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In the darkest niaht ofMabar, they enter its walls. Five is their number, 
and their arrival completes the circle in the Hall of Stars . .. 

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

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

This is a world whose destiny is hidden in the mys­
terious prophecies of dragons, tempered by powerful 
magic, and forged in bloody warfare. 

TEN IMPORTANT FACTS 
What makes the world ofEberron unique? Here are 
ten key pieces of information about the world to bear 
in mind. 

1. Ifit exists in the D&D® world, then it has a place in 
Eberron_ Eberron is all about using the core elements 
of the D&D world in new ways and interesting com­
binations, with some unique elements thrown in. 
It's still a D&D setting, so anything that appears in 
another D&D book-from the classes and races in the 
Player's Handbook to the monsters that will appear in 
Monster ManualS-should fit right in to your EBERRON 
campaign. 

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

3. A world of maaie. The setting supposes a world 
that developed not through the advancement of sci­
ence, but by the mastery of magic. Magic allows for 

-The Draconic Prophecy 

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

4. A world of adventure. From the steaming jungles 
of Aerenal to the colossal ruins ofXen'drik, from 
the towering keeps of Sharn to the blasted hills and 
valleys of the Demon Wastes, Eberron is a world of 
action and adventure. Adventures can and should 
draw heroes from one exotic location to another 
across nations, continents, and the entire world. The 
quest for the Mirror of the Seventh Moon might take 
the heroes from a hidden desert shrine to a ruined 
castle in the Shadow Marches and finally to a dun­
geon below the Library of Korranberg. Through the 
use of magical transportation, heroes can reach a 
wider range of environments during an adventure, 
and thus deal with a diverse assortment of monsters 
and challenges. 

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

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



to most pcople.the Prophecy remains as alien as the 
dragons themselves. 

7. TIle HI"(' Nations. The human·domlnated civili7..a· 
tions on the continent ofKhor"aire trace a lineage to 
the ancient kingdom of Cali fa r. which was made up 
offke d istinct regions. or nations. These were Aun· 
dai r. Breland. Cyre. Karrnath. and Tlmille. Four of 
these nations su rvive to the presell t day as indepen· 
dent countries: Cyre was destroyed before the Slart of 
the campaign. The devastated territory it once occu­
pied is now known as Ihe Mournland . A cOlllmon 
oath or exclamation among the people ofKhorvaire 
is ~B)' the H"e Nations." or some version thereof. The 
Fh'e Nations refers to the ancient kingdom of Cali far 
and evokes a legendary time of peace and prosperity. 

8. A lI'orld ofilifriBue. The war is o\'er, and the 
nations ofKhorvaire now try to build a new age of 
peace and prosperity. Ancient threats linger. however. 
and the world desperately needs heroes to take up the 
cause. Nations compete on many le"els-economic 
might. political innuence. territory. magica l power­
each looking to maintain or i1nprm'c its current status 
by any means short of all·out war. Espionage and sab· 
otage services create big business in certain circles. 
The drilgonmarked hOllses. temples both pllre and 
corrupt. crime lords. monster gangs. psionic spies. 
arca ne universities. royal orders of knights and wiz­
ards. secret societ ies. sin ister masterminds, dragons. 
and a mult itude of organizations and factions jockey 
for position in the afterglow of the Last War. Eberron 
teems with conflict and intrigue. 

LOOT THIS BOOK' 
The Information In these pages can enhance and enrich 
your campaIgn even If you don't use Eberron as the setting 
for your game, All of the concepts and details In this book 
can work just as well In a setting of your own creation, or 
a setting you assemble from pieces drawn from this and 
other published worlds. Feel free to pick and choose. 
using the parts of Eberron that you flnd most Interesting 
or most compatible with your own campaign. If you want 
a pact of gnoll mercenaries to stand In contrast to the 
savage, demonworshlplnggnolls that are more common 
In the world, or a kingdom of ancestor·worshiping elves. 
or seven eladrin dties transposed Into the world from the 
feywild, or a wasteland blasted by some magical catastro· 
phe and inhabited by constructs and living spells-you'll 
find all these and plenty more Ideas to enliven your cam· 
palgn in these pages.. dozens of ways to make your game 
a little less ordinary. 

In other words. as the header says. loot this book! Treat 
It as a treasure trove of inspiration and resources whose 
sole purpose Is to make your campaign better. Whether 
you adopt the world of Eberron In every detail or just 
choose the elements that most appeal to you. it's your 
game. Have fun with ill 

9. Dra1:lollmarkdyuasrit'S. The great dragon marked 
families arc the barons ofindustry and commerce 
throughout Khor\'aire and beyond. Their innuence 
trilnsccnds polit ical boundaries. and they rema ined 
mostly neutral duri ng the Last \-Var. The heads of 
each house. not technica lly citizens of any nation, 
I ive in !>plendor within their encla\'es and empori­
ums located throughout Khorvaire. These dynastic 
houses of commerce derive t heir power from the 
dragon marks-unique. hereditary arcane sigils-that 
manifest on certain indh'iduals within the family, 
granting them limited but very useful magical 
abilities associated ,,,ilh the trade gUilds the family 
controls. Dragomnarks arc said to be the Prophecy 
written on monal nesh- a supposition thm incenses 
the dragons. 

10. Drll8otlshards. Ancient legends and creation 
myths desc ribc Eberron :IS a world in three parts: 
the ring above, Ihe subterranean realm belo\\', and 
the land between. Each of these world sections is 
tied 10" great dragon oflegend-Slberys. Khyber. 
and Ebcrron, respectively. Each section of the world 
produces dragonshards. stones and crysta ls imbued 
with arcane power. \Vith the aid of dragonshards, 
dragon marks become more powerful. elementals are 
controlled and harnessed. and magiC items of a ll sorts 
arc cra fi ed a nd shaped. These shards. howe"er, arc 
rare and difficult to come by. making them expensive 
and often the goals of great quests ancl adventures. 

WHAT ELSE Do You NEED? 
You' II need a copy of the D&D Player's Handbook 
(PI I). Dutlncotl j\ lasler's Guidr ' (DMG). and AlOtlSlrr 
,\lanual (AlAI). You and your players should also 
refer to the EIlf.RRON Players Guide, which provides 
new races, the artificer class, an abund.mce offeats. 
ru les for dragon marks. and ot her material userul 
for creati ng and running charilcters inlhe world of 
Eberron. or course. you can also draw from any other 
D&D core rulebooks and supplements to enrich 
your world. 

If you ha\'e EBERRON books from the previous 
edition of the game (published between 2004 and 
2007), you'll still finclmuch ofthc material in those 
books useful for your C:ll1lpaign. The rules clements 
in FiI'l' Nalions (2004) or Dratlotls ofEberron (2007) 
:Ire deSigned for 3rd Edilion D&D. but the wealth 
of I nformal ion abolltthe world contained in these 
and other Eberron books ca n be a valuable addition 
to your gaming library. I lowe\'Cr. if you run across 
places where earlier books contradict this book or the 
EIIl.HHO\ Jllnyer's Guide. these morc recent books take 

precedence. 
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CHAPTEH I 

WHAT MAKES illl adve nture or a cam paign 
sct in the world of Ebcrron different from other 
D UNGEO NS & DR AGONS ga me experiences? 

Il ow different it is depends largely on you. You 
can u~c Ebcrron as the backdrop for a traditional 
D UNG liONS & DIl. i\GONS ga me if you like. Every thing 

that exists in D&D fits jusl fine in Ehcrron. and Ihe 
world call enrich you r game with its own distinctive 
monsters. magic. races, nations. and cultures. Any 
adventure you creale or purchase should work for 
characters in EbcrrOIl. 

\Vha! the EBEKRON selling offers is an opportunity 
to enhance your game with a dilTcrcnt Oa\'or from 
the traditional high r .. masy ofmosl 0&0 ca mpaigns. 
It features a blend of swashbuckling. over-the-lOp 
action and dark urba n mystery. In the aflermmh of 
the terrible 1 .. 1st War. cOibOi ls ilnd conspi racics fig ht 
in the shadows to ga in power and innucnce. In this 
cnvi ronment . C\'cn 01 si mple dungcon crawl-the most 
basic and traditional of 0&)) ex periences-becomes 
thc centcr of a web ofintriguc and betraya l. 

This chapter explores thc variOLiS e lements of plOI, 
Ixickgrolllld. navor. and magical technology you can 
usc to imbue your EOJ' IUION ca mpaign with the rich 
at mosphere approprimc 10 the setting. 

+ The World ofEbcrron: These pages brieny 
describe and illustratc the realms that make up 
the world OInd theIr placc in the cosmos. 

• Campaign Themes and Global Threats: These 
sections outline the major themes of the Eberron 
setting and how YOLl lllight use them to build a nd 
shape your campaign. then introduce two global 
organization" thm might playa part in your game. 

• Bistory: An overvicw of the world's history and its 
impact on ca mpaigns In thc prcsent. 

• Everyday MagiC: A discussion orthe various 
kinds of magica l technology that shape adven' 
ture in EberrOIl. 

+ Travcl: Gelli ng rrom place to place-by light­
ni ng rail, ele mcnta l airship, or Oden coach. 

Wondrous Locations: P lilCCS of magic. both 
naturOilly occurring and artificially cons!ructed . 
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THE WORLD OF ESERRON 
Spinning through thc endless "oid is a magnificcllI 
world, a sphere of grem beauty and sinister darkness. 
Girdled by a golden band of sparkling dllst and orna· 
mented by Iweln.' moons. the brilliant orb is infused 
with greal magic. peopled by a vast array of (realUres. 
and teeming wilh life. The world is divided into thrce 
I)arts. one for each orthe progenitor dragons whose 
bodies form the universe. 

SIBERYS: 
THE DRAGON ABOVE 
The Dragon Abo"c encompasses t he heavens and 
all they contain. Flashes of color. streaks oflight. and 
strange blossoms in thc dark of night excite the imagi­
nation orthc world's inhabitants. CrOSSing tlte dome of 
the world is the Ring ofSiberys. a wide swath of golden 
dust stretching from one horiLon to the next. During 
the day, the Hing is faim; at night, it is a brilliant belt of 
scintillating specks weaving t hrotlgh I he heavens. 

Twelve moons hang like jewels in the night sky, 
some huge, others small and distant. and a few mere 
pinpricks of light. sc"rcely able 10 be seen with the 
naked eye. Each moon moves through its phases. 
waxing and waning in its own time. Farther out lie 
the stars. silent guard ia ns of tile greatest mysteries. 
Dragons and mortals alike gather these distant lights 
illlo constellations. making of them gods, omens. and 
portents of e\'ems to come. !=illally, beyond even the 
stars, lie the farthest reaches of the Dragon Above: 
the end less expanse of the Astral Sea (see page 261). 

KHYBER: 
THE DRAGON Buow 
Khyber. the Dragon Uelow. embodies the Underdark, 
an endless labyrinth spreading below the world. 
Narrow passages worm through earth and SlOne. 
opening onto echoing chambers and bottomless pits. 
111lhe silence lie sunken c il ie ... reclaimed by the 
earth and undiSlurbed for millennia. In the depths, 
seas of molten rock crash against melting walls. spew· 
ing poisonous gas and deadly eruptions. nUl although 
Khyber is dangerous and unforgiving. it too has life. 
The depths are home to strange beings- undead 
thralls sacrificed 10 unspeakable entities. hordes 
of monstrous beasts hungry for nesh. Nightmares 
arc given form here. remnants from times and wars 
long past. Still, for those who brave its depths. great 
rewards awail. 

Certa in caverns in Khyber contain pilthways into 
th(' ultimate depth .. of the Dragon BeIO\\ , the infinite 
vastness of t he Elemental Chaos (see page 263). 
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EBERRON: 
THE DRAGON BUWEEN 
Poised between the splendor of the Dragon Above 
and the horrors of the Dragon Below is Eberron. the 
Dragon Between. Eberron is a land of contrasts­
Incomparable be'lUty is matched by hideous evil. 

Churning seas divide t he continents. broken only 
by minor <lrchipelagos and isolated rocks that stab up 
from the frothing waves. Fh'e major continents rise 
from the seas of Eberron. 

Khorvaire has :lssllllled the mantle of the world's 
center and the heart ofciviliJ.ation. It is a crucible 
in which all peoples and races mix and mingle. 
Iluman kingdoms stand shoulder to shoulder with 
t hose of e lves. gnomes, and dwan'cs. Monstrous 
lands thri\'e in the shadows of the civilized lands. 
while new communities of changelings. cladrin. and 
dragon born search for homcl.mrls in this diverse 
and burgeoning land. 

This book assumes that Khorvaire is the primary 
setting for your campaign. Although player charac­
ters might "enturc to ot her continents and might even 
hail from distant lands. it's assumed that they call 
Khon'aire horne. 

The humans ofKhorva ire came frolll Sarlona. 
a continent far to the cast. Now. thousands of years 
after the hUlllanllligrations from these lands. Sarlona 
has b('collle a myst('rious realm of strange magic. 

South ofKhorvair(, is Xen·drik. As old as Sar· 
lona. tIll ... untamed land has been mostly reelaimed 
by the wilderness. IUsing from the jungles are the 
ruins of the once·mighty empire of the giants. Drow. 
sahuagin. and even more vicious creatures prowl 
these lands. while prospectors and adventurers scour 
the wilds for the precious dragonshards found here. 

At the top oflhe world stretches the desolate waste 
of the FrostfelJ- frozen fields of haunted ice and 
jagged. unforgiving tlloullIains. Far to the south is the 
Everice.lI frozen region as Illysterious as Xen·drik. 

Argonnessen is the land of dragons. This continent 
remains a mystery to mortals. Those who venture to 
its shores rarely relurn; those who do come back are 
lle\"er the same. gibbering about savage barbarimls, 
mighty dragons. and wonders to unhinge the mind. 

Finally, the world has echo planes. rcnections of 
the Dragon Between: the Feywild, the Shadow fell. 
and the dream plane of DOlI Quor (sec page 263). 

j\luch of Eberron is terra incognita- morl:' king­
doms and empires have been forgott en thall arc 
remembered. Wltattrcasurcs lie buried in the wll · 
derness? \Vhat civilizations thrive in the shadows? 
What wonders linger undisturbed? 
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'. CAMPA1GN. ' H£MES ' (,:S' ,J - "" 
This book is full ofresourccsyou COIn usc to makc 
your EBERRON campaign come ali\'e. infusing it with 
the grilly, action,pilcked. and mysterious tone that 
sets the world of Ebcrron apart from other D&D 
worlds. It includes a tremendous variety of C\'cnIS 
and elements yOlI can add to your g;I111C. but you don't 
have to usc them al l- indeed. you shouldn't even 
try. Instead. focus on onc or two major themes and 
develop them in depth. 

Do you want your player clmntcters drawn into 
the conn icts between nations and the rivalries of the 
dragon marked hOllses? Will they devote their time to 
ex ploring the ancient ruins ofXen'drik's lllysteriOils 
civilizations? Or wou ld you rather have them solving 
mysteries on the streets and bridges ofSharn.the 
City of Towers? These decisions arc yours to make as 
you lake the information provided in this book and 
create a campa ign that is truly your OWII. 

This section is you r gUide to the major stories and 
themes of the EnllRllON sctting and how to \\"ea\'e 
them into a compelling campaign. Whether you want 
a campaign focusing on the repercussions oflhe ter· 
rible Last War or onc that focuses 011 unraveling thc 
twining mysterics of the Draconic Prophecy. these 
cllmpaign thCllles will help you make a campaign 
that fecls difTcrent than a typical D&D campaign­
one that feels like an Eberroll gallic. 

The themes discussed in this section are: 

+ The Last War: Khorvaire has just emerged from 
a century of warfare that transformed the social 
and political landscape oflhc conti nent. You can 
incorporatc this war in your campaign in many 
different ways. from historical or time·travel 
adventures to a ca mpaign focusing on the "shadow 
war" of intrigue or the repercussions of the terrible 
Mourning that brought the war to a close. 

• The Draconic Prophecy: Thc dragons ofEberron 
study a comprehensivc prophecy they see written 
in signs across the world - and on the skin of cer· 
tain people in Khorvaire. The Prophecy can be a 
key part of ;lIly campaign. espcciully as characters 
grow into their epic destinies. and the dragons und 
demons who seek to influence its fulfillment can 
be important patrons or antagonists in you r game. 

• The Dragonmarked: Thirteen dragon marked 
houses- mercanti le families marked with signs 
of the Prophecy that enhance their magical 
capabi lilies- dominme the economic landscape of 
Khor\'aire. The part they play in your campaign is 
up to you and your players. especially if all)' of the 
characters in your ca mpaign arc dragonmarkcd. 

Urban I Illriguc: Eberron boasts a IlIlmbcr of 
large cities wherc crimi nals. spies, and age nts of 
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greater powers work in the shadows. If yOli wallt 
a campaign focusing on mystery. intrigue, and 
politics, inspircd by classic film noir with a fantasy 
twist. Eberron's cities arc the place to do it. 

+ Dungeon Delving: Classic D&D adventures. 
in which cha racters delve into ;mcient ruills in 
searc h oflosttreasu res. can take on a whole new 
dimension when YOli frame them in the context of 
the political schemi ng of Eberron. The player char· 
acters might find themselves in competition with 
other orgunizations seeking the same treasures as 
they arc. and discover that possession isn't always 
nine·tenths of the law. 
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I:rom thick forests and vast plains across Khorvaire. 
fortresses rise tip toward the sky. their parapets 
bristling with weapons. In the middle ofwastclands 
blasted by magic and quenched in blood. thc ruins 
of castles. camps. and cntire cities protrude from Ihe 
carth. In the halls of powcr. every promise masks a 
deception. evcry treaty disguises:ln ulterior motive, 
und every sh:ldow hides a potential assassin. 

It is impossihle to overstate Ihe Impact of the Last 
War 0 11 the lives of e"ery inhabitant ofKhorvaire. 
\<\far raged across the continent for a hundred years. 
turning each nat ion lIgainst virtually cvery other in 
a shifling .series of alliances. Four yeilrs ago, a ter· 
rible cataclysm known as the Mourning left a huge 
swat h of cent ral Khorvaire utterly <lnnihil<lted. every 
living thing exterminated and the ground scoured to 
ash. In the four years since the Day of Mourning, the 
nations ha\'e only just begun to rebuild. Hoyalty aud 
commoners alike pray that the century· long collmet 
wasn'l merely t he precursor of a greater horror. 

THE LINGERING SHADOW 
Less than two years have passed siIlC(' the signing 
of the Treaty of Throne hold. All living residents of 
Khorvaire wcre molded by their expericnces during 
the war. Evcn thosc who never experienced direct 
combat were shaped by the actions Ihey undertook III 
support. or in den(lnce. of the raging war. 

Across Khorvaire. trust is as rare as a soldier 
without scars. Cit izens ofbordcr towns see Cyran 
refugees and turn away. afraid that these displaced 
wanderers bring with them the doom of their dead 
nation. \Vhen they see adventurers. warforged. 
and goblin or dragon born mercenaries walking the 
st reets. they rClllcmber a fresh t he horrors of wlIr. 



\Vhen peoplc hear rumors ofinellrsion allheir bar­
ders.lhey belic,'c the worst, ccrtain that Ihc war has 
finally erupted again. the fragile peace broken at last. 

National leaders hide in their p.."llaces, feeding 
their own fears with secondhand reports and whis­
pered intelligence. building up their military forces. 
sabotaging and spying on the nations with which they 
are supposedly at peace. Forges continue to churn 
out weapons. and both sta nding armies and roving 
mercellaries remain rcady 10 use thcm. Every day. 
anot her war cdges c\'cr nea rer, for the people ha\-e 
forgotten how 10 work toward anything else_ 

LAST WAR CAMPAIGNS 
Any EIlIoIIIION campaign should at least touch on the 
theme of the List Wilr and its impact on the lives of 
the player characters in the past. if not the present. 
When you start your cmnpaign. discuss with your 
players what their characters did during the war. and 
when you create major nonplilyer chaTilcters for your 
game. consider the sa111e ([uestioll. Did they fight? If 
SQ, on what side. and what were their duties? \Vere 
they soldiers or spies. couriers or saboteurs? If they 
avoided direct action. how did they manage it? What 
were they dOing. and where? Thesc details make for 
richer character backgrounds. and they also help you 
sleer campaign e\'enls to come, They innuence not 
only the mindscls of the player characters, but also 

the attitudes or ot hers toward them_ Best of all. they 
provide you with ill1 abundance of ad\'enture seeds. 

The Last \Var made Eberron what it is. Every 
character, every community. and cvery nation is 
still reco\'ering from the war. still suffering. and sti ll 
rebUilding. Many Illonsters of the wlld arc legacies of "­
the war- either living weapons or otherworldly beasts -drawn by the constant bloodshed. \Vhat were once 
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safe routes between COlll lllunities arc now broken 
and dangerous: what were thriving fonresses and 
temples arc now monster·lmunted ruins. 

Some military UliitS still lurk m the edge of ci"ili­
zation. unaware or refusing to acknowledge that the 
wilr is over. They mid and :unlmsh real or imagined 
foes. These activilies thremen to ignite wider border 
ski rmishes. Commu nities thilt once stood on major 
trade routes arc IIOW isolilted. while others find 
themselves bereft oflncome now that the demand 
for weapons is diminished. All of these settlements 
require brave Sallis to risk the wilderness and relUrn 
with news and sllpplies. Numerous wonders and pow­
erful weapons of war have been lost. and only a rare 
few individuals have the wherewithal to hunt them 
down. 

If you want 10 make the Last \Var a more sig­
niflcant theme in your caml>'''lign, you might make 
eXlensive usc of nash backs, scale the limeline of 
your campaign back a few years. and run a historical 
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game set during the Last \\lM-or even incorporate 
elements of time travel into you r ga me. \\lhiche\'er 
appro'lch you usc to put characters in the action of 
the war. you might pit them against Emerald Claw 
saboteurs (page 86). soldiers or agents of any nation 
ofK horvai re. spies or assassins from Iiollse Phiarlan 
(page 226) or Ii ousc Thuranni (page 232). or any of a 
variety of other foes. You might want to make signifi· 
ca nt lise of wilrforged (!I I 1\1 26 1) or Karrnathi undead 
(page 85) as opponents or perhaps a llies or subord i­
nates of the player charactcrs. 

FLASHBACKS 
Usi ng flashbacks, you can run both a warlimc cam· 
paign and a mod ern campa ign. The simplcst option 
is to begin the campaign with a single nash back 
to the war, as the short adventure presented in the 
Append ix does. Let the characters play through the 
nashb..,ck. includ ing the gathering of the party. a nd 
then- after a few encounters or an adventure or t\\'o­
jump ahead to the CIITrent time. 

It ca n also be fun to insert Illultiple flashbacks 
throughout the campaign. These flashbacks need 
not e\'en il1\'olve the same group of charac ters. Pe r· 
haps Ihe party in the modern era is on a quest that 
invoh'es regular research into e"ents during the war. 
You might allow the group 10 play th rough the nenlS 
in question with a different sct of characters. rather 
than sim ply telling them what they learn. The players 
ca n play through both plot lines. each influencing the 
direction of the ot her as the older group makes deci· 
sions that the modern one must deal w ith. 

Of course. alternating between entirely diffe rent 
characte rs might seem too In:'oh'ed for your taste. 
The players could instead create the same group of 
characters at two diITercnt times and levels. and play 
the flashbacks as their characters' own memories of 
events that occurred yea rs in the past. 

HISTORICAL 
A cam paign set during the Last War, rathe r than a fter 
ii, oITers a wide variety of options. You can sctthe 
chamcters down In the middle of a major historical 
ban Ie. a llowing them to experience the carnage Orst· 
hand. You could just as easily cast them as spies and 
saboteurs. working to inOhra te the borders of a rivOII 
nation or the in ner levels of an enemy stronghold. 
Perhaps the characters arc trying to discover whal a 
general's plans are. or they're working to free prison · 
ers of war. or they're attempting to destroy a creation 
forge . an eldritch machine, or a lightn ing rail route. 

The characters might be state-employed adventur­
ers. seeki ng to discover and retrieve ancie nllore or 
powerful magiC items or rituals before the enemy 
docs. They might be guards, accompanying an 
a mbassador or mili tar)' leader through hostile terri· 
tory, or standing sentine l on a hidden pass through 
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their nat ion's borders. You cou ld even set a campaign 
during the Last \Nar that doesn't direc tly involve the 
wOIr. The characters could be smugglers. for insta nce. 
making every effort to avoid the notice of soldiers on 
a ll sides. 

TIME TRAVEL 
A powerful art ifact , a lost rit ual. or a wondrous loca · 
tion might open a doorway in time. You'll need 10 
decide in advance to what extent the characters can 
c hange history. A re such eITorts doomed to failure. or 
can they alter the face ofEberrontod ay? All manner 
of plot lines open lip all I he chnrac ters a ttempt cit he r 
to fi x the historical damage someone else has caused. 
o r to r('write Eherron's history for a more fa\'O rable (to 
them. at least) result. 

You ca n e\'enuse a time·travel campaign to 
explai n certain my~terio ll'" clements ofEberron's past. 
If t he characters learn that thei r actiom tipped Ihe 
balance of a battle during the I.ast War. or prevented 
the quori from taking adl 'ant:lge of t he war, or e\'cn 
somehow caused t he Day of \ 101lfllittg. the rcsu It 
would be a memorahle campaign indeed. 

THE MOllRNING 
Just four years ago. a terrible cataclysm ripped across 
cent ra l Khon·a ire. desttn.\ ing the nation ofCyre. Mil­
lions of people died as be.lulifu! C)re was ravaged 
and transformcd into the \Io ll rn \alld. Ilundreds of 
thou<;ands were drh·ell from their homeland. This 
cataclysm was a clear ~~ mbol oft he cost of the war­
the utter ann ihilation of the nation that had once 
been the heart of Cali far. [t brought the Oghtin& 
orthe I.ast \Var 10:ln abrupt h.llt as t he remai ning 
nations tried to determilll' "hat had Imppened ... 
and whether it might h.l ppl:n a~a it t. I hough it would 
be Iwo more years beforl' th(· [reat~ of rhrollehold 
brought the war to:l formal ((Jnclu~ion . lhe Mourning 
is marked and rcmembcfl·d .1\ the beginni ng of the 
Last "Var's end. 

The Mourning had " \\idt" pread und profound 
impact on the pcople of Khonaire. Although the 
Cyrans were 1110'>1 d irc("ll~ .Ific((cd by the loss of their 
hOllle. nil ofKhona irc ha .. II itnt'ssed the obliteration 
ofa n3lion and b('{'n I:hangl·d by it. Some observers 
belie\'e that the \\ ourning \\il ... caused by a Weitpon. 

and they fear thc tomequt'n(cs of such a tool being 
recovered and u<,t'd again [he druid purists of the 
Ashbound (sec page 1 351 \a~ that the Mourning is 
proof of the dOl n,!.:cr of tampering with unnatural 
forces. while Ihe dool1l ..... ~(·r., of the Ch ildren of 
\Vinter cult (page 1161 ,,('k-ome it as the first sign of 
a coming catacl~ ' 1ll. 

The Mourn ing can ~et\ c as the fOllndation for 
man)' ad"entu fl's. PI .... \ t:r characters might \'enturc 
into the Mournl.1Ild to n'co\·er treasures lost at the 
end or lhe war, ,cd, 10 ttnrawlthe cause of the 



disaster, or work to pre"elll it from happening agai n, 
They might form a ", rading company" to r ival Ikar's 
Salvage (page 95) or swear to hunt down those loot­
ers and relllrn the goods they have stolen to Cyran 
descendants or a museum dedicated to the glory of 
Cyre_ Or they might nnd themselves in opposition to 
the Lord of Blades (page 99), II'ho plans to conquer 
Khorvaire with an army offanatical warforged. They 
might discover the questionable activities of House 
Vadalis in Cyre before the Mourning and come into 
conflict with Empress Donata and the other mage· 
bred humans (page 96) who stillli"e within the 
Mournland. 

Even whcn an adventure doesn't directly involve 
the l"lourning. consider the broader impact ofsllch 
a cataclysmic event. Cynicism and amorality have 
spread in the wake of the Mourning, carried 011 a 
wave of lingering dread. The feilf remains potent that 
tomorrow the dead ·gray mist that forms the borders 
of the Mourn land could sweep through another land. 
The innux of Cyran refugees into the surrou nding 
nations has brought poverty and unemployment. 
c..xacerbated by the bitter feelings many soldiers have 
for thcir fonner enemies. Cyran nobles drh'en from 
their homes might be desperate to reclaim Iheir lost 
wealth, whether by sponsoring trips to the Mournland 
or turning to crime in the world beyond, The Mourn­
ing is a palpable force in Eberron. and it could ha"e an 
influence on any adventure. 

THE SHADOW WAR 
The Mourning and the subsequent Treaty of Th rone­
hold brought a cessat ion of direct hostilities. but no 
nation or people can claim to have won the war. The 
Treaty of Throne hold was based on mutual fear: it 
settled few of the issues thai drove the century of 
connic!. For instance, the former Aundairian city of 
Tha liost remains in the hands ofThrane. The White 
1\ rch Bridge, spanning Scions Sound bet ween Hek· 
kcnmark in Karrnath and Thaliost in Thrane, is still 
broken. Bitter Cyran refugees live in Brelish ghellos, 
Across Khon'ilire, I1wny citizens still believe in their 
nation's right to the throne ofGalifar. 

Despite the end of open warfare, few people truly 
believe that peace will las!. Each nation is st rength­
ening ils military machinery-nol to the same extent 
as during Ihe war, but clearly with an eye toward 
the possibility of resuming a war footing as soon 
as possible. Each nation. at least in part, relies on 
mercenaries to fill holes in its military's ranks. and 
on explorers to acquire lost weapons ilnd powerful 
magic. In today's Eberron. an enterpriSi ng party can 
make a good living delh'ering sllch discoveries to the 
highest-bidding nation. 

The centralnations- Aundair. Breland. Karrnath. 
and Thrane - are rough ly at parity in the arms race. 
each with its own partiClllar strengths. Aundair 

currently has the greatest arcane mastery. measured 
in trained wizards and enchanted items, Breland's 
intelligence services (such as the Dark lanterns, 
pages 78 -79) arc second 10 none, and the nation is t:; 
more self-sufficient than the others in terms o/"grail1s < 
and other staple goods. Karrnath 's military remains 
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the dominant force in total personnel (including I 
undead forces), while Thrane maintains an advantage t­

in bOlh divine magic and long-distance archery. 
In light of the Mourning, however. each nation 

knows that the next war 11'011" be won with mundane 
\\'eapons or evelllhe magical power that it brings to 
the field. If the Mourning was caused by a weapon 
of war. then whoever holds that weapon could poten­
tiallycontrol Khorvaire, On the other haml, if it can 
be conclUSively provel1that the Mourning is no longer 
a threat. conventional war could eaSily begin anew. 
\Vith that prospect in Illind. every nation is de\'clop· 
ing new wcapons and war magiC, 

Ru lers and genera ls also seek out the power of 
the past in the form of ancient magic. All ofKhor­
vaire's nations and no small number of wealthy and 
powerrul individuals regularly hire teams of bold 
'ldventurers to go to Xen'drik and other remote 
locations in search of ancient artifacts. Nleanwhile, 
armies continue training. spies and saboteurs keep 
working behind enemy li nes, and crafters go on 
churning OUI arms and armor. 

Perhaps as important as armaments and magiC, 
though. is informat ion. The rulers orthe nations work 
strenuously to ensure that they know what the other 
nations arc doing and what threats they'll face when 
the next war erupts. Intelligence, even questionable 
intelligence. is more valuable than gold. and Ilutions 
regularly pay more than they call realistica lIy afford 
to acquire it. 

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

A pilrty of ad,'enturers could eaSily be drawn into 
this si lent wilr. either as knOWing agents of their home­
land or as unwitting dupes whose actions can't be 
traced to the crown. Alternatively, independent adven· 
tu rers could stumble into the shadow war- whether 
they arc compcting with a group of soldiers in a racc 
for a powerful artif.1.el (as in Raiders ofllle Lost Ark). or 
they st umble into a web of Illurder and intrigue Ihat 
can ultimately be traced back to foreign spies. 

Significant players in a campaign focuscd on the 
shadow war might include the Royal Eres of Au ndai r 
(page 70).lhe King's Citadel ofl3reland (page 77). the 
Order of the Emerald Claw (page 86), the Trust of 
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Zilargo (pagc 170). House Phiarlan (page 226). and 
HOllse Thuranni (p:lge 232), 

THE NEWBORN NATIONS 
Ikfore the Last \ ·Var. Khorvaire was united under 
the Kingdom ofGalifar, which was actually a 
dose alliance of the Five Nations thai predated the 
kingdom- nations whose modern descendants arc 
Aundair. Breland, eyre. Karrnath, and Thrane, The 
Last \-Var severed that t housand-year-old alliance. 
send ing the Five Nations into a hund red years of 
connict, Bllt by thc time the Last War was over and 
the ink dried on the Tre:lty of Throne hold. the map 
ofKhorvaire h:ld completely changed, Cyre is gone. 
Even before the Mourning, eyre had lost considerable 
swaths of its territory to the elyes ofValcnar and the 
goblins ofDarguun. The people of western Aund:lir 
seceded to form the Eldcen Heaches. The dwarves of 
thc Mror Holds broke ilway from Karrmlth. Idealists 
and opportunists from the Five Niltions fled the war 
and founded the nation ofQ'barra far to the cast. In 
the west. the Daughters of Sora Kell hewed a nalion 
from a land of monsters-for all that Droaam remains 
unrecognized by the Trcaty ofThronchold. it is a 
force to be reckoned with. 

Khorvaire has entered a new age-a time oftur· 
moil and change. Evell with the war settled (for now). 
many ofthc nations ofKhorvaire :I re only decades 
old. The continent is rife with contcsted lands. The 
displaced Cyrans walll a new homeland 10 replace 
the Mournland. and many of them think that D:lr· 
guun and Valenar rightfully belong to thcm. Aundair 
wants to reclaim Thaliost and the Eldeen ]{e:lches. 
and Breland has enemies in both Droaam and Dar· 
gllUIl. Thranc wants Ihe return of its western lands 
from Aundair. 

The surviving four nations of central Khorvaire 
have found an uneasy equilibrium. but the relatively 
new nations ofKhorvaire are a totally unpredictable 
factor throlVing the balance of power inlO chaos. 
They might be allies of the Five Nations. or pawns in 
the int ricate Illachinations of the shadow war. But 
the thought that kceps the generals and spy masters 
of the Five Nations frolll sleepi ng soundly at night is 
thai these new nation s mighl be an independent force 
to be reckoned with. capable of sweeping plans that 
extend far beyond their borders. 'What if the fUlure of 
Khorvaire lies in the hands not of one of the descen· 
dants of Gal i far's kings. but of the M ror dwarves, the 
Valcnar elves. the druids of the Eldeell Heaches. or­
Sovereigns forbid it-the hags thill rule Droaam? 

Monstrous raiders from J)roaam threaten 
Breland 's western border. Are Ihey jusllllonsters 
seeki ng pillage and plunder? Are they part of a plan 
concocted by the D:lughters of Sora Kell who rule 
Droaam? Or are they mercenaries employed by 
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Aundilir or Thrane to distract Breland from a greater 
threat tothe north? 

Thc newborn nations ofKhorvaire are. for the 
most part. less densely populated than the central 
Fh'c Nations. and many of them arc littered wilh the 
ancient ruin s of civili,.ations that preced('d the rise 
ofGalifar. In addition to a campa ign focllsing on the 
political impact of these new nations. YOlL can use 
these regions for a campaign that focllses on delv· 
ing into those ruins. prospecting for dragonshards. 
hUllt ing monsters and band its. and the mnge of other 
activities that arc common in e\'ery D&D campaign. 
Each nalion has its own local threats that C:1Il add 
life and unique navor to :ldvcllturc" there, from the 
Jhorash'tar orcs of the Mror Holds (page 148) to the 
Chaos Fleet of the Lhazaar Principalities (page 141), 

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

The next great conflagration might be ignited by 
the tiniest spark. and it could be anything. Ilatreds 
and old grievances sometimes dri\'c soldiers into 
border skirmishes. Spies and saboteurs get caught. 
and each time their gUilt is pro\'en and their COIl­
nection with anot her nation is establ ished. relations 
between those nations grow more tense. Loud voices 
cry out for justice for wrongs commillcd during 
the yea rs of war. Each nmion sec!> its rivals growing 
strong, and considcrs acting before someone else 
throws the first punch. 

Fear ended the Last \Vilr- fear ofloss. as e:lch 
Iwtion crepl ever closer to complete collapse, :md fear 
of the unknown. as Cyn' "anished beneath the deOld· 
gray mist of the Mourning. \\'ith each pas!>ing day. 
the militaries of the surviving nations rebuild. gmh· 
eri ng their strength. The i\\ourning was four yea rs 
ago. Its horror has diminished lI'ith the passing of 
years. and there's no sign lhat .,lIch a cataclysm might 
happen again. New grudges build on old bitterness. 
and ambitious rulers and generals carefully exami ne 
every sign of an enemy's "·eakness. an)·thing that 
might spell opportunity for a nell' conquest. 

The next war will no doubt stan small- not witb 
massed armies. bLllwith one skirmish thilt grows 100 

large, one incursion or assa~sination too many. One 
nalion wi11 retaliate for I he act ions of a not her. A third 
will view that rela lim ion :IS I be start of somethi ng 
greater and act preempti\'ely. At firs!. it might look 
jusllike yet :lnother surge in \iolence similar to the 
others thm punctuate the years of the shadow Wilr. 

Except this one 1I'0n'\ dim i nish. Assassination fol · 
lOWing sabotage. invasion follOWing skirmish-the 
cycle will continue and expand. Finally. armies will 
march across Khon'air(' once more. This time. e\'cn 
the deaths of nations might nOI be cnough to rein 
them in. 
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" DRACON1C 'PROPHECY . '. . ~ 

The dragons of Argonnessen scrutinize the world for 
signs and ponellts. They study the sky above, the pits 
ami cavern s below, and the hillel between. watching 
for hidden significance. The dragons. [ong.[ived and 
patient. seek meaning in the patterns they discover. 
These pacterns play out in the Draconic Prophecy. 
a record of events past. present. and future that has 
been emerging since the creation of tile world. 

Passages of the Prophecy appear th roughout the 
world- above. below. and between, Signs are revealed 
in the changing shape of the Hing ofSiberys. Dragons 
spend a great deal of time and eITor! charting the 
mo\'ement of the moons and stars. studyi ng the pat· 
terns of the Dragon Above. and il1lerpreting omens. 
Sy mbols appear on the sides of mountains. on the 
walls of caves. or ill the deepest recesses of Khyber. 
although some of these signs ca n be read only when 
the moons and stars arc in certa in alignments or 
in the proximity or certain dragonshards. Around 
3.000 yea rs ago (recently. by draconic reckoning). 
a new canvas for the Prophecy appeared: The races 
ofKhorvaire bega n to manifest dragonmarks. The 
appeara nce of dragon marks on these "lesser" races 
haS led to much debate among the d ragons. 

The destiny of the world. some would claim. is 
spelled out in the Draconic Prophecy. On some lcvel. 
this assen ion is true. but most people who arc aware 
of the Prophecy lake an overly simplistic \'iew of it. 
The truth of the Prophecy is far morc complex. rich 
with possibility. and fra ught with danger, 

There are those who make a casual hobby of col· 
lecting snippets of the Prophecy. The small pieces 
and fragmentary verses that arc readily available 
give a misleadi ng view of the Prophecy's nature and 
purpose. Such \·erses are alllong the most well·known 
parts of the Prophecy. and they suggest that history 
un folds according to a script. preordai ned and una!· 
terablc, Particularly in the wake of the Mourning. 
a popular view of the Prophecy Is that it charts the 
pathway to the end of the world. Those who hold 
th is vicw fi nd their li \'es instilled wit h a sense of 
urgency. their ex istence O\<ershadowcd by impending 
catast rophe. 

Others among the Illorlal races ofK horva ire study 
the Prophecy more intently and have a beller sense of 
its scopc. Upon [earning that pieces of the Prophecy 
were fulfilled before hum:ms or elves ever walked the 
ea rth . and that others can't possibly be fu lfilled for 
anot her thousand years. these scholars tend to lose 
any sense ofimm~iacy. The world wil l not end this 
year. or the next, o r during any huma n life span. St ill . 
the Prophecy adds enormous Weight to individual 
event s on a smaller sca le. The l\tourning might not 
hera ld the destruction of Eberron. but the eve nt is 

investcd with the weight of the Prophecy and is a por· 
tentous 1II0lllelll in history. 

Dragons. demons. the Undying Court. and others 
able to study the Prophecy for multiple huma n 
lifetimcs gain a deeper understanding of its proper 
COlltcxt. The destiny contained in the Prophecy is 
not a foreordained sequence of evelllS. but an infin· 
ity of possibilitics. a n intricate network of conditions 
and dependeneies. The language of the Prophecy 
cxpresses causc and effect. declaring the conse­
quences of certain events, 110tthe probability of any 
given event. Its verbs arc slippery. allowing multiple 
interpretations. Although some people lISC their lim­
ited understanding of t he Prophecy to justify their 
actions or their inaction . the more soph isticated come 
to understand the Prophecy as a contex t for action. 
It s neld ofpossibi[ities gives a reason to act, to watch 
for opportunities. and to SciLC those opportuilities as 
they come. For those who take the right action at the 
right time. the Prophecy can be lLsed as a road map 
and the consequences it describes can be brought 
to pass. For those who take a different action or the 
samC actioll at a different time. the same \'erse of the 
Prophccy might be fulfi lled In a diITerelll way. with 
different consequcnces. 

The fluidity of the Prophecy. as It is correctly 
understood. is what makes it possible for groups such 
as the Chamber and the Lords of Dust (011 behal f of 
their demonic o\'erlonls) to contend in order to influ· 
ence its interpretat ion a nd fulfillment. It Is also. not 
cOi ncidclltally. what makes the Prophccy useful in 
a D&D c'llnpaign, where the cha racters remain in 
control of their destinies at least to some extent. The 
Prophecy can lead them into adventures and outline 
the conseq uences of their actions. but it ca nnot d ic­
laic thei r actions- or the results of t heir die rolls. 

Evcn alllong dragons, few make any claim to have 
truly mastered e"en the slllallest :Ispect of tile Proph­
ecy. To these enlightened minds. a greater wisdom 
exists among the layers upon layers of meaning in the 
words of the Prophecy, They sec the Prophecy as the 
language of creation. the words that called the world 
into being- the tongue in which all things were first 
named. Those verses conti mit,' to spea k the world 
through its coursc. These dragons seek not to fulfill 
whal has becn predicted. but to cont i nile t he course 
of cremion that was established at the begi nning of 
time. Through their contact with the Prophccy they 
become creators in their OWI1 right- alongside all the 
beings In the history of the world. mortal and divine. 
who ha\'e heard and understood and spoken that 
mystiC language, 

THE PROPHECY 
IN YOUR CAMPAIGN 
In yOllr Eberron campaign. the Prophecy is com­
pletely ulldcr you r control. Usc il to gi\'c context to 

>-
v a ~ 

~ 

"-
v 

" '-
u -z 
0 
v 

" " C 

-( 
I 

Z , 

C II Al'TE H 1 I A,h' enl to '/ 15 ' 
~./ 



the characters and their adventures as they progress 
through your ca mpaign. 

Epic Destinies: The Draconic Prophecy is one 
way to establish special destinies for the player 
characters in your campaign . A character''i link to 
thc Prophecy might be apparent early in his or her 
advcnturing career, perhaps reflected in a dragon­
mark. The signiOca nce becomcs more pronounced 
by the time the character selects an epic destiny. In 
Eberron. no epic hero is exempt from 'he unfolding 
verses of the Prophecy. 

Even before charac ters reach epic level.;;. YOli can 
use the Prophecy to emphasize that they arc specia l­
they arc mea nt to accompl ish certain tasks that 
no onc else in the world ca n do. at least not al this 
particular moment in history. Don't shy away from 
crafting verses oflhe Prophecy thai point directly 
to the player c!liITilcters. even if the), do so obl iquely. 
Such mention helps cven low· level ml\,enturers stand 
out in the world. 

Campaign Are:Just as the Prophecy can eswb­
lish the characters as figures oflegcnd In Eberron. il 
ca n also putthcir dceds in a grcater context. You clln 
use verses of the Prophecy to fore~hadow the mOSI 

important villains of your campaign and to hint at 

the means by which they might be destroyed. You 
can U'iC the Prophecy to describe a terrible. world­
shaki ng evellt t hat the characters must try to prnenl. 
If you r ca mpaign is driven more by the actions of the 
characters than by villainous or disa.,trous threats. 
the Prophecy in your game ca n focus on the accom· 
plishments and destinies of the heroes. 

Your campaign arc and the characters' epic des­
tinies can intersect when you int roduce \'erscs oftllc 
Prophecy that describe the heroes' confrontation with 
a mighty villai n or their actions relevant to a cataclys­
mic even\. The characters might alreildy have a sense 
of their own place in the Prophecy. and gradually 
lea rn about the enormous threat posed by the vill:lin 
of your ca mpaign. \Vhen they fi nd the vcrscs that 
describe how they must fight a nd overcomc the vii · 
lain . thc Prophecy gets personal. 

Manipulating the Prophecy: YOIl might create 11 

campaign in which the major events revoke around 
the interpretation of the Prophecy'<; \·erses. A cam· 
paignmight center on the terrible shadow war. far 
more terrible tl11ln the cold war among the Fh-c 
Nations that lingers in the wake of the Last \Var. 
This war has endured for tens of thousands of years­
the connict between the strongest demons and the 
mighty dragons of Argonnessen. Thh connict occu rs 
0 11 the bllttlefield of the Draconic Prophecy. At vari · 
ous moments in history. the dragons of the Chamber 
(page 26) have shaped the course of the Prophecy. At 
the present time. ho\\"c\·cr.thc Lords of Dust- and in 
particu lar. the Oendish o\'erlord known as the Shadow 
in the Flame (p.-lge 29)- ha\'e pu<;hed the Prophecy 

CIIAI'T F R I I AJ" " ,,'" r"$ 

down a dark path by manipulating critical moments 
over the last half-dozen centuries. 

Illlhis age. da rk powers arc ri 'i ing to ascendancy. 
Greed and corruption have tainted e\'en the noblest 
institutions. Pcoplc turn to \'iolence who might once 
ha\'e embraced peace. These tendencies secm per· 
fectly natural to those invoh-ed- bulthose who study 
the greater picture can sec the male\'olent innuence 
of the Lords ofDu'il at work. 

Such a ca mpaign em phasizcs that evil is thriving 
in the currelll age. People find it all too easy to give 
into their darker Impulses. 10 hate instead of]o\·e. Fa r 
too few heroes challenge aU too many scound rels: 
fortune fa\'O rs the viUain. On thc ot her hand. the 
player characters in the campaign arc touched by the 
Prophecy. They hal'e the potcntia lto be the greatcst 
heroes of th is :tge. ultimately shifting the path orthe 
future. 

Aside from the Chambe r and the Lords of Dust. 
the undead elves ofthc Undying Court (page 257) 
steer fulfill ment of the Prophl..'9' for their ow n pur· 
poses. and the Order of the Emerald Claw (page 86) 
pursues an :tgelld."! related to Lady Vol (page 249) :md 
her intcrestln the Prophecy. e,'ell Ifthc le:tdcrs and 
soldiers of the order a rc completely obI lviolls to thill 
fael. The dragomnarkcd houses (sec Chapter 6) share 
somc interest in the Prophecy because it is written on 
the skin of their d ragonmarkcd members. Your ca m­
paign could feature the characters being continua lly 
caught up in "t ruggles with one or more of these orga­
nizations. or ~cn'ing liS agellts (knowing or unwitting) 
of onc oft hcm. 

FORMS OF THE PROPHECY 
' )'pically. adl'enturers encounler the Prophecy in onc 
ofthrec ways. 

