Saga
containg a passage that some believe
relates to the Aurum. Durlus Sol-
dorak saw the gold heneath the
mountaing as a key to power in
Khorvaire, According to the saga,
he called together the most cunning
and wealthy elan lords, proposing
the creation of a "cabiner that will
rule fram the shadows, binding king
and peasant alike in chains of gold
and platinum.” The cutcome of the
meeting is unclear, but in a few ol
the later verses of the sagn a Soldorak
is referred to as "Lord of Cold and
Shadows.” Same bards believe that
these passages describe the founding
ofthe Aurum. and that this fraternal
order isa [ront For those who seek to
conirol Khorvaire through gold and
economic means.

The Dreaming Dark

Knowledge (the planes)

DC 20: The Dreaming Dark is the force
that controls Dal Quor, the region
of dreams.

DC 25: The kalashtar believe that the
Dreaming Dark is trying to influ-
ence Eherran.

DG 30: According to these stories. the
Dreaming Dark has placed agents
across Eberron; these are primar-
ily humans willingly possessed by
quori spirits, but also include inno-
cent people influenced by the menial
powers of the quori.

Knowledge {psi onics)

DC 20; Crver the last few years, you have
heard rumors of the conspiracy known
as the Dreaming Dark. [ts motives are
unclear, bui its agents are among the
most powerful psions in Eberron.

{continued on page 148)




by any means possible. If an opportanity presents itself,
an agenl of the Dark acts |]irr1'!|:.'—.| kalashiar alone in the
wilds might just as well be asking for an assassin to tele
port in and strike him down. However, the lords of the
Direa ming Durk are alio masiers of subtle r|1ani!:||:||:ll 10818,
and they never act overtly if there is any risk of revealing
their plans. Agents of the Dark might use telepathically
controlled prosies to do their dis Ly war].—.xllau.‘hn!; ¥
directlv hut !r-.wl'ns you with nolinks or leads hack ta your
true foe. The Dreaming Dark also takes great pleasure in
using social nuuipulal-mn ta bring down its enemies. [f
Fr:ll.l rJ!J]F1F‘1F 11|I' DH I'L. ':fl'll,l rrl.lghl IIII'III. }'Illlr‘)l'1r‘rl'i| II'|1"1I. Frll'
aerime vou didn't commit, Alternatively, an sgent of the
Direaming Dark might stir up parancia around adventur
ers in general, or foment fear and distrust against those
who bear I:!ri!h"l'lll."l.l rke, or :|5:|i||n.1 Wit rl'rl'grr!. ar whatever
else might direct the hatred of pood people in your direc
tion. They might even find ways to trick you inte deing
their dir Ly work—lor r-.x.li'l'l]lll-. |::|:,- EQnvineing you that an
innocent kalashtar isan evil warlock responsible for your
FECENL WOes,

If you eross paths with the Dreaming Dark, the only
gnl_‘.:l; advice into watch your back. Take :1|1I'|u.||g rl_:rgr.'l nted,
and keep u close and careful eye on your nllies. In the long
run, any individuals can be turned to the Dark, whether
flll"li- are !rll'll‘l! imio Mi'r\'lllg tllf' CiEse Or I'I ilve 1!1?‘!1’ fl'llr'lrih
influgenced from within.

You might be dealing with agents of the Dreaming Dark
III :flllll BT RS Irlullllrl'.‘ﬂ jF.‘-II?rIII' IF(I\UFI.‘M |.i- I1|II:'. are 1Fi|-'-'l"
ously {or subtly) forelgn in dress or dialect, or if formerly
trusted allies turn against you,

THE LORDS OF DUST

Every follower of the Silver Flame has heard the tale of the
Serpent and the Demon, In 299 YK, a terrible force was
unleashed in Thrane, and all manner of fiends flocked
from the shadows to venerate this dark lord. However,
before the mighty demon could completely free itself from
mns 1I‘II‘1III\. |1'|{' ]I“]ﬂdl n Irl]'ql h1l|ﬂr| |Ir_'|rjl_"p;|r|,‘d_ ﬂl'r_'lln'lrjal f1|!_'l'{

by n feathered serpent with rainbow plum-
age. T'he mighty hend, as it turned out,

could not he slain, The best that could
be hoped was to put it in secure bonds
again, and this Tira did at the cost
|:|f !11*r nDwn I'IFI‘. -l‘]||'|1|.lﬂl'! Lu‘r
sncrifice, humanity learned
of the Silver Flame—the force
|i'|ﬂ| :1-1.‘- !'II‘III tI'I.I' f'u'r:lr! 1|1| r!'\.
at bay sinee the mosi ancient
of days,
Few people know the
FUII !Il'-rr]l}' r]fl [1|I‘.‘|I"
demons, however. In
the first age, Khyber
gave birth to a host af
Bends, The rakshasas
were the least of these.
while the mightiest
were demon lords with
unigue powers and abil-
ities that made them like
gl.!l.!.". T]'I.'l'"’f .|rl'1'|.r1.|."|'|.|t'.
Symbol of the ¥ ruled over the lesserspir

Lords of Dust its and became known as

- §

- |\"'.'-‘I

the rakshasa rajahs. In time, a combined force of dragons
ilIIII l'll\]-ltl.h lll'l‘i'd‘f‘ii :i'll‘.‘hl‘ dl'll'll.'lll.!-. '«‘-'ILII ll‘l‘ ml“;l‘tlf‘;‘
among them hound by the Silver Flame, The weaker spiriis
slipped through the net, however. Immorial and cunning,
ltll‘:«' J'I.-'l'il" I‘l-'ll.l Lens \Jrlll‘]\l'-illl.‘iﬁ 1."1‘?'.‘1’..‘! o I?I':Jt Jllll lf.JIFIIIf.
Someseek to free their ancient masters from imprisonmeni
(this was how the fiend lord held benemh the Tameor Hills
in Thrane escaped his bonds). Others seek 1o scize the
power ol the r'r|1]1:|'|'\.u:ru'|:1 rit_]iti\‘\. fortheir own 1"111.1.|!\_f_ soine
simply take pleasure in spreading chaos and pain, playing
with mortal civilizations like a child plays with dells. These
il ree f}!f‘ 'I ||I'I1.‘- r1f n'l,l‘-l

The Lords of Dust are cunning shapeshifters, and
their plans {ofien unfolding over centuries) are difficuln
rl'lr rI|r|I'I:-|]'\. 1] Elilljl.ilrll -]-.1I" i'll"\' |1|I'¢-'I| e One can ||ILI.' “'11!"|I
dealing with the Lords of Dust 15 to be wary and trus
nothing: These ancient hiends favor illusion and deception
above all.