Signs and Porlents: A convergence of moons and 
planes. a c,wern re\'ealcd by a n cilrt hquakc. three 
dragon marked heirs slain by fire - these events a rc 
-rome of the \\a)'s in whic h the Prophecy is made 
manifest. Taken alone. none ofthesc manifestations 
havc me."!ning. It's like gla nci ng at tea lea"es or seeing 
two crows on :t dead oak tree- wit hout proper t rain­
ing, such a n Olllcn cannot be intl·rpreted . \-Vorse. thc 
Draconic Prophecy is far more complex than wet 
lea\'es or black birds. In the examples give n above, 
all three events cou ld be linked. Moon. cal'e. and 
deat h arc aU pieces of thc pUllle. but knowledge of 
past cvents might be just as crucial to interpreting 
them. Dragons take decades 10 construe the Simplest 
signs ofthc Prophecy. and cent uries 10 comprehend 
extended passages. Even among the long·lived drag­
ons. fe w hal'£' thc pmience and intclligence required 
to become truc prophets. Thus. ad\'cnturers ra rely 
find a piece of the Prophecy thatlhcy ca n intcrpret 
on their own: inSlead. they need to find someone who 
can help them undcrsland its mC:lIling. 



Prophecy Marks: The Draconic Prophecy is writ­
ten across the world, in symbols scrawled across the 
landscape, written by no mortal hand. These signs are 
known as Prophecy Marks. The sm:lilest. mere inches 
across. might be found eroded into a stone at the base 
of a hill, formed by the patterns of a cuve's sta lactites. 
or wound th rough the veins in the leaves ofa tree. 
Others grow so large that they are vIsible on ly from 
abol'e the clouds. written in the shapes of mountain 
ranges or the patterns of desert sands. E\'en the COIl­

figuration of country roads and city streets in some 
Eberron locations form Prophecy Marks. without any 
deliberate effort on the part ofthcir builders. 

Il1Ierpreting a Prophecy Mark isn't .. simple matter 
of deciphering lokharic script or reading written 
words. It re(luircs time spent contemplating the twist­
ing lines of the mark with a clear mind. and these 
marks ortell reward multiple n\tempts to plumb their 
meaning with increasingly deep understanding. 
Depending on the size of the m .. rk. five minutes of 
quiet study can conl'ey the gist ofa mark's meaning. 
but a large or complex mark might reqUire hours or 
even days of contemplation. For example. the Proph­
ecy Murk that appears in the int roductory adventure 
in the Appendix (page 264) is:l small manifesta-
tion on ex posed earth. requiring on ly five minutes 
for a character to understand its meaning. Atthe 
ot her extreme. the Sky Caves of Thier ell Kor-said to 
appear above the l:lnd of desolation in the dark of the 
great moon- consist of twisting tunnels whose walls 
bear words in their striated \\':Ills. whi le the tunnels 
Ihemsch'es form the shapes of additional words. 
\\lith a few hours' study. a character might gain some 
important knowledge of the Prophecy from the Sky 
Cal'es. but one could w:llk those twisting tunnels for 
weeks or el'en yca rs and not fathom allthc nuances of 
mean ing conveyed by the juxtaposition of words and 
symbols. 

Translations: A sigH on a c:lvern wall doesn't 
provide much inSight into the Prophecy, The per­
sonal notes of a dragon scholar who has spent 
centuries collecting pieces of the Prophecy, though. 
are another matter. The challenge for humans is 
that dmgons typically use Eberron dmgonshards 
to record their collected knowledge. and a shard 
Cllt for:1 dr'lgon·s use is the size of a small boul-
der. Some dragons prefer to carve their thoughts 
in stone: m:lny lairs have a chamber where words 
:Ire inscribed on the walls. and ucl\-enturcrs could 
find inSights about the Prophecy written in such a 
pl:lce. Although few mortal nondragons ha\'e truly 
mastered any aspect of the Draconic Prophecy. a 
number of sages hne studied it and collected the 
writings of drilgon prophets. The preCise form of 
these writings varies based on the author. A transla­
tion of tile Prophecy could t:lke the form of poetry . a 
formal trc.!lise. or a few cryptic \\'ords. 

Prophets: The simplest way to read meaning into 0 
the Prophecy is to know someone who can interpret ~ « 
its signs. In addition to dragon prophets, a deathless c:: J 
elf or a disguised rakshas:I could offer InSight into:l or:( 

l><lth of the Prophecy. A scholar mIght piece together ~ 
:I tr:I/l~I:ltion-irnpcrfcct, but something to work with, 0 
A lunatic exposed to:l huge Prophecy Mark might lJ 
dream nightly of sn ippets of the Prophecy he can't or:( 

0: 
hope to understand, or a dragonm:lrked pl:lyer ch:lr- 0 
:lcter could have a sudden and vivid prophetic dream. LoI 

It's orten lip to the characters in these cases to figure :r 
out what to make ofthe Prophecy they le:lrn, bUlthat I­
can be part of the ad\'enture's fun. 
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THE. DRAGO'NMARKED 
, ," ~I 

Even if you don't want to nJ:lke the Prophecy a central 
femure of your campaign. the dragol1ln:lrked houses 
can playa \'ery important part in :I ciunpaign that 
focuses on political intrigue as these houses struggle 
for powcr and innuence in a world where the central 
authority that held them in check for a thousand 
years no longer exists. 

The appearance of dragonrnarks among the races 
ofK horvaire was almost certainly the Single most 
sign i'kant event in t he history of those races. A d rag­
OIun:lrk is something like an intricate birthmark. 
forming:l pmtern of raised bluish lines ~irni lar to the 
appe:lr:lnce ofPropllecy ,\Iarks on the earth. There 
arc twelve recognized dragonm:lrks. e:lch one associ­
ated with a specific bloodline that :lppcars in a Si ngle 
hum:lnoid race. One of those bloodlines. the elven 
line th:lt carries the Mark of Shadow. split during the 
l:lst War Into t\\·o competing dragonrnarked houses. 
Dragonmarks that appea r outside thcse bloodlines 
'Ire ca lled ilberrant marks, whether they're recog­
lIizcd marks appearing 011 people 110t connected 
to the mark's normal bloodline, or unusual m:lrks 
beyond the recognized twelve. 

As the names of the marks suggest. e:lch one 
is connected to certain kinels of magical power. A 
hulning who has the ,"'lark oflle:lling is a superior 
he:ller: As a player character. she might use cleric or 
bard healing powers more cfTecth'ely than other char­
acters of her class do. or as an NPC she might have 
aCcess to unique he:lling powers. Obviously. there 
arc other healers in the world. but I louse Jorasco (the 
hOLise that c:lrries that mark) has:l virtu:ll monopoly 
on the business of healing in Khorvaire. 

The twe"'e recognized dragonmarks and their 
:lssocimed houses are summarized on the following 
t'lble :lnd described in more detail in Chapter 6. 



..... ~ 
; I . 
-.> 

DRAGONMARKS AND HOUSES 
Dragonmark Race House(s) 
Mark of Detection Half-elf House Medani 
Mark of Finding Human or ha lf-ore House Tha rashk 
Mark of Handling Human House Vadalis 
Mark of Healing Ha lOIng House J o r <l5(0 

Mark of Hospitality Halfllng House Ghallanda 
Mark of Making Human House Cannith 
Mark of Passage: Human House Orlen 
Mark of S<rlbing Gnome House Sillis 
Mark of Sentine l Human House Deneith 
Mark of Shadow Elf House Ph/arlan and 

House ThunlOni 
Mark of Storm Half·elf House lyranda r 
Mark of Warding Dwarf House Kundarak 

The innucllcc orthe dragolllllarkcd houses has 
grown over the last few yea rs. When he forged his 
kingdom. Galifar J recogni zed the merchant princes 
as potential threats. (" 'ell though <lIlhe lime they 
lacked the power to challenge his rule. I-Ie issued the 
Korth Edicts to lilllitthcir power. preventing them 
fro m owning land . holding noble titles, or massing 
armies to challenge his own forces. O"er the cent u­
r ies. a united Ga lir."lr was strong enough to enforce 
these limitations. That authority changed with the 
Last \.var. The war vast ly increased the demand for 
the goods and services of the houses, from the war 
machines of llousc Cannith to the healers of Housc 
Jorasco, \Vartime pronts swe lled the coffers of the 
dragon marked dynasties, and the struggle fueled new 
inllovalion- warforgccl. e lementa l airships. a nd other 
dragon marked hotlsc developmcnts have become 
cogs in daily life in the Fh'c Nations. 

In the wake of the war, many nalions st ill want to 
conl;linthe power of the dragonmarked houses. The 
dearest example of this attit ude is the provision of 
the Treaty ofThronchold that called for the destruc· 
tion of lhe crcm lon forges Ihat I-louse Can nith used 
10 creale the worforged. Atl he lime the treaty was 
signcd , I lolLse Cannith was diVided, rceling from the 
loss ofits b'.lron and its Cyran holdings in the Mourn· 
ing. Now, re.di7.ing that weakness and concession led 
to Can nith 's 10sses, Ihe houses refuse to be so eaSily 
cowed, a nd no uniled Gal ifar remains 10 rein them 
in. The houscs a re not bound by national borders. 
\Vith the threat of renewed war looming on the hori­
zon. the possibility of losing the sen 'ices of a house is 
one that few nations can afford, Indeed , some lead­
ers arc working to build close ties with the houses. 
Aundair granted Storm hold to Ilousc Lyrandar in a 
clear violation of the Korth Edicts. and that house·s 
activities in Valcnar also o"erstep the law. I louse 
Dencith's military forces at its headquarters in Korth 
(a city in Karrnath) have grow n beyond c"en the 
morc gcncrous provisions gr,mted to il in the ed icts. 
but Karrnath has yet to challenge this state of aft"lirs, 
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All this creates a situation rife with illlrigue and 
ready for ad,'e lllllrc. as player characters- especial ly 
those who bear dragonmarh thcmsc,,"cs- negotiate 
tile c,·cr·ch,lIlging alliances and plots among the 
houscs and the nations. Dragonmarkcd characters 
arc sure to be a part of their housc's complex agendas, 
whether they know it or 1I0t. Either the parly's a rtin · 
cer who bears the l\ la rk of .\Iaking is a willi ng agent 
of one orthe branches ofl lotlsc Cannit h , or the three 
fact ions of the house arc trying to bring him under 
their cOlltrol- or perhaps u~e him to discredit another 
branch. 

Aside from the inc! ividual illtrigues of each 
dragon marked hOllse, YOlllllight also consider the 
growi ng infl uence of the houses as a whole. A century 
ago, the b:ll:trtce or power cleOlrly lay in the hands of 

DRAGONMARKED pes 
A player character who has a dragonmark fa lls Into one 
of four different categories, as outlined In the fWROH 

Player's Culde: 
+ The character mlgllt be a member of the dragon· 

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

+ The character might be an offshoot of the bloodline, 
sharing a race witll otller members of the Ilouse but 
not h,wing any direct family ties to the house. Sucll 
a character Is rare and sometlling of an anomaly, but 
the NPC leaders of the house would be likely to try to 
bring the character Into the fo ld-and under control. 

+ The character might be a member of a race uncon 
nected to the dragonmarked MUses, even a race sucll as 
warforged or kalashtar {races that don't normally mani­
fest dragonmarks), Such a mark has nothing to do witll 
bloodline and everything to do with the toucll of the 
Prophecy, These characters are extremely rare-it's not 
recommended that you create NPCs who fall Into this 
category unless the story of your campaign demands 
it. The houses mlgllt not be sure what to do with a 
cllaracter like this- the character Is probably the first 
such case they've ever seen, so there's no precedent to 
fall back on, Some people would probably try to recruit 
tile character Into the house, willie others would argue 
for the character's extermination to keep the house's 
bloodline- and Its economic monopoly- secure. 

+ The character mlgllt Ilave an aberrant dragonmark 
that's different from the twelve recognized marks, 
regardless of the character 's race. The houses view 
aberrant marks and those who carry them as disturb· 
ing and somewhat frightening, thanks to tile legacy of 
the War of the Mark (see page 209) . 



the monarchy. Today. the divided le'lders ofKhor­
vain~'s many nations squabble and work intrigues. 
weakening t heir influence ovcr their economics. 
Meanwhile. the reach of the merchant houses grows 
stronger with each day. There are many who whisper 
that if the nations of K horva ire arc e,'cr to be united 
again. it willuot be a descelldu nt ofGalirar who sits 
on the throne. but a drugonmarkcd heir or one orthe 
houses. 
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URBAN lNTR1GUE 
, 'J 

Thc nations orK hor\'ai re boast a handrul orteem· 
ing metropolitan areas to rival the greatest cities 
or most 0&0 worlds. From the soaring. Ill:!gical\y 
bUll ressed towers orSha rIl to the gleami ng city of 
Flamekeep. built around the grand cathed ral ort he 
Silver Flame. e:!clt ort hese cities holds wonders and 
d ange rs enough to ruel a ca mpaign's worth or ad,'en­
lures. Although characters might at times dch-e into 
the sewers or crypts benc~ath these cities on missions 
Ihat seem much like traditional dungeon a(kenlurcs. 
Eberron's urban centers olTer a wholly dilTerent kind 
or ad"elllure experience. springi ng rrom the sett ing's 
roots in the noir tradition ofnIm and literature (sec 
"Fantasy Noir." below). 

A cam paign rocused on llrban intrigue might rea­
ture player characters worki ng as a team or private 
inquisit i\,es. solVing mysteries and tracking down 
criminals in t he streets orSharn or some ot her cil y. 
They might hunt a changeling assassin one week and 
track down the burglars who in filtrated an ostensibly 
impregnable Kundarak vault the nex!. They're bound 
to make enemies orlocal crime lords." ho wi ll send 
brutish thugs to teach them a lesson ror their med­
d ling. They migln also get in\'o[ved in the sc hemes of 
more Significant cri minal clements. from the Aurum 
(sec page 24) to the mysterious agents orthe Dream· 
ing Dark (page 191)~infihrators and masterminds 
rrom dista nt Hiedra. They could track dow n sinister 
Cult s orthe Dragon Below (page 25 1) or hiddell 
shrines to the e,·il gods ort he Dark Six (page 244). or 
disco\'(~r devils masquerad ing as deities and gather­
ing worshipers in secret temples. 

Hather than working as private inquisitives. the 
characters might be associated with the local officers 
or the law. Their interactions with their superiors can 
add some spiee a nd d rama to the campaign. espe· 
cia lly when their unorthodox techn iq ues get them 
in trouble-or whcn local officials in comTlla nd or 
the characters turn out to be in league with the vil­
rains. The char .. ctcrs might 011"0 get caught up in plOls 
and sc hemes .. mong dilTerent ractions within the 
government . as members or the ci t) cOll nci [ use the 
characters 10 ga in prestige and power or to discredit 
their r ivals on tile council. \\lhm happens when the 

characters discover that the council member who has ... 
served as a kind and generous patron i .. also a vam. ::l 
pire high priest ofthe Blood or Vol (sec page 248)? 

A theme or urban intrigue also works well in com- ;... 
binalion wil h almOSI any other campaign theme. Ir z 
the characters are embroiled in the intrigue among 
the dragon marked houses. they might spend most 
ortheir adventuring time in the cities th.1I house the 
greatest encla,·es and heaclcl uartcrs ort he houses. 
They might al first believe that they're investigating 
cOlllmon criminals or a gang war. and only slowly 
st umble 011 the realizatioll that the criminu[ mas­
terminds Ihey're fighting an~ actually the barons or 
warring dragon marked houses. or ractions within 
those houses. Si milarly. international plots and 
espionage arc often rocused in great cities and might 
masquerade as purely [ocal cr im inal actiVity. A cam­
paign buill around the Draconic Prophecy might also 
sweep the characters up in urban mysteries as they 
deal with .. gents orthe Chamber or the Lords orl)u<,; t. 
Even irmost of your ca mpaign is rocllsed on dungeon 
exploration. you can spice it up with interludes or 
urban intrigue when the characters return. treasure­
laden. rrom their expedition to Xen 'drik and find that 
their kindly university pm ron is actua lly working ror 
the Order orthe Emerald Claw. 

FANTASY NOIR 
The EBI:.HIIO:': ca mpaign sel ling is someti mes 
described as Mra ntasy noir.M and an urban int rigue 
campaign highlights those noir elements. But what 
exactly docs that mcun? 

The answer lies 110\ in the details but in the 
broader view. The lOne and attitude or Eberron make 
it unique- a combination of traditional medic val 
rantasy. pulp action. a nd dark ad\·enture. The world 
unquest 10l1al>Iy cOlllai ItS li tter evil: pLITe good exists. 
but it ca ll be tough to find. Primarily. an En [HRON 
campaign i .. about shades or gray~everythillg and 
e\'eryone has more than one motivation and tends 10 

obscure true go;.lis with both attitude and aClion. 
Th ings Are Seldom What They Seem: YOLI 

C3 n', judge indi viduals by their appearance. Il eroes 
and villains come in all shapes and sizes. a ll classes 
and races. A villain might help the heroes ifit suits 
her purpose. and iln ally might betray his rriends ir 
given the righl motivation . Everyone ),oUllleet has a 
personal agenda. and until YOllu llderstand what that 
is. you ca n't say with any Certa inty where that persOIl 
fi ts in the greater scheme ort11 ings. 

Surprises. deceptions. and mise! i rectloll arc the 
norm. This Ht mosphere makes it eve n 1T1on~ unex· 
pected when the heroes di scO\'er creatures that h.l\·e 
pure moth'es or a ncient sites dedicated to a single. 
good purpose. 

Sympat hetic Villains: All heroes arc measured 
by the opponents they race and eventually defeat. 
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In all EOERRON campaign, though, those villains 
oftcn rcvca l as much about the heroic characters as 
about themselves, A good noir villain Is sympathetic 
bcc,llIse he or she is "cry much like the heroes. and 
shows what they might well becomc if somet hing 
were 10 push them to an extreme, 

The classic example of this kind of "Ilia in is the 
crusading paladin who so zealously pursucs evil lurk· 
illg behind every corner th<11 he grows blind to the 
evil in himself- the evil that drives him to persecute 
innocents. The Church of the Silver Flame (page 
245) scems prone to that sort of extremism. but the 
chu rch is not alone in harboring such fanatics. A 
beller mirror for many player cha racters would be 
another group of adventurers- greedy, money·lmngry 
treasure·seekers who don't care whom they work for. 
as long as they get paid. The player clwracters mighl 
actually cooperale with a group like that on one 
adventure. when their employers happen to share a 
common goal. \Vhen the characters find themselves 
al odds with their fanner allies. however, they quickly 
discm'er that these opponents have no qualms about 
resorting 10 the dirtiest tricks in order to get ahead, 
Will the characters abandon any principles they 
might hold to keep up with their rivals? Or will they 
lose the battle but win the mora l war. keeping their 
principles intact? 

Unhappy Endings: In a noir setting. viclory is 
rarely complete. This docs not mean that the heroes 
can not overcome thei r foes or reach their goa ls. I low· 
ever. it does mean that it is perfectly nWng to work 
unexpected t",is-ts and details into the resolution of 
an adventure. 

A villain. once defeated. might be re,'ealed to have 
a truly noble motivation. such as protecting a family 
member or slealing malic), 10 pay for OJ child's treat· 
mCI\I by OJ II Olise Jorasco healer. Or the miscreant's 
defeilt could pave the way for il new. more terrible vii · 
lain to comc to power. The characters' actions might 
also have unforescen COnsc{]uences for their NPC 
all ies. ranging from a change in social posit ion to 
threats to life and limb. 

Gaining a desired item or boon might comc at 
an uncxpected price. Perhaps the heroes must give 
up another prized possession to secure the one they 
desire. Or it might be that whi le the heroes were out 
achieving this go.,1. a rival was stealing something 
even more precious frolllthem back at home. Every 
success has its cost. and e"ery goal reached reveal!> 
itsel f as merely il step on a longer pHt h. 

CHAPTER t Ad"enlurl.'5 
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DUNGEOn DE1W1NG 
. '. . .', 

Natmally. if a good. old·fashioned dungeon adven ' 
ture is still your favorite kind ofl)&1) game. Eberron 
has plenty 10 ofTer your campaign. The world's his· 
tory has left it littered with ruins that hold treasures 
beyond imagin ing for the brave adventl1rers willing 
to risk life and limb to nncl them. Just as important. 
the world is full ofindividuals and organizations that 
have a strong interest in acquiring those treasures 
for themsekes. In Eberron. Hlly bool)' the characters 
acquire might be somet hing that plent), of ot her 
people want. making evel1lreasure·hunting an activo 
ity fraughl with intrigue and betrayal. 

WHERE TO DELVE 
J:orgotten sites arc scattered all o"er Ebcrron. They 
range widely in size. shape. age. and content. Sec 
"Ilistory:' beginning on page 32, for morc informa· 
tion about the historical eras discussed here. 

DEMON CITADELS 
The oldest dungeons on Khorvaire arc ruins from the 
Age of Demons- fallen citmlcls of the ra kshasas and 
the demons. of their ncndish overlords. or perhaps 
of the dragons who foughl them at the dawn of time. 
Those strongholds Ihal still sta nd arc charged wit h 
fearsome magiC tllal allows them to resist tlte passage 
oftimc. These places cou ld be prisons. where demons 
arc held in bondage by polent wards. waiting for fool · 
ish adventurers 10 break the sea ls. They might also 
be vaults holding relics offormidable power. gmmled 
b)' deadly traps and undying sentinels. Fiendish 
strongholds are likely to be found at the edges of 
civilization. in places such as the Demon Wastes and 
Q·barra. but a subterranean ruin could lie hidden 
anywhere in Khorvaire. These citadels are among the 
most dangerous dungeons an adventurer could nnd. 
;111 appropriate challenge for heroes in the epic tier. 

Ilaka'torvhak in Q'barra (see page 151) is one 
example of a nenclish eitadel still guarded by a 
dr:lb'Oll sentinel. 

GIANT RUINS 
Throughout the mysterious continent ofXen·drik. 
remnants of I he great giant civilization endure. 
Some bUildings have stOod for millennia: others ;Ire 
on ly cornerstones and broken colullllls, A few arc 
complexes oflrcmcndous passagew:lys. extensive 
dungeons stretching for miles ocne:llh the surface. 

Giant dungeons i:lrc li kely to hold items and 
secrets simila r to those found in otiter ruins-arti· 
facts. books oflore and arcane teachings. and items 
not seen or used in thousands of ye:lrs. The ancient 
gilllllS r;,vored extensive ornamcntation on even the 



mosl mundane utensils, llsing a rich language of 
:lrlistic symbology 10 communicate an item's origin or 
ownership. They prized gems greatly, using them as 
currency and adorning all valuable Hems wilh at least 
one precious SlOne, The giants' empire was rich in 
magic, so magic items arc common in their treasur­
ies. Modern explorers have been shocked to discover 
warforged components among the treasures of the 
giants, suggesting that House Cannith created the 
warforged based on a design from the :lncicllt giants. 

\Vhether above ground or below. getting 10 and 
removing the treasures of the giants is especially 
tricky givcn that the sitcs were built for creatures 
st1lJuling between 10 and 20 feet tall. The dungeons 
ofXen'drik arc likely to be occupied by drow and 
associ(l\cd creatures. (Sec page 196 for more informa­
tion aboutlhe drow ofXen'drik.) On the other hand. 
the bustling ci lY of Storm reach (page 194) is built 
among the ruins of a gianl settlement at the northern 
tip ofXen'drik. 

WONDERS OF DHAKAAN 
The Age of Monsters saw the height of goblin civiliza" 
tion 011 Khorvaire. and remnants ofHs structures can 
be found across the continent. Palaces. temples. and 
strongholds were built for races th,lt. then and now, 
prefer the cool dark of the earth 10 the bright light of 
the sun. Those ruins that lie close to civilized areas 
have already been explored. but many more remain 
hidden deep inlhe wilds or in savage realms such as 
Droaam, unexplored and not yet plundered. 

Dhakaani culture was focused on war. and the 
empire's smiths produced fine weapons and armor. 
including some powerful magic items. The art found 
in the empire's ruins is cit her intentionally austere 
or baroque in its detail. wilh a particular wealth or 
calligraphic ornamentation inscribed on jewelry and 
magiC items. 

The Dhakaani Empire rcll aner a long war against 
the aberrant monstrosities called daclkyr (page 
204). i1waders from the Far Healm of madness. Aber­
rant monsters of alltypcs arc commonly found in 
and around ruins from the empire, including the 
descendants of goblins corrupted by the daelkyr's 
nesh·warping techniques- dolgrillls. dolgaullts. and 
dolgarrs (sec pages 203-204). 

The city or Sharn in Breland (sec Chapter 2) is 
lmilt alop gohlin ruins from the Dhakaani Empire. 
and occasional expeditions sti ll delve into the depths 
beneat h the cit)' s Cogs in search of more treasures 
for the muscullls of J\\orgra\'e University or the antiq­
uilies dealers or the Se\'elllh Tower district. 

DRAGONBORN SETTLEMENTS 
l:ew details arc known about the dragonborn civili· 
zatioll that nourished on Khorvalrc during the Age 
ofMonst('rs. Even modern dragonborn have little 

concept of the lives their ancestors led. Explorers 'vi 

regularly search the jungles ofQ'barra for the ruined. Z 
overgrown remains of dragonborn settlements. > 

I~ecause so little is known about the ancient 
empire of the dragonborn.the relics ,md treasures 
from a dragollborn site are part iculurly valuable to 
scholars and universities- and to the black marke· 
leers who trade in such things. The mere rumor of 
the discovery of a dragon born site can d raw sc hola rs 
from four different universities and treasure·seekers 
from across Khorvaire like nics to carrion. resulting 
in a sometimes deadly race to be the first to claim 
whatever treasures the site might hold. 

EXCAVATING THE ORCS 
AI! hough the orcs' civilizat Ion W:lS nevcr as success· 
ful as Ihat oflhe gobli ns. orc culture also flourished 
during the Age of Monsters. Being nomads. the orcs 
did not build many cities. Their :lbcl\'egrouud st ruc· 
tures were built of wood and other easily gathered 
materials that have not survived the centuries. Orcs 
did, however, ha\'e:l tradition of bUilding under· 
ground chambers to store and protect items that 
were too large or bulky for a tribe to carry wherever 
it weill. 

Since ore tribes have inhabited pr<lctically <Ill of 
Khorv<lire at various times in the pitst. any land might 
hide an underground storage complex. These cham· 
bers arc not laid out in an artful or evc llutilitarian 
manner. but consist of several interconnected rooms. 
The builders often entombed recently deceased war· 
riors in the structurcs to protect them from robbers. 

ECHOES OF THE FIVE NATIONS 
Hefore the Galifar unification, the origil1:l1 cOllntries 
that became the Five Nations explored. settled. a nd 
civilized lllrge portions of the continent. In doing 
so. explorers built castles. forts. out posts. and towers 
from the Sea ofllage to the Barren Sea. 

Many of these structures became the foundations 
oftoday's towns and cities- but not all. Some sites 
were razed during wars. Others were abandoned 
due to politiCS or unfortunate geographic placemelll. 
Still others disappeared without a trace- mysteries 
that haunt history books and scholarly discussions. 
After so many yea rs. a ll that is left of such places are 
the strongest towers and the Slurdiest underground 
structures. 

Naturally. the Last War left a number of scttle­
ments ucross Khorvairc razed and abandoned. 
1><lrticularly bUI nOI exclusl\'cly in the Mournland.the 
desolate remains orlhe nation ofCyre. The Mourn· 
land holds many secrets- hundreds ofthotlsands 
of people disappeared. along with dozens of cities. 
towns. and hamlets. Few structures remain intact 
abo\'e ground. but sCil\'engers- including the soldiers 
orlhe Lord ofHlades (page 99) and the agents or 
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I kar's Sa lvage (pilge 95) - a re working to scou r those 
ru ins of any valuables Ihey ca n, The ruined cily of 
Shadukar, in Thrane (page 105), is a n example of the 
price of war beyond the Mournland. 

DRAGONSHARD DEPOSITS 
I louse Lyrandar and I louse Orien can'l operate the 
\'essels that make transportm ion across Khon'aire so 
efficient- I he lightning rail. :lirships. and e1emenlal 
ga lleons (sec pages 43 -44)- \\'lt hotll Khyber dragon. 
sh:lrds. Prospecting for dr:lgonshards is a spec ialty of 
I louse Th:lrashk-a dangerous business. wel l suited to 
the lough and hardy hu mans. half-orcs. a nd orcs t hat 
make up the house. Il owever. lhere·s a lways room 
lor independent prospectors to m:l ke good money 
diggi ng Lip dragonshards and selling them to t he 

DRAGONSHARDS 
Three kinds of dragonshards, named accordIng to their 
origin, play an Important role In the magical economy 
of Khorvalre-and In the Draconic Prophecy. All dragon­
shards appear as translucent rock or crystal with swirlIng 
veins of color suspended Inside. The veins are reminiscent 
of dragonmarks, and their pulsating makes the stones 
look almost alive. 

Slberys dragon shards fall from the Ring ofSlberys that 
forms a broken path across the night sky. A swirl of puis· 
Ing golden veins gfows In a Siberys shard's core, causing 
them to be referred to as sunstones or stannotes. Siberys 
shards are most often found In equatorial regions, Indud· 
Ing Xen'drlk and Aerenal. 

Eberron dragonshards are burled In the shallow 5011 

of the world, and usually appear encased inside stone 
geodes. The swirls inside an Eberron shard are blood 
red, which Is why these shards are commonly known as 
bloodstones. Ebermn shards appear only In Khorvalre and 
Aerenal, and they're partlcularty common In the Shadow 
Marches. 

Khyber dragonshards are found growing on cavern 
walls deep In the earth, usually near regions of molten 
rock. Veins of midnight blue to oily black coil in their 
centers, and they're commonly called nlghtshards or 
demonstones. Khyber shards are found acrou Ebermn. but 
they'~ most prevalent In a~as that see slgnflcant demon 
or elemental actiVity, such as the Demon Wastes. 

Dragonshards are essential components for creating 
certain kinds of magic Items and devices. Vessels that rely 
on elementals. Including the galleons and airships used 
by House lyrandar as well as House Orien's lightning 
rail, use Khyber shards to bind the elementals. hems that 
rocus or enhance the power of dragonmarks Incorporate 
Siberys shards. Eberron shards have an affinity for magic 
that makes them useful In crafting many different kinds of 
Items, and some wizards even use them as spellbooks. 

The £SfRRON Player's Guide Includes rules for dragon­
shard augments that enhance magic weapons. 
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hOLl s~s. and I louse Tharashk itself has been known 
to hire adventure rs to assist in a particularly difficult 
excavation. 

Khyber dragonshards typical ly appear on cavern 
walls deep beneath the surface of the earth . particu. 
larly in mic.mic regions and a reas rich in demon ic or 
elemental innuence. In ot her words. thcy're fOllnd in 
the kind of dead ly plm:es where adventurers th r ivc. 
Characters look ing for shards mighl find themselves 
competing with agents ofllouse Tharashk (if tilc 
characters a rcn't working for the house). flghti ng 
demons, cOlltend ing with other denizcns of Khyber 
(s tich as :lberrant mOllsters or other dungeon dwell· 
ers). or e\'en COIll illg into con nict with Cults of the 
Dragon Be low (~ee page 25 1) that usc Khyber shards 
:IS the foctls of I heir worsh ip. 

Prospecting lor Siberys or I;berron shard s can 
1110 ke for excit ing advent ures as well. but it's less 
likely to itl\'olve dungeon delVing. For il change of 
pace, lhough. characters migbt seck to relrieve iI 
pilrticu larly la rgc Siberys shard when it falls outside 
the Cit)' of the Dead in Aere nal. as foretold in Ih~ 
Prophecy. 

PATRONS AND RIVALS 
It 's one tbing for a group of characters to del\'e il1l0 
:In ancient goblin ruin ond bring up trc:lsure the)' 
can use and spend free ly. It '., quite :lnolber Ihing 
when thcy're mcing a tea m of Emerald Claw agents 
to relrieve a part icular treasure. and t hey emerge 
victorious only to find thm the local constable has 
declared all treasure II nds in Ihe area to be the 
property ofthc Brcllsh go\"ernment. If the characters 
try to conceal their IInds. they end up deal ing with 
the King's Dark Lilnterns ilS wcll as Ihe Order of the 
Emer:lkl Claw, ilS they seck to hold on to thc tre:lsure 
thilt's rightfully Iheirs! 

A Significant part ofwhilt makes dungeon delv· 
ing pa rticularly exciting in Eberron is the number 
of organizations that ciln sen 'c as patrons ror sllc h 
expeditions- or as riva ls 10 t he characlers. seeking 
the sa me treasurcs. ~ l any of these organizat ions 
arc related to o t her ca mpaign themes. For example. 
nal ional i nlelligence services seck out ancient a rli · 
fac ls in order to bolstcr their kingdom's power in the 
event of the Ilext great war (sec MThe Shadow War.R 
page 13). An agent of the Chamber might send char­
acters delving into:l dungeon to find a record of the 
Draconic Prophccy. or on item that's supposed 10 play 
a Significant role in lhe unfolding Prophecy-an item 
thai the Lords ofDlIst also want 10 get their hands on. 

Organ iz;:ttions dctililcd elsewhere in this book that 
Col n servc as excellent patrons or riva ls for characters 
in a dungeon delving ca mpaign include the Aurum 
(page 24). the Chamber (page 26). the Lords ofDllst 
(page 28). the Hoyal Eyes of Aundair (page 70), the 
King's Citadel (page 77). the Order of the Emerald 



Claw (page 86). the Library orKornlnbcrg (page 
169). and the dragon marked houses. especially the 
Twelvc (see Chapter 6). In addition. the rollowing 
organizations are rocused on missions or ex ploration 
and archeology. 

The Wayfindcr Foundation: Founded by 
renowned explorer Lord Boroman ir·Dayne. the 
Wayfindcr Foundation is a guild ror like-minded 
adventurers. Using the fortune that ir'Dayne amassed 
during his long career. the foundation sponsors 
dangerous expeditions to exotic locales and gives its 
members a place to display their trophies and tell 
their tales. It makes a perfect patron ror player char­
acters who ha\'c secu red a reput:llion ror thcmsckes. 

Morgrave University: ~A beacon of knowlcdge 
shilling rrom t he tallest towers of thc city. i Iluminat­
ing the rorgotten secrets of the past." That's how Lord 
Lueth ir'Morgrave envisioned his universi ty when it 
opened its doors in Sham o\'er 250 years ago. From 
its earliest days, however. the univcrsity has been 
plagued by suspic ions and accusations that it's more 
or a rrOllt ror unscrupulous treasure-hunters than a 
serious institution of academic study. Although the 
vast majority of the university's faculty and students 
arc serious scholars. enough itellls disappear from the 
universlty's holdings. only to reappear 011 the black 
market. to keep the accusations alive. 

HORRORS OF KHYBER 
Nine thousand yea rs ago. the daelkyr- horrible 
creatures rromth" Healm ofMadncss called Xoriat 
(Eberron's Far H.eahn)-burst through the barrier 
between the worlds and spread across Khon·aire. 
The resulting war brought about the downfall orthe 
Dhakaani Empire before the druids known as the 
Gatekeepers scaled their portals and imprisoned 
them with in Khyber's depths. 

Gatekeeper seals grow weak at times. and the 
ellergies ofXoriat spill through into the world. Aber· 
rilnt monsters thrh'e around such breaches. and 
nature grows corrupted-an effect that the druids of 
the Eldeen Hcaches call the Depravation. Madness 
spreads like a disease as Xoriat's innucnce grows 
st ronger. and Cults oCthe Dragon Helow (page 251) 
take root among the local population. 

A cumpaign fOCUSing on dungeon exploration 
might incorporate this theme ofll1i1dncss and corrup­
tion as the chamclcrs discover areas where Xoriat's 
innucnce is leaking through ancient Gatekeeper 
sea ls. The Gatekeepers themsch-cs might acl as 
pal roilS to the adventurers. or a player c1mraCler who 
uses the primal power source could be a member or 
the Gatekeepers or another druid sect intent on con· 
taining the Depravation. 

~-." 

GLOBAL "(HREATS 
Significant threats that player characte rs might r.,cc 
in the course of their adventures in Eberron appear 
throughollt this book. generally associ.lIed with spe· 
cific regions. Extensh'e information about the Order 
orlhc Emcrald Claw. for example. appears in the 
Karmath section of Chapter 3. because Karrnath 
is the order's homeland and prim11ry base of opera­
tions. That docsn't mean that characters willne\'er 
encounter Emerald Claw agents outside ofKarrnath. 
simply that the Order is most strongly connected to 
Karrnath of all the nations orEberroll. 

The rollowing pages detail th ree threats that are 
more or less global by nature and thus impossible to 

pin down to specific geographica l regions. Houghly 
corresponding to the three tiers of play. these threats 
arc: 

• The Aurum: A secret society or wealthy crimi­
nal masterminds seeking to take o\'er Khon'aire. 
(I leroic tier) 

• The Chamber: A group of yOll ng dragons intent 
on studyi ng and manipulating the Draconic 
Prophecy. (Paragon tier) 

• The I.ords of Oust: The ancient demons orEber­
ron. strivi ng to rree the imprisoned Overlords of 
the Age orDemons and restore the world to their 
control. (Epic lier) 

Threats in this section and throughout the book 
include lore. information about the organilation or 
the group. statistics ror representative members. and. 
often. sillllple encounter groups. 

LOR E 1N THIS BOOK 
lore In(ormatlon throughout this book sometimes 
Includes entries headed ~Common Knowledge" or "Secret 
Knowledge." 

Common knowledge is Information that player charac· 
ters Just know, without any need to make ill check using 
the relevant skill. Everyone knoW5 that Aundalr Is ruled 
by Queen Aurala- at least e .... eryone who's spent any time 
In Khorvalre. You can require characters to make checks 
to learn common knowledge If they're outsiders- perhaps 
kalashtaror Seren immigrants newly arrived in Khorvalre, 
Even in these cases. use a DC of 5 or 10. 

Secret knowledge is the opposite: It 's information that 
characters have no chance of JU'iit knowing, no matter 
how accomplished they are In a rele .... ant skill. The fact 
that King Kalus o( Karnnath Is a vampire Is a secret- a 
character isn't going to stumble across that Information 
in a history book or know It with a natural 20 on a Reli 
giol1 check. Secret information is best learned through 
adventuring- which is a good reason to encourage your 
players to keep their noses out of this book. 
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THE AURUM .; . 
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Great treasures wa it fo r an enterprising adventurer 
to brave traps. hazards. and monster .. to pluck the 
prize from history. Many institution'> fund such ex pe­
d itions, but few outdo t he Al l rum: Its members arc 
willing to pay nea rly any price to rega in lost relics. 

In fact. the Au rum's preoccupation with historical 
artifacts is a front fo r a large and powerfu l criminal 
operation whose members arc commillcd 10 toppling 
the go"crnments of the Five Nations and capturing the 
rei ns of power. Their interest in archeology comes not 
from idealism but from unabashed greed and ambi· 
tion.traits that Aurum Concordians ha\'c in spades. 

LORE OF THE AURUM 
His tory DC 15: The Aurum started as a Iller­

cantile coalition interested in the Mror I {aids. The 
Aurum blossomed in the Ironroot Mountains. but 
did not experience its ascent to power until Galifa r 
collapsed into bloody civil war. In t he instability that 
followed. Ihe Aurum sci Led I he opportunity to recruil 
likeminded individuals 10 join ils ranks and expand 
Ihe network across the conti nent. 

Sircetwise DC 15: /\ h ltough Aurum Concord· 
lOIns purporllO be reclaim ing the relics of history 
for pos terity, they rarely dona te these treasu res to 
mu<;eums. T he relics vanish Into Aurum vau lt s. 
nevcr to be seen aga in. 

Sireetwise DC 2 0 : One doesn't have to strain to 
he:lr whispers of a shadow council. secrel agendas. 
and arcane practices within the Aurum. People who 
look too closely have a tendency to vanish. 

ORGANIZATION 
The Aurum makes no effort 10 conceill its pres· 
ence frolllthe publiC. By remaining in the open. the 
Aurum deflects attention from its true agenda. 

Lead ers: l eadership comes from wealt h. cont:lcts. 
and power-traits Ihat all members have in some 
qua nt ity. The greatest of them attain leadership posi· 
tions in the Concords. ~ lultiple regional councils give 
the Aurulll a decent ralized appearance. but behind 
this facade operates a shadow cabinet that has com· 
plete oversight of the group. This u lt imate cou ncil 
is called the Plati nu m Concord . and each member 
covels a place in it. 

The premier member within the Platinum Can· 
cord is the chancellor. a posit ion currently held by 
Amus ir·Soldorak. an agi ng dwarf who has a repu· 
lation for ruthlessness. Under Chancellor Antus's 
leadership. the Aurum subtly worb to manipulate 
1>oIilica i de"doplllents in thc Five Nalions, plac· 
ing loyal servants in powcrful l>ositions to serve the 

Headquarters: The AUfll1ll Illilinta ins public 
offices in e,"ery capita l of the Fh'c Nations. and in 
most other la rge cities as well. TheS{' structures arc 
plain and windowless. with on ly the Aurum's .. igi l­
a golden coin surrounded by a matching chain- to 
lIlark the build ing'S purpose. To the public eye these 
tire prlvillc cl ubs where COtlcord ians enjoy member· 
.. hlp's benefits. 

Hising from the side of Krona Peak in the Mror 
I ioids is the Golden Vaull. the Auru m's headquarters 
and the site where the organization was fi rst founded. 
Un like the Aurum's other strongholds. the Goldcn 
Vault is ostentatious- a sprawling structure spacious 
enough to accommodate hUl1(lred .. of members and 
luxuriOliS enough to satisfy their every need. Gardens 
fil led with priceless slatua ry. a musell lll with trea· 
sutes from nearly every age. and libraries containing 
the collected works of the greatest thinkers ll1ilke it a 
veritable palace of culture and refinement. For these 
reasons. Ihe Vau lt has count less traps. sent tics. and 
magical wards-the best sccurity mouey can buy. 

Hi era rchy: l\lembers find placement in one of 
four Concords. according to ,heir personal holdings 
and politica l power. The lea.'.l and largest group. 

Aurum Concordian level 7 Elite Controller (Leader) 
MedIum nil IU'i11 humanoid. dWilr f XP 600 
Init Ia tive +3 Senses Perception +6: low·Ught vl~ion 

HP 158; Bloodied 79 
AC 23; FortItude 20. Refl e. 21. Will 12 
Saving Throws +2. +7 against polson effects 
Speed 5 
Act ion Points 1 
<D Warhammer (standard: at-will) + Weapon 

+12 vs. AC; 1dlO + 5 damage. 
~ Da zing Hammerstrike (standard: requi res a warhammer. 

al·wlll) + Weapon 
+12 vs. AC: 1d10 + 5 damage. and Ihe larget Is dazed unt lt the 
end of Ihe Aurum (oncordian's ne~tturn . 

:r Sil lier-Tongued Devil (minor l /round: al·wHl ) + Charm 
Ral1ged 5: +1 0 vs. Will: Ihe larget Is domIna ted un\illhe end of 
the Aurum Concordian's r'II!.llu rn. The Concordian can have 
only one target dominated a t a time. 

<. Superior Tactics (mInor l/round; al will) 
Close burst 5; tar~u one ally: the ConcOl'dian slides the target 
1 square. 

Price of Loyahy (Immediate Interrupt. when the Concord Ian Is 
tugeted with a melee a tt iKk; al-w Hl) 
The Aurum Concordlan can change the triggering attack's 
target to an adjacent ally, or to an enemy dominated by il5 sliver­
tongued devil power. 

Stand Your Ground 
When an effect pulls, pushes. or slides an Aurum Concordian. 
Ihe Concordian moves 1 square less than thl" effect specifies. 
Also, a Concordlan can make a saving throw 10 avoId being 
knO(ked prone. 

Alignment Evil languages Common. Dwarven 
Skills Blun +13, DiplomiKY +13. History + 11. Insight +11 
Sir 12 (+4) De. 11 (+3) Wls 17 (+6) 
Con 15 (+5) Int 16 (+6) Cha 10 (+8) 
Equipment chainmall . bejeweled warhaillmer, eight si lver rings 

(1 gp each) 



though its mcmbers arc still drawn from society's 
cUte. Is the Copper Concord. an assembly of minor 
guildlllastcrs. influential bureaucrats. and wealthy 
crimc lords. The Sih-er Concord stands above the 
Copper Concord and includes middle-tier members 
sllch as Illerch:mt princcs. famed personages. and 
low·ranking mcmbers of dragon marked hOlLses. The 
Gold Concord and the Platinum Concord above 
it arc for members such as scions of noble houses. 
leaders in dragon marked hOllscs. and crime lords 
whose reach extends throughout the cOlllinent. The 
Concords are porOlls-a member can climb higher (or 
fall lower). though only the mOSI aggressh'e members 
ever achieve places in the Platinum Concord. 

Members: r\'ew members come from the ran ks 

of the privileged and powerful. drawn mostly from ~< a 
those who have shown strong business acumen. ...; 
tenacity. and a willingness to do whatever they must 
to increase their personal power. Thc AUTUm accepls L.I.i 

only those who advance its influence. 
Upon becoming a member. a new COllcordian is 

allowed to show allegiance by wea ring eight rings. 
one on each finger. ofa meta l corresponding to his 
or her Concord. Each r ing is worth approxi mately 
ten coins of the metal from which it is forged. The 
rings al low members to ide nlify e3ch other and 10 

assess rank. 

AURUM CONCORDIANS 
An AUTum Concord ian embodies greed a nd corrup· 
tlon. Each one is a powerfu l individual commanding 
a larg<.' network of minions and servants. Each has 
far.reachl ng business interests and a considerable 
fortune with which to command respect and fear 
frOnl his or her lessen;. A Concord ian sees olhers as 
resources to be used and discarded when no longer 
useful. A Concord ian might be a character's sponsor. 
mentor, and ally one day, and his or her bitter enemy 
the next. Although service 10 a Concord ian is risky. it 
is oftcn worthwhile since the pay h a lways good. 

AURUM CONCORD IAN LORE 
Street wise DC 15: A Concordian is a member 

oft he Aurum. a fra ternity of weal! hy elites. Most are 
ancionados of history and culture, and they employ 
adventurers to track down losl relies and art ifacts. 

A URUM CoNCORD IAN TACTICS 
Concordians see to their own protection first. posi· 
tioning their serV:II1I S betweenthelllsclves and their 
enemies using superior laclics. Thcse master manipu· 
];Itors delight in the glibness of si!\,cr'lOu8ucd dev il and 
in the wi ll ing pawn it provides. 

ENCOllNTER GROUPS 
Concordians are never without extensive secu-
rity. They cnjoy the support of several soldiers and 
brutes to keep potential enemies busy while they 
direct actions-both allied and cncmy- or make 
their c .. cape. Given t heir great wcnlth. Concordians 
employ a wide range of servants, from dim but pow· 
erful enforcers 10 subtle spies. assassins. and other 
specialists vailled for their dist incth'e talents. 

Level 7 Encounter (XP 1,550) 
• 1 Aurum Concordi:m (level 7 elile controller) 
• 4 hobgoblin soldiers (level 3 sold ier. j\l j\l 139) 
• 2 human berserkers (le\'cl4 brute. AlAI 163) 

C IlAPTElt J I Ad~e "'''re s 

-



- -----. 
THE CHAMBER " ,. , , 

The dragons of the Chamber- the youngest major 
faction of Argonnessen's dragons- secretly observe 
a nd influence the actions of the younger races in pur· 
suit of specifk outcomes indicated by the Draconic 
Prophecy. The factions of Argonnessen al low the 
Chamber to operate without interference. as long as 
its members rema in undetected . 

The Chamber's members rarely act openly. The), 
use humanoid agents or disguise themselves. Some 
members si mply obscn·e the workings of gO\~rn· 
ments or the slow discovery of new magiC. Others 
seek Ihe renewal of host iii lies between rival powers. 
the destruction or rccovery of ancient artifacts. or the 
promotion or assassi nation of individua ls who play 
roles in the Prophecy. 

The Chamber is not an organized body. Its mem· 
bers are united only by their belief I hat t he dragons of 
Argonnessen must influence the course of the Proph­
ecy. lest olher beings do so. Each Chamber dragon 
wants to influence the Prophecy. but not at! seek the 
same ends. Although many members hope for specific 
outcomes that benefit dragonkind. Argonnessen. or 
Eberron as a whole. others belicve that they ha\'e dis· 
covered paths of great value 10 Ihelllsel\·es. In recell! 
years. Chamber dragons ha\'e even worked at cross­
purposes. seek ing to steer Eberron toward different 
fates. As the d ragons of the Chamber infiltrate the 
lesser races more thorough ly. shaping their destinies 
evcr marc completely. it becomes less dear whether 
the dragons· motives can be trusted. 

LORE OF THE CHAMBER 
The dragons of Argonncssen have it \'ested interest in 
keeping the Chamber secret. and those who threaten 
to re"eal its existence are dea lt with swiftly and 
harshly. Even SQ. a character could learn the following. 

History or St reet wise DC 25: Occasional 
rumors and whispers hint at the existence of a con· 
spirac)' ca lled the Chamber. Spread across Illultiple 
governments and societ ies. Ihe Chamber seeks to 
in fluence the dcstiny of Eberron. 

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

USING THE CHAMBER 
The Chamber makes an excellent secrel patron for 
the player characters. Chamber agellls might hire 
them to retricve a treasure. gat her intclligence. or 
escort an important individual through great danger. 

A dragon of the Chamber can also serve as a foil or 
villain. The characters might struggle to avert a war 
Ihat someone is deliberately instigating. or im'cstigatc 
the murdcr of a prominent aristocrat. only to find 

CHA PT ER I I Adv~n"H~' 

Ihat their enemy is far more potent and well can · 
nected thom they antici pated . 

VELN. CHAMBER Spy 
An Au ndair·born doppelgangt.'r. Vei n has long been 
faScinated by magic and the arcane. As a spy work­
ing for compet ing wi/.ards and artificers. he found 
himself appearing again and again before the sa me 
pillrOIl. 1 laving finally pron~n hl~ worlh. Vein began 
to learn more of his true master- a Chilmber dragon 
observi ng ami influencing the dC\'cloprnent of arcane 
magic among the ~Iesser races:· 

Vein Level 13 Lurker 
Medium n~tur~ 1 hum~nOld (5hapech,lrl,lle,) XP 800 

InItIatIve +16 Senses PerceptIon +14: low.llght vision 
HP 102: BloodIed 51 
AC 27: Fortitude 24. Rene'l 27, WUl 25 
Speed 6 
CD Short Sword (s tandard; at·will ) + Weapon 

+18 vs. AC: 2d6 + 6 damage. 
® Shurlken (standard: at·wUl) + Weapon 

Range 5/ 10; +18 vs. AC; 2d6 + 7 daJl,age. 
( .. Diverting Barrage (siandard: requires a shurlken; recharge II ) 

+ Weapon 
Close blasl 4; targets enemIes: +16 lIS. Renex: 2d6 + 6 damage. 
aJld the larget lakes a -5 penalty 10 Perception checks until the 
end of Vein's ne.1 turn. Effect: Vein is Invisible 10 the targel until 
the end of his ne.t turn. 

Hit and Run (slandard: requires a short sword or shunken; 
recharge ..:.;!GlD + Weapon 
Vein shifts 2 squares. makes a basic melee or basic ranged 
attack. then shifts 2 squares. 

Change Shape (mInor l /round; at·wlll) + Polymorph 
VeIn alters his physical form to take on Ihe appearance of any 
Medium humanoId, Including a unIque IndMdual (see MM 280~ 

Sttallhy at Speed 
When making Slealth checks. Vein takes no penalty when 
moving his normal speed, and a -5 penalty when running. 

Combat Advantage 
Vein dea ls 1d8 e.w. damage agalnsl any creature graJlling 
combat advantage to him, and the largel Is slowed untit the end 
ofVeln's ne'lt lu rn. 

Alignmenl Unaligned languages Common. Draconic 
Skills Sluff + 1 S. Diplomacy +15. Stealth +17 
Sir 13 (+7) Dex n (+12) Wis 16 (+9) 
(on 18 (+10) Int13 (+7) Cha19 (+10) 
Equipment leather armor. short sword, 10 shurlken 

VaN'S TACTICS 
Vc\n·s objective is to function as a spy or agent provo­
cateur: he avoids combat. I-lis b'O..11 in battle is to escape 
with whatC\·cr intclligence he has gathered, rather 
Ihan fight to victory. 

VLLOSAVAX. 
CHAMBER OBSERVER 
An adult silver dragon of arcanc sk ill . Yllos..wa.x is inler­
ested in those pmhs of the Prophecy whose branches 
fork al various arcane discoveries among the lesser 



races. Initially contcnt to observc, she has Ix-gun to 
Iludge wi7.m ds and rcsearchers In specific directions. 
Although she belie\'cs thm she pursucs the best inter· 
ests ofEbcrron . she is increasingly tempted 10 push 
el"ents in directions most bcncficialto her own ambi· 
tions. To date, she has managed 10 reconcile these two 
conn ictinggoals- or m icas!. she belicvcs that she has. 

Yllo~aviJJ[ L~Vi'119 Solo Brut~ 
linR" naturJI mJ!:'(al 1.11."01\1 (d r,IRan) XP 12.000 

Initlatille +11 Senses Perception +17; darkllision 
HP 732: Bloodied 366; see also bloodied breath 

AC 31 : Fortitude 32, Refl el( 31. Will 28 
Resist 20 cold, 1 0 radiant 
Sail ing Throws +S 
Speed 8, fly 8 (hover), overland fligh t 12 
Action Poin ts 2 
CD Bite (standard; at·wlll) 

Reach 2: +22 vs. AC: 4d6 + 7 damage. 
G) Claw (standard; at·wlll) 

Reach 2: +22 liS. AC: 2d6 + 7 damage. 
~ Dragon Onslaught (standard: atwlll) 

Vllosallax makes a claw attack against each enemy within reach. 
She also attacks one crea ture with a bite. 

~ Breath Weapon (standard; recharge.l:iJl!J + Cold 
Close blast S: +18 \IS. RefltIC: 2d8 + 7 cold damage. and the target 
gains lIulnerable 5 to all damage (save ends). Miss: Half damage. 

(0 Bloodied Breath (free. when first bloodied: encounter) 
Brwth weapon re<harges. and VUosavalC uses It. 

(~ Mesmerlling Reflections (standard: at·wi ll) + Charm 
Close burst 3: largets enemIes: +20 \IS. Will: the target makes a 
basic attack with a +2 bonus to the attack roU and the damage 
roll agalnn a creature of Vllosav.u:'s choice. 

(~SlIver Backlash (Immediate reac tion, when VlIosavax Is hit by a 
melee attack while bloodied: at·wlll) + Radiant 
Close blast 3: area of blast must Include the triggering creature: 
+18 liS. Reflex: 1d6 + 5 radiant damage. 

Door of Fog (move: encounter) + Telc:portation, Zone 
Close burst 3: the burst creates a zone of heallily obscured 
squares that lasts untn the end of the encounter. Effect: 
Vllosavax teleports 20 square5 and does IIOt need lIne of 5ight 
to her destination. 

Threatening Reach 
Vllosavu can make opportunity attacks agaInst all enemies 
within her reach (2 squares). 

Change Shape (mInor. encounter) + Polymorph 
Vllosavax alters her phySical form to take on the appearance of 
a young, white· haired female eladrln (see MM 280). 

Alignment Unaligned l anguages Common, Draconic 
SkiUs Arcana +20, Insight +17, Religion +20 
Str 2S (+16) OtIC 16 (+12) Wis 17 (+12) 
Con 23(+15) Int 22 (+l S) Cha 17 (+12) 

YLLOSAVAX'S TACT ICS 
Yllosavax prefers 10 avoid confl ict- her purpose is to 
observc and subtly in fl uence. If combat is inevitable, 
she d ivcs into Ihe fray. She has no reason to conservc 
hcr ac tion point s. so shc lI SCS them early in combat 
to min imize her risk. Her magiC Is c lTccth'c al caus· 
ing her encmies to fight eac h ot hcr, and if she must 
escape, she uses door off 08 to gct oul of Sight and 
thell nics 10 safcty. 
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THE LORDS OF 'UUST . . ~ 

Many cabals and conspi racies scheme in the shad­
ows of Eberron. but one force stands above them 
all-the relllnants of a power that ruled the world 
before humanity existed, Their for tresses and cities 
havc bcen swept away by the passage of time. and 
the greatest of them have been bou nd in the farthest 
depths of Khyber, Still, some remain, and they ha\'e 
devotcd their immortal Jivcs to the pursuit of \'en­
gCilllce. The Prophecy is Iheir battleground-nations 
and cults arc simply pawns in this greatest of games. 
These villains arc the Lords of On st. the ancient 
demons ofEbcrron. 

LORE OF THE 
LORDS OF DUST 

I-ilstory DC 20: The Age of Oem OilS is the first 
era in Eberron's history. Khyber spawned a host of 
fiends that dominated the world for hundreds of 
thousands of yea rs. E\'cntll1llly, the mightiest demons 
were bound in the depths of Khyber. Most of their 
ficndish followers were also bound. but some SCi" ­
tered to the Demon \Vastes. the cavcrns ofKhybcr. 
and other dark places. 

History DC 30; Chief among the fiends who 
escaped imprisonment were the rakslmsas: they had 
close tics to Eberron and could not easily be pushed 
into Khyber. These and other demons drawn from 
Khyber serve the interests oft hcir fearsome o\'er­
lords. and arc known as the Lords ofOllst. 

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

Thc lore of the Chu rc h ofthc Silver Flame (sec 
page 245) also rclates to the Lords ofDuse since the 
fai th was born from a baule against one of the nelld· 
ish o\·erlords. 

ORGANIZATION 
The Lords ofl)ust have bcen operating in the shad­
ows fo r hundred s of thousands ofycars. with age nts 
in eve ry nation . When asked why the Lords ofDLLst 
11:Iven', conquered the world . a rakshasa might claim 
that they already have. Even so. the fiends have lillie 
illlereSI in ruling mortals. whom they consider 10 

be lillie more th an in sects. For one of the tords of 
Oust. ru ling Breland has the same appea l that lord · 
ing o\'er a pigsty has for a human. The Lords of Dust 
mrely have reason to nex their muscle. Even when 
they do. they will not sae riOce all. or even a majority. 
of their deep cover agcnts for iI si ngle sc heme. 

Leade rs: The true powers behind the Lords of 
Dust are the thirty overlords of the Age of Demons. 
Every agent of the organi zation owes fealty to one 

of these Oends. although some lllor ... l!> don't ren li ze 
the power they tru l), serve. 

Headquart ers: \Vhen the Lords of Dust meet. 
they gat her at the ancient city of Ashtakala in the 
Demon \Vastes. Ot herwise. each lord has a host of 
safe houses scattered across Eberron- 'ianctuarics 
from which it can direct the work of subordinates. 

Hierarchy; Although the overlords are the true 
powers behind the schemes of the Lords ofDmt. 
most are trapped in mystiC bonds. Each overlord has 
an exarch Ihat scn'es as its eycs and \'oice. directing 
its followers. Each eXilrch Cilll performlhe Consult 
Oracle ri lual to spea k wil h Its overlord and can mo\'e 
between its strongholds using magic similar 10 the 
Linked Portal ritual. 

Each cell is controlled by a fiendish agent (typically 
a rakshasa) know n asa Fang of Khyber. Each Fang 
o\'crsees a network of mortal pawns. Thanks to their 
shapeshifting powers. rakshasas can temporarily 
assume the role of any Fang or pawn. So the band it 
leader who is human one day could be a ra kshasa the 
next- as long a'i the cha nge in form serves the needs 
of the exarch and its dark master. 

The Lords of Dust arc not a monolithic organil.a­
tlon. Hather. they arc an all iance of caba ls. with e:lch 
member serving its personal o\·erlord. The Bleak 
Congress (sec page 119) sceks to prevent acciden · 
tal confl ict bctween the lords. but their goals don't 
alwilYs intersect. A few exarchs havc c\'en turned 
agai nst their overlords. seeking to claim the power of 
the demon princes for their own. 

Me mbe rs; The nendish Illembcrs of the Lords of 
Dusl trace their :! Ilcgiance back to the dawn oftimc. 
For mOSt. their loyalty is ingrained into their con · 
se iousness. Even though rakshasas and demons can 
be killed. they e\'enlually reincarnate with moSI of 
their memories ilnd pcrsomllit)' illt"ct. As such. most 
of t he Lords of Dust have personalmernories of the 
glOriOUS days of the Age of Demons and wish 10 sec 
their overlords returned to power. 

The mort:!1 pawns of the Lords of Dust ser\'e for 
allY number of reasons. Some have no idea of the true 
nature of the beings that they serve: they simply va lue 
the gold or the ancicntlore promised by the demons. 
Others have sen'ed the Lords ofDLLst for genera­
tions. having been raised to worship all overlord as a 
dcily. The rakshasas arc master deceivers and have 
been planting seeds across the world since the Age 
of Demons: they have loya l pawns in places people 
would never expect. 

USING THE LORDS OF DUST 
The Lords of Dllst can serve two roles. First. they :Ire 
an easy way to bring Oends illlo :I 8:1 me. Ally time 
you need:1 demon cult. the Lords of Dust are an 
option. They can also be assoc ialed with barbari:ms 
or savage gnolls from the Demon Wastes.lfit suits 



your purpose. their actiolls call appear to be quite 
simple. A horde of gnolls led by a demon lays siege to 
a vil lage. A rakshasa assumes the place oCa military 
commander and start s a border wa r, A demon shows 
a Can nith artificer how to create an cldritl.:h mach ine 
that has unforeseen and devastating effec ts. 

In developing such a story. you don't have to think 
long-term- perhaps you just want to have demons 
cause chaos. Still. "very action the Lords of Dust take 
is part of a complex plan. one seeking to manipu late 
the Prophecy to create the circumstances required to 
free an O\'erlord. As such. an eKarch might set up an 
attack upon a village knowing that the PCs will show 
up and defeat his minions. Far from being angry at 
the PCs. he is pleased- the party's victory is the first 
step in a cha in of e\'ents that will ultimately result in 
the release of his master. You don't have to know all 

thedctails at the starl. As time unfolds. sec if you can t--
find a way to link past encounters with the Lords of ~ 
Dust i ilIa a more complex story. Q 

IfyOll intend to use the Lords of Dust, sl art by 
choosing your exarch and overlord, Make su re to 
select a few of your NPCs to be pawns of Ashtakala. 
They arc the tools iln exarch uses to manipulate the 
PCs. It might take months or years for their true 
a llegiance to be re\'ealed. a nd a rakshasa could trade 
places wilh any of them at any time. 

THE SHADOW IN THE FLAME 
Most of the overlords oflhe Age of Demons are truly 
bound, unable to affect the world in allY meaningful 
way, A few have frayed their bonds. however. and ha\'e 
found lVays to influence Ebcrron even while hound , 
In the modern age. 'namat is stirring in the Pit of 
Five Sorrows. rousing dark emOlions in the heans of 
d ragon kind. More important for Khorvaire. another 
overlord schemes. Se\'en centuries ago, he nearly 
escaped from his bonds. The paladin Tira Miron 
defeated him by becoming a vessel for the Silver 
Flame. butlhe overlord ne\'er truly returned 10 his 
slumber. For centuries he has lingered in the heart of 
the Silver Flame, whispering to the weak·willed and 
manipulating the path of the Prophecy to bring about 
an age of darkness. He draws strengt h from every feud 
and every aCI of betrayal. and the discord of the Last 
War increased his might significimtly. lfhe breaks 
free. chaos and despair will surely follow. He is Bel 
Shalor, the Shadow in the Flame. Some scholars claim 
that he is one and the same as the deity known as the 
Shadow, and that he Iaught the dragon Ouralonastrix 
the arts of magic althe dawn of time. 

\ ....,hile he is bound. Bel Shalor has lillIe ability 
to directly influence t he world. H is power is one of 
insidious inspiration , of whispers in the dark. He 
has turned his prison against his captors, reach ing 
through the bars orthe Silver Flame to touch the 
minds of Ihe faithful. Some followers of the Flame 
have been corrupted 10 aClh'cly worsh ip BcI Shalor. 
I-lis strength is his ability to trick good people into 
perform ing evil deeds. somet hing hc has accom­
plished all 100 often over the millennia. 
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These statistics reflect BcI Shalor's physical power 
ifhc is released, These combat abilit ies arc just a 
fraction of his powcr. howevcr. [fthe Shadow in the 
Flame is freed , his innuence will begin to ex tend out 
O\'er the land around him , first coveri ng a few miles. 
and lIlti mately spreading oul ilcrOSS an en! ire nat ion, 
People who fa II under his sway become selfish and 
cruel, lurning on ol1e another instead of standing 
against hilll , PCs arc immune to this passi\'e effect. 
but illllight affect their ability to find allies. Wit hin 
this sphere of innuenee, people grow pale and their 
shadows become clearer ilnd more vivid evell in poor 
lighting. often seeming to move of their own accord. 

( : 
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It is sa id thaI the shadows conspi re aga inst their 
0\\ I1crs, tell ing Bel Shalor or their secret pla ns: you 
must decide i r t h is claim is true, 

Bel Sh .. lor, level 34 Solo Controller 
the Sh .. dow In the name 

Hu e elem('ntal humanoid (demon) XP 195 000 
Init lillive see shadow Senses Percept ion +] 1; d ... rkvlslon, 
mo~men t ... 11 · ... round vision. trueslght 10 
Smot hering Shadows (Necrotic) ... ura 20: br ight light within 

the ... ura Is reduced to dim light: att ... cks that have the r ... dlant 
keyword made by or ag ... lnst cre ... tures within the ... ura take a·2 
pen ... lty to attilck rolls: eiKh enemy tha t enters the aura or starts 
Its turn there takes 10 neu otk damage. or 20 necrotic damage 
while Bel Sh ... lor Is bloodied. 

HP 868; Bloodied 4]4; see8<ltherln8 shadow 
AC 48; Fortitude 46. Reflex 46, W il l 48 
Immune neuotlc; Resist 20/v ... rI ... ble (]/encounter; see MM 282). 

Insubst ... ntla l: Vulnerable 1S radiant 
Saving Throws <t-5: Bel Shalor makes ... saving throw ... gainst one 

effect .lI the start of his turn .... nd a save ends that effect even If 
the effect Is not normally one that a s ... ve nn end. 

Sp«d 8. fly 8 (hover). teleporl 4; phasing 
Action Points 2 
<D Re ... pers Touch (standard; at-will) + Cold, Necrotic 

Reach 4; +]8 vs. Refl ex; ] d1 2 + 7 cold and neuoticdamage, 
and the ta rge t Is slowed (s ... ve ends). 

+ Consume Soul (standard: recharge.!!J • Necrotic 
Reach 4; +38 vs. Fortitude: the tiu get loses two he ... Ung surges. 
If It h ... s only one surge to tose, it also loses its healing surge 
v ... lue in hi t points. If It has no surges to lose. It toses Its bloodied 
v ... lue in hll points. 

::r Action Lash (Immedi ... te Inlerrupt, when ... n enemy In r ... nge 
spends an "'(lion point: al·wllt) + Charm 
R ... nged 20: +38 vs. Wi ll : the t ... rget loses ... healing surge . ... nd 
Bel 5h ... tor reg ... lns a spent ... ction point. 

~ Seductive Whispers (minor l /round: at-will) + Ch ... rm 
R ... nged 20; +38 vs. W ill; Bel 5h ... tor slides the targel 4 squares. 

~ Shildow Lashes (standard: at-will ) + Necrollc 
Ranged 20; targets up 10 five creatures; +36 vs. Re flex: 2d6 + 7 
necrot ic damage. and Bel Shalor sUdes Ihe larget 2 squares, 

~i- Clinging Darkness (standard: rechargeJl) • Necrotic 
Area burst 3 wit hin 20; +36 vs. Reflex; 3d12 + 3 necrOlic 
d ... m ... ge. and the target Is immobilized and takes ongoing 1S 
necrot ic d ... mage (save ends both). 

-ii- VoJd Zone (standard: rech ... rge lJ) + Necrotic, Zone 
Area burst 3 within 20; +36 vs. Reflex; 2d12 + 3 necrolic 
damage. EffKI: The burst creates a lOne that lans unt illhere are 
no enemies Inside II. Any enemy th ... t ends 115 tu rn within the 
zone takes 20 nee.rot lc damage. 

Gathering Shadow (when reduced to 0 hit poln15; ene.ounter) + 
Heilling 
Bel5halor regains 200 hl l poinls. 

Shadow Movement 
Bel Shalor does not rol1 1nilia tive. He has three turns each round 
on initiative counts 4S, 35. and 25. 

Shadows Rise 
AI the start of Bel Sh ... lor·s turn, any dead cre ... lure with in his 
aura rises as a dread wrai th under his comm ... nd. 

Alignment Chaollc evil Langu ... ges Abyss ... 1. Common, 
Draconic 

Skills Arcana +32. Bluff + 34, Dlplom ... cy +34. History +32. 
Inlimidate +34. Insight +3 1, Religion +32 

Str 25 (+24) Dex 24 (+24) Wls 28 (+26) 
Con 30 (+27) Int 30 (+27) Cha 35 (+29) 

CIIAI'TF.H I l/\ d,' .. nl u, .. , 

BEL SHALOR'S TACTICS 
Bel Shalor begins battle by hanging alxH'e like a dllrk 
shroud , relying on his allra to wea ken his roes. lIe 
uses c1i1l8i1l8 d(lrkl1('5S 10 rreeze hh enemies in their 
tracks and follows that with void zone. l ie also enjoys 
el iminating enemies pcrsona lly- arter using wductive 
whispers to isolate an enel1l)", Ilt~ dives down to engage. 

THE WVRMBREAKER 
The exarc h or Bcl Shalor is a rnighty rakshasa named 
Durastoran. know n 10 legend as the \Vyrmbreaker, 
This fiend despises the d ragons of Argonnessel1 and 
has shattered many schemes orthe Chamber. I-Ie 
claims to have provoked the first war bel ween Aer· 
enal and Argonnessell. Ovcr the last few centuries. 
he has served Bel Shalor in Khorvaire. using his vasl 
knowledge or the Prophecy to elr:!w the world inlo 
this dark age. 

Durastomn is a master prophet and .. killed Illage. 
In addition 10 the powers described below, he is 
a ri tual caster who has had a hu ndred thousand 
years 10 gather ritual." Beyond th is. his knowledge 
of the Prophecy orten lets him predict PCs' actions. 
Ulti mately, he seeks Bel Shalor's release, but in the 
mea nti me, he likes to play dc:td ly games with the 
Chamber and its agents. 

WVRMBREAKER TACTICS 
Durastoran is a master or decept Ion who prefers to let 
others fig ht his batt les. Ir he deigns to light direc tly. 
it's because il sen 'es some greater scheme. I-Ie might 
fig ht whi Ie d isguised with deceplh'(' \'e il , chOOSing to 
lose in order to foste r enmity between the characters 
a nd the being Iheybelieve they ha\'e rough!. In this 
way. he could engage e\'el1 paragon tier characters, 
because he doesn't want to actua lly kill them, 

OTHER OVERLORDS 
Approximately thirty lIend ish overlords arc bound In 
Khyber. includ ing Bel Shalor. A rew ort he most inr:1 · 
mous :tre brieny described below. 

The Daughte r of Khyber: Tia mal embodies the 
cvi l that lurks ill t he hea rt or every d ragon, and she 
has the power to corrupt dragons. Chromatic d ragons 
arc especia lly vulnerable to her wiles. but any dragon 
can fall prey 10 her manipulation. Bound below 
Argonllessen, Tiamm has no exarch on the Counci l of 
Ashtakala; her cu lt- known as the Talons orTiamat­
works independent Iy or thc Lords of Dust. 

Katashk a the Gatekeeper: Lord of deat h and 
u ndeat h. K:tlashka is the masler of the most a ncient 
undead creatu rcs. In addition to rakshasas. he is 
served by valllpires. immoliths, and a number or 
dracolichcs-corrupted champions of the first great 
war. I-I is chier agent is the ru ncscri bed d racolich 
Mazyra lyx. s:!id 10 bc the fi rst d ragon to ra il to this 



fate and possibly the inspiration ror some myths or 
the god known as the Kcq>cr. one orthe Dark Six 
(sec imge 244). 

The Rage of War: nak Tulkhesh embodies the 
hatred and blood lust that drivcs Illortals to war. Ifhe 
is C\'cr relcascd. riots and battles would immediately 
spread across the land around his prison. I-lis exa rch 
is i\lordakhesh the Shadowsword. a powerful rak· 
shasa dread knight who ha .. agents hidden among the 
a rmies of ew~ry nat ion In Khor\'airc. in addition to an 
army of barbarians In the Demon \Vastes. If you use 
Rak Tulkhesh. decide if the commanders of any oft hc 
Fh'e Nations are his pawns. 

The Keeper of Secrets: Aundair is a land of 
wisdom and magic. uutterrible things arc hidden 

Durastoran Level 29 Elite Controller 
the Wyrmbrcaker 

Medium naturJt humJnold. r.lk~h.ls.l XP 30.000 

Initiative +21 Senses Perception +26; darkvislon. 
trueslght 10 

HP 466: Btoodled 23] 
Regeneration 1S 
AC 44: Fortitude 41. Reflex 4]. Wilt 44; see also dwdly phanlom 
Immune disease: Resist ]0 necrotic: 20/varlable (]/eno:ounler: see 

MM 282) 
Saving Throws +2 
Speed 8. teleport 6 
Ao:tlon Poin ts 1 
CD Claw (standard: at·wlll) 

+]] vs. AC; 2d6 + 7 damage. and the target Is stunned untit the 
end of Durasloran's nexlturn. 

:r Deceiving lure (standard: at· will) • Charm 
Ranged 10:+]] vs. Will: Durastoran slides the target 5 squares 
and the target makes a basic attack as a free action against a 
target of Duranoran's choice at the end of the move (i f poSSible). 

:r Frlghtrul Phantom (standard: recharge.,;:;.,J.!) + Fear 
Ranged 5:+3] vs. Will: 5d10 + 7 psychic damage. DuraSlOran 
pushes the target 5 squares. and the target Is sllmned (save 
ends). Miss: Half damage. and the target Is dazed (save ends). 

:r Terrifying Visions (standard: at·wlll) + Psychic 
Ranged 20: +]] vs. Will: 4d6 + 9 psychk damage. and the 
targe t Is dazed (save ends). First Failed Saving Throw: The target 
is stunned (save ends). 

Deadly Phantom (minor; recharge ~W • illusion 
Until the end ofDutastoran's next turn. an enemy that attacks his 
AC or Reflex must make two attack rolls and use the lower result. 
If the attack misses. the attacker hits Itself with the attack. 

Dec:eptive Veil (minor; at·wlll) • illusion 
DuritStoran disguises hlmlelf to appear is any Medium 
humanoid. A su<ceufuilnsight check (opposed by DuraSloran's 
Bluff check) pierces the disguise. 

Prophetic Fo..eknowledge (Immediate Interrupt. when an enemy 
hi15 Durastoran: encounter) 
The triggering enemy's succeuful allack against Durastoran 
Instead falls. 

Alignment Evi l languages Common. Aby~sal. Draconio:, 
Elven. GianI 

Skills Arcana +27. Bluff +28. Diplomacy +28. HI§I()!'y +27. InSight 
+26, Intimidate +28. Religion +27. Steal th 26. 5treelwlse +28 

Str 21 (+19) Dex 2S (+21 ) Wls 25 (+21) 
Con 2] (+20) Int 27 (+22) eha 29 (+23) 

beneath its soil. An O\'er!onl is buried deep below 
Ihc earth ncar the noating towers of Arca ni x. 
hidden under tons of rack and held in bondage by 
Ihe Sih-er Flame. Iler nallle is Sui Khatesh. bUI she 
is more commonly known as Ihe Kecper ofSecrcts. 
for she knows more about dark and arcane matters 
than ,IllY morta l cou ld comprehend. For now. she 
slumbers- but she can prove a threat even while shc 
is sleeping. OCGlsionally. she touches mortal minds 
in her dreams. and some of the greatest mystical 
innovations of the Arcane Congress might ha\'e 
been inspired by her whispering words. I:ew of those 
inspired by this ancient muse understand what they 
are dealing with. und her gifts might bring madness 
or unforeseen disaster. Il er exarch is I-I ektula. called 
the Shadow Sc ribe. the librarian or Ashta kala . 

Others: Like Tiamal. demon princes or ev il gods 
rrom olher settings can be used as fi endish overlords 
in thc EIl~:RRON setting. Yeenoghu. also known as 
the Beasl or Butchery. could have created the gnolls 
as soldicrs in the ancicnt war. and Ihe most savage 
gnol ls still re\'ere this deilloniord. Lohh lingers in the 
depths of Khyber. spinning webs 10 ensnare the souls 
of t he elves and the elad rin. \Vhcn using evi l gods 
in this way. remember that they are not gods in the 
s:t llle sense as the Sovereign Il osi. Their existence is 
unquestioned: iffreed to w:tlk the world. they would 
spread terror and despair. 

THE BONDS OF 
THE OVERLORDS 
All overlord orthc Age of Demo liS can't be destroyed. 
Ir defcaled. it retllrns in approx imately 24 hours. Nor 
can it be bound by any simplc ritual or power. It takes 
:t force 011 par with the power ofa deity to return a 
released overlord 10 its prison. Vanquishing an ovcr· 
lord could rorm the uasls of an extended adventu re 
:trc. as characters se:t rch for anifacts. ritua ls from the 
dawn ortillle. or divine allies. It might e\'cn be the 
culmination of :til epic destiny. like when Tira Miron 
merged with the Silver Flame to bind Bel Shalor. 

Hcle:tsillg all overlord is no trivial maHer. The pris· 
om ofthc overlords are as indestructible as the fiends 
themselvcs. The onl}' way for an overlord to be released 
is for a certain pmh of the Prophecy to come 10 pass. 
For this reason.lhe actions of the Lords of Dust are 
enigmatic. The)' ca nnot simply release their maslers­
they Illust bring hislory to a particular crossroads. a 
point at which the planes and moons are aligned and 
the darkness can rise aga in. It is up to you todccide 
just what is required for a p:trticular o\'erlord 10 be 
rl'ieascd. It could be something as grim as the down­
raIl or a nation. or something as posilh'c as the birth or 
a child. 
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H1STORY - - ~ 
. .'. ,~ . 

History Is a catalog orfntlS and myths thallclls the 
story of a place. a time, or a people. The history of 
Ebcrroll is filled with greal truths. lingering myster­
ies, mi<;conceplions, and outright lies. Slili. anyone 
who strives to influence Ebcrron's future would do 
well to Ilndcrsland the world's pas!. 

THE DAWN OF TIME 
Many different myths have been laid aboullhc erc· 
ation of the world and the carly years of Ebcrron. 
One laic. however, is Widely accepted as truth by the 
majority oft he beings of Ebcrron. 

Common Knowledge: At the beginning of time, 
called the Age of Dragons, three progenitor dragons 
fought. Proud Siberys was slain by dark Khyber. who 
in turn was bound by vibrant Ebcrron. The scattered 
remains ofSibcrys. the Dragon Abo\'e. became the 
ring that encircles the world. The body orEberron. 
the Dragon Between. rormed the seas and conti nents. 
Under the surrace, the bones and blood orKhyber. 
the Dragon Hclow. created labyrinthine passages. 

History or Religion DC 10: Life sprang rrom the 
dragons' blood spilled in the great battlc. The blood 
ofSiberys became the dragons orthe ea rth. Khy­
ber's blood. oozing up rrom the depths orthe world . 
became flends and demons. These races qUickly 
resumed the flght thaI their progenitors began. Eller· 
ron's children, though more numerous and varied, 
could not match Ihe.might orthe other progenitorS' 
offspring. 

Just as Khyber triumphed ovcr Sibcrys.the fiends 
dro"e the dragons away. trapping them on the land of 
Argonncsscn. Although battles continued. a halCl11ce 
or power was struck. with the dragons unable to push 
beyond their onc continent and the demons unable to 
crush them utterly. This stalemate lasted ror a million 
years and is rererred to as the Age of Demons. 

History or Religion DC ) 5: The world changed 
when the dragons discovered what has come to be 
called the Draconic Prophecy and found allies- Ihe 
couatls. According to legend. these celestia l creatures 
were rormed rrorn the pure blood ofSiberys berore 
it struck Eberron. Like the dragons. they had hidden 
rrom and reared the fiends. Together. the dragons and 
the couatls launched a new war against the flcnds. 

After thousands oryears. thc war ended when the 
couatls discovered a way to imprisollthe most power­
rul of the demons: The couatls would sac rifice their 
spiritS to form the prison. The dragons launchcd a 
flnal assault . incllrring Significant casualties to keep 
the ncnds preoccupied while the couatls prepared 
the imprisoning ritual. 

Ad"enrures 

I n the end. t he greatest or the fiends were impris· 
oned deep in the earth. the cOllatls were:lll bllt 
wipcd out. and the remaining dragons retreated to 
recupero.lte and to study the greatcr mcanings or t he 
Prophecy. 

THE AGE OF GIANTS 
The Age of Giants is the nrst er:l ofEberron's his· 
tory for which strong archeological e,ridence can be 
found. Most of those ruins, however. arc in the heart 
ofXcn'drik and difficult to explore. 

Common Knowledge: The first mortal being .. 10 

rorm civilizations were the giants. They built great 
cities in Xen·drik. using their own strength. a legion 
of slavcs. and powerrulmagic. Eventually. they ruled 
the world. Aftcr tens of thousands ofycars. the giants' 
cjvilizmion collapscd or was destroyed. 

History DC 15: The giants' civilization rose from 
the wreckage orthe war bet\\'eenthc dragons and the 
nends. In truth. the giallls "ruled" the world because 
more powerful entities did not oppose them. The 
giants mo,·cd beyond the shores orXcn'dri k 10 set up 
a few outposts on Sarlonil and Khorvaire. Still. most 
ofthc world lIe\'er relt the tread of giant rootsteps. 
even ir t he giants claimed dOll1i nion over all land s. 

\Vhere the giants did roam, howevcr. they 
enslaved any lesser race thcy cncoulltered. They even 
razed one of the feyspires oftbe eladrin (see page 48) 
and enslaved its inhabitants. These slaves were the 
progenitors of modern el\'cs and drow. 

Thc giants had intermittent contac t with thc drag­
ons. The clearest evidence of this interaction is the 
giants' maslery of draconic m:!gical arts. O"er the 
years, the giants ILsed the magic they le:!rned from 
the dr:!gons to build the greatest ortheir temples and 
mOlluments. They :!Iso used this magiC to cement 
their dominance over the lesser races. 

History DC 20: The giants' civili ... .atloll was 
destroyed by a cataclysmic couflict with extraplanar 
beings from Dal Quor.the Region of Dreams. Although 
thc giants uscd powerful magiC to end the connie!. thc 
aftererrects wcre disastrous. Vast expanses ofland were 
blasted bare or Slink beneath the w:Jves of the sea. and 
the giant empire was left in ruins. 

History DC 25: The giants' civilization sur"h'cd 
the battle with the c reatures from Dal Quor. Thc real 
downrall of the empire was a IlHlssi\'e slave upris­
ing.ln the aftermath of the connic!. elvcs. drow. and 
other slaves began to demand their release. When the 
revolutionaries proved resilient. the giants prepared 
to usc cataclysmiC magic again. against the rcbels. 

Hefore the world was exposed agai n to such de\'· 
astation. the dragons Inten·ened. When the), were 
done. nothing remained ofthc gianls' once-grem 
civilization. 



THE AGE OF MONSTERS 
Some academics proclaim Ihis era a dark lime for 
Ebcrroll, considering it an em not worth studying. 
A more detached view ohhe period rC\'Cil ls such 
judgments to be unwise, ilnd probably based on deep· 
SCaled :\cnophobia. A few schola rs even call it an age 
of enlightened development that (;IIe crushed before 
it had il chance to truly blossol11. 

Com mon Knowledge: After the de"ilstation of 
the giants' fall. lesser races-including ekes, cluddn. 
goblins. and orcs- began to dc\'elop and thrive. 
On Khorvairc. a greal civilizalion of goblins arose, 
known as the Dhakaani Empire. The nomadic orcs 
also prospered. forgOing cOllvcllIional civilization in 
favor of primal magic ilnd stronger lics 10 t he land. 

I-l islory DC 15: O,'cr the cOllrse of several thou· 
sand ye:lrs. goblins fo rmed mil ions in the eastern 
half of Khorvllire. The age of the Dha ka:111 i Illarked 
the beginning ofKhor\"aire's risc as the dominant 
continent in the world. Other races did not chal· 
lengc Dhak .... ni supremacy on Khorvaire. The 
draw remained in hiding on Xcn·drik. and the eh'cs 
escaped the blasted continent to plantlhe seeds of 
their current culture 011 Aerenal. 

1·1 istory DC 20: The Dhakaani con~olidated 
numerous goblin nations into the Dhakllani Empire. 
They flwdc pc .. ce wit h the orcs and drew them into 
thei r eivilil.ation liS well. At its height. t he empire con· 
trolled a contiguous area stretching from the Shadow 
MlIrches in the west to the Endworld and Ironwood 
mountains in the easl. The goblin dominance of 
K horvaire lasted for tens of thousands of years. 

During this time. the only serious threat to goblin 
supremacy came when ch'es from Aerenal arrived on 
Khorvaire to build a new SOCiety. E\·entually ... local· 
iI'ed war broke Olli. centered in Ihe southeast portions 
of the continen!. Although the e lves were supcrior in 
tactics lind strategy. the Weight of numbers was on 
the goblins' side. After a protracted battle. the ekes 
left Khon·aire. returning in force only during the Last 
War. 

H istory DC 25: The cause of the goblins· down· 
fall was an extraplanar invasion. Fleshshapers from 
Xorlat. the Healm ofil-Iadness. opened portals in 
Ihe western extent of the Dhakaani Empire. The 
otherworldly horrors ca lled the dllc1kyr decimated 
the populace and sowed chaos among goblins and 
orcs alike. Alt hough the Gatekeeper druids of the 
orcs ma naged to permanently seal tile ponals, 
vaSI damage was done. Civil war left the Dhakaani 
Empire In shambles. 

History DC 30: The fall of the Dhakaani Empire 
.. Ilowed halnings to begin bUilding societies of their 
0" n. Unlilthis point. halOings were Ormly under 
the thumbs of the goblins and orcs. Around the same 
time. gnomcs emerged from Pylas Pyrial and began 
~ett l ing Zilargo. 

THE CURRENT AGE 
With the passing of the Dhakaanl Empire. the history 
of Eberron diverges. One branch traces t he history 
of the world O\'erall-the contillliing stories of lands 
and peoples that most modern folk consider Hdead 
and burled." The other path follows the history of 
Khorvaire. where people. nations. societies. and 
organizations continue to rise. fall. and interact with 
unprecedented speed and force. Although the most 
spectacular e\'ents oflhe modern age havc occurred 
on KhoTvairc. they might not be considered the most 
important de\'c1ojlmellls when the current age is 
\'iewcd later through the lens of history. 

Common Knowledge: Evcnlhough theydon·t 
innuence dai Iy Ii fe in Khorvai re. the elves of Aerenal, 
I he 11II1l1UIlS ofSarlona. and the various 11Il malloid 
and monstrous races of Xen'drik continue to pursue 
Iheir OWI1 endeavors. Merchants. schola l"s. and war· 
riors from these far·ofT continents visit t he Five 
Nations from time to ti mc. 

DATES AND CALENDARS 
Years In this book appear In one of two forms, Years In 
the current age typlcally appear as "years of the kingdom" 
(YK~ reckoning from the founding of the Kingdom of Gall­
far 998 years before the campaign starts. this calendar Is 
used across Khorvalre and in other places (such as the city 
of Stormreach) where the Influence of Gallfar is strong, 
Earlier years are presented simply as how many years 
before the present time they occurred. The flrst year of 
the kingdom (l YK) is also -998, almost a thousand years 
before the present day of the setting. 

Eberron's year is 336 days long. divided into twelve 
months of28 days each. The months of the year are each 
associated wilh a particular dragonmark. as shown on the 
table below. 

MONTHS OFTHE YEAR 
Month Season Dragonm;uk 

Zarantyr Mid·winter Storm 
Ola rune Late winter Sentinel 
Therendor Early spring Healing 
Eyre Mid·spring Making 
Dravago Late spring Handling 
Nymm Early summer Hospitality 
Lharvion Mid·summer Detection 
Barrakas l a te summer Finding 
Rhaan Early autumn Scribing 
Sypheros Mid·autumn Shadow 
Aryth late autumn Passage 
Vult Ea rly winter Warding 

A month is fu rther divided into four 7·day weeks. The 
names of the days of the week are given below. 

DAYS OF THEWEEK 
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H istory DC 15: The elvcs of Aercnalmailllained 
a colony in southeastcrn Khorvaire during the 
Dltakaani Empire. in what is now Va lenOIr. A strong 
possibility exists that other sllch outposts might still 
survivc in the wilder places of the world. 

Litlle direct communication occurs bctween the 
inhabitants of Sari on a and Khor\'aire. but the two 
continents are hardly estranged. The Inspired main · 
tain diplomatic missions and ambassadors in Illany 
nalions. and small enclaves of Sarlo nan and kalashta r 
immigrants exist In most of the major cities ofKhor' 
v<lirc. These people bring rumors from the continent 
beyond the horizon and carry back with thelllnews 
ofHfe in Khorvalrc. 

Thc most COlllmon way for Khorvairians to meet 
and interact with travelers from Sarlona is when they 
visit Xen·drik. The Sarlonans have established their 
own outpost from which they ship home goods found 
on the continent of my 'it eries. Although outsiders are 
not welcome in Dar Qm. the Sarlonans often use the 
city of Storm reach as their port of entry to Xcn·drik. 

History DC 20: E\'en though most people con· 
sider Xen'drik to be de"oid of civilization (other than 
the outposts built there by Khorvairian scholars and 
adventurers). only a small portion of the continent 
has bccllthoroughly explored. In that small swath. 
explorers have found minotaur maze-cities. yuan-ti 
settlcmcnts. and tribes of xenophobic drow. Beyond 
that. evidcnce has becn found that a kingdom belong­
ing \0 a "vCTlnin lord" exlstcd in the recent past. and 
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rumors persist of gilhyanki cily-states hidden some­
where inthc nearly impenetrable jungles. 

THE R ISE or KHORVAIRE 
The modern era of history on Khorvaire does not 
begin with the arrival of human refugees from Sar­
lona after the f.1.11 of the Dhakilani Empire. bUI that 
innux can rightly be said to be the trigger for the 
domi nant cvents of t he age. 

Co mmon Knowledge: For ncarly a lhousand 
years. the kingdom ofC.ilifar maintained a steady 
hand on events in Khorvaire. Aside from a small 
war with thc sea princes ofLhazaar. aggressions and 
energies were turned. for thc 1110st part. toward set­
tling the wilderness in ever-widening circles around 
Scions Sound. 

These years of the kingdom of Cali far arc often 
referred 10 as a Mgolden age.- Culture. the arts. and 
magiC nourished. cities were buill. and an unprec· 
edented prosperity was shared by all. Continual 
improvements in infrastructure- including the den~l · 

opment and construction of the Orstlightning rail 
routes- revolutionized communications and boosted 
trade across the continent. The situation at homc was 
so stablc that energy wa .. even turned toward de"el ­
oping interests overseas. !\lost notably. Stormrcach 
was fo unded on the northern coast ofXen·drik. 

In 894 YK.thc death of King Jarot.thc last ruler of 
Galifar. sparked the beginning of the Last War. The 
squabbling of royal siblings turned into a lmndred 



yea rs of bloodshed. The ncnt that brought :Ibout 
the end of the war was the mysterious destruc tion of 
Cyre. a land now called the Mournland. 

History DC 15: Over 2.000 years ago, the cen­
tral m:lss of Khorvaire ca me 10 be divided among 
five separate. mostly human civi lizations. These 
MFive Nations" wcre surrou nded by lands settled by 
gnomes. dwa rn"s. halnings. the remainder oflhe 
goblin nation~. a nd el\'es. Strife wa~ consta nt as, wit h 
no fu rt her land available for expansion, neighbors 
lookcd to lake thc rcsources they needed from one 
another. For the most part, only minor a ltercat ions 
:Irose. but thc threat of war loomed consta ntly. 

Almost 1,000 yl"ars ago, Gallfar of Karr nath 
brought the lands of the Fivc Nations toget her to 
create a single kingdom. lI e issucd the Korth ed ic ts 
to limit the power of the dragonmarked houses whi le 
also enlistI ng their help in buildIng an economic 
framewo rk for his expand ing nation. The result was a 
~ table kingdom that had the st rength to defend itself 
from attack and the will to imposc internal accord. 

'vVith Stich stability at the heart of the conti nent , 
the rest oft he regions of Khorva ire (with the excep' 
tion of the goblin·controlled a reas) began to de\'c!0p 
peaceful tics with thc kingdom ofGalifar and with 
one anot her. 

History DC 20: Arou nd 3.000 years ago, two 
millennia after the fall of the Dhaka ani Empire, 
humans from Sa rlona arrh·ed on the eastern coast 
of K hor vai re. They sct up colon ies a nd out posts, 
cstablishing a foot hold on the conti nent. and bega n 
to spread westward. Along with the gnomes. half· 
lings, and dwarves who were exp:md ing their own 
territorie'>, the new arri vals began to est:lhlish cen· 
ters of c ivi liLation among the ruins oft be shattered 
gobli n socicty. 

Like the other races. the huma ns de\'elopcd dragon· 
marks. The longer they "ta)"ed in Khorvaire and the 
more extensively they explored their new land . the 
more prominent the dragon marked families beca me. 

THE LAST WAR 
rhe defining ("vent of the current :lge. as far :IS the 
people ofKhorvaire arc concerned. was the Last \Var. 
which engu lfed the ent ire conti nent fo r a century. 

Common Knowledge: The Lasl War er upt ed 
after the dcut h of Ki ng larot, when hi'> children. the 
rulers of the Five Nations, couldn't agree on who 
dlOUld succeed him. Alliances rose and fell over 
the course ofa hundred yea rs, but at \·arious points. 
eac h of the FiI'e Nations turned against the ot hers. 
rhe war finally came to an end after Cyre was con· 
"umed by a deadly mist and bec:nne the Mournland. 
The Mourn ingsct in motion a peace process that 
cu lminated with the signing of lhe Treaty of Throne· 
hold in 996 YK . 

History DC 10: A chamcter who succeeds 0 11 th is 
check knows the names of his or her nation's rulers 

> 
c: 
o throughout the war. as well as the detai ls of the nation's I-

military history during the fi nal years of the wur. V'I 

H isto ry DC ] 5: /I. dl1lracler who succeeds on thi s :r 
check knows the activities. historIes. and b3ltles of a II 
the major nations and fact ions throughout the latter 
hal f of t he wa r. or ca n name t he rulers of (he five 
cent ral and the newly independent nations over the 
course of the war. 

The character also knows the dragonmarked 
houses' activit ies during the wa r. 

History DC 20: Jarot. last King ofGa lifar, WllS 
anxious and suspicious to the poi nt ofdcl usion. l ie 
saw enemies everywhere a nd kept Ga lifar on a war· 
t ime footing. building up regiona l armies for yea rs 
before his death. Th is consta nt preparation for war 
and sowing of distrust is as much responsi ble for 
the Last W:lr as any actions on thc part of his ch il · 
dren. That situat ion bodes ill fo r the future, for the 
nations of today a re surely repeat i ng King l a rat's 
mi stakes as they look toward their ne ighbor" with 
mist rustfu l eyes. 

A cha racter who sllcceeds on this check also hlls 
a full 1I nderstanding of the military aC livit ies of a 
particula r na tion ,II I the way back 10 the start orlhe 
wa r. 

History DC 25: Ga lifar before the war wasn't 
as stable as modern folk su ppose. The nationalistic 
idellis and t he identities of its COllst ituent regions 
predated. and survived throughout, the ccnturies of 
Galifar rule. Pcrhaps some level of con mct- atleast a 
cil'il war for regional independence, ifnot a true war 
of ascension- was inevil<lblc. 

A character who succeeds on thIs check also 
knows details of battles and activit ies of e\'ery nation. 
from the Hattlc of the Galifar I leirs thatlaunt:hed 
the war, ull the way up to the signing of thc Trcaty of 
Thronehold. 