It s jrat ticularly difBeult to determine whether the
Lords of Dustare invelved in » given intrigue or adven
ture, since their motivations are so obscure and their
|r|r!|1:r1|.'\. LA ¥ \-IIiI‘IE. I‘Iﬂ“P'rl" III |l|"‘.if‘||| n'.‘ll'lll El‘l“l'lflll
111|,|Hic is invalved, ifvour enemics seem ||.|:=l"'ri':f ruthless or
wildly ehaotic, or if vou find yourself lost in an endlessly
tangled web of subterfuge, you might be dealing with the
Lords of Thast
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THE ORDER OF THE
EMERALD CLAW

Inthe beginning of the Last War, the agents of
the Order of the Emerald Claw were the haroes
of Karrnath. Their devation to their

nation wns matched only by their cun-

ningand skill atarms. The knights of the

order were instrumental in Karrnath's
military suecess, nnd it is now believed that
certain acts of ezpionage and sabotage
that occurred in other nations were their
seeret handiwork,

Az time passed, though, the King of
Farrnath began to have his doubts about
the aorder. The knights of the Emerald
Claw were ri.errrl.:,- devoled to Karrnath,
but few cutside the order’s highest levels
knew that their devotion masked service 1o
another master—the Blood of Val. Ultimacely.
edicis were passed condemning the order for
Its vielent activities, and by 380 YK it was for-
mally disbanded and cutlawed by Moranna, the
regent of Karrnath, But while the Emerald
Claw ne longer hasany ties to the government
of Rarrnath, it continues to operate in the  Symbol of the Order
shadows across Khorvaire. The order elaims  of the Emerald Claw
to still be dedicated 1o Karrnath, but makes
known its belief that Kaius 11l is weak and that he betrayed the ecuntry
when he u:lu.ght peace

Few outside the most high-ranking members of the orderunder.
stand and appreciate the true connection between the order and
the Blaand af Val. Moul assume that sinee the arder consists of |.|:l1l,r.'|.|
Karrnathi, it is understandable that some of 1ts members follow the
teachings of the Blood, The truth is, however, that Vol created the
order not Lo help Karenath, but 1o help hersell. The Emerald Claw
represents the claw of a green dragon, o connection to Vol's heritage
asa hall-dragon. It has members, both recognized and hidden, oper-
ating throughaul the Five Nations and beyond. These membess serve
as Vol's eyes and ears, her devoted army, and her trusted hunters of
arcane relics of power.

When dealing with the Order of the Emerald Claw, it is easy to dis-
miss them as zealots and extremists, OF all the villains in Eberron, they
sre perhaps the most straightforward—where you find the order. you can
usually assume that evil is afoot. Never undecestimate the Qrder of the
Emerald Claw, though, for it can attract skilled wizards and warriors 1o
its banner, and the organization’s combination of patriotism and (secret)
religious fervor wins it many allies among the common folk. The order
:||||g|11 BTV r1uE:||:|.- b e ieaned 1o PVL[, bt ot can .‘\.[1”1'“]:“! guu:! llruiﬂr 1l
serving its ends,

You might be dealing with the Order of the Emerald Claw if your foes
e lude :r|.lr]|.ig:e|1l unnelead such as vimpires or liches, irll:lf'r reveal Karr-
nathi accents, or 1rI||:1-.}- |:|.i.5.]'|]a:.r ]iigh lewvels of ||1i.|.||I||r':,I 0or |'.r|.'tgi.1'.:|| iraimn-
ing. Naturally, if you see the symbol of the order displayed on shields or
helmers, it's a dead giveaway that the order is invelved., Outside Karrnath
and particularly beyond Khorvaire, members ol the order do not always
take pains to conceal theirafflistion,

Some stories say that they are invaders
from Sarlona, others thatthey come
from another plane, while some claim
that the Dreaming Dark is one mono-
lithic spirit that uses mind seed to claim
followers of all races and nations.

The Lords of Dust

Knowledge (religion)

DC 15: In ancient times, mighty fiends
ruled the land. These were the chil-
dren of the dark dragon Khyber.
The universe could not stand 1o
see such evil roaming free, and the
Silver Flame took form to bind this
terrible darkness in the depths of
the world.

DC 18 While the greatest fiends were
trapped by the Silver Flame, their
weaker servants were able 1o slip
through the bonds, like small fish
slipping through nets made to catch
krakens. These treacherous fiends
remain in the world, and the tem-
plars of the Silver Flame must be ever
vigilant to prevent these demans from
frecing their bound masters. Some of
the fiends have joined together in an
alliance called the Lords of Dust,
name that refers to the ancient powers
they have lost,

DC 22 The most common order af
fiend among these Lords of Dust is
the rakshasa, A rakshasa iz a clever
shapeshifling demon that ean assume
any humanoid form and posscsses
considerable magic powers of its own.
Rakshasas are resistant to most magic,
and neither sword nor mace can harm
them—only o spear or arrow blessed
by the forces of good ean penetrate
such n demaon's hide,

The Order of the

Emerald Claw

Knowledge (history)

Karrns receive a +5 bonus on this check.

DC15: The Order of the Emerald Claw
was a chivalric order that served King
Kaius | and his successors during the
Last War. The order waz outlawed
in 980 YK for extremist activities,
and King Kaius 111 has gone ta great
lengths in an sttempt to stamp it
out. The order continues to remain
active in the shadows of Karrnath
and beyond, but it is now seen as a
terrorist arganization.



The following twa spells, twa psionie powers, and one feat
represent only a few of the powers developed by the forces
of darkness or by those who oppose them.