MASTERS OF \liAR 
The five rulers who reigned at the start of the war, and 
who are arguably responsible for it, were the following: 
+ Kalus I of Karrnath 
+ Mlshann of eyre 
+ Thalin ofThrane 
+ Wroann of Breland 
+ Wrogar of Aundair 

Each is widely considered a hero by his or her own people. 
and a treacherous villain by everyone else. 
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ABBREVIATED TIMEUNE 
The past shapes the present, sell ing the stage for the 
fu ture t hat is to come. On £bcrroll, a rich and tangled 
history has helped craft the current era. What follows 
arc h ighlights of ages past. 

AGE OF DRAGONS 
Dale Eve nt 

17? In the mythic past. the world wasonc and the 
progenitor wyrms.thc first and grca\cst of 
dragonkind. ruled all. The three most power­
ful-Sibcrys. Ebcrron. and Kh)bcr-disco\'crcd 
(or cn~lllcd) the Prophecy. A world·sh:lllcring 
struggle followed. spliuing Iht, world inlo 
three parIS ami scattering the Prophecy across 
the width and brca{lth of existence. In the 
end. Sibcrys bcramc the glowing ring that MIT 

rounds the world, Khyber was bound In the 
darkest depths. and Ebcrron healed the world 
between by becoming one with it. Sibcrys 
called forth the next gencnltlon of dragons, 
Eberron created all manner of other living 
things, and Khyber spat oul the fiends, 

AGE OF DEMONS 
Date Event 

- 10,000,000 Khyl>cr's nendi~h offspring o\'errun the sur' 
face world, creating a hellish en\'ironment 
where rakshasasand night hags rule supreme, 

- 1.500,000 Dragons rediscover the PropJu.'Cy and risc 
from their primitive stme 10 oppose their 
demonic overlords. allying wilh other dracon ic 
species,lnclud ing the coualls, The comlllon 
races. still III primili\'e Slates, hide from Ihe 
godlike combatants and nnd a way 10 sun'h'e. 

- 100,000 Coualls sacrlnce most oflheir nllmber to scnd 
tlu,: most powerful of the dClllon lords and tile 
majority of the fiends back to Khyber. where 
they arc tmpl}Cd for eternity, Tile dragons 
retreat 10 Argonnesscn 10 contemplate the 
Prophccy, ignoring the ~leSSt':r rilCeS,~ 

AGE OF GIANTS 
Dat e Event 

- 80,000 The gi<111CS rise from lhe ruins oflhe dragon­
fiend wars to establish \'ast and powerful 
ch'ilizations on the continent ofXen'ddk. 
The\' enslal'e the eladrin ofShae 'lIdas Tol~11. 
and'tllrough magica l eJ( l>crimentation pro· 
duce elves and drow from th is stock, 

- 75,000 Dragons and d ragonboTll comc to Q'barra 10 
guard Ilaka'loTl'hak, 

- 60,000 Dragons make contact with the giant king, 
doms and begin 10 teach the giants how 10 
use arcane IIlngic, The eh'es watch and leaTl! 
from their place at the giants'IIl'Cls. The glams 
quickly n1a\ter the arcane arts, crealing won· 
ders unequn led even In the modern day, 

-40,000 An cxtraplanar Ilost comes to Xell'drlk from 
Dal Quor, the Region oflJreams. Aftcr years 
of battle, the giams call upon the magiC of 
the dragons to defeat thc quori and shaltcr 
the physical con ncctions bctween Eherron 
and Dal Quor. This plan .. r upheaval shakes 
Xcn'ddk to Its core and plunges largc chunks 
oflhe continent beneath the sc ... 

-39,000 The remalnlnggiam kingdoms ne\'er qllite 
rc(orer from the erems oflhe struggle II'llh 
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the quor!. I lorrlble curses and plagues sweep 
througll Ihe land. and the eh'es lise the 0pl>or· 
IIl1lity to rebel, [n desperation, the giams 
(Igaln turn to the same llI<1gir they used 10 
SlOp Ihe (llIori, Ikfore they can unlcash such 
destruction .. second lime, the dragons attack. 
Giant chili1.ntion crumbles, the drow go illto 
hiding Inlhe Xen'drlk wilderness, and the 
ekes nee to the isluml,cOl11lnellt of Aerenal. 

AGE OF MONSTERS 
Dale [ ,'enl 

-38,000 The giants re,'t'rt to primitive lIlonsters living 
in the ruins of their shattered ch' ili7.ation as 
the dragons return to their sccluded coutlnent 
and the eh-es settle Aeren~ 1. On Khon'alre, 
the first of the goblin kingdoms rises in the 
area Ihat will becomc Urc1and and Darglllill. 

-30,000 Ore nation~ arise in weSlern Khor,'aire to 
compete wilh the goblin kingdoms, 

-25,000 The Undying Court appears In Aerenal. First 
skirmish between the ell'es <111(1 the dragolls, 
which seh n p:lllern orlong periods of I}Caee 
pUllctmued h) short, de\"astating battles erery 
fC\\ hundred years. 

- 16,000 The Dhakaani unite the !:oblin nations to 
crcatc the greatest empire the goblin~ hurl' 
Cl'cr known, The GUlekeel}CrS appear ~HlH'II1g 
I he orcs of western Khor\,~lire, 

- 15,000 Founding ofJll'shaarat. the nr~t settlement m 
the sill' of modern Sharn. 

- 1",000 Flourishing and fall of the dragonborn empire 
ofQ'barra, 

- 12,000 DWarl'es migrate from the l~rostfell to the 
IrOnrOOI I\lou ntains, 

- 10,000 Tairnadal ekes from northern Aerenal 
establish a colony in what Is now pre.scnt·duy 
Valenar. Peaceful CO('xlslence doesll't lust. aud 
the eI\'es come IntoconmCt \\1lh the Dlmkanlli. 
The elves abandon lhe colon) whcn another 
clash wi!h Ihc drugons threutcns Aeren~1. 

-9,000 The Duelkyr \Var decimates the western 
reaches ofKhorvairc. Ja'shaarat becomes the 
desolale ruins ofDuur'sh~larat, 

-5,000 Weakened b} the Dac1kyr War, the Dhaka~1I1 
Empire Is slmllered by inflghting and civil 
strife. e\'entual ly !cading to the wl1apsc of the 
goblin ci\'lllzmiun, 

THE CURRENT A GE 
Date [ YCnt 

-3,100 The j\ lark of IloSpitality llppcilrs among 
halnings ofl he Talent~1 Phllns, The t\ l ~rk of 
Shadow und the MilTk of Death appear among 
the elves of Aerenal. The dragons walch In 
awe and horror as the Prophecy begins to 
unfold among the k!csscr- races. 

-3,000 I.ha7.aar !cads humans from Sarlona to the 
eastern shorcs of Khof\~lire, The Mark of 
I leuling uPI}C<1rs among halnings ofthc THI· 
enta Plalns, l\lallcon the I{ea\'cr cSlablishe5 
the fortress·cily ofSlmaraL 

-2,800 The Mark of Scribing appears among the 
gnomco; ofZllargo, 

-2,600 The " lark ofSentincl appears among human~ 
ofpre·Gal lfilr Karrnalh, I IOlise Vol. which 
carric~ thc Mark of Death, is wil>cd oulln Aer 
etl<11. \'01 the lich iscrealcd, I lOllS<.' Phiariau 
lea\'es I\crcllnllo relocate (lI1\ong the hUIIlan5 
ofKhorrnlre. 



-2.500 The distinct scttlements that will become the lasts fifty years and drives the species almost >-
Fh'c Nations appear In ccntral Khon-dlre. lOe)(tinctlon. " The l\1ark of Making appears among humans 845 YK KingJarOl berns a public works project to C 
of pre·Galifar Cyre. The ,\tark of Warding eOIlllC(:1 all 0 ecncral Khon'alrc by lightning 

'" appears among the dwarves of the Mror I-Iolds. rails. \\'Ithin twenty years. lines cOIHlectlhe 
-2.200 Breggor the Bear conquers Sh"arat and Fh'c Nations. Zilargo.the Mror Iiolds. and the 

rebuilds it as Shaftt. Talenta Plains. 
-2.000 Karrn the COlI{lueror establishes the nation of 878 YK Iiolisc Del1eith begins to prol'lde cliems with 

Karrnath. defe,lIs the remainIng goblin settle· gobl in mercenarIes frum I)arguun rt'gion. 
ments. and unsuccessfully (lltem])ts to conquer 89-1-YK King Jaro!. the last ruler ofGilllr.1r. dies. 
the other four human nations. The Mark of Thal in. Kaius. and \\'ro111111 reject the suc· 
Stofm appears among half-ell'es of pre·Galifar eession of ]\\ishann. \Vrogar hacks his sister's 
Thrane. claIm. and the Last War begins. 

- 1,900 The 1\lark ofl'assage appellrs among humans 896YK Order of the Emerald Claw established. 
of pre·Galifar J\undair. 897 YK Kaius I turned inlO a \'ampire by Vol the Hch. 

-1.800 The ]\Iark of II and ling appears amOllg 9 10YK Kaius II ascends to the throne ofKarrnath 
humans iuthe Eldeen neaches. Kalashlar of tel' Kaius I f.'1kes his deollland goes in 
reach Sarlona. n("("lng Dal Quor and the per· search ofa way 10 frcc his klllgdoll1 from the 
secution ofthc<l11ori. Blood of Vol. 

- 1.500 The quori begin their subtle COnq11est of 914 YK The ]\Iror Holds declares lIS Indepcnd("nce. 
Sarlona. igniting wars across t he conti nent. Tha lin ofTltnmc dle~ :md the Church of the 
A sccond lI'a\'e ofhunmns reaches Khor· Sill'er Flame seil.es control of the nation. 
"airc's wcstern shores. The Mark ofDeleClion 918\,K Unknown saboteurs destroy the Glass 'lolI'cr 
appears among half-elvcs of pre·Gallfar ofSharn. 
Ureland. The dragon marked houscs launch 928\,K Ven ir'Kesslan leads settle rs from the FiI'c 
the \Var of the Mark to end the threat of abcI" NatIons to forge the nation ofQ'barra. 
rant and mixed marks. Sharllls razed in the 956YK The elf mercenaries of the VolllcsTalrn annex 
war. The Tweh'e is established. southwestern Cyre and dcclare the son:r' 

- \,043 Gallfar I is born In Karmath. cignty of the elf nation of\'alenar. 
- 1,022 Galifar assumes the throne ofKarrnath. 958 YK The I-:ldeen Reaches declares itself an inde· 
- 1.012 Galif.'1r beghlS his campaign to unite the Five pendelll nation under the protection of the 

Nations. Wardens of the \\'ood and the guidaJlce of the 
- \.005 Galifar makes a dealll'lth the dragon marked Great Druid DaHan. 

houses. offering them neutrol stmus in 961 YK Ilorancl becomes king ofBrelll1l(J. 
exchange fOf support in his campaign. 962 YK Zilargo formally allf,ns wi th Breland. 

- 1.000 The 1\lark ofFlnding nppcn rs II1110ng humans 965 YK I louse Cannith per eets the modern·era war' 
lind half-orcs of the Shadow Mnrches. Sharn forged.Ii,·lng conStructS deSigned to fight the 
rebuilt. l.ast War. 

I YK(-998) Gllllfar I and his five scions- C) re. Karrn. 969 YK Ilaruuc leads the hohgoblin rcbellion, and the 
TllTane, Aundair, and Brey- take control of nation of Darguun is born. 
the Fh'e Naliotls and establish the Kingdom 972YK I louse Tilurallili splils offfrom I louse I'hiarlan. 
ofGalifar. 976YK Regent Moranna ofKarrnllth outlaws the 

15 , ' K Galifar I establishes the I\rcane Congr("ss. Order of the Emerald Claw. 
28YK Galifar-J.hazaar \\·ar. a decade·long conflict. 980YK Ql1eeIl J\umlll's reign of Aundair begins. 

begins. 986YK A Irio of hags known as the Dallghters of Sora 
32 YK The Five Nations of Gil II far adopt the names of Kell arrh'c ill Dro..11lm with an army of trolls. 

King Galifar's children liS their own. ogres. and gnolls. 
-1-0 YK Gallfar, now eigllly·nl·e )'e:lr~ old. ~teps down 987YK King Boraucl pulls settlers back and se,lls off 

lind passes the c roll'u of the kingdom to his the land west of lhe Grayw£lll Mountains. The 
oldest remaining scIon. Cyre. Daughters of Sora Kell <Ieclare the sovereignty 

53Y K Gallr.1r I dies. of the natioll ofDro£lam. 
106YK Iiousc Kl1ndarak Is recognized by the estab· 990Y)( The first ele1l1emalairshlps go Into scn' lce for 

Iished dragon marked houses. Ilolisc Lyrandar. 
299YK Thc Church of the Silver Flame Is born. 991YK Kaius 111 's rule ofKarrnath begins. 
347YK I louse LJrandar takes possession of an island 993 YK Jaela Daran assumes the power oflhe K~I>cr 

off the c.-oIIst of J\undalr to create Stormltome. of the Silver Flame. 
498YK Iiousc Sil'is discol'ers the ~ Iark of Finding 99-1- YK Crre is destroyed: the l'Ilourn land Is crcated. 

while C:l:ploring the Shadow Marches. I louse 996YK Thl' Treaty of Throne hold offiCially ends th(" 
Tharashk is crl'ated shortly thcrl'after. Last War. The [reaty officially recognizes 

512YK King Daroon ordcrs the construction of the the nations of Aundair. Rreland. '\'Iuane. 
Starpe<lks Obscn'lIIory. KarTll1l1h. the Talenla Plalus. Zil<lrgo. Qbarra. 

778 YK Medusas frolll Khyber lUke posscsslon of the Lhazaar Principalities. the Mror !-Iolds. 
Ca~haak Draa!. the [Ideen Reaches. Darguun.l1lld Valenar. 

789YK 1 louse Sh'is message stations begin operations. Iiousc Cannith is ordered 10 de~trt)}' all ere· 
802YK The Kingdom ofGalifa r.ln cooperation with ation forges: the remailllllg warforged are 

the dragonlllarkcd houses. funds the upgrade granted tile rights of sentient beings. 
of the trade cit}' of Storm reach anihi.' north· 
ern peninsula ofXclI'drik . 

998YK rhe campaign begins.", 

8 11 YK First lightning rail conneCtS Hamekeep and 
Falrha\·en. 

832 YK The Inquisition 10 \\'il>C out lyc1l11throl>Cs is 
launched by the Church of the SlIvcr Flame: it 
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EVERYDAY MAG1c 
, . . . ~ 

Throughout Khon·aire. magic has become a primary 
underpinning or daily lire. For millennia. magic has 
been used in crart. construction. agriculture. war. and 
even rash ion and entcrt:linment. Among particularly 
wealthy populations. tile possession ormagic "trln· 
kets"lws become a statlls symbol. 

This is not to say that magic goods can be round 
everywhere in Khorvaire. or that magic is so com­
monplace as to be considered mundane. Money and 
status bring access to greater luxuries. and magic is 
no exception. Even the poorest citizen can benefit 
rrom a city's magic streetl ights (ewrbrialu!anterns). 
but hc can't alTord to magically presen'c his food or 
10 travel regularly abo.:1.rd the lightning rail. A young 
crafter might occasionally enjoy such a journey or 
purchase a ritual to chanl over his goods. The truly 
rich. however. might own a sky-carriage to carry 
them about Sharn's lOwers and ritual protections to 
keep thieves out of their pa lat ial estates_ 

Similarly. widespread magic doesn't equate to high 
magic. l\olagewrights (see "Magewrights and Master 
Crafters.~ below). mystically augmented crafters. and 
lesser priesls who have learned II rilual or two by rotc 
arc comlllon across Khorvaire. True wizards. clerics. 
and other powerful wielders of magic remain rare. 
however. The player ch:lracters remain exceptional. 
SCI above the lIlass of society by their potentiOlI as well 
as their ability. 

THE DRAGONMARKED 
HOUSES 
\Vhen most in Khorvaire think of magic. they think 
of the dragonmarked houses. For example. e\'eryone 
knows thai I louse Orien runs the lightning rail and 
conducts courier sen'ices.lhat I louse C:mnilh pro­
duces most HUlgic goods. OInd I hat I-louse Jorasco's 
healers are second to none_ 

These reputations arc partly due to the dragon­
marks themselves. but each hOllse has economic as 
well as magical dominance in its area ofinnuence_ 
I louse Cannith's Mark of Making makes its dragon­
marked heirs the best artificers and 'lftisa ns in 
K hor\',lire_ But I louse Cannit h also operates crafting 
gUilds whose unmarked magewrights and crafters 
benefit from Ihe best tfitlning possible. 

Of course. matly artisans and magewrights do 110t 
answer 10 the hOllses or belong to the gUilds and mer­
canti le organizations that the dragon marked houses 
oversee. For many generations. th is state of affairs 
was accepted- so great were the houses that no indi­
vidu,t] or sma I [ independent gu ild was any economic 
threal. 

C IIAPTElt I ] Advenlures 

Thl .. attilude has begun 10 shift in recent years. 
Since the end orthe Last \Var. most of the houses 
havc seen their fortu nes falter. The Five Nations 
still require weapons and military goods as they 
rebuild their armies. bllt nOI in wartime quantities. 
The coulltrie'> still hire mercenaries. but for largely 
defenSive- and thus lower-paying- positions. Travel 
is perhaps safer. but fewer people find the need to 
go places. as they focus on rebuilding their hOllies. 
There's still plelllY of business. more than enough 
to keep each of the houses profitable- but when 
one hus become accustomed to a mighty torrent of 
wealth for a hundred years. anything less seems 
insufficient. 

In ndditioll. the houses are 110 less certain than till' 
nations ofKhorvaire that another great war looms 
near. If that happens.lhe dragonmarked houses 
intend to be positioned so that the warring nations 
must depend onlheir goods and services. They have 
no intention of allOWing outside com pet itors to \I nder­
elllthem_ 

Between these two concerns. the dragonmarked 
houses ha\'e begun taking steps against magewrights_ 
ritu:l] performers. and ot hers who make their living 
through the creal ion of goods and the provision of 
services normOllly associated with Ihe houses them­
selves. Messenger services arc targeted by Hou'>e 
Sivis. for instance. whi le Cannith cracks down on 
magcwrights providing magiC goods. 

So rar. these efforts arc entirely economic. The 
hOllses might attempt to buyout individuals who 
threaten their monopoly in a given community. They 
might undercut prices. or even refuse to do business 
with anyone who employs those crafters_ In most 
instances these elTort .. are successful. but in a few 
cases they have driven a number of independent 
magewrights and casters to form gUi lds of their OWI1_ 
These organizations arc ncither large nor innuential 
enough to oppose the houses directly. but they can 
stand up to economic bullying. How Ihe hOllscs deal 
with organized competit ors remains to he seen. 

The recent trend loward economic consolidlltion 
docs nOI mean that the dragon marked houses hOl\'e 
ident ified. much less approached. every magic-using 
laborer in every town or city across Khorvaire_ l:ar 
from it. in fact. The \'ast majorit ), of sllch individu-
als remains lIlterly ignorant that the houses have 
turned their attention to individual competitors. or 
have heard only whispered rumors to that elTect. This 
behavior' on Ihe part ofthc hOIl~es rcpresents a recent 
change in attitude. alld has to date affected only 
competitors in Khorvairc's largest communities_ It 
will be some time. ifcver. before the houses reach the 
point of cajoling or threatening t he average village 
magewright. 



MAGE WRIGHTS AND 
MASTER CRAFTERS 
Most magical services and goods available to the 
a\'cragc citizen come from magcwrights. In the 
bro'ldcsl sense. a magewrighl is any individ ual who 
makes iIliving proViding magic goods .md services 
or creating magic items <lnd effects using rituals. By 
this broad definition. anyone - a local cider with a 
smattering afknowledge. c\'en a fu ll .ncdged artificer 
(sec the EH[RHO\ Player's GUllle)- could be considered 
a magcwright. More specifically. howe\'cr. the term 
MmagcwrighC refers to an individual who has spent 
years mastering a single ritual- or at most two or 
three rituals. l ie or she has masu~rcd the ritual so 
thoroughly that il ex ists entirely within his or her 
head. Il owc\'cr. a magcw right cannot expand his or 
her nbililics withoul spcnding additional ycars Icarn­
ing new rituals. 

Crafters slIch as blacksmiths. potters. architccts. 
and weavers often learn ,I single ritual in addition to 
their particular craft. This is usually a 10w·lc\'eI rit ual 
to increase the quality of their goods. This ritual is 
often combined with a prayer to \\ hatc\'er deity or 
deities the crafter worships: in fact. sllch a prayer 
might e\'CIl be ,lllecessary componCIll of the r itual. 

O n fafC occasion, a crafter is so good at what he Of 
she docs- or else has spent long enough working in 
an area of ambient magic- that he or she dc\'elops the 
ability to work magic into his or her creations with­
a li t conscious knowledge or effort. These so·called 
"mastef crafters" are ca pable of creating magic items 
as though they had pcrformed the Enchant Magic 
Item ritual. but wilholl t any act ual knowlcdgc ofthc 
ritual or expenditure ofits component cost. Such an 
individual is limited to c reating items thm fall into his 
or her arca of expertise. and canllot predict when a 
magic item might emerge from his or her workshop. 
It's considered a sign of Slatus and pre!>tige to OWI1 an 
item crafted by one of these individuals, cven if thaI 
item isn't magica l. 

USES OF EVERYDAY MAGIC 
So what is "everyday magic"? W hat sart o;; of goods. 
services, and opt ions arc avai lable to the folk of tile 
Five Nations?Tbe descript ions that follow arc an 
o\'efview ofwbat is available. not a comprehensi \'(~ 
lisl. Let ),our crealivity and rOUf understanding of 
Khorvaire's cuhures gUide ),our campaign, 

The Etu:luw,\ Player's Guide includes suggested 
prices for Ihe services described here that pl'l),er 
characters arc mosllikcly to usc. 



I FARMING AND UVESTOCK 
Food supplies- crops and em ile, grains and grazing 
lands-are far and away the most vital aspects of any 
society. E\-cn though farmers. laborers. and ranchers 
arc often among a nation's poorer citizens. a great 
Illany magewright<; make IhC'ir services available to so 
imporrant 1111 industry. 

Allhough I louse Vadalis is most commonly asso­
ciated with animal breeding. and indeed The house 
uses techniques both m:tgical and mundane to 
ensure cvcr-hclIlthicr generations of food animals. it 
a lso sells rituals 10 prevent insects. gophers. and other 
pests from infesting farmland. Groups offarmcrs 
sometimes pitch in to hire I-louse Lyrandar 10 adjust 
I he weather over adjoining fields in order to prevent 
drought or nooding. Iiolise Jorasco sells its services to 
prcvent plague among the cattle or blight among the 
crops. and I louse Ca nnith sells (or leases) magic tools 
to make h:!rvesting faster and more efficient. 

Although the haInings of I-louse Ghallanda rarely 
provide magic:!1 services directly to farmers and 
ranchers, they often pro\'ide financial aid to those 
who require help. or negotiatc deals between land· 
owners and dragonrnarkcd hou ses. After a ll . the 
I louse of Hospila lity would be among the first to feel 
the financ ial pain if the fa rmlands and stockyards of 
Khor\"aire fell upon hard times. 

CoMMUNICATION AND DELIVERY 
In Khorvairc's political and geographical cli mate­
where great cities stand at the intersection of broken 
highways ilnd deadly wilderness. where travel is 
either expensive or hazardous. but kings and citizens 
alike desperately need to know wh:1I has occurred 
berond their borders- Iong.distance communication 
is an enormous boon. no mailer the price. 

And pricey It is. 
House Sivis makes usc of ritunls and magic items 

(such as sendil18 sfones) to send messages across hun · 
dreds of mi les. These commun ications are highly 
secure. a lmost infallible. and quitc cxpcnsi\'e, Only 
the richest ofKhorvaire's merchants. aristocrats. 
nobles. and military leaders make usc of this service. 
a nd cven then only when need dictates. 

Far more common. and sOlllewhat less ex pensivc. 
arc I louse Sivls's document services. f\gain thruugh 
the performance of ritua ls. house lIocribes can write 
documents in unbreakable codes. translate to or 
from any language. and notarize papers and leiters 
of credit lI !> ing marks ofidentific:llion t hat are all bUl 
impossible to forge. (This last service makes House 
Sivis ulterly indispensable to Khorvaire's system of 
banks and trade- ;'j r:,ctthat greatly Irritates I louse 
Kundarak. which otherwise manages the various 
banking guilds and lending houses and would prefer 
not to ha\'c its customers relying on another house.) 
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I louse Sivis mairllains a number of message 
stations in scattered communities. pl"ces where 
messages can bc se nt and received. This commun ic,, ' 
tion method is cheaper ,hiln h"vl llg a message sent 
d irectly to an individual. 

House Orien specializes in courier and delh'ery 
sen'ices. particularly O\'e r long distances. making usc 
either of its lightning rail or the Linked Portal rilual. 
These deliveries are nOl quite as immed iate as spoken 
communical iOIl through 5elldir18 stont's. but they're the 
best solut ion for tran~porl ing documents or pack;'lges 
across long dislllllces- and the cost is appropriirtely 
high. 

CRAFT AND CoNSTRUCTION 
Although some magic,using craftcrs a re indepen· 
dell! magewrights.lhe majority are associated with 
a dragolllnarkcd house or with a gU ild that is in turn 
o\'erseen by a house. I louse Ca nnith proVides tools 
and construction materials to those who can afford 
them. enabling buildings to withstand wcather. age. 
and simple lleglecl.lts members construct forges that 
improve the skills of the smit hs who use them. and 
spinning wheels that bestow a bit of magic into the 
yarn the)' create. Cannith and Lyrandar have both 
been commissioned to create bUildings that could not 
exist without magiC. some in peculiar shapes (Can' 
nith) and others that hO\'cr in the "ir like the towers 
ofSharn (L),randar). 

I louse Kundarak makes some ofits income pro· 
viding security systems for t he rich and powerful. 
including portals that cannot be opened without the 
proper password and illusory bens that chime when 
"n intruder nears, I louse Orien has been known on 
occasion 10 move entire bUildings. when hired to 
do so. 

CoMFORT AND HOSPITALITY 
Ghallanda is known as the I louse ofl lospitali ty. and 
it is most well known when it comes to the magiC of 
comfort. Its inns and hostels provide food and water 
guaranteed pure (or e"en enchanted to ensure the 
health and vil:llity of the customer), pest·frce rooms. 
and evcn rooms enchanted to prevcnt distllrbance by 
outside noises. Gha llanda also offcrs services for t he 
balls and cclebr;'lIions orthe rich and famous. such as 
bottomless punch bowls. selfcleaning platters. and 
animated decorations and instruments. 

But not all magic of comfort and cOIl\'cnience 
is limited to tavcrns or soirec~. lIor to Iiouse 
GhalJanda . Mugcwrighls of all hOIl"es (and ma ny 
illdependent ~ as well) know how 10 create simple 
itc ms of corn'enic nce. sllch "s magic streetlights 
that never burn out, storage boxes thm keep food 
frolll spoiling. beds that ensure a good sleep with· 
Ollt bad dreams. even garbage receptacles th at 
inst:mtly turn waste into rich soi l. The performance 



of rituals such as i\'lake Whole is a common (if 
expensive) magic service providcd by Iiouse Can­
nith. A cobblcstone city streetlllade utterly clean of 
mud. scufTs, random refuse. or horse droppings: a 
shop that is cool and comfortable c\'en on a blister­
ing summer day: a pari)' where thc glasses reOIl 
cach time they touch thc table - thcse signs indicate 
I hat magic of cOm fOri :md cOllvenicnce is being 
employed. 

S e RY ING. SPY ING. 

AND I NVESTIGAT ION 
\Vhcn they've been stymied by a monster they Can', 
idc nti fy or a spellthey've never seen. city guards and 
cven Deneith Sentinel Marshals sometimes turn 
to other houses. Thc most commonly approached 
houses arc Phia rlan and Thuranni. which have scry· 
ing magic second to none. \Vilh the exception of 
ccrtain public or powcrful fig u res, these hOllses are 
willing to scry (111)'one or anyplace- for a price. A very. 
very high price. 

Somc of the less scrupulous scions ofllouse Phiar· 
Ian and I louse Thufimni hire OUI their services to 
othcrs as well - pol ilicians. criminals. pri\'ale investi· 
gators. C\'en ad\'cnlurers, As for any crimi nal activity 
that might come of that 'icrying- \\'ell. the house 
made it clear that its scnices were not 10 be uscd for 
nefarious purposes. It's hardly the house's fault if thai 
happens. The l:"cl I hat these houses also sell rituals 
and services to counter scrying is. of course. a simple 
coincidence ofbllsiness. 

I louse Medalli and Iiolisc Thilr:lshk arc both 
heavily involved in the work of private in\,estigation. 
I louse Tharashk.true to its dragon mark. is best at 
finding people and things. whi le Ihe inquisitives of 
IIOlise Medan i excel at IInra\'cling l11ysteries of al1 
sorts. aided by the muglc of ri tllals. 

TRANSPORTATION 
Some of the most common everyday magiC in Eber· 
ron i[wolves the l11any methods of transportation. The 
most famous arc the I louse Orienlightning rail and 
the Iiolise I.yrandar elemental galleons and elemen· 
tal airships. These transports arc frequented by the 
rich. but even members oflhe middle class can afTord 
the occasionallightlling rail journey. 

The lightning rail and the elemental galleons are 
far frOI11 the only mystical means of transport. Flying 
coaches lake people across the length and height 
ofSharn. magebred 'lIlimals scn'e as moulllS and 
Ih'ing weapons of war, and l11<1ny merchant caravans 
use enchanted harnesses to increase the speed and 
endurance of draft animals. 1\1any govcrnments and 
major institutions h'lvc their own permanent tdepor· 
tation circles. ensuring that instanltransp0rl frolll 
one such location 10 another is. ifnot easy. alleast no 
harder than it must be. 

-~ 
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In the modern era. the world of El>crron has never 
been smaller. Travelers no longer face months-long 
journeys when crossing Ihe continenl. not when 
Ihe lightning rail offers an eeonomicO!lmeans to 
reach dbtinations in a fraction oflhat time. Even 
the distant continenls ofXen'drik and SarlonO! can 
be rcached in shorl time by elemental gal1eon or 
elemental airship. \Vhen instantaneous travel is 
required. IIOlise Odell is happy to oblige. offering 
a vasl porta I net work lin king nearly every city and 
c\'ery land .. , for the right price, 

MOUNTS 
Hiding horses. pOllies. and othcr mu ndane steeds arc 
as common In Eberron us they arc tn other worlds. 
Griffons, giunt eagles. und other fly ing stecds arc 
also available for those who can afford the price and 
upkeep. Khorva ire cven featurcs several creatures 
unique 10 its I.mdlo. \Vhether magically enhanced 
through guarded rituals. specially bred. or domes­
ticated from the Wild, these mOllnts offer useful 
abilities to those tmincd to ride them. 

Carve r, Claw fOO l , a nd Fastiech: Giant repliles 
roam the Talent3 Plains. Long ago. Ihe halflings who 
li\'c and hUl1Ilhese lands domesticated these beasts 
for lise as steeds, Of these creatures. can'ers and 
claw foots arc the most common. Both arc bipedal 
drakes cquipped with raLOr·sharp talons and ter· 
rible leeth. They arc ideal mounts for war and travel. 
The hOI Iflinglo also make lise of a slight ly smaller 
beast known as the fasticth. Bred for speed. it can 
keep pace with a common riding horsc in spite ofits 
slight size. 

Dragonhawk: The natiOIl,,1 symbol of Aundair. 
dragonhawks arc used by the Knights Arcane and 
other nlilitary organizations. Ah hough genera lly not 
for sale. they can be found on thc black l11"rket. 

Gli dcw ing: Nmi\'e to the 'I'"lel1la Plains. the glide· 
wing is a flying reptile with" thin head crest and 
tufts of bright Iy colored fcat hers. I ialflings usc glide· 
wings for scouting and for monitoring the migratory 
patterns of animal herds throughout the region. 

Magebrcd Deslrier: IIOllse Vadalis magically 
ellhance~ natural cremmes to breed superior vcr­
sions. A magebred destrier is a superior stccd valued 
for its endurance. intelligence, and speed. 

Va lenar Rid ing Horse: Famed as the fastcst 
horses in all ofKhorvairc, these animals are bred 
by the elves ofVa lcnar to carry warriors across the 
bat tlefield. A mounted Valcnar elfis able to speed 
into Ihe thick of cOlllbm. strike, and dart aw'ly. 



MOUNTS 
Mount Price (gpl Speed Per Hour Per Day Nonnal Load lib.) Heavy load (lb.) Push ,OrOlg tlb.l 
(ilrver 1~800 8 4 miles 

Clilwfoot 680 6 3 miles 

Dragonhilwk 3,400 , 5 (fly) 71/ 2 miles 

Filstieth 520 10 5 miles 

Glldewlng 2,600 15 (fly) 71/ 2 miles 

Magebred destrier 1,000 '0 5 mlles 
Vale"ar riding horse 360 12 6 miles 

(arver bvel 6 Brute 
ta, (' nalural b" .. ,limount. '''pl,I .. ) XP 250 
Initiative +5 Senses Perception +3 
HP 85; Bloodied 42 

AC 18: Fort itude 20. Reflex 18. WI1I1 G 
Speed 8 
ill Bile (uandard; ill-will) 

+9 YS. AC; IdS + 5 dilmage, and ongoing 3 damage (save ends). 
CD TalOnS [standard: at·wlll) 

+9 VS. AC; 2d4 + 7 damage. 
VIcious Stl!ed (white mounted by iI friendly rider of 6th level or 

higher. at-will) + Mount 
When a carver's rider misses wi th an opportunity attack. the 
carver makes .1 talons attack against an enemy wi thin reach itS .1 

(ree action. 
Alignment Unaligned languages-
Str 20(+8) Oe.1 5(+5) Wls1 0{+3) 
Con 15 (+5) Int 2 (-1) Cha 6 (+1) 

Clawfoot Levd 3 Skirmisher 
Medium natural beast (mount. reptile) XP 150 

Initiative +6 Senses Perception +1 
HP 46; Bloodied 21 
AC 17; f ortitude 16. Refle. 16. Will 13 
Speed 6 
<D Talons (standard: at·will) 
+9~. AC: Id8 + 3 damage. 

Clawfoot Charge (while mounted by a friendly rider of lrd level or 
higher: at-will ) + Mounl 
When a clawfoof s rider charges. bolh the dawfool and the 
rider make melee basic attacks. 

Medium 51eed 
A Sm~ 1I creature can ride a dawfool. 

Alignment Unaligned languages-
Str 16 (+4) 041.16 (+4) Wls11 (+1) 
Con 14 (+3) Int 2 (-3) Cha 6 (-1) 

DrOlgonh.ilwk level 8 Brute 
lJrll1' nJtural bl'a~t Imountl XP 350 

Inilialive +4 Senses Perception +11: low-light vision 
HP 108: Bloodied 54 
AC 20; Fortllude 22. Reflex 19. Will 20 
Speed 3. fly 12. overland fl!ght 15 
<D Claws (s tandard; ai-will ) 

+11 vs. AC: 2d8 + 6 damage, and the dragonhawk slides the 
ta rge t 1 square_ 

Uncanny Instincts (while mounted by a fri endly rider of 8th level 
or higher: at·will) + Mount 
A dragonhawk's rider rolls Initiat ive twice and uses the higher 
result. In addition. the rider gains a +2 bonus 10 Perception 
checks. 

Alignment Unaligned languages-
Dex 11 (+4) Wls 14(+6) 
Int 2 (+O) Cha 6 (+2) 

CI I /\ I' TI· I{ I I A ,l.·" " / u. ,,s 

40 miles 250 500 1,250 
30 miles 170 340 850 
75 miles 170 340 850 
50 miles 160 320 800 
75 miles 170 340 850 
50 miles 275 550 1,375 
60 miles 175 350 875 

Fastleth Levell Skirmisher 
MedIum nalurdl bedsttmount re ille, XP 125 
Inilialive +5 Senses Perception +1 
HP 36: Bloodied 18 
AC 16: Fortitude 15. Refle.14. W ill 12 
Speed 10 
<D Bite (standard; at·will ) 

+8 vs. AC: IdS + 3 damage. 
Fastleth Burst (move; while mounted by a friendly rider of 2nd 

level or higher, encounte r) + Mount 
The faS lieth shifts 4 squares. 

MedIum Steed 
A Small creature can ride a fastleth. 

Alignment Unaligned l anguages-
Str 16 (+4) Oex 14 (+3) Wls 11 (+lI 
Con 12 (+2) Int 2(·3) Cha 6 H) 

Glldewlng level 7 Skirmisher 
l.uge n.ltur,,1 beaSI (nlount. fl'pille) XP 300 

Initiative +9 Senses Perception +9 
HP 77: Bloodied 38 
AC 22: Fortitude 19. ReAe. 20. Wil l 17 
Speed 5. Ay 10. overland flight 15 
<D Bite (~ tandard: .11 wi ll) 

+12 vs. AC; 2d6 + 4 damage. 
+ Diving Smash (standard; usable only while flying: at·wlll) 

The glldewing charges and gains a +2 bonus 10 in attack roll 
Instead of the normal +1 bonus. It shifts 2 squares after the 
charge. 

Aerial AgllilY (while mounted by a friendly rider of 7th (evel or 
higher) + Mounl 
While Aylng. a glidewing grantS its rider a +1 bonus to all 
defenses. 

Catch the Wind (free; encounter) 
The g(ldewing gains hover until the end of Its next turn. 

Alignment Unal igned l;lnguages-
Str 17 (+6) De. 19 (+7) Wis 12 (+4) 
Con 13 (+4) Int 2 (-1) Ch;l 6 (+1) 



Magebred Destrier l evel S Brute 
large natural m~glcal be,nt (mount) XP 200 

InItiative +4 Senses Percept ion +3: 10w.llsht visIon 

HP 76: BloodIed 38 
AC 17: FortItude 19. Refl ex 16, Will 15 

Speed 8 
<D KIck (standard; at·wlll) 

+8 liS. AC; ld8 + 9 damage. 
.f. Tram ple (st~ndard: at·will) 

The magebred destrier can move up to It s speed and enter 
enemies' spaces. This movement prollOkes opportunity aHacks. 
and the destrle r must end its move in an unoccupied space. 
When It enters an enemy's space, the deslrler makes a trample 
a ttack: +6 lIS. Reflex; ld8 + 6 damage. and the target is knocked 

prone. 
Charxer (whl1e mounted by a friendly rider of 5th level or higher) 

• Mount 
When a deslrler's rIder charges. the rider gains a +6 bonus to 

damage rolls. 
Bonded Mount (when a friendly rider of Sth level or higher spends 

a healing surge; encoonter) • Mount 
The magebred deslrler gains temporary hit polnlS equal to the 
rider's healing surge value. 

Alignment Unaligned l anguages -
SkI lls Endurance +10 
Str n (+8) Dex 14 (+4) 
Con 16 (+5) Int 3 (-2) 

Wis 11(+3) 
Cha 10 (+2) 

ValeRa. Riding Horse l evell Skirmisher 
Lilfge fey beast (mount) XP 125 

In itiative +7 Senses Perception +3: low.llght vIsIon 

HP 37; Bloodied 18 
AC 18; Fortitude 14, Reflex 16. Will 14 

Speed 10 
<D Kick (s tandard; at·will) 

+7 vs. AC; ld6 + 6 damage. 
NImble Beast (move: encounter) 

The Valena. riding horse shifu 2 squ/lres. 
Swift Steed (minor: while mounted by a friendly rider of 2nd level 

or higher: encounter) + Mount 
The V/llen/lr riding horse gains a +4 bonus 10 speed until the 

end of lIS ne Kt turn , 
l/lnguages -Alignment Unaligned 

Skills Endurance +7 
Str 14 (+3) Dn 18 (+5) 

Int 2 (-3) Con 13 (+2) 

W is 14 (+3) 
(""9 (+0) 

TRAVEL DOCUMENTS 
Travelers In Khorvalre are generally free to go where they 
choose, but certain restrictions do exist. Suspicions and 
old grudges have created barriers to travel between the 
Five Nations that weren't factors when Gallfar eXisted. 
Visitors to neighboring lands are often required to show 
some form of Identification so that foreign governments 
can track their passage and Identify possible threats. 

Travel documents come in many forms, but all give 
a traveler's description. distinguishing characteristics, 
primary residence. and other pertinent inrormation. 
Government and dragonmarked houses provide Sivis' 
notarized travel papers for a reasonable price. 

COACHES AND CARAVANS 
Transportal lon by House Orlcn coach or carava n is 
a great way to cross vast dislanccs witholl t altract· 
ing attcntion . Most cara\'a ns consist of long trains 
ofhorsc· and ox·drawn carls a nd wagons. burdened 
pac k an ima ls. a nd their handlers. One doesn't h ire 
a caravan as much as one pays to nctomp.my a 
carava n to ilS desti nat ion. Carava n masters usually 
wai\'c thc fcc fo r adventurers who oITer their ser­
vices as gua rds. 

Orlcn coaches follow schedu lcd rOlltes wit hin a 
city or 10 one onts outlying sellicments. Travders can 
charter a Iiousc Orien coach to other destinations, 
but a much more cconomical choicc is 10 book pas· 
sage Oil the mail coaches as they makc their circuit 
a mong Ihc major trade stops illthc region. 

A typical I louse Orien coach is all encloscd wagon 
dividcd Into two compartmcnlS. one for thc crew 
and the other for passengers or cargo. drawn by fou r 
sturdy horses. Cushioncd bcnchcs accommodatc up 
to twcke passengers. Thc coach has a crew of lwo- a 
drh'cr and a porter who doublcs as a bodyguard. 

LIGHTNING RAIL 
Thc kingdom ofGa li far commissioned Iiousc Ca n· 
nith and I louse Oricn 10 conslruCI a mca nsofrapid 
(ranspOrlal ion across the nation. T hc objectivc was 10 

expedite the movemcnt of sold icrs. goods. and pcoplc 
whilc avoid ing thc troubles that plugllc slow· moving 
carava ns. Each house contribulcd to the creation 
of the lighln ing rail. but it never could ha\'e existed 
Wilhoul I louse Canllith's conduClor Slones. 

Thcsc largc. glowing orbs arc incrl in isolat ion. 
I lowcver. when placed in a row, they derlnc a path· 
way of magical energy. Conductor 510111"5 arc instal lcd 
on thc undcrside ofspccia lly constructed wagons. 
coachcs. and other vehicles. \-Vhen vchicles so 
equi pped arc placed over a preeonst ructed pmhway. 
I hc conilurlOr SlOnes on thc ground genlly and pre· 
clsely rCJ>ellhc Sioncs on the coach, cuusing itlo float . 
This phcnomenon crcates an efTecl i\'ely frictiOllless 
modc oftra\'cl. allowing thc \'chicle 10 move f:'1r fastcr 
than by mundane means. 

Conductor nones do not, however. providc propul­
sioll. llotlsc Orien and thc Zilargo gnomes solved that 
problcm by binding an elcmcnta l spi rllto a land cart. 
Combining elcmental-bound coac hes with long lines 
of {Xlsscngcr ca rts. cargo boxcs. and ot her conta iner 
vehicles gave birth to the lightning rail . so named 
because atTain's mO\'clllcnt across the pathway of 
conductor SlOnl'S gcncrates bright displays of sparks. 

( 
The lightn ing rail survivDo still. and remains as 

fast as in the past. butthc nctwork docs have limits. 
Thc ccntury·long conflict prcvcnlcd I IOlise Orien 
from cxpand ing the lines beyond Ihc Five Nat ions. 
ami transport belwecllthe formcr enclllY nations z­
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was heavi ly rest rictcd. Thus. currcntlightn ing rail 
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destinations arc largely limited to locations within 
the Fh'e Nations. with a few stops in Zi largo. the Mror 
Holds. and the Ta lenta Plains. Now that the war is 
over. Iiollse Orien has begun the process of expand· 
ing the lines. It is aeth'ely recruiting labor fromloc:ll 
nations in order 10 carve routes to new lands. 

ACCOMMODATIONS 
Lightning rai l passengers choose from three levels of 
accommodation. Most riders tr;.velln sta ndard class. 
gell ing a scat. modest meal s. and a bunk in a sleeper 
cart. The poor (or thrifty) a re rc1cguted to steerage 
class, where an uncomfortable bench is the c..xtcnt of 
the amenities offered. Those who have style and coin 
ca n opt for Ilrst class. enjoying cushioned couches. 
full ·sized beds. fine meals. and attendants to see to 
e\'ery need . The wca lthiest travel in t heir own carts. 
which thcy link to the rail for a steep fcc. 

About a thi rd of cvery lightning rail train consists 
of ca rgo carts uscd to ship li vestock. dry goods. and 
olher materials. Passage in a cargo cart is strictly 
forbidden . bUI it happens from lime to time. A sub· 
class of people who have no place 10 go nnd homes 
nestled betwec n the sacks and crales of these carls. 

ELEMENTAL VESSELS 
Elemental vessels ha\'e existed for ce nturies. but it 
wasn't until the l.ast \Var that Zilargo was able to 
produce these \'ehicles in great numbers. Elemental 
\'essels arc la<; t growing in popul:lrity and can be 
found throughout the con tinent and beyond. 

ELEMENTAL AIRSHIP 
Regarded as the most advanced vessel designs frOIll 
Zi largo. elemcnta l airships arc a new addition to 
Iiousc Lyrandar's transportat ion services. \-Vith them. 
Lyrandar has Sla rted to break Iiousc Oricn's ncar 
monopoly on shipping. 

Elemental airships are simila r in appearance to 
seafaring vesse ls. but instead of sai l .. have stabilizer<;. 

TRAVEL TIMES AND PRICES 

rudders. and nns. Each elemental airship has four 
struts. t\\'O on top and 1\\'0 more beneath the vessel. 
that conta in the elemental spi rit that propels the ship. 
Whcn the vcssel is airborne, the strut s form a path · 
way along which the clemental rages. The crcat ure 
encircling the ship might appear as a roi li ng disk of 
lightning. Ore. or air. depcnding on its nature. 

Although an elemental airship flies by means of 
its clemelllal. thc creature's fa nl .. slic power is not 
sufficient to raise the vessel from the ground. Thus, 
a ll elemental air~hips arc const ructed of SO:l rwood- a 
rare and expensive timber harvested fromlhe fores ts 
of Aerena l. The extraordinary price oftite materia ls 
that make lip elemental airships has limited their 
numbers, restricting their lISC to only the vcry rich 
and \'ery powerful. 

ELEMENTAL LAND CART 
This u ncommon vehicle is found .. Imost exclush'cly 
in the hands of members of I louses Orien. Ca nn it h. 
.. nd Kundarak. The elcmental la lld cart resembles 
an o\'crsized wagon. An elementa l creature. usua lly 
a spirit of earth . resides in a Khyher dragonshard 
housed in the front of the land ca rt. Land cartsC:111 
hold up to eight passengers or a considerable amount 
of cargo. 

ELEMENTAL GALLEON 
Elemental galleons are the l110st common elemcnwl 
vesse ls in lise throughout Khorvaire. f\ S a staple in 
I [ouse Lyr,lIu!ar's shippi ng fl eet. elcmcnlill galleons 
can be found sk idding over the w:lves ofK horva ire's 
scas and beyond. Similar in appe:lrance to Illund:lne 
sa iling vcssels, elementa l ga lleons arc superior in 
terms of ca rgo capaCity and speed . An elemcntal gal · 
Icon has about half the number of sa ils of a mundane 
ship a nd is d istinguished by a stra nge ring of moving 
air- the bound c!ementa lthat propels the vessel. 

Variety with in elemental galleons is largely 
supernci:ll.little 1110rc than the crafter's personality 
reflected in the construction. but a few variations 

Vehlde/ Ml'thod Fare Chartered Speed Pl'r Day Per Hour 
Caravan 
Coach 

Elemental airship 
Elemental galleon 
lightning rail 

First class 
Standard class 
Steerage class 

Sailing ship, lhazaar 
Sailing ship, standard 

linked Portal 

1 sp/ml. 
1 sp/ ml. 
1 gp/ ml. 
3 sp/ ml. 

Ssp/mi. 
2 sp/ml. 
3 cp/ml. 

S cp/ mi. 
4 cp/ ml. 

SOgp 
SOgp 

10 gp/day 
17,000 gp/day 

750 gp/day 

1,000 gp/day 

100 gp/day 
160 gp/day 

• 
'0 
20 

'0 
60 

8 
7 

20 miles 
50 miles 

420 miles 
120 miles 
720 miles 

96 miles 
84 miles 

1 miles 
5 miles 

20 miles 
Smiles 

30 miles 

4 miles 
3 1/ 2 miles 
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stand out from the rest. \Vhen the Last \Var erupted. 
Zi largo art isun5 began production of stormships. 
mighty battleships with impressh<e armaments 
named for the dark and angry clouds created by the 
bound elemental spiri ts. Another design prm'ed capa­
ble of moving beneath the waves. although only three 
were constructed before production was halted after 
the hard-won peace. Other variations might exist­
rUlllors persist of .. trange prototy pes developed at 
the height of the w:tr- bullhey remain hidden away 
ill secret Zi largo workshop .. and I louse Lyrandar 
enclm·cs. 

MUNDANE VESSELS 
Although fantastic voyages using magical craft are 
available for thc right pricc. most people rely on 
far morc economical options. For e\'ery elemental 
galleon in port. a do/en mundane sailing ships­
longships. great!>hillS. and pinnaces (all of which 
are described in A"rel1lurer's Voult)- can be found. 
The dock might also hold swift ship .. ofllle Lhazaar 
Principalitics. sleek \esscls valued for their speed 
and maneuverability. Bul evcn mundane resscls 
can have magical enhancement ... Lyrandar sailing 
craft. for example. arc equipped with magiC helms 
10 let dragolllll:lrkcd pilots coax more speed than the 
winds and sea!> allow. 

PORTALS 
I louse Orien maintains an extensive network of 
permancnt telcporcatioll circles in cities throughout 
the Five Nallons. Outside the Five Nat ions. circles 
arc somcwlwt less widesprei](1. limited to the larger 
cities a nd natiol1ul capita ls. Orien i nvcsts heavily in 
expandi ng this se rvlcc. however. and expeditions to 
remote regions a re under way to a lIow customers to 
reach even the most far-flung places. 

1 louse Orien ensures its cont rol of the portals by 
locating them inside spruwli ng stations that feature 
flne accomlllodations- rooms. restauratlls. shops. and 
spas- to pamper customers and protect tile circles 
frol1lunau thorized usc. For paying customers. Orien 
heirs perform the Unked Portal ritual. allowing rapid 
transportmion between any IWO of the house's estab­
lished tcleportation circles. The house a lso allows 
experienced ritual casters to use its teleportation 
circles as the origin point for their own rituals, which 
reduces the cOl1lponent cost of the Linked POrlal or 
True Portal rituals as described in the ritual entries 
in the Players ll!!lldbook. Healil.ing that anyone who 
has :recess to the Unkcd Portal ritu:rl could usc them. 
however. the house closely gUilrds the sigil sequence 
assoc iated with e:rch one. 
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Ebcrron is a world of magic. Magic flows in the ocean 
lides. rises lip from the roots oflrces. seeps like fog 
down the slopes of mountains. On occasion. that 
magic gathers. accumulates. and soaks into the land 
until it c;.ln contain no more. Sometimes. the living 
c reatures ofthc world find ways to harness the ambi­
ent magic orthe world. Whether naturally occurring 
or a rtificially constructed. the result is a wondrous 
location-an area, geographical feature. or construct 
that has its own ambient enchantment. 

WONDROUS LOCATION 
LORE 
Usc the Dimculty Class and Damage by Level table 
(DMG 42) to set the Des required for cimraclcrs 
to know anything abollt a given wondrous loca· 
tion. using the characters'level. Most stich checks 
involve Arcana. but sites infused with divine power 
or religious significance should rely on Religion, and 
particu larly old and infamous sites might require 
Hi slOry. For thc most part. moderately difficult 
checks allow a character to know some basic details 
about the site or device. l"lore specific informiltion 
(including how to operate the ambient magic) should 
require hard checks. At you r discretion. particularly 
obscure or powerful locations might involve checks 
against DCs 5 higher than the hard DC on the 
table. or they might be secret information. requiring 
research or powerful divination rituals. 

TYPES OF LOCATIONS 
Some wond rou s locations are the result of deliberate 
manipulation. They are created through performilnce 
of the Enchant Magic Item ril"uat. although additional 
rilre or unique components are sometimes required. 
Olher wondrous locations occur spontaneously. the 
ambient magic of Eberron or other planes coaleScing 
to form a region of "natural" enchantment. 

The most common types of wondrous locations 
include areas where ambient magical cnergy or emo· 
tional trauma leavc the earth transformed. 

Manifest Zones: The most common wondrous 
locations occur where other planes or planar regions 
manifesl on Eberron (see "Planar In fluence," page 
259). The sort of magic that infuses a manifesl zone 
is rehued to the plane or plani1r region iI's tied to. For 
inst:lI1ce.11 manifcsi zone tied 10 Dolurrh is suited to 
necromantic magic. and a manifestation of"Fernia 
likely acc umulates fire -related magiC. The magiC thai 
keeps the lowers ofSharn alon relics on the city's 
location within a manifest zone linked 10 Syrania. 
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lingering Arcana: Areas exposed to potent 
magiC. or frequellt magiC over a long period_ can 
become wondrous locations. Such places might 
include a site of great myslical destruction from the 
Last \Var. or the Hdumping ground" offailed experi· 
ments from an old Cannith laboratory. 

Sacred Sites: Holy shrines. ancient temples. dru· 
idic groves. and similar sites sometimes acqUire an 
innate spark of divine or primal power. 

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

Eldritch Machines: Constructed by Eberroll's 
mOSt ambit ious crafters and destruct h'e villai IlS. 

etdritch machines arc devices of terrible power ,md 
Singular purpose. An cldritch machine can be the 
stuff of grand adventures. as characters race agai nst 
time to pre\'ent its construction or to find some 
means of destroying it before il can be completed or 
used. 

Creat ing an cldritch machine is much marc dif­
ficult than makinga Illore mundane magiC itelll.1t 
might reqUire ancient secrets known only to demons 
or dragons. quori or daclkyr. The components might 
be unique in the modern age. rcquiring ambicnt 
magiC or the proper al ignment of moons or planes. 
The process requires a long and complex ritual that 
might take weeks or even years to complete. 

Eldritch machines ilre dimcuilio lise and prone 
to malfunction. Most checks required to operate an 
cldritch machine arc of hard difficulty. If a check 
fails by 10 or morc. or if the operator fai ls a skill clwl­
lenge to operate it. thc machine falls apart or destroy~ 
itself-perhaps violently. 

USING WONDROUS 
LOCATIONS 
Finding. identifying. and studying a wondrous loca· 
tion isn't enollgh: a character mllsl also know how 
to activate it. Below are discllssed Ihe most common 
means ordoing so. 

Ambient/Constant: 50111(' wondrous locations 
ha\'e efTects that simply happen, regardless of what 
anyone does or docs not do. 

Ceremony: Act iVai ion can i IIvolve someth i ng as 
innOCtlOllS as performing a particular chant. as pain' 
ful as sacrif1cillg a magiC item. or as gruesome a~ 
spilling the lifeblood of an innocent. 

Envi ron mental: The magic of some wondrolls 
locations l11ight awaken only all11idnight on the 
summer solstice, when the stars arc right. in th(' 
111 iddle of a t hll nderstorm. or on the an niversary of 
King Jarot's death. 



Proximity: A wondrous location might activate 
when a particular creature or object comes within 
range. A location b."tsed around a Prophecy Ma rk 
(sec page 17) might function when anyone who has 
a dragonmark enters. a Da rgllun runic circle might 
trigger when a goblin approaches. and an ancient 
shrine of the Dark Six might work fo r anyone wearing 
the Dark Star (see page 244). 

Ritual: Some wondrous locations are lied 10 a 
unique ritual. Characters must locate the ritua l. return 
10 the site. and then perform it to activale the local ion. 

Sk ill Use: A charac ter might access the magic 
through:1n appropriate skill check or skill challenge. 
Arcana is the most common !>kill rC<lui red, but the 
check or chillll.'nge cou ld lise any other ski ll (Heligion 
to uller the right praycr. Athletics to 1ll00'e heavy 
siones into the right conl1guralion. :md so forth). 

Spe lls, Praye rs, or Oth er Powers: A necroma n­
tic site mightl'eC[uire a chilracter to lise a power Ihat 
deals necrotic danlllgc befOl'e il begins 10 func tion. 
One thai heals might require a hea ling power. whi le 
a location that allows control O\'er the weather might 
require a potentialuscr to c:111 down a lightn ing bolt. 

SAMPLE LOCATIONS 
Creation Forges: Arguably the.' most well ·known 

wondrOliS locations throughout Khorvaire arc the 
creation forges ofllollse Cannith. These enormous 
contraptions- columns of steel containing glowing 
panels. fires as hot as the pits ofFernia. clattering 
cables and ornate moving parts- arc designed to 
churn out mcchani/cd soldiers. They arc most well 
known for creating warforgcd. but arc equally capa­
ble of formulating ot her constructs such as guard ians 
(J\!A I 149) and homunc uli (A IJ\I 156). The creation 
forges IUI\'e all been shut down under the Treaty of 
Thronehold (officially. at least). but I louse Cannith 
has simila r devices for the crc;!tiOIl ofmagk items 
other than constructs. 

I louse Canllith typically built its creation fo rges in 
areas oflingering magic. at the intersection of arcane 
energy lines. or in manifest /ones connected to Femia 
or Shavarath. Cannith·lmiit forge~ can be operated 
only by a character who 1 1:I~ the j\lark of J\ laking. 

The Chasm of Forgotten Echoes: In a deep 
cre\'ice between two sheer peaks of the Shadow­
crags in the Demon \Vastes. an ancient Khyber cult 
placed great dragon~hards in positions of power and 
mortared them into place wilh the blood of in no­
cent victims and the ichor of the damned undead. 
[he result is a cave thm echoes with the voices of 
the dead. carried from the depths of Dolurrh. One 
can stand on the edge overlook ing the cavern's 
unfathomable deplh~ and speak both the name of 
.\ deceased individual and a que~tiol1. If a character 
thcn succel.'d~ on a DC 30 Arcana.llistory. or Heli­
gion check. an echo comes back in the \'oice oflhe 

deceased. carrying an answer to the question. This 
conuuunication works on ly if the question is one for 
which the named spirit would know the answer. and .... 
only short replies arc possible. If the check fai ls by 
10 or more, either the reply is false or the speaker 
is allacked bY:1I1 enraged spirit (perhaps a ghost 
or wraith). J\ n ind ividual can ask a question of the 
chasm only once per mOiuh. 

Dime nsiona l Sea ls: These relics of the ancient 
war between the Gatekeeper druids and the forces 
of the daelkyr al'pear scattered across the Eldecn 
Heaches and the Shadow i'I'larches. Massive stone 
slabs covered with labyrint hine patterns of runes :$ 
and sigils. these seals st;I\'C on' the plana r influ-
ence that wou ld otherwise manifest in a location. 
A dimens ion:11 seal negates the effect of a manifest 
!.One (olien one linked to Xorim). and legend suggests 
thm the com bined in fl uence of all the di mensional 
se:tls in Khorvaire keeps the plane ofXorim:n bay. 

Tcleportmion docs not function wit hin 100 yards 
of a d imcnsiona l se:ll - creat ures wit hin that ilrea 
can't leave by tdeportation. and no creature can 
teleport into the area. Su mmoning powers also don't 
function In proximity to a seal. 

Every known dimensiona l seal is at least nine 
thousand years old. and the magiC that powers many 
of them seems to be weakening with time- or per­
haps because of tile efforts or alien beings on the 
far side. and sometimes Cults of the Dragon Bdow 
on the Eberron side. A weakened dimensional seal 
allows the in fl uence ofXoriat to extend back into the 
are:t it was meant to protect typically prodUCing an 
effect c<llled the De prav:ttion. In these :treas. all life 
is slowly warped :tlld corrupted. prod uci ng al ien­
looking plants :tlld aberrant monsters. 

Genesis Forge: One of the greatest creations of 
I louse Can nit h. the genesis fO l'ge was the size ofa 
smal l fort l'ess- a mou nta in to a creat ion forge's mole­
hill. As long as enormOliS amou llts of raw materials 
arc fed into il regularly, i l genesis forge call create 
mundanc c(l uipml.'nt (wcapons. armor. and the like) 
in one-quarter the time and for one-half the cost 
that a mor",1 crarter needs. When fed with residuulIl. 
it can create magiC items in a way simi lar to the 
Enchant Magic Item ri tual - again in one-quarter the 
tillle and at one-ha lf the cost. I louse Cannith used its 
genesiS forge for mass production of both mundane 
and magic items. It's said that a genesis forge can 
even produce creation forges. 

A genesis forge can be built on ly in a region that 
has strong lingering arcane energy and at least a fai nl 
manifestation of any realm ortlle Elementa l Chaos. 
Its operation re{luires enormous amounts of rare 
metals and dragonshards. The only genesis forge cver 
known to exist was located in eyre. a nd thus was 
lost on the D:tyofMourning. To this day. I louse Can­
nith struggles to gather the components a nd locate a 
viable place to conSlruct a new Olle. 



Sibcrys Observatories: The dragons of Argonnes­
sen and the Gatekceper dru ids have both bu ilt great 
observatories to study the Ring ofSiberys. From these 
locations. they believe thai they call read tile future or 
interpret eicmcnts of the Draconic Prophecy. Argon­
\lessen observatorics a re enormous str uctures of 
metal and stone. filled with powerful lenses and intri­
cate orreries. Druidic observatories tend to be slone 
monoliths interwoven with cu lth'ated. tw isted trees. 
Both Iypes ofSiberys observatories allow divination 
rituals to be performed at half the component cost 
and with a +5 enhancement bonus to all relevant skill 
checks. They grant the same bonlLs 10 scrying ritua ls. 
but only when targeting a creature or localion bear­
ing a dragon mark or Prophecy Mark. Finally. when 
trying to determine d irection. prcdict the wemher. 
and so forth. anyol1e using a Siberys observatory can 
make an Arcana check in place of a Nature check. 

Sibcrys observatories arc found in regions 
that have il strong balance betwe('11 Khyber and 
Siberys. They typica lly incorporate large. uncut 
Siberys. Khyber. and Eberron dragonshards in their 
construction. 

$oulwaters: These crystal-clear pools refresh 
the body and soul of thosc who bathe within them. 
Any living being that docs so-a procedure reC]u iring 
a short rest- is healed of all physical maladies. This 
rccupcration includes hit point damage. conditions. 
and diseases (as with the HemO\'e A miclion and Cure 
Disease ri tuals. but without the need for any roll). A 
charactcr can benefit from this effect no more than 
once per day. 

Soulw3ters arc also addictive. and the potency of 
that addiction is relative to the strength of the user. 
Each tillle a character uses the pool. the sou lwaters 
make an altack roll . with a bonus cqual to the char· 
acter's level +3. agai nst the character's Will defense. 
Irthe attack hits. the character becomes addicted. 
As long as the character bathes in the same pool of 
soul waters da ily. he or she sufTers no ill effects. If the 
character goes a day without the sou lwaters. however. 
he or she contracts a d isease mechanically identical 
to hell fever (OAIG 50). except thilt the Endurance 
DCs for the diseasc ilre based on the character·s 
level: improve DC 18 + one·ha lfle,-cl. maintain DC 
13 + onc·halflevcl. worsen DC 12 + one·halflevcl or 
lower. The charactcr can recover from th is disease by 
returning to the sOlllwaters. but it sta rts all over again 
should he or she miss another day. The cha racter can 
also sha ke ofT the disease through natural recovery or 
the Cure Disease ritual. but a character who shakes 
off the addiction Gill never again benefit from that 
particular soulwater pool. 

Soulwaters ilppear in areas where a congrcga!ion 
of the faithful died pra}'ing. or in manifest zones con· 
nected to Irian or Thclanis. 

Weaver of Flesh: A construction of the Emerald 
, this device is a conglomerate of rusted iron 
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cables. bone gears. and pumping Illuscles ofllndead 
n esh. The device·s creator is initially considered its 
master. but a character call transfer mastery to a new 
individual by Illak ing a successful lJC 27 Arcana 
check. pcrformed withi n the heart of the device. 

Once per day. the device ca ll create a zombie hulk 
from the corpses of one Large. two Mediulll, or four 
Small humanoids. The victims must be fed into the 
machine a live. which slays them a nd uses their escap· 
ing essences to animate the zombie. The zombie is 
under the command of the device's master. 

The device can also be used to reshape the face of 
a will ing creature to match that of another creature 
(usually not so willi ng). The creatures mllst both be 
hu manoid. and of the sa me size. Hoth must be fed 
through the machine. The recipient takes on the 
fo rm of the victim (see the description of the Change 
Shape ability. AIM 180). The donor is slain imd 
stripped of its face. whic h is attached to the recipi · 
ent. This change lasts unt il the recipient goes back 
through the machine to resume its old fo rm. 

All humanoids that die within two miles of a 
wea\'er ofnesh rise as zombie ratters under the can· 
trol of the devicc's mastcr. Thosc that die within 100 
fect of the dev ice rise instead as corruption corpse 
"Zombies. Older and more primitivc versions oflhis 
deVice. called emerald reanimators. lack the ability to 

create corruption corpses. 
A weaver ofnesh eithcr must be constructed 

within a manifest zone linked to Mabar. or else it 
must incorporate into its mechanisms the unbealing 
heart and quasi·an i mate Illllsclllatll re of a sentient 
undead being oflc\"cI 16 or higher. 

THE FEYSPIRES 
Every child in Galifar has heard tales of wandering 
cities~fey citadels that come and go whenever the 
story requircs their presence. A shcpherd. follOWing 
his nock through the fog. stumbles upon a glorious 
metropoliS and falls in 100'e with a beauti ful cladrin 
lady. When he lea"es the city. he cannot fi nd his way 
back and spends his life searchi ng fo r his fey princess. 

Any bard knows several va riations of this talc. 
Recently, the source ofthesc stories has been forced 
into the light. \Vandering cit ics are real. They arc the 
feyspires ofThclanis. the se'·cn jewels of the Faerie 
Court. For tens ofthollsands of years they hm'e passed 
between Eberron and Thclanis. shifting across the 
planar divide whene,·er thc illnuence ofThda nis was 
at its height. Following iI disastrous conniet in the 
Age of Giants. the fey lords employed powerful magiC 
to cloak their citles from Illortal eyes. The feyspircs 
beca me places oflegend. found only by chance and 
rarely seen twice before they shifted back to Thelanis. 

Then ca me thc Mourning. 
Thclanis was close to Eberron when the disaster 

struck. The greatest of the feyspires. Shaelas Tiralcth . 



was in the southeastern part of Cyre. Con nected 
through their planar origin. all sc\'en cladrin cities 
were rocked with tremors the moment the dead-gray 
mist rolled over Shaclas Tira1cth. The ancient spells 
that shielded the cities from the outside world were 
shattered. and they stood revealed for all to see. 

A few of the feyspires are in remote locations. For 
example. the appearance ofTaer Uan Doresh in the 
dark woods of the Lhazaar Principalit ies drew little 
attent ion. Others are closer to ex isting ci ties, however. 
and the inhabitants of"those fey strongholds were 
met with suspicion and hostility. For their pan,t he 
people of the feyspirelo reacted with fear. Many ques· 
tions remain unanswered. Can the m:lgica l defenses 
be restored? Ifllot, how can the cities be defended? 
\Vha! has become ofShacias Tiraleth? \Vhcn wi ll the 
fcys pi rcs return to Thelan is? The cities shou ld ha\'c 
returned to the Faerie Court by 1I0W, bUI so far all 
ha\'(' remained on Ebcrron. Some cladrin fear Ihal 
their cities arc stranded pcnnanently. Others-those 
who ha\'e taken a n interest in their lIew home-arc 
afraid thatlhe cities might snap back to Thclanis 
wit holll warning. 

The inhabitants of the feyspires arc primarily 
e\;ld rill. but the cities also include gnomes and ot her 
fey creatures. Over the last few years. quite a few 
elad rin have left the spires and spread across Khor· 
vai re. Some arc pursuing the interests of their home 
cities. wh ile ot hers search for romance or advelll ure. 

The seven spires and their locations in the world 
arc :IS follows. 

Pylas Pyrial (I)age 170): The Gate orJoy. in 
Zilargo. 

Shae Joridal (page 113): The City of Emera ld 
Ughts. in Darguun. 

Shae loralyndar (page 134): The City of Hose 
and Thorn. in the Twil ight Demesne of the Eldeen 
Heaches. 

Sitae Tir ias Tolai (page 143): The City of Silvcr 
and Bone. in Xen'drik. This spire has been a haunted 
ruin sincc it was pi llaged during the Age orCia nts. 

Shaelas Tiraleth (page 92): The Court of the 
'iilvcr Tree. in Cyre, This spi re has not been seen 
,i nce the Day of Mourni ng. 

Taer Lian Doresh (page 143): The Fortress 
ofF:lding Dreams. in the wilds of the Lhaz:lar 
Princi lXll it ics. 

Taer Syraen (page 83): The Winter Citadel. in 
Karrnath. 

More information about the e1adrin and their role in 
the setting can be found in the EB~;RR()N Players Guide. 



CIIAPTER 2 

The liBhtnhJ8 rail slow!>' mumis a betICf. and be/ween "iSh 
crass the cit)' comes inlO \'iew. Its lo\\'frs Slr!'tch up to the slly. 
disappearina illlO II slate-way dom(' of douds. l.iairrs Bleam 
in a thousand windows ana smoke tmils III) frolll chill1-

lIeyS ana billows Jrolll IIl1seen furnaces. Crellt bridal's aTdr 

be/ween rhe towers: 1II'18ka11ifts 81ide u!' Cllld d01l'1I 010118 
810will8 strands ofliahr:flyill8 \,t'S5<'15 driflfrom balcony to 
lI1oorill8 101l'er. The jiery r11185 of enormous elemental air­
ships blaze IIBainsf rhe SfOrlflY sky. /Imllhe drpths ofrhe city 
81011' wit/llhe ruddy lia"t ofils foundries IIIIIIJoT8es. 

~"Velco"'r to Shtlru,~ 501111'0111' muliers, bUI her I'oice 
holds 110 1I'0rmlh. 

SHARN IS known by many names; CityofKnivcs. 
Cily of los I Souls. Cil)' of a Thousand Eycs. Gateway 
10 Xcn'drik. and Gateway 10 Perdition. Hut it is best 
knowll as the City of Towers. since its position at the 
mouth orthe Dagger Hh'cr has allowed it to clI:p'lnd in 
only onc direction- up. 

I lund reds ofadvcnturt·s ca n unfold mllong the 
towcrs ofSharn. Ilcroes might explore the ancicnt 
ruins far bcncmh the Cogs. or unravel a murder mys· 
tery in the no.,ting mansions of Skyway. A scholar 
m Morgrave Univcrsity might hire adventurers for 
an expedition to distalll Xcn·c!rik. and the baron of a 
dmgollmarked house could send thcm on a mission 
1Icross Khorvaire, Evil cults ofKhyocr pmctice the sac· 
rifice ofinnQCcnts, c riminal gangs and doppelgangers 
hide behind legitimate businesses, ancicnt monsters 
slumber in buried ruins. and the Impossibly wealthy 
stop at nothing to acqui re what theydesirc. Thc possi­
bilities for adventure are limitless. 

Sharn is an excellent place to begin you r explora · 
tion of the world of Eberron. You might lise it as a 
starting point for a campaign that takes characters 
across the world. or you might set your campaign 
entirely amollg its mile.high towers. 

Thc first p.1f! oflhis chapter describes thc city 
in dcwi!. Thc concluding pages olTcr ready-to-play 
cncounters to help you bcgin a campaign. The 
advcllIuring begins with il nashback 10 thc Day of 
Mourning. The events oflhat day- four years beforc 
the main campaign- plant the secds of evcnts 
10 comc and unite the characters wilh a shared 
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SHARN; ClTY OF TOWERS . ' { 
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At t he site where I he li th meets the Dagger H h'er, a 
major settlement has existed since before recorded 
history. Thc current melropolis. Sharn. came into 
being around the timc of the formation of the origi­
nal Fivc Nations. about 700 years after humans rose 
10 prominence onthc conti nent. For more than two 
millennia,the towcrs ofSharn ha\'c grown. rising 
thousa nds offect into the sky. This "ertica l expansion 
has given thc metropoliS the title City of Towers. 

The largest c ity on the cont inent ofK horva ire and 
one of the I110St important locations in the nation of 
Hrcl<lnd. Sharn looms atop 'lll inhospitable outcrop 
of rock ncar the mouth of the Dagger River. The city 
is located on n plateau bounded on the west by the 
Dagger Hh'er and on thc south by its eastern tributary, 
the Iliit. To thc nortll and cast. steep cliffs deO ne the 
city's bou ndaries. Deep chasms formed by volcanic 
action cut thc plmeau into Ove disiinci regions: Dura 
to the west. 'I'avick 's L:mding to the e:lst. Northedge 
10 the nonh. and the CClllral Placeau and j\ lelllhis 
Plateau in the center. Along the Dagger River at the 
western edge of the city, the neighborhood of Cliffside 
is built upon and into the steep riverside cliffs. Abo"e 
the highest towers. the neighborhood of Skyway n0..1ts 
o\'er the city in an e\'er-present display ofthe magiC 
inherent in Sham. The city also extends underground . 
into sewers and long·forgotten ru ins. and decper to 
the furnaces and foundries of tile Cogs. 

The city's impre<;sive skyline is:l riot of a rchitec­
tural strles and desiglls. From its deepest foundat ions 
to its highest spires, Sharn displays the history of 
the continent . Ileavy. oppressive goblin architecture 
provides the base for much of the city, ils stonework 
dating to a time whcn humans did not exist on thi s 
continent. Atop this ancient fou ndation, the periods 
of human clvi Ill.atlon stack one on top of anot her as 
the city reaches for the clouds. 

Sharn's poorer citil.cns li\'e in the lower portions 
of the towers: the wealth and stat us of the city's resi­
dents increasc the higher up the towers they lh·e. The 
uppermost levels of the dty's towers featu re open 
arches, balconies. bridges. and platforms tllat togct her 
creme a lacework ofstruclures high in the air. Above 
these airy levels riscs lip the neighborhood known as 
Skyway. Ilere, Ihe cily'S most affiuelll residents live 
and play. 

Skyway exists because Sharn is situated within a 
llI.mifest /.One linked 10 the astral dominion ofSyrania. 
the Azure Sky. ThIs manifest zone en hances magic 
related to nylng and le"itation. which makes manrof 
Sharn's magical wonders possible. (Sec ~ Planar In nu­
ence." page 259, for more about manifest zones.) The 
vast majority of the nlagic items used withi n the city 
work less well or not at all beyond its boundaries. 
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The City on'owers C:1Il dclightthe eyc with its 
architectural excesSf..'S. or oppress the spi rit with the 
immensity ofits scale. With its tremendous array of 
cu ltural. culinary. and commercial delights and its 
position as the gateway to Xen·drik. Sham attracts 
visitors and adventurers from across Khorvaire and 
beyond. It is a hotbed of activity. known in equal 
me.lsures for Its wonders. its crime rate. its ama7.ing 
amount of corruption. and its exhilarating atmosphere. 

Sk}'coaches. b0..1ts of the :lir. move slowly from 
towcr to tower. tr:lnsporting people and cargo 
througholll the city. Pedestrians can mo\'e from tower 
to tower by mea ns of multiple bridges. platforms. and 
walkw<lYs connecting tllC lOwers at dilferent levels. 
Magical lift,;; travel both \'ertic:ll1y and horizontally 
along glowing st rands. and m:lgebred animals are 
Ilsed as transportation within the city's limits. 

There's a popular saying in Sham: ~ Ifit can be 
bought. it can be bought here." Shops :lnd trading sta lls 
abound. gmhered in tr:lde districts. open·a ir ma rkets 
(called ~exchanges~). or merchant halls (called ~to\\'er 
markets~). SOl11e shops jut from the sides of walls and 
bridges, ramshackle structures of \\'ood hastily thrown 
to!,>Ct her. Others occupy prime space set aside for such 
purposes and leased from tower landlords. The tower 
markets arc the most elaborate: shops selling different 
wares sit side by sidc and onc atop the other inside the 
open cavity of a tower or multistory blockhousc. 

Sharn also boasts a thri"ing black market where 
exotic fruits and animals. iJlega l ,>ubstances. and stolen 
goods can be traded. Sharn's authorities do their best 
to curtai l this activity, jf for no other rcason than so 
proper taxes can be collected. but supply and dcrn<lnd 
make it next to illlpossible to really control the black 
market. This le'lds to allot her popular ,>aying: "I f some­
ol1e WalliS it. someOlle sells il in Sham:' 

Morgrm'e University. wil h its glass walls and 
rough':lnd.tumble approach to scholarly pursuits. was 
founded in Sharn and ma intains its main campus 
here. The inslltute of~ h.: arnillg. relic hunting. and 
grave robbi ng." as it is called by the adminislrmors 
of the more respected Unh'ersity of\\'ynarn. pro­
\'Idcs many opportun ities for adwuturers new 10 the 
calling. It isn't hard to get a lctter of marque from 
Morgra\'c to cxplore ancient sites. A particularly capa· 
ble group might c,"en reccl\'e university sponsorship. 

Thc Sharn Watch enforces the Galifar Code ofJus­
tice (sec the sidebar on 1)<lge 54) th rougholllthe city. 
but resident,;; arc more likely to encounter a law officer 
mnong the higher spires thall in Ihe lower levels of 
the cit)'. Const'lbles conduct regular patrols along the 
higher bridges. plmforrns. and walkways, but vcnture 
lower only whel1l1ecessary. \Valch towers ca n be found 
in cvery district, but I here arc not enough constables to 
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ade(llIatcly prolect all orSharn's populace, The Watch 
rcluclantiy calls on agents orBreland 's military arm. 
the King's Citadel (which maintains a presence in the 
city) ror incidents it can't handle alone. More often. 
however. the \Vatch hires .. dvcnturers when it needs 
additional deput ies ror .. short amount of time. 

The criminal clel1lellllhri\'cs in Slmrn. Bec .. use 
of the city's location. Sh .. rn sef\'es as a crossroads 
ror bolh legltlmatc and illic it tracle. I ndeed . some 
crime lords rUIl ex tellsi\'(' and respected legitimate 
businesses us cover ror their illegal activities. A rew 
orthese Illaster criminals enjoy high standing in the 
community unc! e\'en donate a portion or 1 heir wealth 
10 various charitable organizations. If the Sharn 
Wmch knows aboLit their double lh'es (and many 
believe that it must). it is content to pretend that the 
good these criminals do outweighs thc e"il. 

The Last War never rcachcd Sharn-al least not in 
the se nse of marching armics and occupation forces. 
The City ofTowcrs did. howcver. have to contend 
with spies. sabOiclirs. terrorists. and waves of refugees 
as the years of bloody conflict dragged on. Perhaps 
the worst event of those yea rs occurred in 9 18 YK. 
whenllnknown subotellrs caused the Glass Tower to 
fa ll . killing Ihousu nd~ . 

Sh:lrn's weal her va ries from hot and humid to 
hot and ra iny. with brief periods of warm and dry 
conditions. It doesn't rain constantly in the City of 
Towers, but it rains more oftt'11 tha n not . a nd few d:l)'s 
pass with 110 precipil:ltioll1lt all. Rai n aside, Skyway 
:lnd the Upper City enjoy pleasmll wemher. and a 
cool brt'eze blo\\'~ across Ihese le\'cls most oflhe 
time. Those on the lower lc\'cls feclthe full extenl of 
Sha m 's stifli ng climate. 

SHARN OVERVIEW 
Most ofSharn's ndghborhoods are vert ica lly strmi~ 
fled. For ex;unple. although Menthis Plmeau is known 
as il ce nter of entert;l inment. the type and qU:llity of 
entcrt ai nlllent available va ries among thc dincrent 
Icvels of the towers. The upper levcls (referred to as 
~Uppcr Memhis") oITer high art in the forms of opera. 
theater. and symphony, and arc home to Morgrave 
Unh'crsity :lnd a thriving community of writers a nd 
other artists. By "Irtue ofits location, Upper Mcnlhi s 

bcnt'flts from what sunlight :lnd cooling breezes 
Sh<lrn has to oITer. Skybridges. pliltforms. and balco· 
nics extend frOll1the uppermost towers. and some of 
the city's wealt hlcst residents make their homes here. 

The middle Ic"els rMiddle Menthis") boast a 
bustling theater district with more affordable shows. 
a large number of professional minstrels. acrob:lts, 
and similar entertainers. and a year·round circus 
complete wilh anima ls. The towers here are more 
enclosed than those abo\·e. but still ha\'e open·air bal· 
con ics a nd pl:ll forms here <IIulthere. A wide range of 
midd le·cl:lSS citizens live and work in this are:l . 

The lower levels r Lower Menthis~) contain a \'ery 
different sort of theater district. marked by burlesque 
shows, a red light district, and a grc:lt number ofwv· 
ems for cheap and bawdy eniert:linrnent. The poor toil 
and struggle in these lower dist ricts. where few win· 
dows and only the occasional balcony or skybridgc C<l1l 
be found. The towers' fimndallons arc close IOgethcr 
and givc the impression of merging with each other in 
ways tlllin1:lgined in the higher sections of the cily. 

CENTRAL PLATEAU 
Thc Central Platcau is the heart ofSlliIrn. The top 
le"cls of this section of the cit)' include the SCilt of 
the city's go\'ernment :lllel il'> buslling finance d is· 
tricts. The middle le\'cls host the enclil\'es of the 
dragon marked houses (which some consider the real 
gOl'Crn melll of the city) :I!ld lilt' embassies of the other 
l1:1tions ofKhorvaire. The laealion of the Central 
Plateaulllakes Its residenti;11 neighborhoods highly 
desir:lblc :lnd its marketp];lcc the busiest in the cilY. 

A wall studded with to\\"ers rings the Central Pia· 
teau ill its lowest Ie"el. Inside the wall. structures risc 
higher and higher toward the tallest towe rs in the 
center of the plateil1l . cre:lt i ng a great art iflcial mOLlIl ' 

tain at the heilrt of the Ci ty. 

UPPER CENTRAL PLATEAU 
Highest Towers (civic district) 
Korranath (finance district) 
Korran·Thlven (finance district) 
Mithral Tower(wealthy residential diSHict) 
Platinum Heights (fine shops) 
Skysedge Park (park district) 

THE GALIFAR CODE OF JUSTICE 
The Gallfar Code of Justice was the Intricate system of 
laws, rights. and regulatIons that defined the legal struc­
ture of the unlfled kingdom of Gallfar before the last War. 
The Galifar code survives intact In Breland and Aundalr. 
Karrnath's legal code is more rigid and less forgiving than 
the Galifar code on which It was based. and Thrane's 
theocratIC government has replaced the code with a 
more stringent set of rellglous laws. The other nations of 
Khorvalre use their own systems of laws and justice that 
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trace their ancestry in varying degrees back to the Code 
of Galifar. 

The laws presume Innocence, provide for judgment by 
pee~ and establish a complex legal system. If someone 
winds up In trouble with the law. It Is highly recommended 
that the subject obtain the services of a solicitor or councilor 
skilled In the Code of Justice. Even with laws and enforcers, 
the Code leaves enough loopholes and gaps in the system 
for experienced criminals to take advantage of. 



MIDDLE CENTRAL PLATEAU 
AmbassadorTowers (embassy diStrict) 
Dava Gate (professional district) 
Dragon Towers (gUildhall dis trict) 
Sovereign Towers (temple district) 
Sword Point (garrison) 
Tradefair (marketplace) 

LOWER CENTRAL PLATEAU 
Boldrei's Heart h (inn district) 
Granite HaUs (shops) 
Myshan Gardens (average residential dis trict) 
North Towers (shops) 
OUadra's Kitchen (tavern diStrict) 
Vallia Towers (average residential district) 

DURA 
One of the oldest a lid largest quarters ofSharn . Dura 
<:o\'crs the great ex panse of the western plateau. from 
the cli f{ .. overlooking the Dagger Ri \'er to the c revasse 
that opens into the western part of the Cogs. Dura 
r i~es from the ruins of the ancient c ities that occupied 
this posit ion on the lJagger River, As the city has 
~row n th rough the centuries. though, Sharn has leli 
l)ura behind. Today. many consider Our.1 a blight 
Oll the city. r iddled as it is with poverty and crime. 
Dura is horne to the majority of the lower classes of 
<.:.harn. and Lower Dura is little better than t he Cogs. 
\one theless. lJura is the hea rt of t he city's port trade. 
Cargo passes from the docks ofC lilTsidc up th rough 

Dura. and most of the vasl wa rehouse districts a re 
found in its lower ward. 

Dura conta ins a mix of businesses and hOllsing 
a nd includes a number of apartments, tenements. 
and slums. The lo\\"e r levels of Dura a re home to a 
la rge population ofi mmigrants from Oarguun and 
Droaa m that rorm il neighborhood of goblins and 
other monstrou s residents. 

UPPER DURA 
Clifftop (adventurer's distriCt) 
Daggerwatch (garrison) 
Highhold (dwarf neighborhood) 
Highwater (average residential district) 
Hope's Peak (temple district) 
Overlook (apartment townhomes) 
RedstOne (shops) 

MIDDLE DURA 
The Bazaar (marketplace and shops) 
Broken Arch (average residential diStrict) 
Hareth's Folly (tavern diStrict) 
Rattlestone (apartment tOwnhomes) 
Storm hold (average residential district) 
Tumbledown (tenement district) 
Underlook (inn district) 

LOWER DURA 
Calleslan (inn district) 
Fallen (slum) 

> 
'" w 
> o 

SHARN 1N BRIEF 
Sham Is the largest city In Khorvalre, and its mile-high 
towers are a wonderofme world-whne the ruins of ancient 
empires stretch far beneath those towers' roots. 

Population: Approximately 200,000. Humans are In 
the majority at about one-third of the population, but 
members of every race are represented among the resi­
dents of this most cosmopolitan of cities. 

Government: Seventeen representatives of Sharn's 
wards form a City Council that appoints a lord Mayor and 
ld mlnlsters the city's vast bureaucracy. 

Defense: The Sharn Watch enforces the laws of the city 
and patrols the streets. but it is riddled with corruption. 
-\ branch of the Watch called the Guardians of the Gate 
nlOnitQrs the activities of foreigners In the city, alert to the 
possibility of espionage and subterfuge. The Redcloak Bat · 
lalion, an elite military unit, Is activated in situations that 
require extreme force. 

Inns: Five inn districts provide lodging In all areas of 
'he city, concentrated in the lower levels. The districts of 
" allestan in lower Dura, High Walls and Dancing Shad · 
lW S in lower Tavick's landing, Boldrel's Hearth In lower 

,-entral. and Underlook In Middle Dura together offer 
'wr six hundred inns and hostels. In addition, almost 
very business dlstrkt in Sham has some type of Inn , 

and upscale districts such as Platinum Heights and High· 
est Towers (In Upper Central), Seventh Tower (In Upper 
Menthls), and Skyway feature the best lodging in the city. 
See ~Places to lIve,~ page 63, for more Information. 

Taverns: With the exception of purely residential dis­
tricts, nearly every district In Sham Includes some number 
of dining establishments. Almost a thousand restaurants, 
not counting street vendors and Inns that also serve food , 
offer an endless variety of dining options, See "Dining," 
page 59, for more information. 

Supplies: A wide variety of bask supplies Is available In 
any of Sham's marketplace districts: Tradefalr In Middle Cen­
tral, North Market in Lower Northedge, the Bazaar in Middle 
Dura. or Tavlck's Market in Middle Tavick's landing. 

( 

Temples: Temples appear In every quarter of Sham, 
although not In every district, and every deity Is repre· 
sented. Most of these temples are small shrines dedicated 
to a sIngle deity, but the four temple districts of the city­
Pinnacle In Upper Tavick's landing, Hope's Peak In Upper 
Dura, Sovereign Towers in Middle Central, and High Hope 
In Middle Northedge- all contain great houses of worship 
dedicated to the Sovereign Host (as a pantheon) and the 
Silver Flame. 5hae lias (in Upper Northedge) contains a 
number of shrines to the Undying Court. z 
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Gate of Gold (tenement district) 
Malleon's Gate (goblin slum) 
Oldkeep (apartment townhomes) 
Precarious (warehouse districts) 
The Stores (warehouse dis tricts) 

CLIFFSIDE 
The ClifEide wa rd makes up the lower edge of Dura, 
perchcd between the w:llerfronl bu~inesses that 
border the Dagger Hi\'er and the clim that separate 
th is arca from Dura, It incl udes towers built up from 
the clifT face and a shantytown of caves dug into ,he 
sides of the southwestern cl iffs overlooking the Hilt. 

Full of businesses that arc either direc tly related to 
shipping or that cater to boat crews. ad\'elllurers. and 
olher transient s, Cliffside can be a rough.and-tu mble 
place. The Sham Watch rinds it hard LO keep order 
here (or perhaps the Wmeh captains find it hard 
to ca rc), and as a result Cliffside is one of the most 
crime-ridden wards in all ofS harn. Some say that the 
problem is exacerbated by the presence of sahuag in 
that come to the wa rd to sel l their services as guides 
th rough the Straits ofShargon. 

CLIFFSIDE 
Grayflood (waterfront district) 
Ship's Towers (waterfront district) 
Mud Caves (shantytown) 
Sham's Welcome (red light district) 

M ENTHI S PLATEAU 
The Menthis Plateau serves as the entertainment hub 
of the city. [t is home to Morgra\'c Un iversity and a 
variegated qu ilt of different races. The most trendy of 
Sharn's quarters. Menthis is a popula r tourist dest ina· 
tion . No walls sur rou nd Ment his. but il s lallesl towers 
arc localed along ils outer ri m. The enormOllS dome 
or Morgrave Unil'ersily, ri nged by flve lall. slender 
lowers, slands ncar the center orlhe plateau . The cen­
Irallocation oflhe l"lemhi s Plateau attracls visitors to 
il from allover the dlY. who COllle 10 sample its enter· 
tainment offerings. 

UPPER MENTHIS PLATEAU 
Den'iyas (gnome neighborhood) 
Ivy Towers (average residential diStrict) 
Morgrave Un iverSIty (universIty district) 
P[atinate (wea[thy residential district) 
Seventh Tower (fine shops) 

MIDDLE MENTHIS PLATEAU 
Cassan Bridge (shops) 
Everbrighl (magic disuict) 
little Plains (ha lfling encampment) 
Smoky Towers (theater dist rict) 
Warden Towers (garrison) 
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LOWER MENTHIS PLATEAU 
Center Bridge (average residential district) 
DownStairs (tavern district) 
Firelight (red light district) 
Forge[ight Towers (average residential district) 
Torchfire (theater district) 

N ORTHEDGE 
Northedge, the rnoSI residenlia I of Sham 's qua rlcrs. 
contains eve rything from to\\,ertop penthouses in the 
heights to I ightly packed apa rtments on Ihe lower 
levels. Aside fro m a marketplace district near the 
bottom orthc towers. Northedge is a quictncighbor· 
hood with lillie commerce and little cr ime. Most of 
its inhabitants an" artisans and commoners. people 
who make an honeslliving. 

UPPER NORTHEDGE 
Shae Uas (elf neighborhood) 
Crystal Bridge (wealthy residential district) 
Oak Towers (wealthy residential district) 

MIDDLE NORTH EDGE 
Holdfast (dwarf neighborhood) 
High Hope (temple dis trict) 
Oak bridge (average residential district) 

LOWER NORTHEDGE 
North Market (marketplace) 
Stoneyard (apartment townhomes) 
Longstairs (apartment town homes) 

SKYWAY 
Skyway demonstrates the Illost dra matic mani festa­
tion orthe magic made possible by Sharn's proximity 
to Syrania. the Azure Sky. Its lowers arc built 011 

clou ds given substa nce, hovering above the tops of 
the bUild ings bclow. The residents of Skyway arc the 
incredibly wealthy and privileged . the aristocrats who 
might hope never to d irty their feet by setting them 
on a street in the city below. Skywa}' includes sOl11e 
of Sharn's flnest in ns and restaurants. exotic and 
upscale trades. and a Ilum ber of ll1a nsions belonging 
to the very richest citi zens. 

SKYWAY 
Azure (wealthy residential district and shops) 
Bril liant (wea lthy residential distriCt and shops) 

TAVICK'S LANDING 
Tavick's Landing, m the eastern edge orthe city. is 
in some ways defined by being the terminlLs of the 
Orien lightning rail line and trade road . The lower 
levels cater to t ravclcrs i l nd I raders entering Sharn by 
rail. and the), include an entire distr ic t that has been 
converted to provide housing for refugees from the 



Lalot War. The middle and upper le\'cl~ are broader 
in their purposes and include a \'aricIY of trades. ser­
\'ices. and residelilial districls. 

For most travelers. Tavick's Landing is the gateway 
into Sham. The Orien lightning rail swtion at Termi­
nus brings in hllndreds of people cOIeh dOlY. and lTlany 
more arrive by way of the Old Hoad at Wroanll's 
G'lle. In many ways. Taviek's Lmd lng is the mOst 
ec lec tic (Imlrter ofShilrn. blending residential areas 
with commercial and entertainment districts that 
cater to the tfOlders. travelers. and tourists who pass 
throllgh the cit)'. 

UPPER TAVICK'S LANDING 
Copper Arch (professional district) 
Dalan's Refuge (wealthy residential district) 
Ocean View (wealthy residential district) 
Pinnacle (temple district) 
Silvergate (fine shops) 
Sunrise (average residential district) 
Twelve Pillars (professional district) 

MIDDLE TAVICK'S LANDING 
Cornerstone (tavern district) 
Dancing Shadows (inn diStrict) 
Deathsgate (adventurers' quarter) 
Graywall (average residential distriCt) 
Kenton (apartment townhomes) 
little Barrington (average residential district) 
T avick's Market (marketplace) 

LOWER TAVICK'S LANDING 
Black Arch (garrison) 
Cogsgate (warehouse district) 
Dragoneyes (red light district) 
Foundation (apattment townhomes) 
High Walls (refugee slum) 
Terminus (caravan district) 
Wroann's Gate (caravan district) 

THE DEPTHS 
lhe Depths is the generic llalIle for e"erything that 
lies beneath the city's main plateau, except for ClifT­
,ide and the Cogs far below. 

Sewer networks fill the upper portion of the 
Depths before giving way 10 the ancient rui ns ilnd 
forgotten levels of earlier ages. The upper wOIrds of 
I.il1il rn usc an ingen iOllsly devised net lI'ork of chutes 
[ 0 funnel waste down into the sewers. Garbage and 
tilt h is channeled into ca\'ernous midden chambers, 
\\he re it is left to rot or be de\'oured by the \'ermin 
J. nd oozes thilt inhabit the sewers. 

Although the sewers were never intended 10 sup· 
port 01 population, over the centuries a subculture 
hd~ arisen here. There is treasure to be found in the 
midden heaps-or ifnot treOlsure.then at least objects 
that will bring a few copper pieces. A few tribes-

including the goblins and dOlrk ones called the Quiet 
Folk. the violent shifters and half.orcs called the Hed 
101ckals. a band of dwarves called the Grave Diggers. 
and a Mnall clan of wild halnings and gnomes called 
the Hat .. - li\'e in the sewcrs, rummaging through the 
wilste and sel ling their goods in Impromptu ~ra(s 
ma rkets"l n the I.ower City. These sewer dans battle 
constantly o\'cr territory. si nce control of t he midden 
chambers is critica l to their survival. The sewer clans 
can pose a threat to adventurers who tra\'eI to the 
Depths. but they can also be valuable allies: there arc 
no better guides to the sewers and the Depths than 
the Rcellar dwellers.~ 

When Sharn WOlS rebuih from earlier ruins nearly 
a thousa nd years ago, the cntrances to those ruins fell 
into obscurity. Today, this area of t he city oncrs a vast 
series of dungeons ripe fo r exploration and OId\'cnture. 
Its passages and slwfts arc neglected. and many hilve 
collapsed over thc centurics. but wonders llnd horrors 
still roam these vaults, keeping end less watch over 
the trcOlsures of earlier ages. 

THE COGS 
The towers ofSharn reach up to the sky, but its tUIl­
nels also streich down into the eanh. Beneath the 
decrepit ilnd forgotlen ruins of the Depths. these 
undcrcit}' warrens are known as the Cogs. 