Price of L alty
Enchuntment (Charm) [Mind-Affecting]
Level: Sorcerer/wizard 2
Componenis: F
Casting Time: | standard action
Range: Touch
Tﬂl“!‘tl O ne humanaoid
Duration: One hour/level
Saving Throw: Will negates
Spell Resistance: Yes

Gold and greed are the two tools of the Aurum, and this
subtle charm uses one to harness the other. The effects of
fprice of layalty are identical 1o charm person. The drawbacks are
the limited range and the fact that the targel must accept
your offer of a platinum piece (the spell’s focus) for the
spell to take effect. The advantage is the subtle nature of the
enchantment. Prce oflopally requires no gestures or incanta-
tions, and there are no signs of magic: whether or not the
target succeeds on his saving throw, he will never know that
a spell was casi. However, the effect can still be discerned
by detect mage nnd simalar spells,

Focus: One platinum piece.

Sentinel’s Watch
Divination
Level: Sorcerer/wizard 2
Components: V, 5, M
Casting Time: | standard action
Range: Touch
Target: One humanoid
Duration: One hour/level
Saving Throw: Will negates (harmless)
Spell Resistance: Yes

Subtle dangers hide throughout the world of Eberron.
Changelings and doppelgangers wark the whims of the
Traveler. Ancient spirits scheme to destroy human eivili
zation. In these dark times, little is exactly what v appears
1o be.

Protection is the duty of House Dencith, and in 766
YK Jolasd'Deneith, a mage of the Twelve, developed this
ritual to sirengthen the eyes of those who served his house.
Sentinel’s watch wards the subjeet agninst deception, allowing
him o pierce falsehoods of all forms.

While protected by wntined s watch, the subject receives a
+0 competence bonus on the following checks and saves,
*  Spot checks to penetrate any form of disguise or

illusion,

*  Sense Motive checks made to oppose Bluff checks.
*  Will saves 1o resist enchantment or illusion effects.

1f the subject bears the Mark of Sentinel or the Mark of
Detection, these bonuses are inereased o +6.

Muteriol Component: A piece of quartz, which is touched
to the eyes of the subject.

Blade of Light

Psychoportation

Level: Psychic warrior 4

Display: Material

Manifesting Time: | swifi action
Range: Touch

Target: Weapon touched
Duration: | round/level

Saving Throw: Noune

Power Resistance: No

Power Points: 7

The pyychic warriors of the kalashtar. dedicated to battling
the Dreaming Dark, developed this power 1o help in this
struggle, but it's equally effective when dealing with crea-
tures of Xaoriat or demons from Shavarath. This power
surrounds one weapon with a softly glowing energy field
that is anathema to fiends. When the weapon strikes an
evil extraplanar eveature, it deals an extra 2d6 poinis of
damage. This power has a wenker effect on creatures that
are merely possessed by outsiders (such as the Inspired);
in .-|.'|,;|.'|'|. Cakes, lllr weapun ﬂ.rnl.\ an exlra El.lﬂ i.ll'liltllﬂ nfﬂutl—
lethal damage.

Dissonant Touch
Telepathy [Mind-Affecting]
Level: Psychic warrior 2, telepath 2
Display: Visual
Manifesting Time: | standard action
Range: Touch
Target: Creature touched
Duration: | minute/level
Saving Throw: None
Power Resistance: No
Power Poinis: 1

The assassins of the Dreaming Dark enjoy toying with their
prey. This psramie attack disrupts the nervous system of the
victim, eausing intense weakness or disorientation for the
duration of the effect.

When you use dissonanl fouch, a suceesslul melees touch
attack causes your victim to take o penaliy of 1d6 points
to either Strength or Dexterity; you choose which before
you make the attack, The alfected ability scare cannol be
reduced below 0, and if you use this ability more than onee
on the same victim, only the greatest penalty is applied.

Augment: For every 2 additional power points you
spend, the penalty is increased by 1 point.

Ifyou spend an sdditional 6 power points, the penalty
applies to both Strength and Dexterity,

Feat: Death’s Blood

The Mark of Death has passed from the world, But while
the line of Vol was eliminated by the elves thousands of
yearsago, the Quren 4.'|r|l'u,-. Dealj has conducted r:.ptri:—
MENLE d:!lgﬂ:d 1o relurn |h.f min ri (L) lhf \'I'D'I'Id D]‘IE u;
your ancestors was involved in these experiments. and
this heritage gives you a natural vesistance to necro-
mantic effects

Prerequisite: EIf or half-elf.

Benefit: You gain a +4 bonus an saves against necro-
mancy spells or spell-like abilities.

SHOLLYZINYODHO SNOMINTHA
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WARFORGED

LiviNG CONSTRUCTS

The warforged are living constructs—machines made 10 serve as soldiers
duringthe Last War. They are massive, powerful erentures bullt inagenerally
humanaid shape from materials such as iron, stone, absidian, and darkwood.
Warforged are genderless (although the personalities of individual warforged
can seem masculine or feminine). Their bodies are made up of flexible plates
cannected by fibrous bundles somewhat resembling muscle, The head of a
warforged 15 mostly featureless, though an individua] sometimes decoraies
or augments itself to create a recognizable face. Every warforged has one
distinctive feature: the unique symbel carved on its forehead,

Axa grnrr.l] rule, wnrfln'grll o nat have E:Ijll'ri.i'ulilf]'r :-lrlll't-s.ﬁ.i.vn
personalities, In fact. the emotion mest often stiributed to them is vague
disinterest or lingering resentment. This situation is only exacerbated by
the fuct that many don't even bave names. Warfoarged were made far the
sole purpose of Aghting in the Last War, so not o lot of effort was devaoted
1o instilling them with interesting personalities. animated expressions,
ar the need for a particular sense ol identity.

That is not 1o say thot warforged have no opinions or leelings. Despite
their origing. they are sentient creaures, each possessing a complex array
of likes, dislikes. preferences. and even hates. They simply are not naturally
good at expressing those feelings. Warforged may spend years trying to find
a name they think adequately sums up their wastes, personality, and goals.
Peaple who have spent time with different members of the race compare
them o snowflakes or Mowers—{rom a distanee I!]u,-:,.- seem uniform, but
looking closely reveals myriad complexities and great individual beaury,

I'he warlorged were created by House Cannith under commission
rI'IJIrl. Kilng-Il'l'lt 11" n-lll{ilrl!lll'i.l'l.g I'I % nrlili !'F-'I f'.‘u.JJJ'lI‘ wlll'l.lrl! construct
warriors thot could protect the kingdom from sttacks by monster hordes
and invasions from overseas. However, with |aret's death and the starvof
the Last War, the warforged went immediately to the frant lines af the
tnternal battle that would soon consume the Five Nations.