The Cogs sit OIt the vcry base ofSha l'll and serve 
as the center ofits industry. \Vell-maintai ned tUIl ­

nels and shafts grant access to this deepest pan 
of the city, allowing workers to make their way 
between the Cogs OInd the surface on a daily basis. 
The Cogs arc the churni ng heart of the city. full of 
forges and foundries powered by steaming geysers. 
molfl'n rock. and bound fire elementals. Extend -
ing f:lr below the foundations ofSharn's towers, the 
Cogs incorporate elements of anc ient rt[ins and nat­
lIml caverns. Farther below lies an enormous lake 
ofrnagrnu. the heat from which ri"cs into fhe bowe ls 
of the city. Most people, residcnts and v\silors alike, 
ne\'er \'enture past the furnaces of the Cogs to seek 
the ncr}, lake itself. 

Few individuals Ih'c in the Cogs as a mailer of 
choice. Those who work in the foundries ha\'e homes 
in Lower Dura or Lowcr Tavick's Landing. and Khy­
ber's COItc is the only place in the Cogs where actual 
homes call bc found. In spite of this. the Cogs do sup· 
pOrt a population of it few thousand. Crimi nals and 
fugitives hide from the law here, and forbidden cults 
and ot her sinister org:ll1izal ions set up temporary 
residence in the Cogs to prOletice their dark rituals. 

THE UPPER COGS 
Ashblack (Industry district) 
Blackbones (industry district) 
Khyber's Gate (poor residential district <lnd shops) 
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CITY OF THE DEAD 
The dead ofSharn arc cremated these days. but in 
the city's YOllth (and still today. among the wealthy) 
I hey wcre entombed in mausoleums in the City of 
the Dead. high on the cliffs north and eaSI orthe city. 
These districts arc nearly descried. in contrast to the 
bustling streets and lowers ofSharn. Buildings are 
hundreds of yards apart, and the only residents are 
caretakers-priests responsible for offering prayers to 
the ancestors of import am families-and more necro· 
mancers than anyone wou ld care to admit. 

The City orthe Dead lies outside the manifest zone 
linked to Syrania. Magic thai relies on that manifest 
zone doesn't function in this area. 

CITY OF THE DEAD 
Dragon Crypts (necropolis) 
Halden's Tomb (necropolis) 

SERVICES IN SHARN 
The sheer size oCthe City. the maze of bridges 
I)clwccn the towers. and the bewildering array of 
goods and services a"ailable can overwhelm even 
long-lime residents ofSharn.lct alone first-time visi· 
tors. As adventurers make their way through the cit)'. 
though.lhey usually ha'-c a specific purpose in mind. 
\.Vhcthcr it's to seJl a magic item or spend all enjoy­
able e"ening (and a good panion of the loot from 
their last adventure) out on the town. adventurers in 
a hurry need to know where 10 gel what they need. or 
they could spend a lot of Ii me wandering in the maze 
that is the City of Towers. 

ANTIQUIT IES 
Whether char,lctcrs arc interested in viewing schol· 
arly exhibits of the latest rinds frolll Xcn'drik or 
selling the itelllS they found there. Upper Mcmhis 
is thc ncighborhood to visit. Morgravc Univcrsity"s 
Dczina Museum of Ami(luitics houscs the finest 
collcctlon ofXen'drik artifacts in tile world. The 
uppermost level ofThurias Tower in thc Seventh 
Towcr di"trict is sometimes called "Little Xen ·drik." 
t hanks to lite six competing antiquities dealers that 
share lower Space. 

BANKING 
Characters bringing large amounts of\'aluable trea­
sure to Sham from their lalest ad\'enture can find 
tlte banking services they need in the Upper Central 
ward. I louse Kundarak operates the largest bank in 
the City. the Kundarak Bank ofSharn.locatcd at the 
top ofKundarak Tower in the Korranath district. 
The districts ofKorranath and Korran Thiven fca· 
ture nine other banks. as well as a number of money 
changers. moneylendcrs. and providers of other 
financial services. 
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CoMMUN ICATION 
Sham is a cellter for international trade. and commu­
nication is Ihe lifeblood of commerce-not to mention 
being:1Il important commodity in its own right. The 
Speakers Guild ofllouse Sivis spcci:liizes in swift 
communication. and its message stalions through­
out the city allow individuals to send instantaneous 
messages to other stations in major cities and towns 
across Khorvaire. CitiLens also usc message stations 
to send message within Sham. 

Message stations can be found in the following 
districts: 

Ce ntra l Pl ateau: Ambassador Towers, Boldrci's 
Ilearth. Dragon Towers. I lighcsl Towers. Korranath. 
Korran Thiven. Sword Point 

Dura: The Bazaar. Clifftop, Dagger Watch. l ligh­
hold. PrecnriOLls. HedSlone 

Me nt his Plateau: Den'iyas. Universily District. 
\Va rdcn Towers 

Nor thcdge: Iioidfasl. Norlh Market. Oak Towers 
Sky way: A7ure. IJrillianl 
Tavick's landing: Copper Arch. Deathsgate. Ter­

minus. T\\'elvc Pillars. \Vroann's Gate 
The largest message station is locatcd in Dragon 

To\\'ers (in the Cenlral Plateau). attached to the Housc 
$ivis enclave. Ilere.the gnomes ofllotlsc Si\'is will 
also perform Ihe Sending ritual - for a fcc. of course. 

tlouse Qrien also provides courier scn'ices OUI of 
station" in Azure (in Skyway). Dragon Towers. and 
Korranath (both In Ihe Central Plateau). and a mail 
service t hat runs through a Illll.~or cities and towns 
connected by the lighlning rail. 

CRI M INAL PURPOSES 
The reach of the I:lw begins to run oul as one Ira\'c!s 
dow n the le\'els of many ofShilTll's towers. and in 
some arells of I he lower Icvels it is al mOSI nonexistent. 
[I is a \\'eJ1·known /i.1Clthm the Sharn \Vatch is thor­
oughly corrupt, and I he problem is nowhe rc more 
visible than in the Cogs and in Lower Dura. Charac­
ters who corne to the city to fence stolen goods. hire 
a burglar or an aSS:lssln, or engage in other crimina l 
pursuits can find what they need in these wards. 
although criminal act ivity occurs e\'erywhere. 

Most iIIeg .. l :lctlvlties in Sharn take place under 
the sllpen'islon of one offour criminal gangs. which 
also ha\'c fingers in legal but shady activities such as 
gambling and prostitution, 

Thc I louse Tarkanan criminal ~falllily,- a group 
ofthicves and ass.1ssins. has structured itsc!fin a 
mockery of the dragonmarked houses and in fact 
servcs as a ha\'en for people who have aberrant 
dragonrnarks. Its headquarters is in Dragon Towers 
in Middle Central. 

The 'Iyrants is:m organization of doppelgangcrs 
concentrated inlhe Dragoncyes d istrict of Lower 
Tavlck's Landing, 



The Horomar Clan. a predominantly halfling 
organ i1".at iol}, is strongest in Uule Plains in Middle 
\\cnlh is, but it is innuential in Lower Menthis and 
Lower Duril as well. especially in the Callesta n dis­
lr ict. Although its leadership is almost ent irely made 
up of halnings who have connections to 1-IOllse Ghal ­
la mIa. members of all races work for the Horoillars. 
knowingly or unwillingly. 

Fina lly. a gang called Daask. which includes a 
~reat number of monsters. has gained a strong foot­
hold in the criminal underworld of the Cogs. Goblins. 
ugres. minotaurs. harpies, and a large IllJmber of 
humans work for this organiziltion. which is rumored 
to have tics to Droaam. 

In addition to illegal acth'ities, characters might 
fi nd themselves turning to these groups for sllch pllr­
p0,>es as borrowing large su ms of money to payoff a 
debt (particularly a gambling debt incurred in a casino 
that has ties to the gangs). obtai ning certain kinds of 
information not readily accessible elsewhere (such as 
~ccrels of prominent personages), purchasing ritu:tls 
thm might arouse sllspicion (such a ritllallO remove:t 
curse thai was acquired in the commission of a crime), 
or finding help in lying low (sec "Hiding:· page 62). 

DINING 
In Sharn. as the saying goes, even the poor catlike 
kings. and good food is re:tdily available. Among 
t hI:' multitude of restaurants that :tppear throughout 
,Ill the towcrs of the city. Sh:trn offers a few unique 
dining experie nces. 

A striking view enhances a meal. and for that 
reason no n:S!<lurant can compete with the dozen 
,lr so establishments in Skyway. Of those. the best 
known is the Celestial Vista Restaurant. a tourist 
JHrac tion. In ·the·know locals celebrate special occ,,­
~ions at the Cloud Dragon or the Azurc Gatew:ty. 
both of which ha\'e views as stunning as the Celcsti:tl 
\ ·ista·s. food no less impressive, and smaller crowds. 

A different. but no less striking, view can be had 
..It the l.ava Pit. an up-and-coming reS!<lurant in- of 
J ll places- the Cogs, in the heart ofonc of the city's 
industrial districts. True to its n:tlTle, the L:tva Pit 
,werlooks a gigantic forge powered by molten rock, 
the glow from which suffuses the place with lurid 
red light. The restaurant began:ts little more than a 
hole in the wall with an interesting location. servi ng a 
\ ariel)' of grilled meals prep:tred in thc spic), Shadow 
\\a relles style. liS popularity has grown tremen­
dously. allowing the reS!<lurantto improve its facility 
..I nd expand its menu (:t!t hough the Shadow Jvlarches 
l u isine remains its specialty), ma king it by far the 
most upscale cstablishment of any kind in the Cogs. 

For variety of cuisine. no other region of the city 
l an match the Menthis Plateau, with its diverse popu ­
l.l tion, Most people agree thatlhe Unh'ersity district 
in Upper Mcmhis is thc best place to sample the wide 

variety of dishes Sham has to offer. Iiaining special­
ties, gnome delights, elven cuisinc, Karrnathi fare, 
and even cxotic Riedran food are all avai lable in lhe 
University district. Univcrsity studcnts and faculty 
arc fond of dining at the Commons, a large open-air 
plaza llear the top of one of Morgrave University's 
lOwers. where food vendors bring carts and wagons 
daily to servc up a wide array of ethnic offerings. 

Of course. sometimes the need for quality over­
shadows t he appeal of spectacul:tr views or cu linary 
v:tricty. A few of the generally acknowledged best 
rest:turants in Sham include S;lIlnid·s in the Platinum 
Ikights district of Upper Centra l, known for its cxten­
sivc wine collection; Galdin·s Garden in the Scventh 
Tower district of Upper Mentltis, surrounded by a 
to\\,crtop g:trden featuring roses and orchids; the Oaks 
in the Shae Lias district of Upper Northedge, sen' ing 
eken and Brelish cuisine in an elaborate open-air 
pavilion surrounded by oak trees: and Olladra's Arms 
in the 1 lope's Peak district of Upper Dura . notable for 
its banquet·style seating and generous portions. 

Dining clubs ilrc a popular form of socializing, 
particularly inupper·class neighborhoods. A large 
!lumbcr of such clubs flourish in Upper and Middle 
Central. Upper Menthis. Upper Tavick's Landing. 
Upper Dura. and Skyway. These clubs arc open to 
members only, offering:t fine dining experience 
ilmong:tn intim'lte circle arone's soci:tl peers. 

EMPLOYMENT 
Characters seeki ng adventurous kinds of employ­
ment might find leads at one of the adventurers 
guilds in Clifftop in Upper Dura or Deathsgate in 
Midd le Tavick's Landing, al Morgrave Unh'ersity 
in Upper Menlhis, or the Wayfinder Foundat ion in 
Upper Cent ral. Another strong possibility is to work 
for the Sham III'luisi/iI'e, the city's local chronicle. 
Hanak ir·Clarn, the IU'l"isitil'e's publisher, frequently 
hires adventurers 10 bring him cxciting stories. His 
residence :tnd offices :trc in the University Distric t of 
Upper Memhis . 

As mentioned earlie r. the Sham VVatch occilsion­
ally bri ngs on adventurers as short-term help when 
its r:lnks arc thin or in advance of a special e\'ent that 

HISTOR Y OF SHARN 
15,000 years ago: Foundation of Ja'shaarat (~Brlght 

Blade-), jewel of the hobgoblin Dhakaani Empire, 
9,000 years ago: Sharn ruined In the DaelkyrWar. and 

renamed Duur'shaarat. the "Blade of Sorrows." 
3,000 years ago: Malleon the Reaver establishes the 

fortress -city of Shaarat, 
2,200 years ago: Shaarat destroyed and rebuilt as Sharn, 

part of the nation that will become Breland, 
1.500 years ago: Sharn ravaged in the Warof the Mark 

and left in ruins (thought to be cursed) for 500 years. 
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requires lInusually high security. The Watch has no 
central headquarters. but most of the hiring is done by 
officials at the Sword Point garrison in Middle Celli rOll. 

ENTERTAINMENT 
Whether a character seeks not hing more than a 
fun evening on t he town or w:.nts to witness a greilt 
perlOTlIl<lnCe by a renowned artist. Sharn offers abu n­
dant entertainment on a nightly basis. The hub of 
the entertainment industry III Sharn is the Menthis 
Plateau- from the towertops down to the Cogs. this 
quarter is a bustle of act ivity from sundown to su nup. 

The Torchflre district in Lower Mcnth is occupies 
the bottom of the entertain ment ladder in Menthis. 
but is nonetheless 01 fine place to elljoy inexpcnsi\'e 
entertainment. The Ten Torches Theater gives this 
district its name. and thaI establish ment has become 
somel hing of an inst itution j n Lower Menthis. Its 
offerings foclls on the bawdy. with a strong dose of 
music and comedy. all presented in a crowded. smoky 
OItlllosphere. The low price of admission and the rau­
COliS enterta in me nt of the shows combine to pack its 
scats e"ery night. 

Gai lan·s. a restaurant in Torchfire. enjoys a reputa­
lion for bringing the best up·and ·coming talell! to its 
stage- musicians. actors .• md other performers who 
often go on to play more prominent venues in the 
higher levels orMelllhis. The food is good.llllllhe 
entertainment-offered in the found- is the reason 
why most customers return. The proprietor has 
claimed for years that he Is looki ng fo r new cooks and 
planning to build up an impressi\'c wine cellar. but 
such irnpro,·emcnts remain to be undertaken in the 
indeterminate fu ture. 

Across the plateau. in the W"ern district of Down· 
stai rs. a ncw theatcr offers thc Ten Torches its first 
lOCa l competition in ages. Called the Diamond The­
nter. it feat ures a large stnge and spacious seat ing- at 
least com pa red to the Ten Torches. Perhaps more 
important. it claims as its artist·in·residence a serious 
young playwright who lemls an air of sophistication 
to the theater with her dramatic. sometimes tragic 
works. The plays ofLuca Syara attract attention even 
in Upper Central. and a popular j\"lent his pastime is 
speculating on what uppcr-Ie\'cllheater will snatch 
her lip when her contract with the Diamond expires. 

As with most things, offeri ngs In Middle Menthis 
a rc a step above those in the lower levels.llguratively 
as wc ll as literally. Perfo rmers who get their first big 
break at Gailan's 11100'C on to any of se,'eral sim ilar 
vcnues in Middle Menthis's theater district. cal led 
Smoky Towers-dinner theaters such as Third Tier. 
the Sta rflre Dragon. or Mizano Hupa·s: recital halls 
such as Thovanic Han or Ihe Atrium: and the orn:.te 
Classic Theater. 

The theater scene in Smoky Towers is the subject 
ofsorne debate. The Classic Theater. the only major 
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theater in the district. is devoutly comm itted to 
performing on ly the classics of dramatic repertoire. 
perhaps moth'ated by fear orbei ng too dosely associ· 
ated wit h the likes of the Ten Torches. Its extremely 
traditional productions inc lude no plays written since 
the start of the Last \Var. Many people appreciate th is 
st ance. looking to thc ancicnt hcritage ofGalifar for 
strength and com fort in the wake of the wa r. Others 
seck more cOlllcmpomry fa re. incl uding Luca Syara's 
plays (sc\'eral or which wrestle ~erious ly with issues 
derivcd from the war). in other districts. 

The entertainment offerings in Upper Menthis are 
concentrated in Ihe Unh'ersity District. and are in a 
class by themseh'es. The IInest musical performances 
in the city ta ke place in the Kavarrah Concert Iiall 
and ill the Sharn Opera 1 louse. 

Four major theaters ope rate in Upper Menthis; 
the Art Temple (known fo r CUll ing-edge. avant-garde 
plays). the Grand Stage (presenting a mixture of clas­
sic rcpertoire and modern works in classical style). 
the Sta rgazer Theater (an open·air towertop stage 
with an extensh'e summer season of classics), and the 
Kha\'ish Theater (aimed at a mainSlream audience. 
incorporating more music. more risque elements. and 
more comedy). With the exception of the Khavish. 
located in the gnome neighborhood ofDen· iyas. these 
establishments arc all within a stone's throw ofMor· 
gra\"c Unh·ersity. 

EXOTIC SERVICES 
Exotic services include any service t hat is not COI11 ' 

monplace in a typical Hrelish city. For example. it 
is tradit ional fo r halning warriors from the Talcnta 
Plains to recl ine in couches while servants rub 
scented oil into their hair. but a Talentan warrior 
ca nnot easily find a placc that caters to that particu­
lar custom in most Brelish conlllHln ities. [n Sharn. 
howcve r. he or she need on ly visit the Liule Plains 
district and find the Hidcr's Hest 10 feci right at home. 

Sharn·s racial and ethnic neighborhoods are the 
best locations to find exotic services. These neigh­
borhoods include Little Plains in Middle Menthis 
(a halning neighborhood). Den'iY:ls in Upper Men­
this (a gnome neighborhood). Iioidfast in Middle 
Northedge and Highhold in Upper Dura (two dwarf 
neighborhoods). Shae Uas in Upper Northedge (:Ill elf 
neighborhood), and Overlook in Upper Dura. which 
includes an enclave ofkalashtar as well as hUlllans 
from Adar. (For details about the kalashwr race. sec 
the EII[1I110.\' Pla)'er's Guide and the Silrlona section or 
Chapter 5 of th is book.) 

Significant populat ions ofl.hazaar. Karrnathi. and 
Cyran im migrants make r-,'Iidd le Menthis a particu­
larly diverse wa rd : a large contingent of Karrns li\'e 
in Graywa ll in Middle Tavick's LOind ing: and a small 
EJdeen minority inhabits Skysedgc Park in Upper 
Ce ntral. 



FIND SOMEONE 
\ city as la rge as Sharn offers plenty of places (0 hide. 

ConscqucllIly. it a lso supports a sizable number of 
inq uisil i\'cs (private dctcclh'cs) who spcc ia liJ;c in 
fi ndi ng people who might prefer 110110 be found. 
o r just people who don't know sOllleone II1lght be 
looking for them. There is 110 single district where 
inqll isilivcs setup shop: any given dis tric t cun only 
~UppOrl so many. i\Jidd lc·class districts of a certain 
na\'Or arc the most likely arcas to find <Ill inquisitivc­
places such :IS Unde rtook in Middle Dura. Dcathsgalc 
in Middle Tadck's Landi ng. and Warden Towers in 
\Iidelle Mcnlhis. 

The best inquisith'cs-particularly when it comes 
10 findIng lost itellls- arc those associated wi!llthe 
fi nders Guild of I-louse Tharashk. Four Tlmrashk 
i nq uisiti\,cs who hal'e the A·1ark of Find i ng arc thc 
heads of agencies in different parts o f t hc c ity: Kurt 
Karr'Aashta's Irwestigations in Dcathsgmc, lnforma­
lion Acqu isition in Underlook. Sharanllc Vclderan-s 
Invcstigatil'e Sen'ices in \Vardcn Towcr .. , a nd Globe 
Information /\ gency in Dragon Towers. The heads 
llfthcse agencies work only on the most important 
tlr d iffic ult cases. but their sta ffs arc a mong the best 
inqui'iilil'es in the busi ness. 

GATEWAY TO XEN'DRIK 
":lharn is the launching point fo r ex peditions 10 the 
,I ncient rui ns a nd trackless jungles ofXen'd rik, Mor­
-.: ral'e Unh'ersity and the Wayfinder Foundation both 
,c nd teams to Xen'drik on a regular basis. and Sharn 
hosts a th riving ant iqui ties markctlhat provides 
Jemand for items recoI'ered from Xell'drik by both 
official and amateur expeditions, 

r he CliffSide ward is a good place to find ship 
Gl pt:l lns ex perienced in the passage 10 Xell'drik, who 
hal'e contacts with the sahuagin of Shargon's Teeth 
,m d ca n secu re sa fe passage through those stra its. 
I he jmlrney from Sharn 10 Storm reach b about 1,500 
m iles long and ta kes a li ltle m'er a mont h by sailing 

ship, The lISlial cost of passage is abOll t 30 gp per Z 
traveler. It is sometimes possible to hire an ele menta l 
ga lleon for the journey. which takes only three or four 
days but costs 300 gp per Iraveler. A I louse Lyrandar 
5.1i ling shi p (without elemental power) ca n make Ihe 
trip in 11 days and costs abou t 150 gp per traveler. 
Elemental airships do not normally make the trip 
from Sham toXen'drik. 

StorrnrClIch, a frontier community whe re giants 
often trade in the marketplace, is an esse nlial SIOP­
o\'er for most expedi tions before they proceed farther 
into the wi lds ofXen'drik. 

GUIDES 
As the gateway to Xen·drik. Sh:trn has:t number of 
residenls who sel l their services to adventurers and 
prospeclors pl anning expeditions to that mysteri­
ous con tine nt. The members of I louse Tha rash k 
domln,lIe this field. making use of their d ragon ­
Ill:trk abilities as \\'1"11 as their extensil'e. if more 
mundane. skills and experie nces, The house's grand 
hall in Dragon Towers is its most prominent public 
face. but belter deals and some times better gu ides 
ca ll be fo und in Ihe Tharashk endal'e in Clifftop in 
Upper Dura. 

Sometimes visitors to Sham need gUides for travcl­
ing withinlhe city itself. Cit)' gUides arc easy to find: 
They duster around arriving Orlen llght ning rail 
coaches, eleme nta l airships. :tnd river \·esscls, hoping 
to solicit business from newly arrived visitors. These 
gUides arc inexpcnsll'e and highlight lhe greallour­
ist aur:tClions of the city. which is sufficient for many 
visi to rs' pu rposes. 

HEALING 
I louse JOT:tSCO opcr:ttes houses ofhe:lling through­
out the city, alt hough suc h sites arc concentrated in 
middle ·class neighborhood s. The house's headquar· 
ters in Sharn is in Dragon Towers in Middle Celllr:ll. 
Basic healing services arc lIva ilable al uny of these 
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EXPEDlT10N ARRANGEMENTS 
If it group of adventurers manages to secure employment 
on an expedItion to Xen'drlk. they can expect the follow· 
ing terms: 
• The organizer of the expedition secures letters of marque 

for the characters, 
• The organizer usually arranges for transportation to 

Xen'drlk or provides travel expenses to the characters, 
• The organizer provides ralions and mundane eqUipment, 

usually comlstlngof anything In Ihe -Adventuring Gear" 
set:lion on pages 211-112 In the Player's Handbook. 

• The organizer has the right to claim any treasures that the 
adventurers recover on their expedition, presumably for 
research purposes or for display In the Dellna Museum 
at Morgrave University, Adventurers can keep or sell any 

Items the organlzerdoes not claim, and the organizer usu­
ally offers it guarantee of a minimum amount of gold. This 
amount Is typically equal to the total monetary treasure 
for the party's level, as shown In the treasure parcels on 
pages 126-129 in the Dungeon Masters Guide, divided 
by lhe number of characters In the party, For example, a 
group of five 5th-level characters would re<elve a guar· 
antee of 400 gp each, since the total monetary treasure 
value for a Slh·level party Is 2,000 gpo 

• Sometimes an expedition organizer accompanies the char­
acters on the expedition: other organlzers prefer to remain 
In the relative safety ofSharn, When an organizer accom­
panies an expedition, It is assumed that the adventurers 
give highest priority to prolet:Ung the organizer's life. 
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locations. but characters in need of a Remove Amic­
tion ritu:l1 or simila r magic need to find their way to 
the main t'nc\ave. 

H IDING 
One oflhe benefits ofa I:lrge city is the anonymity il 
affords to those who lh'e in it. It is much e:lsier to lose 
onesclf in Sharn than in a farming villllge in rura l 
Aundair. and to lie low. avoid attenllon, or otherwi .. e 
escape pursuit of any kind. Naturally, the best place 
to hide in the city is where searchers are least likely 
to look. Sometimes thi~ means unobtrusively taking 
up residence in Lower Dura or the Cogs; someti mes 
it mean .. pretending to be a noble lind living the high 
life in Upper Cenlra l. 

A booming business can't be carved out of hiding 
other people; it"s mostly just somelhing people do, 
or try to do. 1100\'l'ver, ('t' rtai n cri III i nal clements in 
the city do occasionally accept payment in exchange 
for helping people create new identities. Naturally. 
the dOPI>clg:.ngers of the 'I),rants.the criminal gang 
concentrated in the Drilgoneyes district of Lower 
Tavick's Land ing. excel at lhis practicc.l:or a large 
sum of money. they employ magically enhanced 
surgicilltt'chniques 10 permanently ilher iI client"s 
apl>carance, provide forged identificiltion papers and 
other documents thallllight be needed to establish 
a new identity (a university diploln:l or professional 
certification. for example), and use thei r own agents 
to create at least a temporary cast of supporting 
chaT:lcters, as needed. The cost for t his service varies 
dej>t'nding on Ihe nt'w identity to be created, but 
rangt',.; frOIll 50 gp (for a rclath'cly simple new iden· 
tity) to 500 gp or more (for an elaborate new li fe). 

H IRED HELP 
Adventurers seeking to hire help in Sharn, on either 
a short-term or a long-term basis. should begi n in 
the adventurers' quarters ofClifTtop in Upper Dura 
and Deathsgate in i\lidelleTavick's La nding.l:or 
aboul 1 sp per day (morc for highly tmined profes­
sion:lls. less for COllllllon laborers), adventurers C:l n 
hire an individu:l1 to perform one of an enormous 
variety of services, from tendi ng horses to represent· 
ing the characters in court. ProfeSSional services 
:Ire clustered in Sham in two districts in Upper Ta\', 
ick's Landing as wcll<ls in the Oilva Gate district of 
Middle Central. 

Lega l Aid : Barristers (:l lso called advocates or COU ll, 
cilors) <Ire among the hirclingscommon lyemployed by 
<ld\'enturers. and those who spcciali/e in ad"enturers' 
concerns keep shop in Climap and Deathsgate. These 
barrister~ are C'..xpericnced with the "ilriety of problems 
ellCounlered by adventurers in the city, from prop-
erty dhplltes and charges of plundering (for bringing 
artifacts from Xen'drik without a letter ofmarqlle, for 
example) to robbery charges and wrongful death suits. 
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Rates increase significllntly for particul'lrly dimcult or 
high·profile cases. 

The most expensive iI!ld high-powered barristers 
in Sharn- many of them connected to I louse Sivis­
hm'c offices in 0,1\'01 Gatc in Middle Central. They 
work closely wilh the dragon marked fami lies. the 
embassy personnel in AmbassadorTo\\'ers, and the 
financie rs of Upper Central. 

MAGIC ITEMS 
Sharn boasts around a dozen magiC item dealer,.; of 
""rious !tpecialties, located in various areas through­
out the City. The ildventurcrs' quarters ofC lifTtop 
in Upper Dura and Deathsgate in Middle Tavick's 
Landing arc fine places for iower·le\'cl a(h-enturers 10 
acqUire and sell milglc items. but deil lers there rarely 
carry items above 10lh lewl. The opt ions arc more 
lim ited for higher-level characters: a few dealers ill tile 
Seventh Tower district in Upper Menthis occasionally 
have mid-paragon tier itellls available. One exclu· 
sive shop in the Platinum Ileights di .. trict of Upper 
Central. ,md severill dealers in Ihe magic district of 
E\'erbr ighl in Middle Mctlthis,traele in all but tile 
most expensive items, Dealers in Everbright are far 
more wi lling to buy used or salvaged items thallthose 
in Plminum Heights iI!lel Sevcnth Tower, which cater 
to wealthy but not necessarily advcnt urous collt'ctors. 

N EWS 
The Slwrrl lnquisitil'i".tht' city's local chronicle. is the 
lx'st source oflceal ne\\s. A new edition of the Inquisi· 
til'cappears e\'cry Su i (thc first da)' of the week) and 
is d is! rilmted th rough the city mail. Its publisher. 
I laflak ir·Clarn. is 11 distant cousin of Lord Huken 
ir·C larn. alllember ofBrcland's pOiriiament who often 
expresses viewpoints and opinion!> in opposition to 
Ki ng Boranel. I lilftnk's pOSition 011 his cousi n's radi, 
cal politics is the subject of much debate: YOLl ca n 
find cri!ic~ whoclailll that the Inquisitil'e goes out of 
its way to .. upport the Hrelish crown, and others who 
maintain that the Inquisitive is a .. tmmCh opponent of 
the crown. 

Headers turn to the Inquisifive for 10Cil i news (which 
some say reads more like gOSSip) and for the opinion 
pages. which feature hemed debates on important city 
issues. For news from beyond Sharn, educated citizens 
rely on the Kormnbern C/Jrofljc/e (sec page 169). 

PAVING TAXES 
Clwracters who come to Sharn from the surrounding 
region to pay their annual taxes owed to the king can 
make those payments in any offour locations, Tariff 
omces call be found ill Cogsgate in Lower Tavick's 
Landing. Graynood in Cliffside. Precarious in Lower 
Dura. and \Varden Towers in Middle Menthis. These 
offices collecltariffs and duties on trade as well as 
other annual taxes. 



PILGRIMAGE DESTINATIONS 
Sharn doesn't dr;l\\' pilgrims thc way Ihm Flamckccp 
(see page 103) draws followers orthe Silver Flame. but 
the cit}' contains a few attractions for those of pious 
indimllion. Three sites sacred to the So\'ereign I-lost 
exist in the city: the Pool ofOnatar's Tears in Khyber's 
Gate in the Upper Cogs. the Grcl\t Iiall of Aurcon in 
the University District in Upper Alcnthis, and the Kor­
ranalh in the district orlha! Ilame in Upper Ccntr<ll. 

The Shrine ofFathen the Martyr In North Market 
in Lower Northcdgc attracts those devoted (0 the 
Sil\'cr Flame. During the church's crusade against 
l}'cal1lhro~s in 832 YK. Fathcn was lorn to pieces by 
wcrcrollS in the middle of North Market: the shrine 
resls oUlha! site. 

Kalas htar and human followers of the Path ofUght 
from across Khorvaire visit Sharn to sce Enlightened 
Ilavakhad. <HI ascetic kalashtar who lh'cs in a small 
shrine in Overlook in Upper Dura. The Enlightened 
One is helicved 10 ha\'c tremendous wisdom and 
oracular powers. granting him deep inSight that helps 
those seeking gUidance. 

PLACES TO UVE 
As \\'ollid be expected of a dty of more than 200.000 
inhabiulllts. Sharn has plenty orJlOuslng. From ilpart· 
ments in its business districts to townhotllcs imel 
estates in quietcr residential neighborhoods. Sharn 
has pl:1Ce\ to live to match most tastcs and e"cry 
budget. Northedge has a reputation as the most resi­
dential ofSh(lrn's quarters. and its topmost levels 
(including the districts of Oak Towers. Crystal Bridge. 
and the clf neighborhood ofShac Lias) include 
somc ofthc nncsttownhomes in thc city. Middle 
Northedgc has quicttownhomes that lire Icss cxpen­
"i\'e than those in the upper districts. and Ollkbridge 
contains some of the nicest middle-class hOUSing 
in Sll;Irn. Even the ilpartment districts In Lower 
Northcdge lire more pleasant than their lower-class 
status would indicate. 

For those who prefer 10 Ih'e closer to the heart of 
the dty. l\lithral Tower in Upper Central features 
spectacular town homes. and the residcnces ill Plat i­
nate in Upper ~leJUhis rate as on ly slightly less grand. 
I lousing in the Ilighwater district in Upper Dura is 
affordable .• md Ocean View in Upper Tavick's Land · 
ing provides the most desirable and exclusive housing 
on t he cast side. 

RESEARCH 
Sharn's i\'lorgrave University. although not the 
most respectable institution of higher learning in 
Khon'aire. has an extensh'c library with definitil'e 
collections in certain fields. particularly the histories 
ofXen'drik and the Dhakaani Empire. esoteric magi· 
cal subjects (including manifest zones a nd eldritch 
tnilchines). the subterra nean environillent of Khyber 

and its denizens. ilnd maps and geography. Charac­
ters seeking knowledge in any field should be able to 
find resources in the library to assistthdr search. The 
university is an excellent resource for hiring s.'1ges on a 
short-term or long·term basis. E"en sages who have 110 

eonneelion to the university cluster around it. estab· 
lishing their homes and businesses in the UniverSity. 
Dell·iyas. or Ivy Towers districts of Upper Mellth is. 

Another Important reSOllrcc for certain kinds of 
research is the City Arehh'e in thc lllghest Towers 
district of Upper Central. The Archh'e conta ins 
exhaustlvc historical records ofSharn: bi rth. death. 
and marriage records: and copics oflega l documents 
such as identification papers and leiters of marque 
issued in the city. 

STORAGE 
I iollse Kundarak's role in the nllanc]al world takes 
a back se'lI to its role in proViding security for ware· 
houses. businesses. and other private locmions whose 
owners ca n afford its services. Foremost alllong the 
secure storage facilities the house provides in the city 
arc the Vaults that occupy the lower le"cls of the Kun­
darak Bank ofSharn in Upper Central's Korranath 
districl. The Vaults. designed prima ri ly to store slllall 
items of great value. feature unparalleled St'c urity. 
House Kundarak also guarantees the security of a 
number of wa rehouses in Lower Dura and in Lower 
Tavick's Landing. 

TRANSPORTATION 
New visitors nnd that gening around in Sham pro­
vides almost as much entertainment as the lIlallY 
Sights and wonders the c ity has 10 offer. Skycoaehes~ 
resembling small boats that range from rowboat-sized 
skyca rs to longship·scale tour coaehes~glidc through 
the air. transporting people and small cargoes from 
place to place. Skycoaches can be found at the Orien 
lightning rail stalion in Cogsgate in Lower Tavick 's 
Landing. at the waterfront in CliffSide. and at the 
c1emental airship docks in IUghest Towers in Upper 
Centra l. Skrcoaches can also be summoned from 
larger balconies on towers throughout the cit)'. 

Flying mounts. such as hippogrirr." and glidewings 
(brought to t he city by Talenta haln Ings living in Little 
Plain" in Middle Menthis). are another way of navigat· 
ing the cit)'. Exotic nying mounts ca n be h<lrd to stable 
in most areas of the city. Skyway is the only ward that 
has '1Illple accoll1modations for large nying mounts. 

Of course. not all travel in Sharn in\'Ol\'es nying 
through the air.l.ifts powered by magiC move people 
both vertically. frolll the Cogs to the Upper City. and 
horizolll:llly. from tower to tower. l\\ule·drilwn wagons 
carry IIXlds along the suspended roads and skybridgcs 
that crisscross the dty. Horses also move alllong the 
towers. carrying riders or pulling carriages. and m:lll)' 
people wa lk from place to place whenever possible. 
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CHA PTER 3 

FOR A thousand yea rs. civilization was syn ­
ony molls with Galif'lf. A greal nation forged on the 
pri nciples of jll'il icc a nd progress, it 51 retc hed across 
Khorvairc. shining the light of inn oval ion into da rk 
corners of wilderness until all lands and al l peoples 
were subject to the crow n. Powe rful and fa r­
reaching as it was. though, Galifar was not eternal­
the overriding ambition that saw its birth also fang 
its death knell . 

Divisiveness and greed shattered the kingdom's 
tenuous bonds. '1'1)(' scions ofGalifar's last king each 
vied to emerge as heir. slopping at nothing 10 claim 
the I hronc. Avarice, delusion. righteousness. and 
naked ambition plunged the kingdom into a bloody 
ci\·j] war that raged lor over a century_ Indeed. it 
might have lasted longer wcre it not for a Singu lar 
cvclll- thc catastrophic dcstruction of an entirc 
peoplc in one terrifying magical eruption. 

\Vithout warning, the cultu ral center of the Five 
Nalions. Cyre. was consumed. The heavcns caught 
fire. eerie mist boi led tip from the ground. and death 
spread far and Wide. Not hing was spared. Cyre's 
an ni hilnllon struck terror illlo the hearts of people 
of a ll nations. This fear led to all accord between the 
surviving nations und brought [I tcrnpomry end to thc 
bitter struggle. 

The Last \-\lur l oolll~ still in the hcarts and minds 
of the people of the Firc Nations. Vetera ns and vic· 
tims scarch for mcan ing in the uncertain peacc 
of this new age. Old battlefields littered with the 
bleached bones of the dead line the borders of rival 
nations. Clandestine organizations fight a new war- a 
cold war-in which baltlcs arc waged using proxies in 
the shadow ... all ag:linstlhe threm of a reignited war. 

This chapter explores the hear! of Ebcrron. bring· 
ing to life somc of the most e\'OCllti\'c and dynamic 
lunds found In this world. 

Each of the Five Nations. including lhe ruined 
Mournland. recel \'es extensive description. includ· 
ing lore aboutlhe lands :I!ld ils history. major 
settlements und features. and plot hooks :lnd 
advcnture seeds for building udvenlures of your 
own design. 
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AUNOAIR. ".{ . 

The kingdom of Aundair combines pastoral straight­
fo rwa rdness w ith intellectual schola rship. Vibrant 
cities o\'crnOW wit h commerce. thinkers. a nd magic. 
while a patchwork cou ntryside offa rms and fields 
surrounds the castles of t ile lamr s nobility. Farmers 
make up the bulk or the population. but Aundair 
has no shortage or~holars and thinkers. mages and 
mystics. The clash of ClLstoms and cultures breeds 
a uni<jllc people, proud and self-sufficient. working 
together to pllllhc last violent century behind them 
as I hey march into a ncw fu tu re. 

LORE OF AUNDAIR 

ARCANA 
Common Knowledge: Aundair att racts hopeful 

apprent ices from a ll over the continent. The nation 
embraces and celebrates its magical citizens. funding 
1ll11llt:'rOliS schools and gUi lds to produce the finest 
mages ill the Five Nations. Most would·be students 
Ira\'eI to Arca nix first. to present themseh'es before 
the masters ofthc Arca ne Congress. This ancient 
instilUtion. founded by King GaUfar I a thousa nd 
yea rs ago, stands at the forefront of magical inl\o\'a· 
tion and study. 

Arcana DC IS: Soon after King Galifar secured 
his nation. the dragon marked houses established 
the Twelve. an institution to advance and prof'lt from 

magica l research. Fearing the power th is develop· 
ment gave the merchant houses. the king authorized 
and endowed the Arca ne Congress to study magiC 
for the betterment of all citizens. Early successes 
and impa rtiali ty during the I.ast Wa r allowed the 
Congress to eclipse its rivals. maki ng it the greatest 
magica l institution in the land. 

Au ndair courts the dragonl1larked houses. giving 
them fa\'orable trade agreeme nts to encourage ncw 
industries In thc nation. Quccn Aurala has close tics 
10 thc baron ofll ouse I.yra ndar in Stormholllc. Also. 
she has ta ken $asik. a you ng heir of House Vadalis. as 
her husband. though she goes out of her way 10 avoid 
the appea rance of special ad\'anwge for her hus' 
band 's family. 

Arcana DC 20: The Arcane Congress might be 
the best know n of the magical societies in Aundair. 
but other institutions exist a~ well. Scvcral smallcr 
and less prestigious AUl1(iairiall schools d raw stu· 
dents 10 the c ities. whi le master mages often take on 
apprentices to pass along their leilrning. Magic also 
rlmls a place within the military institutions. The 
Ministry of Magic recruil~ from Au ndai r's students; 
many rind a place within the famous Knights Arcane. 
or as battle wizards. Aundair's mages also produce 
war machines. dest ructhe rituals. and powerful 
combat spel ls. 

HISTORY 
Common Knowledge: Like all the Five 

Nations. Aundair takes it~ nil me from aile ofGa li fa r 
ir'Wynarn's children. the flr<;t killg's eldest daughter. 
Hu le pa<;sed from one ~cion to another until the death 
of King Ja rot . at which point Galifar ceased to be and 
civil war began. Aund;:lir's cur rent royal line descends 
from KingJarot's son Wroga r. The dynasty has ruled 
continuously- aside from a single period of regency­
through the lrials oflhe la ~t century. Queen Am ala 
ir·\-Vynarn . the cu rrent monarch. is known for her 
beauty. cunning. and diplomatic ex pertise. 

History DC ) 5: A la rge aristocratic class supports 
the crown . A number of noble fami lies are ancient. 
founded during t he ages of the K ingdolll of Galifar. 
Many more nobles gained litles through their deeds 
and ach ie\'cmcnls in the L<lst "Var. Tensions exist 
between the established fa milie'i a nd the new. but 
dUly and loya lty 10 the crown outweighs most private 
intrigues. 

All nobles In Aundair are landowners. They lease 
plots to the peaS;:lIlts for growing c rops and raising 
families in exchange for a measu re of thcir ea rnings. 
a nd the right to cil ll upon their sons and daughters to 
serve in times of war. From the income of their land· 
holdings. the lords give a substa ntial amount to the 
c rown . These funds ilre used to mainta in the nation's 
infrastruc ture and its defenses. 



History DC 20: Aundair'sgovcrnrllcnt dcrivcs 
from the system used by Ga lifar, changing little ovcr 
the centuries, Aundair's commitment 10 what many 
peoplc sec as <In Olllllloded gO\'crnmelltal model W:IS 

a critical factor in the nation's territorial losses during 
the Last \Var. The crown relies on its vassal lords 
10 supply funds and troops. and because most lords 
live in the eas1.lhey wilhdrew their soldiers from 
strongholds in the wcst to protect their own hold· 
ings against attack. [n doing so. they abandoned the 
sparsely populated wcst. allOWing Ixllldit princes and 
Brelish forces to sweep into those lands almost unop· 
posed. When the Wardens of the Wood emerged 
from the Towering \Vooo at the head of an arllly 
of plants, animals. and rangers. the locals rallied 
to their banners. As a consequence of these eve nts. 
the Eldeen Heaches declared its im\ependencc from 
\undair. 

A combination of ambition on the part of the 
regent and insufficient counterintelligence lead 
to Aundair's second greutest loss. one closer to the 
l cnter of the nalion. The anc ient city ofThaliost was 
overrun by Thrane; Aundair's subsequent disarray 
prevcnted a swift counterattack. and the Thranes 
\\ere able to entrench in depth. 

Hefore Aundair could recover its lost territories. 
the war ended. The Treaty of Throne hold recognized 
the Eldeen Heaches as a new nation and left Ihe Issue 
IlfThaliost to anol her day. Since I hen. intrigue and 
_hadow war have been wholly insuinclcnt to wrest 
I ha liost from Thrane or recover Aundair's western 
h.' rritory frOllllhc Great Druid and his supporters. 
\onethcless, the nation has not abandoned its claims 
III these areas-faf from it. 

History DC 25: Aundair su ffered greatly during 
lhe Last War and might have colla psed in the latter 
lears had it nOI been for Queen Aurala's talent and 
diplomatic sk ill. She reforged ties between the mon· 
Ifc hy and the nobles that had been frayed to the 

!loint of unfi[\,eling by the toll of war. deftly trading a 
1t;w roya I prerogatives for renewed om hs of fealty. ' \1 
I hronehold. she avoided most criminal accllsations 
cli fec ted at her generals :md secured profitable trade 
.J.l(recmenIS with Karrnmh and Breland. Although 
,he was unable to resecure Thaliosl. the queen did 
negotiate a peace that llllowed Aundair to keep the 
rh rane lands it held along its eastern border.l lad the 
Town passed to a less competent hei r. Aundair might 
],l\C lost e\'en mOfe. and might not have surv ived. 

Despite her skills itt negotiation. Amala showed 
'Ill Oexibility with rf'gard to the Cy ran problem. 
\l ter the l\lourning. she closed her nation's borders 
,) the refugees. fearing they would ca rry the cu rse 
,I hcr nation. or simply O\'erwhclm the country's 
_tf,lined socia l fa bric. Considering how much Aun· 
l.Ji r supported Cyre during the long years of war. 
hh act was considered a grave belr:lya!. Partially 

.. cknowledging her misstep. AUT;)la now supports 
a new Cyran homeland- as long liS it docs not lie 
within her lands. 

I-listory DC 30: The relative weakness of Aun · 
dllir's monarchy with rcspeCllO both thc count ry's 
nobles and its neighbors has served only to embolden 
its leaders' plotting. The Queen's own brother Adal. 
the min ister of magic. craves power and plols to 
usurp his sister's crown and place it on his own head. 
Aundair's military leaders are working on pluns to 
invade the Eldeen Heaches and take back the valu· 
able land by force, while j\urala dreams about being 
queen of a unified Galifar. Despite Aundair 's pu blic 
commitment to peace, efforts continue 10 rebuild its 
military. forming new legions and war machines. 
pushing the boundaries of war n1:lgic. and raising 
and repairing the nalion's defenses. These efforl s 
have led many obsefvers. both interna l and external. 
to believe a nother war is inevitable. 

NATURE 
Common Knowledge: Aundair is a relatively 

slllall nation at pres(.'nl . with lands stretching from 
Scions Sound past the Starpeaks and narrowing to 
the south around territory controlled byTlmllle. It 
extends west to the Eldeen Heaches :md south nearly 
to Ihe Blackcaps. Aundalr 's landsc:tpe features rolling 
countryside carved up into fields and sprinkled with 
hamlets connccted by winding plllhs and caravan 
routcs. Cultivated lands surrender to the ancient 
forests such as the \Vhisper \Voods to the Ilorth.the 
Chanthwood and the Ouskwood to the west. and the 
Eldritch Grovcs 10 the south near Arcanix. 

With regular rain and a mild climate. noted for 
its short winters and warm summers. Aundair's 
agriculture thrh·es. Aundair is among the greatest 
food·producing nalions on Khorvaire. The nation 
exporlS grains. fine wine. and vegctables. 

Nature DC 15: The large majority of Aundair's 
vassal lords and about halftts common people are 
human. I lalf.e1ves reside in the mil ion in substantial 
numbers. Eh'es and gnomes living in this nation often 
do so apart. dwelling in Aundair's forests. They arc 
subjects in name only. TleOings. dragonborn. dop· 
pclgangcrs. and Olher peoples make their home in 
Aundai r. Few shifters exist within it .. borders: O\'er 
150 years ago. the Church of the Si lver 1:lame wiped 
oul hundreds of shifters and drove the rest into the 
Eldeen !leaches. 

RELIGION 
Religion DC 15: Aundairians arc a practica l 

people, trusting what they can see and feel over nebu· 
lous concepts of gods and faith. \Var with Thrane 
soured IllOSt Aundairians on the Church oflhe Silver 
Flame- too many lost kin and friends to Thranc sol· 
diers. When people tltrn to the gods. they embrace 
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the Sovereign Ilost- Arawai and OJiadra in rural 
communities, and Au reon in the cities. 

Despite the upheaval of the last centu ry. the 
Church of the Si lver Flame has followers still. 
descendants of com'en s oft he puritans who came to 
Aunelair. A ce ntury of estrangement from Flamekeep 
has spawned unusual. clandestine. and sometimes 
\'iolent bcliefs; Aunda ir's followers of the Sih-er Flame 
arc among the most r.'lnatical. 

Religion DC 20 : The capital or Fairhaven has 
a reputation for breeding new religions. MOS1 cults 
and sects form around a charismat ic philosopher. 
theologian. or scholar. but rew survive for more than 
a few months. After all. a new. enticing religion crops 
up nery few weeks. The aest hetes' willingness to 
embrace dlITering views "lIows darker cults to gain 
footholds where they otherwise might noL Even the 
Cu lts of the Dragon Iklowand the Dark Six have 
sma ll congregations throughoutlhe land. 