The first few versions of the warforged were simple construcis-
autematens that followed their owners' commands and had no ability ta
think for themselves, As House Cannith |1||I'J|'u\'r|:| the ¢realion process,
though, the warforged became more and more autonomous, gaining the
ability 1o make decisions, improvise, and eventually think for themselves.
The first zentient warforged were created in 965 YK

For the remainder of the Last War, House Cannith sold warforged
soldiers to anyone who could afford them, Breland, Thrane, and Cyre had
the largest cantingents of warfarged troops, and their highly visible presence
among the armies ol the Last War inextricably linked them with that conflict
inthe popular imagination. Virtually every front-page story about events in
the last decade of the war featured lurid illustrations of warforged soldiers
|:|1.J|:|'r|1i|:|g. drenched in bload, This aceaunts for much af the r!iflﬂl:ult:‘r
faged by the warforged in this time of peace: They have come 1o symbolize
the Lust War, and all that was painful and destructive about the conflict.

During the war, warforged were considered to be the property of
W!Iilll‘\"r “rlrl}' ]IIlI] III'II" rhi_"ll' Creation., -I‘hr Wi rrl_'n'grrl r| I{I falall r1|‘le_‘q't ([
this—it was, after all, the reason they had been made, But when the Treaty
of Thronehold ended the Last War, it was decided that the warforged would
bhe treated as centlient i:u.-i.ug‘s.. ]:lﬂh!.l"’h“‘.'rj {aceor :Ij:lg o .'\.-I.'I]f'll'::' u”'ivillg s s,
With lreewill and intelligent thought, they would be regarded as citizens
of their respective nations, not as property.

However, writing this emancipation into the Thronehold Accords was
ane thing: putting it into practice has proven to be quite another. Inevery
nation, the warforged face some degree of prejudice, much of it fed by war-
time images from the chronicles. The expressionless faces of the warforged
reveal no remarse, compounding thisanimaosity and making the warforged
seem more |ike objects than people. Worse, the povernments of Thrane

WHAT DO YOU KNOW?

Knowledge (arcana)

DC 10: Warforged are living constructs
made during the Last War. While
they share many of the qualities of
consiructs, they are alive, with minds
and metabolisms.

DC 15: Warforged are unaffecred by
poison, disease, und energy drain.
They never tire or sleep, and they
neither eat nor breathe. Their con-
struction includes plating that serves
as armor, and some individuals have
heavier plating made of adamantine.

DC 20: Conventional methods of magi-
cal healing nre not as effective when
used upon warforged, but arcane
spellcasters and artificers can repair
damage suffered by a warforged. War-
forged do not heal naturally, but nei-
ther do they die as a result of critical
injury—they stabilize and remain
inert but alive until repaired.

Knowledge (geography)
DC 20: Some warforged live in the

Mournland, in a community gath-
ered around a messianic figure called

the Lord of Blades.

Knowledge (history)

DC 15: The warforged were created by
House Cannith to serve as soldiers in
the Last War. The Treaty of Throne-
hold granted them the same freedom
and rights held by members of other
sentient races, Lhough there ix still
debate about the appropristeness of
this decizsion.

Knowledge (local)

DC 10: You can learn whether there
is a warforged community in a local
settlement and whether there have
been any notable recent incidents
involving warforged.

DC15: You ean learn roughly how many
warforged live in a local community
and where they can be found.

Knowledge {ﬂligiun]

DC 15: Few warforged are particularly
drawn to religion, Asignificant debate
occurred during the talks leading up
to the Treaty of Thronehold regard-
ing whether warforged possess soula.
This issuc was never resolved,

DC 20 A fewwarforged revere the Lord
of Blades ag a deity or messiah.




and Karrnath use the application of indentured servitude
to effectively keep therr warforged enslaved —insisting that
all warforged pay back the costs incurred in their erearion
before citizenship is granted to them, then making sure that
|1|l‘l" never can

Thetrapic aspect of the warforped is that they were cre-
ated as social creatures. The tactics of a successful soldier
rl‘!'.( as IIIIII'I‘I an l:ilil]ﬁl"]'-l!l“l'l “'II.IE lea rll“"ﬁl'ii. as l]lE:" Ilfl
on brute sirength and inhuman endurance,
and the warforged excelled at teamwork
as they did all aspecis af combat,
1i"|"|:|r'|:‘urg|rri now fAnd themselves
cut off from their past miliwary
lives, searching for a group to
belong 1o

Some warforped have
choten ta gather in com-
munities of their own,
particularlyinthe Mourn-
land under the banner of
|i1F .I.I:II'II llr n1il|||“1. TI'II‘
extreme philosophy of the
Lerd of Blades does not
HFFJPJEE Iy Mamy wie r"ilgr1|
however, and the majority
seeks companionship among
humanoids, Some Find o
working in cities, ofien in jobs
involving heavy lifting, danger-
ous work conditions. or dealing
with 1|1'|.r_|lr.'t«:|.||l materinls, Others
discover the camaraderieof an adveniur-
ing party, finding their sense of belonging
i 1i1F rllll flll.‘-f‘ rur WIIIJ'II 1LIF||' were 1r|..'|l|.|*—
J‘Igi]lll'lg lhll‘lll]Fr i ﬂill.ll.l.lil.l"r onr .I'I-'II'L. Lis l'.h'll'L
with an allv.

NO NEW WARFORGED

There is no denying that warforged are living creatures,

defined by its cessation

but the fact remaing that they are constructs—azssembled
and then imbued with life th I'LII.IE]I amechanical process.
Assuch, they are not capable of bearing children, nor can

Some say chae life is bese

they simply ereate offspring for themselves. The construe-
Lion process 15 n r|||r|p|r: one, and 1t requires 4 erealion
forge—a device that only House Cannith knows how 10
make and use.

When the Trl-.'l.I:lI |:1fT|:|ru:|1.r]'|.|'||t|Kl'nnlrd the “nrﬁlrgrti
status as citizens of their various nmions, it alse specified
that ne mere warforged would be made. House Cannith

was lo deactivate and dismantle all their creation

forges, and so the number of warforged in
the world would never increase from
the last day of the war. This was not
especially bothersome ta maost
warforged. since few had any
desire or need to procreate—
l|'u-}l bl rrunlgl‘t 4|||'il:|r'|.|!l:|.'
simply fitting inwo society.

However, rumaors per-

'i.lhr rhﬂl ew “'-'Irrll‘rﬁ'l"‘ll
are being ereated. One
such rumor centersonan
FI'II.gIrIiI'II' !;HIILI‘ k]lll“'ll
as the Lord of Blades
It ix said that this ren-
egade warlorged is gath-
ering the most disaffecied
and vielent members of
his kind somewhere in the
ruins of the Mournland, and
that they have found a bat-
tered creation forge and nursed
it hack 10 w4,:|r1'.||1g' condition
However, the resulting warforged nre
said to have strange mutations and
II.F'IFI'|'-. Arlll1114‘l' rumeor \IJ"-I;\ !FI. ew
Wa'l.rrll-l'gl"l "a'l].l!l[l‘f]l.\' |IIFt|l'iI|'||Ig oan l]l.l'
strects of Sharn with no memory of how
they got there or whe created them. These
II'Illl'- IIIEILII.\ 11|IE111 Irl'ﬁur!li'f'l.ll.g |.|'f’:|1|| same
kind of damage done to them during the war, or may simply
have defective parts, but the Fact that this phenomenon
is Ofcurring only in Sharn makes those |Juﬂl\.i].ll]i.llb5.

less likely

M

WARFORGED FEATS

Shocking Fist [Warforged]

Your slam attack can deal a shock.

Prrrrl:luin.:lr: 1"I.ulr’I.'Il grr!. ilul'ai" altar k 1rirll1|\. "Iq.

Benefit: As a free action, vou con channel some of
your life force into aslam attack. You must declare thatvou
are using this feat befare yiu make vour sttack rall, When
yau use this feat, you deal domage to yourself {any amount
:1.|_u..'|i to or less than your base attack bonuag). If the stinck
hits, yvou deal 1d4 poiils of electric ity ilutl..lgf 1o the Larged
per point of :].nn.l_gl- Yo dealt 1o vourself. For exa mr:||-.- il
vou dealt 3 paints of damage to yourself, s suecessful attack
would deal an extra 3d4 points of electricity damage.

ITthe attack masses, the altempl ia wissl e (huat you wiill

tnke the damage vou dealt to yourself),

You can srrempt 8 shocking fist artnck any number of
times per day, but anly once per round,

Overload Metabolism [Wa rfurged]

You can heal damage at & cost to your other physical
atLr IIJII!{"\

Prerequisite: Warforged, Sir 13, Con 3.

Benefit: Once per day as a standard action. you can
excite your warforged metabolism (o heal a number of hir
points :'L!u.l.i i evaur HD Dn;ng this incursa—2 '|u-|uil:.
to your Strength and Dexterity scores for 10 minutes.

If you are unconscious and have not yer used this
.nh!ljl:;. any infusion that 1a TEEls you .|'|I:r|:|1TI.IIII.'.I]|.:.-' Aacki-

VRLES 11,

h———d
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XENDRIK

CONTINENT OF MYSTERIES

Home to the first civilizations in history (discounting legends of a period
when fiends had dominion over the world), Xen'drik remains largely
unknown to the rest of the world. Its thick jungles, barren deserts, and
soaring mountains seem to conspire to hide its secrets from outside
explorers, as if the relics of the Age of Giants were not meant for the eyes
of prying relic hunters and adventurous scholars. All manner of strange
creatures inhabit its vast expanses, some boasting civilizations of their
own. Xen'drik is the continent of mysteries—a place where expectations,
social rules, and sometimes even the laws ofmagic and rea]iiy are turned
on their heads.

The empire of the giants appeared some eighty thousand yearsago,
emerging into a world that seemed prepared for its arrival. If legends
are to be believed, the powerful fiends that once ruled Eberron had
been conquered—imprisoned within Khyber by the spiritual coils of the
couatls, angelic allies of the dragons in their eons-long war against the
fiends. From the ashes of this unspeakably long war, the giants arose.
As with later civilizations, it appears that the giant civilization grew
slowly from humble beginnings: Bands joined into tribes, warlords
united tribes into kingdoms, and kingdoms made war and jockeyed
for power.

Some scholars believe that these kingdoms were unified at some
point into a single empire, while others dispute that claim, speaking of
multiple empires or kingdoms when describing the giant civilization.
Still others say that there was never a monolithic civilization at all, and
that the traditions of the various giant nations were completely distinct
from each other. These scholars believe that the giants' civilization arose
independently in different areas of the huge continent, used different
languages, and might even have been dominated by different species of
giant. These scholarsalso hold the unpopular opinion that the divisions
now observed among different varieties of giants—hill giants, fire giants,
frost giants, storm giants, and so on—have always existed, or at least had
already arisen by the time the giants left any physical record of their
presence in Xen'drik. This theory flies in the face of the common belief
that the fragmentation of the giant race into multiple subraces occurred
after the fall of their civilization, and might have been directly caused
by that fall.

Whatever the truth, the might of the giant kingdoms was clearly
founded on two important factors: their use of elf and drow slaves, and
their use of arcane magic learned from the dragons. The giants wielded
powel‘fu] magic, the like of which has not been seen since their fall. Asa
result, many explorers enter the ruins of their civilization not out of his-
torical curiosity, but primarily to pillage what artifacts can still be found
there. During the Last War in particular, several of Khorvaire's nations
sent agents and scholars to Xen'drik, hoping to find magical secrets that
could aid their cause in the confliet. It 15 said that the warforged and the
secrets of elemental binding both arose from such expeditions, and arti-
facts such as the Ramethene Sword, uncovered during the war and put to use
by Karrnath, certainly had some impact on the war.

Aside from historical interest and the lust for magical power, one
additional factor draws explorersto Xen'drik from Khorvaire and distant
Sarlona alike—dragonshards. Siberys shards falling from the Ring of
Siberys land primari]y in Xen'drik. Since these shards are valuable both
to the dragonmarked houses of Khorvaire and to the Inspired of Sarlona,
their presence gives the continent of mysteries great importance.

The ruins of the giant civilization (and the drow who still lurk in
those ruins) are by no means the only secrets locked away in Xen'drik,
nor do its glories all belong to the past. Explorers return to Sharn every
month with some new tale of a thriving civilization just discovered, a

WHAT DO YOU KNOW?