STREETWISE 
St reetwise DC 15: Queen Aurala pledged to 

maint ai n the peace. but beyond her dealings wil h 
Breland. she hao; had li ttle luck in finding com mon 
ground with her rivals. Dcspite recognition ort ile 
Eldeen Heaches by the 'l reat~ ofTh rollehold, Aundair 
has yelto fo rm :In)' all ia nces \\ ith that nation. Indeed, 
most Aundairians see the Heachers as traitors and 
rebels. Funher. as long as Thallosl remains under 
Thrane's oppre"si\'c heel. there exists little cha nce 
of rep :Ii ring the danwge between these two peoples. 
Finally. Quecn Aurala keeps Karrnath at arm's 
length. She suspec ts treache ry in that nation's aggres­
sive and mysterious king. and has put ofT signing any 
long-term ilJlia nces. 

Streetwise DC 25: As llistory DC 25. 
Streetwise DC 30: As I [istory DC 30. 

SETTLEMENTS 
AND FEATURES 
Aundair sti ll bears the scars of the Last War. Border 
strongholds hold full garrisons. while se ntinels 
watch the roads and waterways for enemy armies. 
Once pasttheS(' derenses. though, il serene and 
peacefu l cou ntryside unfolds. Aundai r is an agrar· 
ian nation punctuatcd with grcat cities and large 
towns. Caravan routes cut th rough lhe lands. while 
tracks and paths connccttiny villages where peasants 
congregate for protection. A lightning rail emerges 
from Thranc at Marketplace. traveling northward to 
Passage and Fai rhaven. until it cxits once more into 
Thranc through the Daska ra Pass. Travel here is safe 
and e:lsy for the 1110st part. and few lands compare to 
Aundair's picturc~que beauty. 



A RCAN IX 
Magica l Village; Popula tio n 900 

Above Lake Galifar's shores noat the three towers 
of Arc:lnix. T hey hover. unmovi ng and untroubled 
by wind or rain. Their labyrinthine corridors house 
mentors and students who explore the mysteries of 
magic as they have since the greM instilllt ion was 
founded nearly 1.000 years ago. 

The noating casiles contain classrooms and labora­
tories. cells for students. and aparlmcllts for mentors. 
Greilt libraries hold the collected lore of generations. 
with rituals and spells bound in dusty lomes. Iliddcn 
vaults contain great treasures and dangerous items. 
some unearthed by adventuring wizards. others cre­
iltcd by the migilly mages who have Ih'ed here. 

The vi llage also known as ArC:lIlh: spreads Oll l 

below the lOwers. supplyi ng the mages wit h loodstuff 
cloth ing. and other materials they need 10 continue 
their work. Most people reach the towers by Tnagical 
means: for ot hers. the Village rellts hippogriffs to bear 
\'isilors 10 the fortresses for a modest fee. 

Gate ofXab ra: The Arcanix towers hOllsc ~1range 
artifacts and relics. but few compare in si/.c and scope 
to the Gate ofXahra. A circle ofmellhirs sits atop one 
of the residentia l towers. The st:lnd ing stones. and 
indeed the very carth they rcst upon. carne toArcanix 
from an 11l1cient Q'barran ruin ages ago 'Ifter the mages 
discovered that the stones cou ld bridge the planes. On 
each SlOne is illllagic rune. \Vhcn the stones a rc actio 
~'ated. in a ~pccific sequence. everyth ing inside the ring 
IS wh isked to anOlher plane. Concentrated research 
has uncO\'cR>f1 a few sequences so far. sometimes with 
disastrous results. but the studies continue. 

FAIRHAVEN 
Capita l City: Population 90 ,000 

Fou nded soon after humanity spread across Khor' 
\aire, Fairhm'en is a c ity wit h a r ich history. The 
c:lpital features stra ight roads and tidy buildings. 
with tree·lined neighborhoods. manicured parks. and 
~tatlles depicting great leaders and heroes. Grand 
tmh'ersities fill city blocks. teeming with students and 
~holars. Great temples dedicated to the Sovereign 
I iost. mage towers. museums. and more give the city 
a reflned atmosphere. 

Fairhaven is a lso Au ndair's commerc ial cross· 
road. All the d ragonmarked houses have enclaves 
here. and ca rava ns from all ac ross t he Five Nations 
J.rri\'e regu larly. O\'erhead. elemental :tirships drift 
through the clouds. descending to dock at the sky 
tower. while elementa l galleons prowl the Aundair 
Hiver.laden with goods being conveyed to and from 
distant ports. Merchallls and traders wheel and deal 
with skeptical peasants from the surrounding farm· 
lands in Fairhaven's numerous marketplaces. The 
Distant Exchange. a bustli ng market ~pecial i z i ng in 
fore ign goods. provides sil ks. exotic consumables, 

and brilliant artwork from f.·uaway lauds. c:tlering to :::::: 
the city's elite. < 

Abo\'e all. Fairhm'en is a city oflearning. Schools 
ranging from single classrooms to sprawling universi. Z 
tics arc hOl11e to students from all cultures and races. ~ 
This crucible produces regular advances in philoso-
phy. nUigic. scie nces. and commerce. Fairhaven's 
reput at ion for scholarship makes education its great· 
est industry. 

Fa irhold : Visitors to Fairhaven cannot help but 
notice Fa irhold. the ancestra l scat of Aundai r's rulers. 
Hising above the tallest bUi ldings in the city. Fairhold 
is a wonder ofarchitcctu ral achic\·elllcnt. a grace· 
fu l fUsion orstyle and defensc. Behi nd steep wa lls 
picrced by looming gates rest half a dozen towers and 
twice as many minarets. Il ere one finds the ro"a l 
fa mily's residence. the courts. the gilrrison of the 
Knights A rC11 ne. and t he stables fo r their dragonhawk 
steeds. Clustered arou nd the clwdel a rc embassies 
and governmental offices. o\'ershadowed by t he 
ancient fortress's majesty. 

University ofWyn arn: Morgra\'e University 
might be beller known. bllt the University ofWynarn~ 
the original institution of higher learning in the H\'e 
Nations- is bettcr respected. The campus outgrew 
its initiill bUildi ng long ago and now encompasses 
six sprawling structures cCluipped wit h dormitories. 
apart ments. libraries. restaurants. corree 11ouses. the· 
aters. classrooms. laboratories. and muscums. 

The univcrsit), remained opcllthroughoutthe Last 
\Var. but fewer and fewe r enrollees arrived. By the 
w:lr's end. the professors outnumbered the st udents. 
To increase enrollment. the university relaxed its 
rest riel ions 011 iltlendees and invited new students 
fro m all natiolls. The new policycrcated:t cosmopoli· 
tan 1111:1: of schola rs includ ing orcs. goblins. shifters. 
ilnd el'e l1 a few warforged. This d h'crsity has resulted 
in increased tensions among the student body. and 
strident c:tlls for more representation ofminorilY races 
among the teachi ng staff Stil l. the university is com· 
mitted to educate as it has o\'er the centuries and has 
taken steps to accommodate its diverse population. 

P ASSAGE 
Trad e City; Population 16,000 

Aunda ir's popu lat ion has always bcell lllore heav· 
ily concentrated in the cast. but Passnge is a notable 
exception. Situ:t\ed on Lake Gal ifar's shores. it is the 
last major cit)' before Aundair gives way to the EJdeen 
Heac hes. Passage owes its boom ing growth and pros­
peri ty to I iollse Orien. which has a great enclave in 
the city. Indeed. the dragonmarked members control 
thc city's go\'ernment. People arrh'e in the c ity from 
all ovcr the continent thanks to the lightni ng rail 
repair depot. wh ich maintains most ra il carts in ser· 
vice throughotLtt he Fi\'e Nat ions. Passage is also the 
door to the Eldec n Heaches- through the city now 
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produce and grain rrom the rich ra rmland to the 
\Yes!. while finished materials arc shipped out rrom 
F:lirha\'en illld elsewhere to the cast. 

STORMHOME 
Island Paradise; Population 14,000 

Until I louse Lyrandar secured rights to this island 
at the mouth orScions Sound , SlOrmhome was a 
rugged and desolate place,:I windswept rock home 
only to a garrison or demomlized soldiers. Six hundred 
years ago. Lyrandar chose this SpOl IO build its encla\'e 
and med weather-controlling magic to dh'ert the 
worst storms away rrom the island . The rcsulls were 
aston ishing: Storm home became:ln island parddise.:I 
testament to House Lymnd:lr 's we:llth and power. 

Stonnhome remains p:1Tt or Aundair but is len 10 

its own devic.:es. making it an idea l ret rcOlt for foreign 
dignitilries and nobles. Even Queen Aura la seems 
ench:lnted with the place, spending a portion of each 
year in the company orLyrandar's baron. swapping 
secrets and rumors to the dismay of both their advi· 
sors. As the premier destinat ion for the wealthy and 
powerful. Storm home has emerged as a hotbed of 
intrigue. and agents come to broker all iances and 
g:lther intelligence abollttheir rivals. 

THE TOWERS OF AUNDAIR 
Border Fortresses: Population 900 each 

Four grc:I' for tresses essentia lly defi ne the border 
between Aundair and Tlmll1e to the west and 
Breland to the south. \Vrogar Kecp. 'lower Valiant, 
and Tower Vigilant sta nd along the Thrane border, 
whi le Va ng uard Keep guards thc plains between the 
Blackcaps and the Eldritch Groves. nca r the border 
with lkeland. Each rortress has a high watch tower 
surrounded by magically fortified walls and less obvi· 
ous magica l derenses. 

A brigade of about 700 sold iers garrisons eac h 
keep. with the e<luivalelll or:l tiny village helping to 
supply the soldiers with food, lmus, and repairs. The 
soldiers include standard infantry. archers and wand· 
wielding specialists. and at least one unit of cavalry or 
dragoons (mou nted in fa ntry). 

PLOTS AND 

ADVENTURE SITES 
lord Oarro's Ambition: Politica l pressure from 

rival nations forced Aunda ir to recogn ize the Eldecn 
Heachcs. but few Aundairians are so willing to for · 
g!\'e the Reachers for what they sec as a betrayal. 
Foremost among those clamoring for a western war is 
Lord Darro ir·Lien. the Queen's second warlord and 
com mander orthe Knights Arca ne, lie has a detailed 
plan to invade and conquer the Eldeell Heaches. 
wresting the rich lands rrom the treacherous \-\far· 
dens of the Wood. Many officials think the idea is 
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rolly, since Aundair is in no shape to mount:l hostile 
ca mpaign. bllt Lord Darro is relentless. He agitates 
ror war. gathering support from noblcs by m:lking 
promises he likely can't keep. Lord Darro courts the 
minister of magic at Arcanix. believing that with the 
,lid of the minister- who is also the queen's brother­
he can rorce the <]lleen to support his plan to invade 
and conquer the Heaches. 

Starpeaks Observatory: Although the Arc:lne 
Congress is b..scd in Arcanix. it has hold ings through . 
out Au ndair. It maintains offices in Fairhavcn.towers 
in the count ryside, and laboratories hidden rrom view 
by powerful enchantments. The Arcane Congress 
recenlly claimed the Swrpeaks Observatory. a grand 
structure raised 500 yea rs ago at the highcst point of 
the surrounding mountain r.mgc. The complex had 
been abandoned for centuries, and observers wonder 
about the Arcane Congress's sudden interest in the 
ancicnt structure ilnd its vicw of the heavens. 

Whisper Rock: The Whisper Woods have a 
reputmion ror sinister creat ures and gfll\'e dangers. 
but nothing compares to thc shecr stra ngeness ofthc 
\Vhisper Hock. This a ncient monolith. raised long 
berore humanity ca me to Khonaire. exudes a cor· 
rupling influence. warping Irees and ani mals :lnd 
causing shadows to bend and twist. \Vi nds swirl and 
Issue ,I chilling susurru.!.. \\hich gi \'es the rock and 
the forest their name. Somc beliel'e the whispers 
contain prophetic rragmcnl ~-prolllpting some fool s. 
see rs. and apoca lypt ic dooll1~ayers to make the haz· 
ardous journey through Ihe \\'ood~ and congregate 
around the stone. straining to Tna ke sense or the 
wcird voices in the wind. 

ROYAL EYES Of AUNDAIR 
The Five Nations fight a cold lI'ar using spies and sab· 
oteurs. dueling with in for m(l\ion rathcr than swords 
a nd spells. Fell' or t he ind i\'iduals who traffick in 
sec rets and subterruge arc as proficicnt as the memo 
bers or Aundair's Hoyal Eyes. 

ROYAL EYES LORE 
History DC 25: The Hoyal Eyes is as old as Aun· 

dair itself. first rormed whcn Lady Aund ai r ca me to 
powcr. Not trus ting her sworn lords. she cha rged her 
allies a nd rollowers with sareguarding her regency. 
These opc rati\'cs wat ched the vassal lords. protected 
their mistress. and thwarted conspiracics thm rose 
agai nst her. 

O\'er the centuries, the Hoya l Eyes has expanded 
its operations and lookcd beyond Aumlair's borders. 
examining developments in the other realms. \Vhen 
old riva lries blossomed into suspic ion and evemually 
violence. the Tower orthe Eyes bega n dispmclting 
agents to infiltrate enemy organi:tations. royal courts. 
and other institutions. lega l and otherwise. These 
agents report their findings to Aundair. where the 



Spy Master gathers salient aspects and flies reports 
with the crOIl'II. Today. the Royal Eyes cOllsiders itself 
the best·informed agency in Khorvairc. 

Streetwise DC 20: A saying is often heard at 
Queen Amala's court: ~Thc Royal Eyes arc watching.~ 
Few appreciate the meaning behind the warning. 
thinking it only a way to chastise the incautious. In 
truth. it remllrks on Aurala's spies. who ilrc every· 
where and can be anyone. 

ORGANIZATION 
The Hoyal Eyes of Aundair is [\ widespread, clandes· 
tine organization whose existence protects Aundai r's 
crowll and ensures its continued security. So secret 
is the Royal Eyes that few appreciate the Cjlllllltily 
and quality ants illielligence, or realize how rar the 
agency penelrates into foreign offices. The members 
orthe Hoyal Eyes :Ire consu mmale spies. able 10 infil· 
trate I he most heaVily gU:lnled strongholds without 
arollsing any suspicion. 

Leader: Queen Amala commands the HOYil1 Eyes. 
as 11:I"e her predecessors. To manage the d:ly.to.day 
aITairs :lnd sort through the incoming inforlll:ltion, 
the queen relics 011 her Spy Master. Currently, Thud 
Itacannoch holds that post. A mage who has a pen· 
chant ror divination milgic. he was appOinted after 
Aurala Signed the Treaty of Throne hold. The Spy 
Master sifts through mluminous reports and deliv· 
ers SUn1n1ilrics to the queen. In addition.itacannoch 
Illanages the neld agents. organizing and assigning 
missions, and velting all new recruits. 

Headquarters: The noyal Eyes operates out of 
the Tower of the Eyes in Fairhaven. All agenls send 
their findings to the tower. where they a rc collected. 
-.orted, and filed. Maintaining secrecy on missions is 
it paramount concern, so agents in the neJeI operate 
alone or in small groups. They comnlllnicate by using 
~ec ret channels ;wel coded messages disgUised <IS 

normal correspondence to avert suspicion and l11<1in· 
win t he integrity of their cover. 

Hierarchy: The more an agent knows. the 
J.: reater his or her standing within the organization. 
Field operath'es who prove their worth ovcr the 
years recei\'c a recommendation for elitc service. 
With the Queen's approva l. elite agents gain titles, 
lands. and holdings, becoming vassal lords. The Spy 
\ laster entrusts these opeTath'es to organize specinc 
missions and form teams. giving them incredible 
freedom within the organization. 

Few agents attain elite service slat us. though. The 
majority of regular operatives embed themselves in 
fo reign courts, the dragollmarked hOllses. or In crimi· 
na l enterpri ses. staying in the nc1d ror yea rs al a time 
.. mel dispatching regular reports to the Tower of Eyes. 
l hese operations each occupy no more than olle or 
1"0 agents. 

The majority of Aundair's inrormants do not realize 
they work for the Boyal Eyes. Hccruited in the nc1d , 
they undertake specinc missions on behillf of the 
Aundairian crown. but ir captured. they cannot com· 
promise the organization's integrity. Such individuals 
might be acJ\oenturers. Aundair sympathizers, or crim· 
itl:lls. The best operatives might receive an invitation 
to join the Hoyal Eyes in an official capacity. 

Members: Hasic opcrati\'es come from all profes· 
sions. races. and nationalities- the only requirement 
is that the agent have a talent lIseflll to the organiza· 
tion. Full members arc drawn on ly rrom Aunda irian 
citizens. and of them. the HOYil1 Eyes recruits only the 
most patriotic citizens, indi vidua ls who place crown 
and country above their own concerns. 

An agent who joins the Hoyal Eyes might work for 
years berore becoming" full mcmber. The organiza· 
tlon examines all ca ndidates thoroughly, send ing 
them on difficult missions to testlheir loyalty and 
commitment to Aunda ir. Once pro\'en. recruits spend 
a year or more studying at the Tower of Eyes. Becruits 
receive ex tensh'e combat training. instruction in the 
rudi ments of magic usc, and the secrets of espionage 
techniques perrecled o\'er the centu ries. 

THE TOWER OF THE EVES 
The Tower of the Eyes stands inside the compound of 
Fairhold. a slender white tower adorned wit h a carvi ng 
or a pair or hcavy.liddcd eYL'S- the sole suggestion of 
its purpose. The tower contains the organization's col· 
lected lore, which includes inrormation on the various 
powers lind personages in the Fi\'e Nations. Dossiers 
on spies. nobles. heirs. polit icians. and other important 
personnel occupy rooms deep down in the "truclure. 
each protected by magic wa rds. Training facilities. 
offices. and armories contain ing ritu,,1 scrolls, magiC 
items. and coi n fill oul the rem:linder orthe tower. 

AGENTS OF THE ROVAL EVES 
At any given time. the Royal Eyes has agents in just 
about every la nd orKhorvairc. Each agent clandes· 
tinely gathcrs intelligence a nd sends reports back 
to Fairhold. On occasion, an agent might act in the 
open. manipulating ot hers to achieve sOllle hidden 
purpose, killing Individuals who pose a th reat to 

THE ROYAL EYES 
AND ADVENTURERS 

With Its connections and resources. the Royal Eyes can 
serve as an excellent sponsor for adventuring groups. 
The queen's spies recruit outsiders to undertake danger. 
ous missions such as exploring unknown lands, stealing 
potent treasures. conducting espionage. and performing 
assassinations. Only Aundalrian citizens can become full 
members of the Royal Eyes. but the organization Is not 
above using foreigners to do Its dirty work. 
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Aundair secu rity. or stea li ng powerful objects to pre· 
vent them from fall ing into the wrong ha nds. 

A GENT OF THE ROVAL E VES LORE 
Street wise DC 25: Hoya l Eyes arc agents of the 

Aunda iria n crown. inn lt rators nnd spics who mask 
t heir idem llies and true pu rpose. They arc Aundair­
ian patriots. and a ll arc unwavering in their loyalty. 
Hoya I Eyes often employ outsiders. recruiting u naCo 
minled operatives to help hide Aundair 's hand in 
sabot age. assassinat ion. or other i1ltrigues. 

Royal Eyes Agent level 7 Skirmisher 
MedIUm nilturill hum.mold. hUfThln XP 100 

Initiat ive +9 Senses Perception +10 
HP 75; Bloodied 37 
AC 21; Fortitude 16. ReAex 20, Wi ll 21 
Speed 6 
ill Rapier (s tandard; at·wlll) + Weapon 

+13 vs. A(; ld8 + 4 damage. ~nd I f the Royill Eye~ agen t Is 
milrked by the tilrget . thilt condition ends. 

@) Hand Crossbow (standard; ilt will) . Weapon 
Rilnged 10/20; +12 vs. AC; 2d6 + 4 damage. 

t Flamboyant Str ike (s tandard; requires a rapier; encounter) • 
Weapon 
+13 vs. AC; 2d8 + 4 damage. the agent slides the target 1 square. 
and the targe t Is dazed until the end of the agen t'S next turn. 

(0 tnformat ion Is Power (mlnor; encounter) 
Close burst S; one crea ture in burst; +10 vs. WIJI; the target 
grants combat advantage to the Royal Eyes agent (save ends). 

Combil t Advantage 
A Royal Eyes agent dea ls 2d6 extra damage on melee ilnd ranged 
atracks against any creature grant ing combilt advantage to it. 

Cunning Escape (minor. when the Royal Eyes agent hits with a 
melee attack; at-will) 
If the Royal Eyes agent Is marked. tha t condition ends. In 
addition. the agent shifts 1 square. 

Alignment Unaligned languages Common 
Skills Bluff +13. History +9. Insight +1 O. Streetwise +13. 

Thievery +12 
Str 10 (+3) Dex 18 (+7) 

tnt 13 (+4) 
Wis 14 (+5) 
Cha 21 (+8) Con 11 (+3) 

Equipment leather armor. rapier. hand crossbow with 20 boll..'i" 
thleves' lOals 

ROVAL EVES A GENT TACTICS 
Hoya l Eyes agents spend the time and resources nec­
essary to learn "bOltt their foes be/ore engaging them 
in battle. They prefer to keep lackeys a rou nd to aid in 
flank ing. Otherwise. lhey usc iriforllllHiofl is pOll'er to 
gain combat adv:mtage and fol low lip with j1tlllloo)'tlnl 
slrikt'. hoping to daze the foc and add another round 
of combat advanwge damage. 

ROVAL EVES EUTE AGENT TACTICS 
Elite agents usc the same tactics as standard agents. 
but they have a fl air for the d ramatic. goad ing and 
taunti ng thei r foes to weaken their resolve and create 

for attack. They too use iriformalion is power 
' to establish combat advantage 

enemies quickly. 

N g , lo n s 

Royal Eyes Elite Agent level 10 Elite Skirmisher 
Ml'dlum nalurdl humanOId human XP 1.000 

Initiiltive +12 Senses Perception +13 
HP 204; Bloodied 102 
AC 27; Fortitude 21. Renex 24. Will 2S 
Saving Throws +2 
Speed 6 
Action Points 1 
® Rapier (standard: at-will) • Weapon 

+16 vs. AC; ld8 + 7 damage. 
® Hand Crossbow (standard: at·wllJ) • Weapon 

Ranged 10/20; +IS vs. AC: 2d6 + 8 damage. 
+ Flamboyant Strike (Standard; requi res a rapier: encoun ter) • 

Weapon 
+16 vs. AC; 2d8 + 7 dilm~ge. the agent slides the target 1 square. 
and the target Is d;ued unt il , he end of the agent 's next turn. 

::r Information Is Power (minor. a t·will) 
Ranged 5: +13 vs. Will ; the targe t grants combal advantage to 
the elite a~ent until the end of Its next turn. 

Aundairlan Elan (Immediate reac tion. when the elite agent is hit 
by a melee or ranged au ack: at·wllJ) 
If the Royal Eyes elite agent is marked. Ihal condition ends. In 
addition. the agent shifts 2 squares and makes a basic atlack 
as a free action against the triggering targe t at any point du ring 
thiS movement. 

Combat Advantage 
A Royal Eyes elite agent deals 3d6 ext ra damage on melee and 
ranged attacks against any creature gran llng combat advantage 
10 It. 

Disguise Trick (standard; at ·will ) . Illusion 
The Royal Eyes elite agent takes on the appearance of any 
Medium humanoid race. Its clolhlng and equipment alte r 
appeilrance to reflec t this change. The illusion does nOI adjust 
sound or lexture. 50 a creature listening 10 or tOUChing an elite 
agent might detec t lhe illusion. 

Alignment Unaligned lilnguages Common 
Skills Acrobat iCS +1 S. Bluff +16 (+21 to pass off a disguise). History 

+ 12. Insight +13. St reelwise +16, Thievery +15 
Str 12 (+6) Dex 20(+10) Wls 17 (+8) 
Con 14 (+7) Int I 5(+7) Cha 22 (+11) 
Equipment leather armor. rapier. hand crossbow with 20 bolts. 

thieves' tools 

E NCOllNTER GROll PS 
Since Aunda ir's Itoyal Eyes infilt rate other groups. one 
can find its "gellts in jusl about allY ot her intelligence 
o rga nization. and they miglu nOI rcvea l themselves 
unt il their HalliesH arc defeme<i. ~ l elllbers of the Hoyal 
Eyes might operate inside religiOUS groups such as the 
Church of the Sil ver Flame. alongSide terrorist out fits 
Stich as the Order ur the Emera ld Claw. or in positions 
as guards. busine .. s partners. or confidants for just 
<Ibom an)' mover and shaher in the Five Nations. 

Level 6 Encounter (XP 1.350) 
• I Hoyal Eyes agcnt (le\'cl 7 skirmisher) 
.. 3 dwarfhamll1erers (le\'el 5 soldier. MM 97) 
.. 6 humanlackey<; (le\'el 7 min ion. AIM 162) 

Level 10 Encounte r (XP 2,800) 
.. 1 Royal Eyes elite agelll (level 10 c1ile skirmisher) 
.. 1 orc chieftain (b'el 8 brute. j\ ! j\ 1 204) 
.. 10 orc wa rriors (levcl9 min ion. j\J j\1 203) 
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.,BRELAND ' ,{ 
The sc ions ofGali far I were 1101l hc first humans [0 

clai m the region now knowll as Breland. In ages past. 
hu mans seizcd cit ies and lands ol1ce held by goblins. 
and others before them. StilL nonc were as success· 
ful as the kingdrivcn to forge an empire O ll t or the 
unta med wilderness. Seeing the region as a buffer to 
protect his holdings against the monSt rous threats in 
the rar west. Ga li fa r ga\'c these lands to his daughter 
Brey and nallled the realm Breland. 

LORE OF BRELAND 

A RCANA 
Arcana DC 15: Breland benefits from close 

tics 10 the dragonmarkcd houses. haVing bolstered 
il<; armies with HOllse Cannith war machi nes and 
legions of war forged. In addition, the nation's dose 
tics to Zilargo provided it with elementa l gal leons and 
other devices t hat proved instrumcntal in protccti ng 
its lands, mostly from Cyrans and Thranes. 

Arcana DC 20: j\'\an ifest zones- weird pockets 
where planar innuenccs bleed through to the world­
arc common throughollll3reland, Nowhere is this 
more true than in the city ofSharn - its towers liter­
ally noat in the air. and its people take full advantage 
of Ca li far's acroma ntic achievements. 

H ISTORY 
Common Knowledge: Breland's pOSition on 

old Galifar's frontier led the nation to dcvelop in 
d istincti\'e ways, Hather than embracing thc old 
governmelllal institutions upheld in its neighbor· 
ing realms, Breland afforded its citizens greater 
freedoms. instilling a fierce independence and a 
loyalty to Breland 's rcgellls. Taking adva ntage of vast 
resou rces and thc frcedom to become r ich. Breland's 
popu lation swclled. form ing sprawling cit ies and cui· 
tivating lands across the nalion. 

Sizc is a large factor in Breland's increasing power. 
\!though the nation lost territory during the Last 
\\'ar, most Brclish folk escaped the worst fighting­
the nalion's front lines stayed in the norlh and 
nonhcast. far from Sham and \Vroat. Breland's infra· 
~t ructure also escaped lhe war's ravages, allowing it 
to recover more qu ickly than its rivals. 

History DC 15: Breland leads the way in socia l 
and politica l innovation, and its peoplc have grealer 
rights and liberties than those of the other Fire 
\;mions. King Boranel commands the kingdom's 
.m nics and enforces its laws, but he shares a great 
deill of power with a parliament elected by the 
li tizcns. 

The parliament cons ists of t\\"o branc hes: the 
"obles Cha mber and the Commons Chamber. 

Twenty·sen'n nobles ma ke up tile Nobles Chamber; 0 
each holds the position for life and passes it on to his 2 
or her heir, The people elect thc Commons lcgisla. :5 
tors for terms of I \\'O ycars, Powcr and influence shift I.IJ 

" from one chamber to the ot her. depending on the to 
charisma and stature oflhe cham bers' leaders. The 
parliament's primary responsibility is to c reate laws, 
As a result, thc people havc the parlia lllent to thank 
fo r their increased frcedoms. 

History DC 20: Delllocracy nourishes in 
Breland. but loyalty and lovc fo r the king keep the 
people rrom dismantling the monarchy altogether. 
An adventurer before his ascension, Boranel traveled 
twice to Xen'd rik in his youth, During the Last Wa r, 
the king won hearts and minds by leading son ies 
against enemy forces. He personally defeated an ogre 
chieftain while his people in thc west retreatcd across 
the Graywall Mountains to escape the brim ming vio· 
lenee of savage Droaam. 

The royal fa mily consists of King Boranel plus his 
six sons. five daughters, th ree }'ounger brothers, a nd 
four sisters. Boril nel's family holds important posi· 
tions in his court. Kor, a brothcr, is a royal adv isor 
and the commander of the King's Citadel. Breland's 
elite military arm. His son Bortan holds the post 
of royal steward and controls the c rown's finances, 
Boranel's you ngest son Halix and his daughter 
Borina dwell in King Kaius's court in Karmalh as 
part of a peace gua rantee, In cxcha nge, Kaius's sistcr 
J-I aydith lives in \OVroa!, where she has won great 
f.1\'or in the Brelish court. 

His tory DC 25: Boranel is not the first ruler in 
Breland to have progressive ideals. The nation has 
always been homc 10 those who have little lise for the 
heavy hand of kings and queens. \OVroa nn . the first 
queen of independent Brcland, cham pioned these 
ideas to a grcater degree than ever before, Sti ll. given 
her taste for fine living. ccding power to the lower 
classes seemed cont radictory to her nature. Sottle his· 
torians paint out that she was one of the instigators of 
the Lasl \OVar, and opine that her need for the people's 
support to wage war led to the parl iament's great · 
est gains in power, Regardless of Queen \Vroann's 
motives, the parliament supported her break from 
Galifar and helped raise armies to defend Brelish 
lands during the long years ofwar. 

Today, Brela nd is a major player in the inter· 
na tional politica l a rena. Most other nations fear 
its power and [read with caut ion whcn deal ing 
with the king a nd his diplomats. Courtesy has 
not formed strong bonds of trust, howcver. King 
Boranel re mains ske ptical ofKarrnathi intentions, 
The king also distrusts Queen Au ra la's well ·chosen 
word s and sees Thrane as an lln stablc state on the 
verge of erupt ing into violence at a ny momen t. 
Haiders from Oroilam ilnd Darguun don't help calm 
matters, I n response to all these factors. Breland 
maintains conside rable armies a long its borders, 
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The one n;ltioli with whic h Breland is clearly a t 
peace is Zilargo: the two h.n·e been strong a llies 
since the sta rt ort he tast \Var. 

NATURE 
Common Knowledge: Breland is a large nation. 

bounded on the west by the steep Graywall Mou n­
tai ns. beyond which lie Droaam's savage lands. To 
the north lie Silver Lake and the l3lackcaps. across 
which arc the Eldeen Hcaches a nd Aundair respec· 
tively. Farther cast. thc Bn::y Hiver rorms the border 
with Thra ne. and thc Il owling Pe .. ks stand between 
Hrcland and Zi largo. 

Breland bursts at the sea ms wit h peoples or 
all races and cultu res. Ilu mans have always been 
llulllerous.lnll Dlher races th reaten to eclipse their 
numbers. Gnomes .. re drawn by new opportunity 
a nd prosperity ... nd haIr-elves rorge lives rar rrom 
lhe haunts ofthcir ancestors. Elves. dwarves. and 
halflings have respcctable populations. Changelings. 
goblins. orcs. warrorgcd. a nd other peoples fi ll the 
nation's citics. 

Nature DC 15: Likc the other members orthe 
Fivc Nations. Breland lost tcrrltory during the Last 
War. When it bec.llne clear that King Boranel could 
no longer protect his western holdings rrom mon­
strous incursions. hc withdrew his citizens ac ross the 
Graywall Mountains. From those lost la nds arose the 
Shadow Marc hes :!lld Dro.la rn. Although those lands 
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represented significant losses or territory. rew Brclish 
sClllers livcd in tllO'i'e lands. and cedi ng them cost 
Breland little in population or resources. 

Breland did manage to relain great swaths orfer· 
tile land perfect for fa rming. rhe mOllntains arc also 
rich in metals such a~ iron. copper. and gold - mines 
dot the stcep slopes. burroWing deep into the eart h. 
The cou nt ry's nu meroll~ industries process thesc 
met als into ingols or U\C th~rn in the production 
of com Illodilies. The COUll! ry~ide is rich in natura I 
resources. giving Breland :111 edgc over its rivals. 

RELIGION 
Common Knowledge : Selr-relia nce and faith 

ill the king tru mps the gods for most Brclish fo lk. 
Despite gencra l religiOUS skcpticism.the Church of 
the Si lvcr Flame and the So"crcign I lost have modest 
rollowings. with shrines spread across the cm1lllry­
side and larger tcmples in Breland's cities. 

Re ligion DC 15: Considering how accepti ng 
people are in Breland. it shou ld corne as no surprisc 
that a rew si ni 'i'ter cults thrive there. According to 
rumors. temples to the Da rk Six rester bcncath Shou n. 
and groups devoted to the Dragon Uelow ex ist at all 
levels of SOCiety. 

STREETWISE 
Street wi se DC 15: Brcland 's official stance 

toward the lost nation or Cyre i~ to we\corne its 



citizcns. giv ing them food. shelter. and a chance to 
st:lrt new lh·es. For al l the nation's good intentions. 
howe"er. not evcryone shares this goodwill. Too 
lIlany deaths a nd too many battles with Cyre burn 
hot in Brelish memory for charity to be widespread . 
Some e"en say the IVlourning was just desse rts fo r 
Cyre's crimes in the La st \-Var. For the most part. 
Cyran communitics live peacefully in Ilrd.md , bUI 
countryside nare·ups occur from t ime to time as 
agitators a nd firebrands seek W to fini sh the job the 
Mourning star ted .

R 

Streetwlse DC 20: Breland loves its king. and 
the people would foUow him just about anywhere. 
The sa me. however, ca nnot be sa id of his children. 
Roraners heirs have not shown the king's impressive 
leadership abilities. and many Brelish worry about 
what the ftltu re holds. The idealistic believe that who­
ever takes the throne next will grow to fin the crown's 
demands. but not all arc so sure. There's even talk or 
dissolving the monarchy and giving full power to the 
parliament once Boranel dies. 

Street wise DC 25: Lord Ruken ir'Clarn spear­
heads the talk or massive governmenta l rerorm. 
Driven by pcrsonal ambition. he hopes to remO\'e 
the monarchy rrom Breland. Under his plan, a 
prime minister elected from the parliament·s two 
cha mbers wou ld fu lfill the duties of the king. Sev· 
era l conspi rators support Lord Hll ken's pl'lIls and, 
:IS Bomners heirs continue to disH ppoint. more and 
more of those in power consider joining this rebel ­
lious fac tion . 

Another problem in Breland is the Swords or Ub· 
erty. Founded on principles orfrecdom and a sharp 
disdai n for what they sec as oppressh<e monarchies 
across the cOlllinent , the Swords of Uberty emerged 
.It tile start of the Last \-Var and began causi ng trouble 
both interna lly and externa lly. In the new peace. 
thei r numbers swell, as docs their violencc. They now 
roment war. stagi ng attacks and raids, Illu rderlng 
and burning Villages to draw Brel'll1d into war once 
again. The Swords bclieve that Breland was strong 
cnough to win the last \Var out right and that the 
other nations arc too weakened and too arraid to put 
up Illuch of a fight now. This view might be truer than 
thc other nations would like to belie\'e. 

SETTLEMENTS 
AND FEATURES 
Breland 's northe:lstern borders bea r the signs of war. 
n1vaged and sca rred rrom the fighting. At the heart of 
I he nat ion. howc\·cr. one finds a country bust ling willI 
industry. Narrow roads crisscross the farmla nd , and 
n lTavans snake down est:lblished routes to \Vroat. 
) harn, and ot her sett lemellls. The light ning rail spa ns 
the nat ion , offe ring speedy transport to 1Il0st major 
(ommunities. with links to Zil:lrgo lInd Thmne. 

ARGONTH 
1:loating Fortress; Population 1,500 

Argonth is one of two remaining noating citadels 
constructed during the Last \-Var by Iiollse Ca nn ith 
engineers. Bu ilt as a mobile fortress. Argollt h was 
used to laullch assaults, proving Breland's military 
supcriority to it s enemies. Now. Argoll th patrols 
Breland 's borders, warning enemies of t he nat i011·S 
grcm power. 

The airborne rortress iS:l wide. floating wall 
topped by ball lemellts.towers. build ings, and siege 
weapons. \-Vhen moving. Argonth hovers a rew hun· 
dred feet in the ai r, its slmdow spreadi ng beneath 
il. The citadel houses only miliw ry personnel: no 
one else is permitted aboard. Argonlh scts down 
every week. alld whell it docs. a tiny town springs up 
around it overnight. People are wary orits size and 
power, but merchants come knowing that the soldiers 
forced to serve on the vehicle are hungry ror supplies. 
cntertainment, and :In escape rrorn t he drudgery of 
military life. 

CRAGWAR 
Border Town; Population 3,500 

Cragwar sits in the foothills ofthc Hlackcaps along 
the border between AUlldair and Ilreland. During the 
Lust War, the town rcllmany times, switching hands 
from Aundair to Thrane, and hack to Brcl'l11d agHill. 
Monsters crawli ng from the Il lack Pit, tumbling down 
rrom the mountai ns. and raiding rrOlllthe Green· 
haunt keep Cragwar·s soldiers on const:l lll alert. 

Si nce the region is so unstable. Cragwa r is more 
a military alit post than a town. Traders. adventur' 
ers. and crafters do settle here. or at least lravel to 
t he town for commerce. Cragwar presents a united 
r.1ce 10 hostile forces. but it's sa id that Aurum agents 
infect the place like a cancer. undermining the 
milita ry's authority and risking the town's defense 
forcomllle rce. The wea lth orthe region has also 
allracted:lt least two members of the Aurum's Gold 
Concord. Daclusc d·Kundarak ensures the saret)' 
of the Auru m's interests in thc Hlackcaps. while a 
changeli ng named Zeed has an ambitious plan 10 
sec ure a place on the Platinum Concord: starling a 
w:lr between Breland and Thrane with the ultimate 
goal of creat ing:l tiny nation·state in sout hern Thrallc 
belonging to the Auru lll . Zeed's incautious act ivities 
hm·e attracted the allention of the Ki llg's Ciwdel. 

THE KING'S FOREST 
Thc Klng·s Forest oncc cO\·ered all ofBrcland's 
southern lands. but cu ltivation and loggi ng have 
reduced it to its current s ize. Evcn so. It spreads rrom 
the DlIgger Hi\'er·s banks cast into Zil argo. King Gal­
ifa r clai med the forest as a hunting preserve, and it 
has come to serve the S:l11le capacity under the Brei­
ish royall y. Ex press permission or in vitation from 
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the king is necessary to hunt here, and the Knight 
Hangcrs dutifully cnforcc thc king's I"IVs. 

The size "nd densi ty ofthc King's Forest makc it 
an idea l retreat for criminal groups. Poachers, out· 
laws, and brigands lurk in the depths and cmerge 
to raid outlying settleme nts and farms. One group. 
ca lled the Jungle Boys. is powerful enough tha[ the 
Knight Ha ngcrs have had littlc luck in ousti ng it. Skir­
mishcs betwccn rival crimi na l facl ions arc frequent. 

NEW eYRE 
Refugee Town; Population 4,000 

After the Mourning. King BorancJ welcomed 
refugees from Cyre. permitting thcm to sct up encamp­
ments within Breland's borders_ Most settlcments werc 
squa lid and confuscd . Sickness ran rampalli. worsen­
ing the peoplc's sllfTering. As the number of refugees 
grew. it was d enr that thc ca mps wou ld not suffice. 
Ilorane! grantcd the Cyran ambassador. Prince Oargcv 
ir·V";ynarn. permission to found a town for his people. 
Hy king's edict. thc rcsidcnts would be subject to Cyran 
authori ty and Ih'c as thcy saw fit. The Cyrans appreci· 
ated thc gesture and na med thc town Ncw Cyre, but 
most rcmain aware that they were grantcd territory 
no one else w:lIltcd. Many ofthclll rescnt thc fact that 
they're trapped inside their former encmy's lands, with 
nowhere elsc to go. 

ORCBONE 
Dour Fort; Population 450 

Orcbonc valiantly attempts to sccurc the gap 
betwecnthc Graywal l Mountains and Si lvcr Lake. 
Haiscd 10 prcvent Droaam raidcrs from brcaching thc 
bordcrs. Orcbone is a grim fortrcss wit h steep wa lls. 
surrounded by churned carth liltcred with bones. 
Since its rounding. Orcbone has known lillic peacc. 
Orcs. goblins. trolls, ogres, and others spilllhrougil thc 
gap from OrO:l1Im and Oing themsclves at Orcbolle's 
wa lls. rcpulscd each timc by its doughty derenders. 
Orcbonc holds fast. but soldiers dread aSSign ments 
here sincc thcrc is little respite from the lighting. 

STERNGATE 
Bustling I;'orlress; Population 800 

Sterngate stands at the heart ora strctch oftcr­
ritory fortified against gobli n attack. This bastion is 
su rrounded by d itches. walls. and traps deSigned 10 

harass and destroy attackers. Stcrngate patrols scour 
the ncarby la nds for Darguun raiders a nd smug­
glers. showing no mercy to those encountered. Many 
obscn'ers believe that if war with Darguu n crupts 
again. Sterngate might well be at Its center. 

VATHIROND 
Ravaged Towll; Population 3,000 

Vat hi rond claims the lanels just sout h of the Brey 
ncar the Thra nc and Mourn land borders. Its 
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position on the rrontlincs mcant it was thc sitc of 
major engagemcnts between Breland. Thranc. and 
Cyre. as well as raids from Karrnat h, Casualties. 
hardsh ip. and d iscase diminishcd the town's popula­
t ion 10 its current Ilumbcrs. and the formerly bustling 
place has had little luck in attracllng ncw fol k 10 

replcnish its lost citizcns. 

WROAT 
Ca pital City; Population 80,000 

\Vroat might not have Sham's population or its 
noating towers. but it is still an imprcssive city in its 
own right. Wroal and its environs occu py the banks 
on eit hcr sidc of the Howling Hh·cr. a tributary of 
thc Daggcr Hh·cr. A steep wall cnci rcles the city. 
wrapping around and crossing O\'cr thc slow.moving 
waters as thcy wend westward to join the Dagger 
Hiver. At the rh'cr's center stands :m art illcial isla nd 
rrom whcrc thc king rules thc city a nd thc kingdom, 
ensconced in the magniflccnt fortress known as 
Brokenbladc Ca:o.tle, 

Humans and gnomcs livc herc in the greatcst 
numbers. along with Significant populations of 
eladrin . elvcs. and ha lf-elves, Heprescnwtives of 
all ihe othcr r:lces arc present as wel l. As Breland 's 
capital. Wroat welcomes visitors from all ovcr thc 
continent. Al l dragonmarkcd hOllses have cmpori· 
ums in the City. and I louse ,\Ied:lni runs its ent ire 
industry from hcre. The housc's Icader has a long 
and wel l-known friend ship wit h the king and lcnds 
his housc's sen'lee to protcctlhe crown from spics 
and assassins. 

Brokenblade Castle: The royal residcnce riscs 
from an island In the middle ofthc Il owling Rivcr. 
Two bridges conncct the isle to the south bank. 
Streets c1imb:l stecp hill and end at thc tall gate set 
in thc castle's high stonc wa lls. Accordi ng to legcnd, 
the c:lstle takes its name from Gal irar's comillcs\, At 
one point while in these lands, hc broke his bhlde in 
battle but somehow managed to win the day. li e had 
thc fo rt ress built to commemorate the victory. and it's 
said the blade remains inside ib walls still. 

Brokenblade C:lstlc contai ns roya l apartments. 
ga rrisons, armories. kitchens, and other rooms :lnd 
features neccss:lry to kecp the placc in full opera­
tion. King Borancl spcnds two,thirds of every year 
travcling. so his brother Kor ir'\Vynarn o\'ersees thc 
castle when not attending 10 his rcsponsibilities at the 
King's Citadel. 

The King's Citadel: Breland 's elite military ser­
vicc (a lso known as the King's Cit llde1. or si mply thc 
Citadel) operates rrolll this obsidia n towcr. It con­
tai ns offices. headquartcrs, residenccs, and training 
grounds ror the force of warriors, magcs. and spies 
who sen'c at thc king's pleasurc. 

Parliament Hall : Parliamcnt I iall dominatcs 
\Vroat's sout hern ba nks. The building scrves t hc 



legislature, providing accolllmodations, offices. and 
meeting halls for members of both cha mbers, The 
\\"all dividing the two chambers can be remo\'ed 
\\ hen both chambers must vote on state issues of 
highest import. 

PLOTS AND 
ADVENTURE SITES 

Black Pit: F:lr from Brelish scrutiny in the Black, 
(aps lies the tiny Village of Bl:lck Pit. named fo r the 
\'aw ning ch:lsm It overlooks, The community attracts 
the worst sorts. serving as:l ret re.1I fo r mu rderers and 
thieves. c:lst'offs and crim in:lis, Not surprisingly, it is 
,1Il ideal pl:lce for a thriving bl:lck market. 

The nearby pit is believed to be bottomless, a shaft 
Imrrowing into the heart ofKhybcr, Poisonous douds 
..lccompa nied by shrieks a nd moans l"isc from the 
depths. givi ng the place its unsa\'ory reputat ion. Few 
have tried to enter the Underdark from here-and 
each exped ition that has Iricd Ihis rOllle has not been 
heard from again. 

The Dragon's Crown: A ring oneaning, jagged 
rocks crowns a large plate.1U in eastern Breland, 
locals believe that dark m'lgic taints the place, si nce 
nOI hing grows inside I he .'.lone circle. On nights when 
,llle or morc moons arc fu ll. the rocks glow with a 
,i ni'iter light. a nd odd sounds fill the still :tir, From 

time to time, visitors find animal carcasses inside the 
circle.leadi ng some locals to bclic\'e that cult ists usc 
the place to conduct e\'il ceremonies dedicated to the 
Dragon Helo\\,. 

THE KING'S CITADEL 
The King's Citadel serves as Hreland's elite military 
branch, Founded to protect king and coullt ry. the 
Citadel knows its duty and allows nothing to sland in 
its way. 

K ING'S C ITADEL LORE 
History DC IS: During the Last War, Breland 

created the King's Citadel to se rve as spies and 
scouts. In the years that followed, the organization's 
role cxpanded beyond its origi nal purpose until 
it became the crow n's principal military arm, At 
present, its agems arc the prim:lr)' d ispcnscrs of the 
king's justice. 

History DC 20: The King's Citadel has severa l 
branches. The best known arc thc King's Swords, the 
King's Shields, .mel the Ki ng's \V.mels. 

Streelwise DC 20: The rumors about secret 
departments withi n the Ci tadel arc true. The King's 
Dark Lanterns is one stich group. The 1.anterns :Ire 
spies and killers. skulking through the shadows 10 

stea l secrets and li\'cs in the king's name, 
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ORGANIZATION 
The King's Citadel is a well -known institution formed 
to protect the royal finnil)'. Few know the organi za­
tion's full purpose, because the secretive agencies at 

work with in it cOllceal their presence from prying 
eyes. The Citadel is a powerful espionage and mili· 
tary agency. and its members arc equat to any task SCI 

before them. 
Leader: The King's Citadel serves the king and 

fo llows his evcry command. Day·ta-day management 
of tile orga nization falls to Boral1e l's chief adv i-
sor and brother. Lord KaT ir'\Vynarn. KaT collates 
reports from agents in the flcld. 111:lI1ilgc5 royal fa mily 
security. allocates resources 10 reinforce local law 
enforcement agencies. and sends OUI spies and assas­
sins 10 auclld to major threats. 

Headquarters: The King's Citmld occupies a 
black tower in WroaL The CHadcl building is a large 
fortified structure containing training facilities, 
offices. barracks, and armories. 

Hierarchy: The King's Citadel has at least five 
divisions. A hand ·picked captain cOlllmands each 
branch. chosen for his or her work in the field and 
successes ill the organi zation. The knowlI agencies 
include the King's Swords. the King's Shields, the 
King's Wands. the King's Dark l.anterns, and the 
King's Shadows. 