Knowledge (arcana)

DC 15: Xen'drik is littered with the
ruins of an ancient giant civilization.
Those ruins hold countless ancient
artifacts, inscriptions carrying pow-
erful arcane spells, strange magical
effects, and other items of arcane sig-
nificance. The continent isalso home
to great fields of dragonshards, fallen
from the Ring of Siberys.

DC 20: In Xen'drik's ancient past, the
giants learned the secrets of arcane
magic from the dragons of Argonnes-
sen. They used that magic to construct
wonders unequaled in the present.

DC 25;: The giants also used their pow-
erful magic to destroy the planar gate
through which the quori invaded the
world. The result was a tremendous
cataclysm even larger in scale than
the devastation of the Mournland.
The regions now known as Shargon's
Teeth and the Phoenix Basin were
sunk beneath the sea, and the cities of
the giants—even the earth itself—were
rent asunder.

Knowledge (geog'raphy)

DC 10: The continent of Xen'drik lies
to the south of Khorvaire, across the
Thunder Sea. Its main humanoid
settlement is the city of Stormreach,
once a pirate base, built among the
ruins of an ancient giant city.

DC 15: The most common route from
Sharn to Stormreach leads through
Shargon's Teeth, astrait studded with
islands and sharp reefsand inhabited
by sahuagin. It is common practice to
offer tribute to a sahuagin chieftain
to secure passage through the strait.

DC 20: Xen'drik is a vast continent,
considerably larger than Khorvaire.
From the Skyfall Peninsula in the
tropical north, closest to Khorvaire,
it extends almost all the way to the
southern end of the world, known as
Everice. In between, jungle gives way
to temperate forest and then to taiga,
mountain rangesstretch for thousands
of miles, and the great golden desert
Menechtarun covers an area the size of
Breland and Zilargo combined.

DC 25: Xen'drik is home to a number of
supernatural environments as well as
awide variety of natural ones.




plant or animal with healing or magical properties. or
some ather wonder uncovered in the wilds of the mysteri-
ous cantinent. Clearly, decades of exploration of Xen'drik
have only seratched the surface of the mysteries still wait-
ing to be revealed there.

XEN'DRIK ENVIRONMENTS

The people of Khorvaire often speak of "the jungles of
Xen'drik” as though the cantinent were densely forested
over its entire extent, Most exploration of Xen'drik has
been limited te the preat northern peninsula closest 1o
Kharvaire, and given that thisterritary is maostly eovered in
dense tropical forest, the misperception s understandable.
Imreality, Xen'drik is a vast continent stretching far beyond
the tropical jungle af the north. encompassing nearly every
Lype of la rH'j!EiIE.‘IE and terrain.

The great desert Menechterun deminates the western
partof the continent. The desertis bounded on the east by
the Fa ngs nFArE- ruk, an enormous mountain range that
fentures the highest peaks outside Argonnessen. Farther
south, the jungles along the east coast turn gradually into
temperate forest and taiga, with the land eventually giving
way to the frigid waters of the yawning leemaw Sea and
Everice beyond.

Simply by virtue ol its size and geographical features,
Xen'drik encompasses every iype of terrain and enviroan-
ment described in the Dungeon Master's Guide, from cold
desert to warm forest. Its historical position as the site of
one of the greatest civilizations of the ancient world also
ensures tha the continent POIICEECT MOTE CXOLIC regiani—
as well as regions that make no climatic or geographical
sefse. There s said (o bea rrginn of hitter cold somewhere
within the otherwise blistering sands of Menechtarun,
for example. The Marsh of Desolation, festering at the
base of the Skyfall Peninsula, is said to carry the taim
of some great evil that lies a1 its heart. sapping the will
of those who enter and consuming their minds like fire.
Even within the vast jungles of the tropical north, strange
areas sbound—places where the hanging moss reaches our
1o grasp travelers. regions where a constant sense of move-
ment lurks at the edge of one's field ol vision, and manifest
roney where the fires of Fernin or the darkness of Mabar
seep into the warld,

Drawing maps of Xen'drik has praven ta be difficult,
and not just beeavse of the dangerous creatures that inhabi
the continent. Distance sometimes seems to ebb and flow
with a blatant disregard far natural law, so that differ-
ent cariographers can measure the same expanses and
produce wildly varied results. A journey that takes one
expedition a week might take three weeks Far the nexi,
with no :I:'Il.lrl'i'lﬂi:!l;‘- difference in circumstances. These
phenomens ore commonly sttributed to the uncon-
trolled magical energies that ran wild at the fall of the
g]i’ll'l.l. Eiugﬂnﬂlﬂ-. but no ane has 1_u-r||. ahle (] ul'l'.-ru rore
conerete cxplanation,

Beyond the natural world and lissupernatural alier-
ations, Xen'drik has much to offer adventurers in the
Form of construcied environments, Like the jungles of
the narth. the eyelopean ruins of the giants readily come
to mind when people think of the dungeons of Xen'drik,
but they are not the only sueh sites on the continent. The
giant ruins ure incredibly ancient, but the continent
holds some that are older still. dating as far back as the

end of the Age of Demons. Xen'drik has had a long and
varied history since the fall of the giant kingdoms, and
in the past forty thousand years, countless small realms
have arisen. built monumentsto their achievements. and
faded into the mists of history—leaving ruins 1o explore
and riches to unearth.

STORMREACH

Stormreach is the gateway to Xen'drik. A thriving eity
populated by expatriates from every nation of Khorvaire,
it is the center of trade and travel between the two conti-
nents, and even a stopping point for those Sarlonans who
come o Xen'drik seeking dragonshards. Though nowhere
near as large as Sharn or the other major metropolises of
Khorvaire, it is quite possibly the maost diverse eity in the
world in terms of the different races and nationalities that
crowd its streets.

Starmreach began asa pirate haven when explorers first
began to vome 1o Xen'drik in search of dragonshards and
sntiquities. Therewere no regular trade routes, but pirates
found it profitable to lurk near the tip ef the Skyfall Penin-
sula and attack ships as they made their way back to Sharn,
Trelanport, or the Cyran port of Mardain {now Pylas
Maradal, in Valenar). Several different bands of pirates
built lairs in the ruing of an enormous giant metcopolis
inthearea,

Around 800 YK, the dragonmarked houses demanded
that the Kingdom of Galifar puta stop to this pirate activ-
iy, The houses certainly had their own interesis an heart,
but av the same time, both Mergrave University and the
University of Wynarn were planning major expeditions
to Xen'drik. The tirngnnm.‘lrkrd houses -umrr.t.xru”r made
the case to the king that ending piracy on the Thunder Sen
wai beneficial to his rule as well as to the houses and the
universities, and a long naval crusade ensued, By 802 YK,
the pirates were mostly routed from the Thunder Sea. and
their dens an the Skyfall Peninsula became Stermreach,
Backed by the dragonmarked houses, the settlement grew
steadily, and it remains a prosperous (if somewhat wild)
frontier city to this day.

The archiecture af Stormreach is astonishing to those
moking their first visu to Xen'drik. The ancient giant city
has crumbled away to rubble, which inturn has been used in
newer construetion, particulacly for the impressive enclaves
of House Kundarak and House Tharashk,

The dozen or so neighborhoods of the modern city are
widely spaced among the giant ruins, connected by lang
roads and {in many places) magical teleportation devices.
The regions beiween these neighborhoods are nearly as
dangerous as the wilds of Xen'drik—predators fram the
sl rrfllllil]iﬂ!’jllﬂxll‘ frg-qu:rlil}r hawnt the rurns, rlll,lgi.l'il”r
ereated constructs still puard parts of the ancient city. and
small bands of drow hunt in search of both treasure and
prey. The l_':ll}l' 15 somet jmes ca][ed r]'u.- EII}' of Dullx:tll!.‘-—
partly a5 8 mocking comparison to the City of Towers, but
partly due 1o the vast expanse of its underground chambers
and aboveground ruins, all holding dangerous foes and
rich rewards.

Stormreach is alive with magie, and arcane obelisks
and fountains dot the ruins of the ancient city, The pirate
bands thar first settled the area built their residences
around these features, and they remain central to the city's
modern neighborhoods,
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RACES OF XEN'DRIK

Xen'drik s populated by countless bizarre and unusual
creatures, and its more civilized humanoid and monstrous
humanoid inhabitants are no exception. Ranging from the
debased remnanis of the ancient xiurﬂs' civilization to the
strange beelike abeils (described in Monster Manual 11} that
are said to inhabiv at least one hive-city in the foothills of
the Fangs af Argarak, the races of Xen'drik are monsirous,
bestinl, barbaric, and often highly zenophobic.

The giants are the most important race in Xen'drik,
at least historically speaking. Descended from the titans
who built Eberron's first civilization, the giants of modern
Xen'drikare but s shadow of the race's former glory. They
have splintered inte numerous kinds and spread to inhabit
a wide range of environments, Hill giants are the mast
commenly eneountered around Stormreach, engaging
in trade with the peaple of the city, Forest giants (from
Mlm:]'rr rHrmurJI ”J |1|:| nl mm I!|'|¢ fllri,-:.'l.n. ﬂrlhr nl_rrlh. T I1'|v|:'3I
are rarcly seen. Stone grants nre also relatively common,
though they avoid the jungle in favor of rockier terrain in
the ||:||:|I.|i'|1..i||1.-|..'|r|'|j caves io Lhe CYR il h. f)fl'l:r kines urgmllm
estnblished themselves in more extreme environments:
frost giants in the frozen south (as well as the far north).
bre giants in the volcanie mountaing, and eloud and storm
giants in the heights of the sky and the depths of the sen,
Some giants dwell in the desert Menechtarun, including
sun giants (Fram Monder Monwol 1) and sand giants (from
.'I-rmr:.lrr Murluur ””

The former slaves of the giants—the drow—are the
other important race on the cantinent. When their elf
COUsINS r]l‘d fm Afrr‘]lll]. lhl‘ ll.l'l:lw |I'rl1.'|1l'|fd m 1]'|.f "l.qll'_lﬁ“
of the ginnt ruins, and their eivilization huas undergone
little change in nearly forty thousand years, They believe
that they alone preserve the dignity and valor of the I
race. dismissing the rebels who fled 1o Aerenal and their
Valenar heirs. They wander the forests in small bands,
camping underground at times, and have little interac-
tion with others of their kind. letalone other races. (The
drow of Xen'drik are described in more detail in Baces
“f EIN"rrll". }

The birdlike race known as raptorans {described in
Races of the Wild) lives in cliffs and canyons all over Xen'drik,
A few have El:ligraitil (4] Khn!'van'r. their ca rlu.\:lt:p abiout the
commaon rices aroused by contace in Stormreach orin the
wilds. They are commaon inthe Titan's Teeth mountaing but
extend far beyond that area. from far north of the Skylall
Penansula to the Skyraker Claws west of Menechiarun,

In addition 1o the sand giants and sun glans, foursig-
nificant races are native to the great desert of Menechtaran.
The asheratis live in tight-knit family units underground,
swimmingthroughsand it as if itwere water. The goblineid
bhukas dwell in canyons and cliffsides, particularly where
the desert abuts the Fangs of Angarak. The insectoid huniers
nnd irackers known as thri-kreen wander the wasies, though
they are hardly numerous. Finally. the gregarious nomadic
armands inhahit the desert, trading with all the other races
of Menechtarun. (Asheratis and bhukas are deseribed in
Sandsterm. thri-kreen are detailed in Expanded Frionics Hendbook.
and armands appear in Menster Manual 111}

The race of cat folk (described in Boces of the Wild) 15 native
to the jungles of the Skyfall Peninsula. Over years of inter-
action with the people of Stormreach, catfolk have migrated
Lo varinus parts of Khorvaire, |'ur|grrgr|1:i11! part i.l‘:uhlr'lr i

the Eldeen Reaches and Q'barra.

The race of yuan-ti is actually native ta Sarlona,
having originated as an offshoot of humans. When the
Inspired took control of that continent. they began to
exterminate the yuan-ti, and those that could escape
fled to .ﬁ.rgun nessen. Ma Ty of the d ragons were unwill=
ingto open their land to these refugees, but a handful of
Chamber agents who saw the arrival of the yuan-ti as part
af the unfolding ol the Prophecy offered them sanetuary.
As the numbers of yuan-ti grew, draconic resistance to
their presence increased aswell, and most were eventually
banished 1o Xen'drik. According to some scholars, it was
only upon theirsettling in Xen'drik that the roce of yuan-
ti became corrupted and hateful, and these scholars point
to the benevolent yuan-ti of the Talenta city of Krezent
as evidence that the race was originally no more evil than
its human ancesiors. Whatever their origin, the yuan-u
of Xen'drik are more uniformly evil than most races of
Fherran. Tluu;l.xh f:rrp]u’nl:'l individuals exisl, most are
thoroughly vile and depraved, For the most part, theyare
isolated in their temple-states deep in the jungles, but
some have taken up residenee in the glani ruins surround-
ing Stormrench. From there, they send their most human-
like agents among the pepulace to pursue their nefarious
ends. Supposedly, these yuan-ti seek to transform all of
humanity into their own serpentine image.

Twe races with a common ancestor have spread o
dominate isolated Kapaerian lsland, west of the Skyfall
Peninsula, The ordered cities of the skarns and the more
casual communities of the rilkans thrive side-by-side.
trading mostly with each other but slowly starting to expand
to the Xen'drik mainland, These races are humanlike in
appesrance, but they ure distinguished both physically
{the rilkans have bands of scales; the skarns, distinctive
spines) and in their use of the magic ol incarnum—strange
goul energy they shape into tangible spell-objects called
soulmelds. (Skarns and rilkans are fully detailed in Magic
of Incarnum. )

Countless other races. from the humanoid 1o the truly
monstrous, inhabir the wilder regions of Xen'drik, The
h i.g]'u‘-n!. coldesi I:E.‘:E-_. ol the Funx:. of Argarnk are said Lo
be home to a race of sinister yak folk (deseribed in Monster
Manual I} who prey on drow, glants, and travelers alike who
siray too near their mountain homes, Al:r(.u'ding to tales of
the nsheratis, the deepest recesses of Menechtarun are the
abode of scarpionfolk {also fram Monster Monwal 11}, Ophid-
iang, sarkriths, and crueians arve all found in Xen'drik, as
are many of the manstrous races also found 1n Khorvaire:
ogres; minotaurs, harples, gargoyles, and so on. (Ophid-
ians and sarkriths are described in Fiend Folio; crucians
appeir 10 Minateres Hondbook. )

Seemingly. every explorer who delves into the jungle
Or crosses a mountain range returns with a report of some
never-hefore-encounteved race hlllll’ljf‘lg s insular civi-
lization 1n seme lost valley or sequestered plain, The most
vecent tall tales to spread through Stormreach involve a race
of canstructs much like warfarged, supposedly boen fram
ereation forges built before humans ever set foot on Khor-
vaire. Popular imagination links these "dark warforged ™ to
the drow, and imagines a relationship between them and
the Cannith-built warforged somehow parallel (o the rela-
tionship between the drow and the elves of Aerenal. In all
likelihood, Lthese tales—like so many explorers’ reports—are
pure r|||1|::f. either |'|=|\ri.l1g o badis in rr."lilt].- L3F W68 I'Ji.'h.ll":rl'IITlg
the truth as to make it unrecognizable.




KNOWRHN RUINS OF XEN'DRIK

Huge expanses of Xen'drik remain completely unesplored,
and even the Skyfall Peninsula outside the relutively eivi-
lized Stormreach is still untamed wilderness. The majority
of the ruins and important sies that have been located in
Xen'drik are in that northern region: the location of mesn
sites beyond the peninsula is little maore than specula-
trart. O eowrse, Stoarmeeach itsel s bualt oo the madst of a
ruined giant city, so these ere among the best-known ruins
in Xen'drik.

For many years, Mel-Agat was thought to be mere legend.
Mentioned in a variety of ancient texts, this site was sup-
posedly the prisan lor a mighty rakehasa pajah. Until only
a lew years ago, most scholars had ahandoned 1’111|}c of ever
Anding it, but then it was unearthed by a group of adven-
turers led by the scholar Janik Martell. Good and evil are
hath strongin MFI-.‘.\II.II (Th 1 st s Teatured 1o the novel

Legacy of Ruin.)

TII!‘ .Frllllf]'F 1|F SI:]'I'III.‘I r T}:-'IJ. ij'.’i ill |l|ﬂ llf‘ill'r I:JrIFI-I." M:II‘.\.I‘I
of Desolation, In fact, some corrupted artifnet or cursed
entity within the temple is said 1o be responsible for the lin-
gering malaise that seems to hang over that swamp. Legends
say that it is the resting place of the Crown of Sondar Thaj,
one ol thedraconicartifacts used inthe sncientwaragains
the hend-spawn of K hyber.

The Obsidian City is another ruined giant eity, now inhab
ited by a tribe of drow called the Sulatar ("firebinders”). It
ltes fud Desest BOVD paaales upriver rl'lll'l'l ﬁlurrn l'fﬂ'l.'l]. {T!'u.'\. wile

is femtured in the novel The Shatiered Land, )

NI E R

Pra’xirek and Tharkgun Dhak are giant ruins. Pra‘zirek
lies near one of the heads (sources) of the Hydra—the greal
sound that divides the Skyfall Peninsula from the rest of
the continent. Twa tribes of giants still inhabit the ruins.
aswell as a group of drow and a locathah elan

Tharkgun Dthak is a cliffside fortress locmed in the
northern Fangs of Argarak. Ogres now cantrol the ruins,
Touad it 4% a gileway in the ‘irlll]‘l.‘- r:[KI!:ﬂ'wr and infested with
ereatures of madness. (Both of these sites are fully detailed
in Explorer’s Handbook. )

The Ring of Starms s considered to bean idle myth, and its
lecation has never been conclusively identified. According
to legend, it was the mountain refuge of a sect of magiecally
pnwcr'ru'l drow r_'1|11'1|'|g the .~"\g:~ of Ghiants, but this sect was
destroyed by the fall of an enormous dragonshard from the
Ring of Sikerys. (This site is the setting for the electronic
EJIIIII' nlﬂ!‘lfﬂ\}llfrﬂl.)

Aaside from the ruins an which the city is built, the Throne
Gate Ruins are prabably the elosest ruins 1o Stormreach,
lying about 400 miles up the Rachi River, This site served
asa temple and arcane labormery at the height of the pian:
I.'.I'I:"IEII.II‘- “1 15 featured in the Ereraoy adventure f.i'-l'm".'l DJ"rhE
Emerald Clirie, )
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