The King's Swords are elite warriors who under­
take speCialized and dangerous missions. The Shields 
protect the king and the royal family. The Wands are 
accomplished mages who suppletnellt military per­
son nel in the fi eld or assist in other Ciwdel missions. 

The King's Dark Lanterns and the King's Shadows 
are both cO\'ert :tgendes, their missions and agendas 
concealed from public view. In fact. few outside the 
Citadel know th:1I they exist. The members of the 
Dark Lanterns deal in information. assassination. 
a nd sabotage. They fight 011 the front lincs in the cold 
war, working against the Il.oyal Eyes of Aundair. the 
Order of the Emerald Claw. and other subversh'c 
agencies, 

The King's Shadows dh'ision is even more mysteri · 
ous. Only the captain. commander, :tnd king know 
its operatives' identities. Selected from the best of the 
best, Shadows ugcllts resoh'e internal mailers, elimi· 
nating truitors and double-agents, or work in the field, 
taking on the most dangerous mb~ions. 

Members: Most Citadel agents come from the 
military. haVing attained gre:1I honors in combm or 
some other service. i\ fcw operati\'es come from the 
private sector, selected for spec ialtalcnts or infor­
mation they hold. Each recruit receivcs the same 
trai ning.learlling fundamentals about combat. 
spying. and other nccessary skills. During this time_ 
members find placement in a division and mo\'e onto 
specialized training. 

The Citadel often turns to adventurers to fill its 
ranks. The Dark Lanterns division is notoriOIlS for 
using lInaffili:lted operatives. often conceali ng its true 
identity to keep the new agents honest. Those free · 
luncers who distinguish themselves might be granted 
an im'italionto join the Citadel that they can't refuse. 

K ING'S CITADEL AGENTS 
Loyal. profession. and dangcrous, the King's Citadel 
accepts on ly the best into its service. 

K ING'S CITADEL AGENTS LORE 
History DC 15: Some agents of the King's Cita­

del arc soldiers. working with others in the Brelish 
military. Others are guards. charged with protect­
ing the king: others still are magic-wielders. Rumors 
swirl that morc secretive agencies :lisa lurk within 
the King's Citadel. All arc stone-cold killers when the 
state demands it. 

History DC 20: More than one covert Citadel 
branch exists. The two most acti\'e ones a re called the 
King's Dark Lanterns and the King's Shadows. The 
spies and assassins from these divisions keep a close 
watch 011 the king's enemies. 

King's Shield LevelS Soldier 
M~dmm natural humanoid. human XP 200 

tn itlative +4 Senses Perception +10 
HP 64; Bloodied 32; see also for Brekllldl 
AC 22; Fortitude 18, Reflex 16, Wi ll 17 
Spet'd 5 
<D l ongsword (U3ndard; at·wl ll) • Weapon 

+12 Vi. AC; 1d8 + S damage, and the target is marked untJl lhe 
end of the Shield's next turn. 

t For Breland! (standard; requires a longsword; encounter) . 
Weapon 
+12 \'30. AC; 2d8 + 5 damage. and tht' Shield gains 5 temporary 
hit points. 

t Shield the King (immediate reac;tlon. when an adjacent enemy 
rrH)ves or shifts; requires a shield; at-will) 
+1 0 vs. Fortitude; targets the triggering enemy; l d6 + 5 
damage, the Shield pushes the larget 1 square. and the target 
ends Its move actlo<"i. 

lock Shields (requires a shield) 
A King's Shield gains a +2 bonus to AC and ReneK defense while 
adj3cent to another King's Shield. 

Alignment l3wful good languages Common 
Skills inSight +10, Intimidate +7 
Sir 18 (+6) Dex l0(+2) WIs16(+S) 
Con 16 (+S) Int 14 (+4) Cha 11 (+2) 
Equipment plale arrrH)r, surcoat. heavy shield.longsword 

K ING'S S "U ElDS TACTICS 
King's Shield>; Oght ill teams, forming ranks to 
block enelllY att:lcks. They lock down targets with 
longs word attacks and shield rht' kin8. King's Sh ields 
usually savefor Urt!/and! to usc when they become 
bloodied, then fight to the death. giving their lives to 
protect their charges. 



King's Sword level 6 Skirmisher 
M"tl"m,n"tur,,1 hum.moltl, hum,m XP 150 

Initiative +7 Senses Perception +6 
HP 69: Bloodied 34 
AC 20: Fortitude 19, Reflex 11, Will 17 

Speed S 
ill Cre/lUword (standard: at-will ) + Weapon 

+11 vs. AC; ldl0 + 6 damage. 
-I- Deft Blade (standard: requires a greauword: at·will) + Weapon 

+11 vs. AC: ld10 + 6 damage, and the Sword shifts 1 square. 
<~ King's Blade (s tandard: requi res a greatsword; encounter) + 

Weapon 
Close burst 1: +11 vs. AC; 2dlO + S damage. The Ki ng's Sword 
shlflS 2 squares after making this ilttilck. 

AUgnment Cood languages Common 
Str1 9{+1} Dex14 (+S) Wls1 6 (+6) 
Can 13 (+4) Inl l0 (+] ) Cha 11 (+] ) 
Equipment chainmall. surcoat, greatsword 

K ING'S SWORDS TACTICS 
King's Swords rush to engage Ihe foc. They maneuvcr, 
using del' blade regularly and kin8'S bl(llie when blood­
ied , to take adva ntage ofwca kness and sci up a llics 
for finishi ng blows. 

King 's Wand level 6 Artillery 
5111,,11 ! •. y hUIII,lI1"ld.l{n"n1l' xr 250 
Init iative +S Senses PerCeption +9: low.llght vision 
HP 52: Bloodied 26 
AC 1B: Fortitude lS, Reflex 20, Will 19 
Speed 5 o Short Sword (standard: at will) + Weapon 

+1] vs. AC: ld6 + 4 damage. 
;~ Mind Razor (standard; at·will) + Implement, Psychic 

Ranged 10: +11 vs. Will: 2d8 + 4 psychic damage. 
~ Bedeviling Bolts (standard; at·will) + Illusion, Implement 

Rilnged 10: +11 vs. Will: ldl0 + 5 damage. and the Wand slides 
the target 1 squilre. 

-!:- Scintillating Pattern (standard; recharge.TI.J. Illusion 
Areil burst 2 within 10; U'gets enemies; +9 vs. Will: ]dB + 4 
damage, and the target Is dazed (save ends). 

Fade Away (immediate reaction, when the King's Wand lakes 
damage; encounter) + Illusion 
The Klng's Wand turns Invisible until after It hits or misses with 
an attack or until the end of Its nexl turn. 

Reactive Stealth 
If a Klng's Wand has cove:r or concealment when II makes an 
Inillative check. il can make a Stealth check to become hidden. 

Alignment Good languages Common. Elven 
Skills Arcana +13, Bluff +12, Insight +9, Stealth +1 0 
Str9 (+2) Del! 14 (+5) Wis 13 (+4) 
Can 10 (+]) InI 20 (+B) Cha 18(+7) 
Equipment surcoat, short sword, w~nd 

K ING'S WANDS TACTICS 
\ lind·rending spells and cle\'er illusions make 
"ing's \o\'ands ind ispens:lble additions to any Ciwdel 
!(".un. They prefer to usc bedevilil18 bolls to maneuver 
~ ncm ics into places where thc enemies can bc eaSily 
Ila nkcd. They usc scil1lillafin8 paflern if enemies gct 
tOO close together. 

King'!> Dark lantern lI:!vel 8 Elite lurker 
M.,dlum 'Mtura! hum,]r"Iuld human XP 700 

Initiative +13 Senses Perception +12 
HP 136; Bloodied 68 
AC 24; Fortitude 22, Reflex 2] . Will 21 
Saving Throws +2 
Speed 6 
Action Points 1 
o Bastard Sword (standard: al·will) + Weapon 

+13 vs. AC: ldl0 + 5 damage. 
@) longbow (st~ndard : at-will) + Weapon 

Ranged 20/40; +13 vs. AC; l dl0 + 5 damage. 
+ Blinding Strike (standard: requires a bastard sword; at·wlll) + 

Weapon 
+13 vs. AC; 1d10 + 5 damilge, and the Dark lantern shifts 2 
squares and has concealment agilinst the Iilrget until the end or 
the Dark lantern's nelll turn. 

Blend In (minor: encounter) + illusion 
The Dark lantern turns Invisible until it ilttilcks or until the end 
of Its neKt turn. 

Hunter's Quarry (minor l /round; at·will) 
Targets nearest enemy: the Dark lantern deals +ld8 damage 
once per turn against In quarry. Only one creature can be the 
Dark lantern's quarry at a time. 

Alignment Unilligned languages Common 
Skills Alhletics +13, Bluff +10, Diplomacy +10. Int imidate +10. 

Stealth +14, 5treetwlse +1 0, Thievery +14 
Str 18 (+B) Dell 20(+9) Wis 16 (+7) 
Can 14 (+6) Int 15 (+6) Cha 13 (+5) 
Equipment leather armor, cloak, bilstard sword, longbow with lS 
.~~ 

K ING'S DARK LANTERNS TACTICS 
Dark Lanterns exploit the \ ' U I ncrabilities of t heir roes 
10 dispatch them with case. They prefer to lise blind­
ill8 srrike against the la rgel of their hUlller's quarry, 
gett ing in a massivc hir before slipping away Into thc 
sll:ldows. 

E NCOllNTER GROllPS 
Agents of the King's Citade l work with in their 
bra nches or someli mes in mixed units formcd from 
se\'cral d ifferent agencies. Citadel agems support 
soldiers or acl as escorls for important persons. The 
most dangcrous arc the Dark La ntcrns. who lead 
tea ms or infiltrate othcr groups. 

level S Encounter (XI' 1,150) 
+ 2 King's Shields (Icvel 5 soldier) 
+ 2 King's Swords (lcvcl6 skirmisher) 
+ I King's Wand (Icvel 6 art illery) 

'-evel 9 Encounter (X I' 2 ,000) 
+ I King's Dark lalltern (lc\'cl8 elite lurker) 
• 4 iron cobrils (level 6 ski rmisher, MM 157) 
+ I ticfl ingdarkbladc (lcvcl 7Iu rker. AII\1 250) 
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KARRNATl-t .; 
• ' , 'J 

Tradition. discipline, and excellence in a lilhings 
deflne Karrnath . A nat ion with a proud military 
hislOry. it has stood for centuries as the strongest of 
the Fh'c Nations. producing the nnesl genera ls and 
armies the kingdom ofGaHfar has CWT seen. These 
qualities proved the nation"s greatest assel. but a lso its 
greatest vulnerabi lity. during the Lasl \V~r. A1thotlg~l 
the nation nc\'cr surrendered. an overrelia nce onllul· 
ilar)' concerns left it u nprepared for different kinds of 
enemies-plaguc. famine. and illlrigliC. 

LORE OF KARRNATH 

ARCANA 
Arcana DC 15: Karrnath is home to the order of 

the Twelve. an ancient magical society founded by the 
dragonll13rkcd houses ages aso ilS a show of unit}' and 
coopcration. The Twelve is one or the premier insti­
tutions for the advanceme nt of magical study. It has 
trained countless mages O\'er the generations. form · 
ing a pool of talent from which the dragollmarked 
houscs pull recruits to maintain and improve their 
operations. 

Arcana DC 2 0 : The Last \Var was difficult for 
the Twelve. King KaillS I saw the group's value and 
coerced it to lest and train the nation's youth to fight 
against Aundair. Cyre, and the other nat ions. Many 
members who were dedicated to slaying out of the 

war resigned aff(~r t he king compromised the org~ ­
ni7ation's neutrality. These losses and the casualties 
resulting from the organization's wa rtime involve­
mcnt diminishcd the Twelve Significant ly. 

HISTORY 
Common Knowledge: In 894 YK. King Kaius I. 

rtl ler ofKa rrnath. joined with his siblings in rejecting 
!\lishann ofCyre's claim to the crown. Food shortagl's 
and plagues quickly undermi ned Karrnath's mil itary 
prowess. however. forcing the nation to use necro· 
mancy to raise undead sold iers frol1l those fa llen in 
bailie. These dark reinforcements came at a terrible 
price. and Karrnath's reputation suffered greatly as 
a result. 

l'listory DC 15: Even with undead soldiers. 
Ka rrnm h COlli inued to su ffer du ring the war. The 
perils of disease and hunger constantly loomed 
O\'e r the mllion. and warfare's wreckage littered 
its borders a nd ruined its cities. In an atlemptto 
reassert the power oflhe monarchy l<IIe iu the war. 
Regent Moranna and King KailiS III ended the state's 
sponsorship of the Blood of Vol religion. ex iled the 
extremist Order of the Emera ld Claw, and reined in 
waywa rd Karrnathi warlords. After the J\ lourning. 
King Kaills III beca me olle of,he greatest proponents 
for peace, Ill' withd rew his undead armies, ca lled 
fo r eeasefires. and was instrumental in brokering the 
historic Treaty of Throne hold. 

Once the Five Nations reached a n accord. the 
kingspentthc following months sec uring the 

----

peace. Ill' agreed to 
the exc hangc of royal 
family members wi th 
fo reign court s as a show 
ofcornmillnenl. He 
presscd for lrilde agree ­
ments wit h Aundil i r 
and thc Eldeell !teaches 
to bring nll1ch-necdcd 
food 10 his people. and 
negot iated with Breland 
a nd Thrane 10 form 
bonds offriendship and 
trade. 

The Karrnalhi people 
take pride in their 
heritage. and most socia I 
aspects of their culture 
ren eet their military 
trad itions. Each cit izen 
serves for IWO years in 
e ither the nation's a rm)' 

TALENTA 
PLAINS 

• 
or its navy. Most sold iers 
muster out. but some 
go 0 11 to distingUished 



careers as Iirelong members orKa rrnath'!Io afllled 
sefvices. 

History DC 20: Karrnath is olle orthc oldest 
huma n nations on the continent . Long berore Ga li· 
ra r succeeded in rounding his kingdom. Karrn the 
Conqueror 1<mllchcd his own atte mpt at building 
an empire on these lands. Karrn did not succeed . 
undone by his greed. but he did rather Ihc line ort he 
one who would . 

What rrecdoms the Ka rrnath i enjoyed berore 
the Last War ended with its outbreak. Hy neces· 
sity. King Ka ius I took absolute control over the 
state. consolidaling power in his hands. "" Iartial 
law reigned. a nd the people bent their knecs to the 
king's will on rear or dealh. The Karrnathi roya l 
ra mily retain s its strength with the su pport orthe 
warlords. tlte house hold heads orthe nation's nobil· 
ity. The wa rlords raise arm ies and give a portion or 
their rcvenues to the crown: these rest less nobles 
have been kept in line by the ruthless rcpullltion or 
thei r monarchs. 

History DC 25: King Kaius III came to power 
on his twentieth birthday. taking the throne rrom his 
.tU Ilt. Lady Moranna. who ruled as regent unt il he 
ca me or age. Not one to discard userul allies. Kaills 
.lppointed Moranna chier advisor to the crown and 
minister or roreign affairs. Kaius then courted and 
T1111rried an elrnoble named Etriganl. The qlleen sup· 
ports the crown by acting as a n emissllry to roreign 
lands. since KalliS ra rely travels and almost ne\'cr 
~ocs beyond his kingdom's borders. 

History DC 30: Although Ka ius has ne\'er 
wavered ill his commitment to peace, rew roreigners 
trust him. Ilc grams audiences rarely. and dignitaries 
\\ ho have met with him claim that he's too earnest 
.tnd lIggressh'e. and he has a stra ngc air about him. 
~uggesting something is not quite right. 

Kaills docs everything prccisely, his every step 
l'arerul ,111e1 measured. 1·lis act ions ha\'c.1I\ air or 
l d1culatiotl abollt them. as irhL'l intent ions were con· 
,tantly colored by some plot on ly he knows or. 

Ot her aspects orKaius's behavior reinrorce this 
I rnpression or strangeness. Kaius keeps a large 
ha rem 011 his rortress. e\'en after his marriage. but 
he has prod uced no heirs. Also. the king bears an 
l!ll 1l1ISlakable resemblance to Kaill s I. and those 
\\ 110 knew the old king nnd the similOlrities in man· 
nerisms a nd speech between him and his gra ndson 
downrlght uncanny. 

NATURE 
Common Knowledge: Karrnat h controls lands 

i(l rt h or the Mournland and the Talenta Plai ns. 
_tretching down rrom the shores orKarrn nay 
'\:t \\ee ll Sc ions Sound to the west and the Iromoot 
\Iou ntains 10 the east. Dense rorest covers most onts 
\t·~ te rn holdings. including the masslvc Karrn\\'ood 

and the dark Nightwood. The Ashen Spi res rise in the 
nUlion's heart . wh ile the eastern Jcetop Mountains < 
lead tothe Ironroots beyond. In the southeast. the z 
rorested cou ntryside givcs way to vast rolling hills and c:: 

" grasslands until it joins the Talenla Plains. <: 
Nature DC 15: Thc lands arc rich and verda nt. !It 

but un insufficient number orrarmers and adverse 
\\'c,lther keep the nation rrom reedi ng all its people. 
Food shortages are a constant problem. rorcing the 
nation to i1l1porl grai n rrom Aundair. the Eldeen 
Reaches, and Breland. Kurrnathi livestock. while 
not ovcr .. bu ndant. is plentirul and ort he highest 
quality. Pork. beer. dairy. exotic cheeses. and buller 
arc staples or the Karrnathi diet. and the nation pro· 
duces enough orthese commodities to export a large 
.. mount or t helll to other nations. whe re t hc)' arc 
viewed liS luxuries. Karrnath also harvests Its rorests 
ror lumber ami paper. 

RELIGION 
Religion DC 15: The Sovereign I lost has always 

been strong in Karrnath. and temples to lloldrei. Dol 
Arrah. Dol Dorn. and Ol ladra stand in the country· 
side as well as in the cities. The Blood orVol rose in 
influence during the Last 'Nar ami reigned ror a time 
as the state religion. but its official ~upport ended 
wit h the ascension orKing Kaiu s III . Tllc Blood 
retains a Sizable rollow ing alllong nobles and com· 
moners ali ke. 

STREETWISE 
Streetwise DC 20: Same as llistory DC 20. 
Street wise DC 25: Same as Il istor)' DC 25. 
Streetwise DC 30: Same as Ilistory DC 30. 

SETTLEMENTS 
AND FEATURES 
The oldest human settlements survive in Karrnath. 
with buildings more or less as they appeared when 
humanity first came to thcsc lands. Newcr structures 
cmke the la nd's somber thcmes. ra\'oring war, reli· 
gion. and austcrity in their stylc. Statues orheroes. 
obel isks commcmorating ramous bat tles, and tombs 
housing rallen soldiers arc all cOlllmon. 

Travel In Karrnath is easy and sare. Hoods and 
Ilollsc Orlen I rade rOlltes cover t he nation. raci litat· 
ing commercc and transi t. The lightn ing rait extend s 
rrOIll Hekkenmark in the west to the Mror 11 0lds in 
the cast. Elemental vessels crowd the ports along the 
ri\'ers. whi le elemental ai rships sa il through the skies. 
maki ng their way to Korth and beyond. 

ATUR, THE CITY OF NIGHT 
Gloomy City; Population 13,000 

The City orN ight stands in the shadow or the 
Ashell Spires. cloaked in mist rrom the Karrn Falls. 
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For all but a fcw hours each day. Atm lies sh rouded 
in gloom. a ncarly perpetuallwilight that gives the 
city its moniker. Oddly. during the day's brighlest 
times. the city is quiet. seemingly deserted . Only at 
flight does AlUr come full), to life. 

This atmosphere suits the people. At night. the), 
frolic in fest halls and taverns, sa mpling the forbidden 
delights of Alur's infamous bordellos. Even Kaills III 
is not immune to the city's allure, and he finds refuge 
in Nighthold. 01 roya l complex where he sometimes 
holds court. 

Beneath the hust le and bustle of this curious com· 
munit), lie the Vaults of the Dead. where Karrnath's 
undead legions await the day when wa r rages anew. 
Overlooking the city is the huge Crimson Monaster),. 
one of the greatest bastions of the Blood of Vol in the 
nation. 

Crimson Monaster),: The Blood of Vol might not 
have the influence it once did, bUllhe crown's dis· 
tancing from the faith did not sway the bulk of Atur's 
citizens. Thc Crimson Monastery perches above the 
city. a sprawling complex spanning several acres and 
serving as the hea rt of the blooeJ.centered religion. 
Inside is a mllze of worship ha lls. ritual chambers. 
shrines and vaults. cells, and residences. Buried deep, 
beyond the prying eyes of the common worshipers, 
is an ossuary where Vol's mumllly high priest, Mal­
evanor, performs the most profane rituals. twisting 
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corpses with dllrk magic 10 create atrocities and 
undead horrors. 

KARRLAKTON 
Forlified Cit)'; Populalion 60,000 

The sprawling city ofKarriakton st;mds in full 
view ofCyrc's clouded demstalion. The second larg­
est cily in Karr1wth. this once-bustling river porI 
su fTe rs from proximity to the Mourn land_ eyre's 
shimmering misty curtain fills the horizon, casting a 
gloom), pall over Karrlakton's citizens. The cit)' draws 
unwanted attention from prophets. doolllsa),ers. and 
apocalyptic priests. These ranting oracles proclaim 
the impending doom that aW:lits the world. poi nting 
across the frolhing waters of the Cy re Hi\"er to su p· 
port thcir dire predictions. Since the Last War's end. 
a Significant number of KarrlaklOll's citizells ha\'e 
drifted from the city to find new lives. bUlthe city 
struggles on. surviving through the manufacture of 
arms and armor and from mC:lgcr trade by way of 
the occasional elemenl1ll airship or other \"essclthat 
braves the river's turbulent waters. 

Sentine l Tower: KarrlaklOll is home to the Se n· 
tinel Tower. a might)' fortress at the city's center. 
The Tower is the headquarters ellcla\-c ofl-Iouse 
Dencith. and J'ust as important. it is home to the Sen- , 
linel Marshals_ King Galifar commissioned I louse 
Dencith 10 forlll this continent-spa nning agency ~ 
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to ca pture fug it h'es frO Il1 justice. with jurisdict ion 
throughout the Fh'e Nations. As bounty hunters. the 
Sentinels are without peer. Duri ng the L:lst \Var, the 
au thority th:ltthe Se nti nels derived from the King 
ofGalifa r eV:lporated. Unwilli ng to take sides. the 
org.lIlization rec:lst ilselfas a neutral fOfce policing 
war crillles.the treatment of prisoners. W:lf profi· 
Icering. <l lld the impartia lity of the d rilgonmarked 
houses. These activities caused connict with nearly 
c\'c ry powcr base on the continent at olle pOillt or 
another during the war. The Sentinels' persever· 
, IIlCl' during the w:lr years left Ihe group as Ihe only 
\ iable entity 10 police the Thronehold peace once 
hostilities ceased. As a result. the Sentinels hold 
international aut horit}' to carry out their dut ies as 
Ihey have fo r ce nturies. 

K ORTH 
Capita l City; Popu lat ion 85,000 

Korth is the ancient capital ofKarrnath. More 
than any other sclliement in the nation. Korth pre· 
serves its hislory in its buildings. tombs, and vaults. 
Ihe cit}' has well ·kepl streets and somber structures. 
each in a fashion suggesti\'e oflts militant origins. 

Fi\'e mUJor wards- I lighcourt. Temple. Com· 
merce, Community. and Low District- make up the 
r ity. ElIch wurd contains residences and shops. but 
o:xelllplincs Its particular functioll. For example. 
I lighcou rt \Vard houses the killg'S palace. govern · 
mental bulldi ngs. and the homes of dignitaries. 
\\hile Commerce \Va rd holds the dragollmarked 
emporiums and encla\·es. warehouses. shops. and 
marketplaces. 

The war's ravages arc evident in the damage to 
the city's steep walls and a majority oflts buildings. 
Cyran and Aundairian forces beSieged the city se\,· 
eralt imes. but each time the defenders threw back 
Ihe allacke rs. Rebuild ing is slow- some scars arc not 
('<lsi I}' er:lsed. 

Crown home: King Kaius II I rules Karrnath from 
Crownhome. More a military base thun a palace. the 
~Iructure features a thick wall between two rocky 
pillars. \Vith O\'er a thousand soldiers stationed here 
,wd backed bJ siege engines and other defenses. 
Crownhome embodies the nalion's preoccupation 
\\ ith bailie. 

The Twelve: The Ziggurat orthe Twelve is a 
might}' float ing citadel. casting its slHldow over 
\\'ollvern P:lrk below. The fortress has thirteen ticrs. 
()[le for each or the dragon marks. The highest tier is 
t'mpt)'. sct aside 10 honor the lost Mark of Death. 

Losses during the Last \Var and the political 
ramiOcations resulting from its aid to Karrnath 
di minished the Twc1\'e's slamling in the Five Nations. 
,dlowlng the Arcane Congress 10 eclipse it. The 
b l'e1v(' struggles 10 rebuild. bllt it's unclear whether 
the organization can recover fully. 

REKKENM ARK 
Bord er City; Population 15,000 < 

The western most city in Karrnath is Hekkenmurk. Z 

" a community known for its military academy. Once " < called the door to Karrllath, thanks to the greal 
White Arch Ilridge spanning Scions Sound. Hekken· 
mark's importa nce fe ll in the last ce ntury. when the 
bridge tumbled into the sound. Gh'en that the bridge 
ser\'ed as 11 major artery 10 the heart ofKarrnath. 
many soldiers marvc!ed that it stayed intact a .. long 
as it did. CUI olTfrom the west by the river and 
surrounded or behind enemy lines for Significant 
portions of the war. this border city suffered greall}' 
du ring the confliCt. 

Hekkenrnark's sun'ival and continued viability is 
a teSlalllent to Karrnat hi stubbornness. Its cit izens 
still work to hring the cit}' back to its prewar mag· 
niflcence. The people emphasize the city's prewa r 
c1mrlll. with buildings. temples. and struct ures sur· 
viving from when Karrnath was part ofGa lifar. Their 
elTorts h:l\'e not seen much sllccess because the loss of 
the bridge also destroyed the lightning rail spanning 
it and greatly curtailed commerce and uccess to visi· 
tors. The city's waterfront cannot replace the bridge's 
access becau .. e llekkenll1ark sit .. atop steep clilTs 
overlooking the sou nd. In addition. few demental 
tlirships forgo the relat ively ncar :lnd more Important 
berths in Korth to stop at the border city. Despite all 
these hind rances. the people refuse to give up: pl:I1IS 
to rebuild the great bridge fIIl thelll with hope that 
beller clays lie ahead. 

Rekke nma rk Acade my: Until the Last \Var.the 
Rekkenma rk AcadelllY was the premicr military 
school for well·born sons and daughters all O\'N 

Galiftlr. It olTered a full educat ion but focused on 
leadershi p princi ples. strmegy. and wtlrfare. Graduat· 
ing from this school was a ma rk or pride for a student 
and h isor her ram ily. 

The Ltlst Wa r and Rekkenmark's Isolation all but 
destroyed the insti tute. No parents outSide Knrrnath 
wanted to send their sons and daughter .. to an acti\'e 
war I.one. lind few ofKarrnath's noble fUlllilies were 
willing to enroll their children in an academy that 
was behind enemy lines ror years at a time. The acado 
emy was shut down during the war. and enrollment 
remains low to this day. 

TAER S VRAEN, 
THE WINTER CITADEL 
Milit a nt Feyspire; Population 3.500 

Ncar the western edge of the Karrnwood. the 
Winter Citadel rises through gra}' pines. the blue· 
white slOlle oflts slender towers and dclic:l\e 
minarets sparkling in the liglll. Fragile bridges span 
the gaps between. giving the pl:lee the appearance 
ora cr}'Maliine web rormed from icc. r\ steep icc wall 
surrounds the cladrin spire. llelmcted guards. their 
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races hidden behind grim visors. stand guard. watch­
ing ror cnem ies and int ruders alike. 

Each night. eladrin knights ride rorth rrom the cit­
adel on white horses. bringing winter's breath to the 
surrounding woods. Their passing rreezes the needles 
on [he pines and lea\'es icy impressions ortheir 
horses' hooves in the ground. The riders arc slender, 
with pale ski n and blue·white hair. Dressed in milky 
white armor and armed with matching blades. they 
brook no trespass on their lands. CUlling down any 
interlopers they find . 

Karrnath has sent em issa ries to treat with these 
ncwcomers. but each expedition has been turncd 
away. One group arrived within sight orthe walls 
berorc the eladrin drove them rrom the wintry 
woods. The reyspirc's rerusal to negotiate irritates 
King Kalus III. who is gradually coming to scc them 
as a th reat. I-lis warlords urge a campaign to crush 
the arrogant cladrin and take their secrets rorthe 
nation. but ror now the king remains cautious and 
hopes ror a peacerul solution. 

THRONEHOLD 
Imperial Stronghold; Population 10,000 

Thronehold Castle- purposely situated on an 
island in the center or Scions Sound. beyond the juris­
dic tion or any orthe I:ive Nations- housed Galirar 's 
kings ror centuries. It was abandoned at the start or 
the Last \-Var. and with it went Galira r's preem inent 
sy mbol or excellence. progress. and just ice. The cita­
del became a vestige orlhe pas!. a cu riosity. and a 
reminder orfailed promises. No government holds 
the rortress, and no lord ru les the island on which it 
stands. The sole occupants arc the Throne Wardens. 
I louse Deneith soldiers charged with protecting the 
castle rrom intruders. 

Be low the castle walls stands Throneport. a small 
town that arose during the old kingdom's heigh!. 
Since 110 onc ruled Thronchold during the Last War. 
the town was not subject to any nation's laws- crimi­
nals. exiles. mercenarics, and other scu m arrived and 
prospered. The IOWI1 became a haven ror the desper­
ate and villainous. The end orthe Last War checked 
its decline as the dragonma rked houses and cit izens 
and officials rrom each of the Five Nations ret urned 
10 the island . The cri minal element remains. but 
Throneport is becoming a runctioning community 
once more. one that a ll nations recognize as neutral 
grou nd _ 

PLOTS AND 
ADVENTURE SITES 

Corpse Collectors: King Kaills withdrew undead 
soldiers rrom his acth'e legions as a gesture or good 
will in securing the Thronehold peace. but undead 
and the business or making them remain central 
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to Karrnath's military strength . Kaius commanded 
the Minister or the Dead, Count Vedim ir'Omik. to 
maintai n operations and readiness should hosti lities 
resume, but to keep 11 low profil e. The count rollows 
these orders to the letter. c reating and equipping 
Iilrge numbers or undead soldiers in highly secre-
tive operations in Fort Zombie and Fort Bones. The 
people orVedykar and Vulyar have learned n0110 ask 
100 rnilny questions about where the bodies or their 
dead arc taken. 

Madstone: Deep in the leewood sta nds ,I stra nge 
and terrible growth . a pulsing mound orwhile crys­
tal. Those ram i liar with the wood know to keep aWilY 
rrom the !\lladstone- it's sa id that those who touch 
it lose their souls. Elders tell any who arc willing to 
listen thaI more than a rew people hilve been lost in 
that area ort he woods over the years. Some orthe 
old rol k claim that. during their time and the time or 
their ancestors. the dead-white crysta l has steadily 
grown larger. They u rge everyone to ignore the allur· 
ing wh ispers that draw the young and ambit ious to 
the leewood_ 

The Nightwood: South or At m and the Ashen 
Spires is the Nightwood . The rorest's rringes serve 
as a hunting preserve, but not ra r inside. the woods 
become trackless. filled wit h dark and terrible crea­
tures. Some foresters claim that burgeoning evi l 
swells rrom an oozing wound at the wood's center. a 
deep chasm leading into the bowels or Khyber. Few 
can substantiate these assertions. blu the hideous 
things emerging rrom the shadows suggesl some 
truth to the rUlllors. 

KING KAIUS 
Tall and thin, wilh striking cyes and a sharp mind. 
King Kaius III cu ts an imprcssh-e figure. the spitt ing 
image or his grand rather Kaius I. Through his rorcerul 
personality he helped end the Last \Var. convincing 
his rivals to meet ami rorge a new peace at Throne· 
hold. In the months that rollowed. he cont inued to 
champion the Th rollchold Accords and extended 
the hand orrriendship and all ia nce to his neighbors. 
\Vhat rew knowabotlt Kaius III is that he bears a 
terrible secret: The reason he looks so much like his 
ancestor is because he is thc same person. 

KING KAlliS'S TACTICS 
Kaius is a plotter and a cunning strategist. best lIsed 
as a beh ind-the·scenes manipulator or events to serve 
somc greater agenda. Even so. he docs not shirk 
when it comes to balt ic il nd uses his powers wi th 
relish. The king uses dominafirza 8aze agai nst enemy 
de renders to keep them rrom pinning him down. and 
to protect hi mself Drawing his magic longsword 
Soulfhiej. Kaills lays about with wh isper sfrike. He pre­
rers to avoid revealing his truc nature, but uses blood 

drain ir necessa ry. He saves throar rip ror his most 



King Kalus Ir'Wynarn III level 15 Ellie Skirmisher 
M,'dmn' 'Mlur,Il hum.molt! {undead). v.J.np'u· XP 1.400 

Initiative +11 Senses Perception +10; darkvisfon 
HP 296; Bloodied 148 
Regeneration 10 (regeneration does not function while KalliS Is 

exposed to direct Sllnllght) 
AC 31: Fortllllde 30. Reflex 17. W1II 29 
Immune disease. polson: Resist 10 necrotk; Vulnerable 10 radian t 
~ving Throws +2 
Speed 7. ctlmb 3 (spider climb) 
Ac tion Points 1 
<D SOlilthief (standard: at·wlll ) + Necrotic, Weapon 

+20 vs. AC; Id8 + 6 damage plus ld8 necrotic damage. and 
KailiS gains 5 temporary hit points. 

t Blood Drain (standard; requires combat advantage agalns l the 
target; recharges when an adjacent creature becomes bloodied) 
+ Healing 
+18 lIS. Fortitude: 2d12 + 6 dama~, the target Is weakened 
(save ends). and Kalus regains 74 hll points. 

t Throat Rip (n andard: requires combat advamage against the 
target; encounter) 
+18 lIS. Fortitude; 3d6 + 7 damage. and ongoing 10 damage 
(save ends). 

t Whisper Strike (s tandard; requlressoutlhlef: al ·wlll ) + Healing, 
Necrotic, Weapon 
Targets one. two. or three creatures; Ka ills makes three melee 
bask attacks. Kalus shifts 1 square before each attack. 

':)' Dominating Gaze (minor; recharge lD + Charm 
Ranged 5: +18 lIS. Will: the target Is dominated (save ends, wi th 
a ~2 penally to the saving throw). Aftereffect: The target Is dazed 
(save ends). Kalus can dominate only one creature at a time. 

Human Gliise (minar; al will) + Illusion 
Kaius Coln mask his undead fealUres to appear as he did In li fe. A 
successful InSight check opposed by Kaius's Bluff check pierces 
the guise. 

Mist Form tn andard; encounter) + Polymorph 
Kaius becomes insubstantial and gains a fly speed of 12. but 
cannot make attacks. He Coln remain in mist form fOf' up to 1 
hour or end Ihe effect as a minor action. 

Alignment Evi l Languages Common. Draconic, Dwarven 
Skills Acrobat ics +14. Athletics +18. Bluff +17. Diplomacy +17. 

HistOf'Y +17. ll15ight +15, Nature +15. Stealth +14 
Str 23 (+13) Dex 15 (+9) WIs17 (+10) 
Con 20 (+12) Int 20 (+12) Cha 20 (+12) 
Equipment pla te armor, line clothing, light shield, Sou/thief 

('ongsword) 

\exi ng enemy. Kaius ne\'er ngllls unlcss he has an 
escape rOllle planned. and he's quick to usc it iflhe 
lOmbat turns against him. 

K ING KAIUS II I LORE 
History DC 25; In 99 1 YK Kaius III came of 

"ge. taking his placc as Ihe righl fu l ruler ofKarrnut h 
,md succeeding Ihe regent. his aunt Lady Moran na. 
\!though he is famous for his part in the Treaty of 
I hronehold. for endi ng the Blood ofVol's hold as the 
'lfncial religion of Ka rrnalh . and for efforts at rebuild· 
Htg his land, few know much about him personally. 
l ie grants few privalc aud iences a nd ra rely makes 
public appearances: he seems content 10 lei his wifc. 
,~ueen Etriga ni. and his chief advisor. Lady j\\oranna. 
,mend to the daily tasks of govern ing the land. 

Sec ret Knowledge: Few know Ihc reason fo r ::r 
Kaius's privacy, and iI's a secret he I11 l1st mainta in . If ~ 
the truth came out. he could lose e,"erYlhi ng. Ka ius is Z 
a vampire and has been one for nearly eighty years. a: 

0: 
Only his wile. his ch ief advisor. and Ihe Minisler of <:: 
the Dead know the truth about his nat ure. The king :::t 

intends to keep it that way. 
The 1110ment ofKa ius's transformation came when 

the Blood of Vol demanded he pay the price for it'> 
assistance in the Last \Var. The priests approached 
the king in Ihe darkest days of .he war, whell All ndair 
pressed into Karrnathi la nds. when food shorlages 
th reatened to slar\'e out his people. and when dis· 
case ra n ra mpant across the countryside. Helpless 
10 refuse, he agreed 10 .hei r terms. The Blood of Vol 
unea rt hed and disseminated stores offood and rein­
forced his nagging armies wit h undead troops (lnd 
cu llis.s of. he Order of the Emerald Claw. The price. 
though. was far steeper than Kaius would have imag­
ined. The ancient lich who reigned O\'er the Blood 
orVol intended 10 make Ka lus her puppet. \V hen he 
ca me before her. she perfo rmed a r iluu lto rob him 
of his humanity and tra nsform him into a vampire. 
\\Then he refused to become her ull.hi llking slave, 
she triggered his bloodlust. sending him on a killi ng 
Sl)ree in his own house that claimed his beloved wife. 

Drh'en mad with grief and rage. Kaius went into 
hid ing. both '0 cont rol his sinis.er urges and to Oght 
againsl the Blood of Vol zea lots who had usurped his 
throne. For eigluy years he fought frolllihe shadows 
until he W:lS strong enough to reclaim his place ,IS 
king of the re:llm. removing his grandson. the true 
Kaills II I. and as~uming his identily. \"'ith power 
once again in ham!. he has done his best to undo 
his miswkes. ousting .he Hlood ofVol :lnd restor· 
ing peace 10 the !=h'e Nations. Despite the passage 
of years. he slill seeks his original goal ofa reunited 
G:llifar. wit h himself as ki ng. 

The reill Kaius [II sti ll lives, held in Ihedeepesl 
reaches of the prison of Dread hold (page 14 1). The 
identi ty of the r ightful king ofKarrnath is a sec rei 
few arc privy to, even among Ihe prison guards. The 
true killg's sister. the young II:lydith, lives in exi le ill 
IJrelil lld. banished because her close friendship with 
her brot her might ha\'e enabled her to pierce the 
\'mnpire killg's disguise. 

KARRNATHI UNDEAD 
To shore up the nalion's demoralized and weakened 
armies. the Hlooel of Vol provided Karrnalh with 
rit uals thUi produce loyal undead warriors. OrdI nary 
skeletons :lnel zombies arc COlllmon, but the true 
testament of the Blood of Vol's power comcs from fa r 
superior troops slIch as the ones described here. 

~ 
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Karrnathi Skeleton Level 11 Skirmisher 
MedIum natural animate (undead) XP 600 

In ' tlilt,lIe +13 Senses Pen:eption +12; darklli sion 
HP 110; Sioodied 55 
AC 25; Fortitude 23, ReAl'. 25, Will 21 
Immune disease, polson; Resist 10 neootlc; Vulnerable 5 radiant 
Speed 6 
CD Sclmilar (standard; al·will) + Weapon 

+16 liS. AC; 1d8 + 8 damage (crlt ld8 + 16). and the target is 
marked until the end of the Karrnathi skeleton's next turn. 

+ Sone Dance (immediate reliction. when an adjacent, marked 
enemy mOlles or makes an attack thilt does not Include the 
Karrnathi skeleton; requires iI scimitar; at·wlll) 
The Karrnathi skeleton shifts 1 square ilnd makes a melee basic 
attack. 

+ EVis(erating Slash (standard; requires a scimitar; encounter) + 
Weapon 
+16 liS. AC 3d8 + 6 damage (crlt ld8 + 30). and ongoing 10 
damage (salle ends). 

+ Razor Storm Strike (standard: requires two scimitars; ill·wlll) 
The Karrnathi skeleton makes two melee basic a!lacks. The 
Karrnathi skeleton shifts 1 square before. between, or after the 
a!lacks, 

Alignment EIIII 
Str 18 (+9) 
Con 14 (+1) 

languages Common 
Dex 22 (+11) W is 14 (+7) 
Int 11 (+5) Cha 8 (+4) 

Equipment scale armor, laltered uniform, 2 scimitars 

KARRNATHI SKELETON TACTICS 
The Karrnathi skeleton danccs across the battlcOeld, 
slieing through its foes in a spectacu lar display or 
sword prowess. The skeleton attcmpts 10 use its razor 

storm si rike each rollnd when possible, cspccially ir 
it can make its attacks. shirt away. a nd then move, 
luring cnemies away rrorn its comrades. 

Karrnathi Zombie Level 11 Brute 
Medium nalural anlmale (undead) XP 600 

Initia tive +6 Senses Perception +9; dark vision 
HP 138; Bloodied 69 
AC 23; For tit ude 25. Reflex 21 W ill 13 
Immune disease. poison: Resist 10 necrotic; Vulnerable 5 radiant 
Speed S 
CD Sastard Sword (standard; at·will) + Weapon 

+14 vs. A(; 1dlO + S damage. 
+ Driving Assault (standard; requires a bastard sword; at·will) + 

Weapon 
+14 liS. AC; 1d10 + 5 damage, the zombie pushes the target 1 
squares. and the target is knocked prone. Miss: The Karrnathi 
zombie makes a melee basic attack against an enemy adjacent 

to it other than the original target. 
Sattle W rath (immediate reilctlon, when hit by a melee attack; 

usable only while bloodied; al·will) 
The Karrnathi zombie makes a melee basic attack against an 

adjacent enemy. 
Alignment evil 
Str 13 (+11) 
Con 18 (+9) 

Languages Common 
Dell 13 (+6) W is 18 (+9) 
Intl1 (+S) Cha 8 (+4) 

Equipment plate armor. heavy shield. bas tard sword 

KARRNATHI ZOMBIE TACTICS 
The Karrnathi zombie wades into the thick ofbattlc. 
driving its cncmies inlo the wailing swords and 
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spears of its allies, Once bloodied. it uses ils IJauie 
wralh against the most damaged opponents. trying 10 

drive thcm to dealh berore dealing wilh their all ies. 

KARRNATHI UNDEAD LORE 
Religion DC 25: Blood of Vol dc\"Otees first 

spawned Karrnathi skeletons and zombies from thc 
corpses of elitc warriors. Thcse undead rctain thcir 
cunning and training. making thcm far superior to 

the regular soldiers in Karrnath's Icgions. 

ENCOLINTER GROLIPS 
Kaius has dismantled. mothballed. or rea llocated most 
of his undead armies to fight the Valenar elvcs. but he 
is well aware of tile vallie ofthesc superior Iroops. Ilis 
personal guard consists of a trio of vcleran undead sol­
diers and a pack of horde ghou ls-fonner nobles who 
had the Singular misfortune or disappoi nting Iheir king. 

Levcl14 Encounter (XP 5,000) 
+ King Kaius III (lcvel15 elite skirm isher) 
+ 4 hordc gholl Is (level 13 minion. 1\')\1 1/8) 
• I Karrnathi skeleton (leveI 1! sold ier) 
+ 2 Karrnathi zombies (level II brute) 

THE ORDER OF THE 
EMERALD CLAW 
First appearing in Karrnath a lew years into the Last 
War.lhe Order of the Emerald Claw carne to the aid of 
beleagucred Karrnathi troops, bolstering the nation's 
derenses against the invading arm ics, In the dccades 
since its rormation. the order has vigorously set itself 
to numerous lasks. 110 mailer how base. in thc pursuit 
ofits goa ls. Its mcmbcrs have been praised ror bravcry. 
innovation. and tough ness as often as they havc bcen 
accused ornaullting lradition and fomenting treason. 
Late in the war, Regent Moranna dissolved the order 
and cast it out. Though driven underground. soldiers of 
the Emerald Claw remain a powerrul force ror evil in 
the world. and they COllti nue 10 work for hidden mas· 
ters, furthering the plots of terrible forces. 

ORDER OF THE 
EMERALD CLAW LORE 

History DC 20: Famine and pest ilence weak 
cned Karrnath to Ihe pOint of collapse in thc early 
days of the Last War. Seemi ngly spontaneously. an 
order of warriors arose that emphasizcd nexibility, 
scl r sufficiency. a nd accomplishment regardless of 
sacriOce. These Karrnathi fanatics ca lled themselvcs 
thc Order of the Emerald C law. and their heroics sta· 
bilized previously crumbling batt le lines and drew 
scores ofKarrnath's best 10 their ranks. These nam~ 
boyanl knights rattled Karrnath's established officers 
with their nontrad itionalmethOds. often aCling Ollt· 
side thc chain of comma nd, but none cou ld dispute 



their disci pli ne, tra in ing, and read iness to gh'e their 
lives in defense of the kingdom ofKarrnmh. 

History DC 25: The emergence of the order 
was so sudden and its methods so radical that many 
officers a nd government offiC ials were ~usplcious 
and resentful. Despite t he order's successes. Karrns 
who raised concerns about the group never ra n out 
of rationales or rumors. The whispers hardened inlo 
accusations when Hegcnt i\ .. IOTanna staged a cou p 
agai nst the order. She removed Emerald Claw mem· 
bers from positions or power. laying terrible crimes at 
thei r feet, dismant ling the orga nization. and rorcing 
those who escaped to go underground. Although the 
order still has its defenders, both inside and outside 
Karrnath. most consider il. at best. a group off:'1natics 
that overstepped its bounds. 

Religion DC 25: The Order of the Emerald Ctaw 
is an extremist militant scct of the Btood of Vol. The 
order is ted by a lIlysterious figure known as the 
Queen of Death, one of the ll1ighticstnecromancers 
associated with the Btood of Vol. The Emer:lld Claw's 
toyah)' 10 K:lrrnath was onty as st rong as the mono 
arch's subservience to the cult·s demands. and as long 
as the two institutions were on the same side. the order 
~er\'ed Karrnilth well. \-\f hen flrst Hegelll l\-loTa nml 
.Ind then King Kaius II I rejected the Blood of Vol. the 
crow n and the Blood of Vol broke Iheir long allia nce. 
and thc Ordcr of lhe Emerald Claw fell from powcr. 
Despite the order's fa natical dc\'Otion to the Blood of 
Vol. moderal~ mcmbers of the fait h denouncc and 
opposc the maliciolls ,letiOIlS or the Emerald Chlw. 

ORGANIZATION 
.\lthough conceh'cd as a military force. the Emera ld 
Claw is far more than just a pack of warriors. The 
orga nization is widespread, wit h agents concea led 
throughout Khorva ire, c:lch working behind the 

scenes. fomenting uprisings, and performing terrorist 
,lctS to wea ken existing governments and create foot· < 
holds for the Blood ofVot 10 grow its power. Z 

Leader: Erandis Vol a nd the Crimson Covenant a: 
0: 

directly control the Order of lhe Emera ld Claw. and < 
the orga nization follows every dictale that iSloues from ::.::: 
these Icaders. !\losl lllcmbcrs know ofEra nd is only 
as the MQuccn ofDcath R

: they know she is a mighty 
lich. but do nOI rca lize that she is the last su rvivi ng 
mcmher oflhe bloodline of Vol. 

l'leadquarters: Throughout the Last \-Var.the 
Order of the Emera ld Claw had bases in most of 
Karrnath's population centers. but Regent Moramlil 
and Kaills III closed them. lOre them down, or 
repurposed them for the government . Now, the order 
opermcs clandestinely, maintain ing secret enc!il\'cs 
in major popu lation centers. A few strongholds arc 
hidden in the wildcrnes~, but these places ,Ire remote 
and often double as temples. 

Hierarchy: The reversa ls in Karrnalh slmltcrcd the 
prevlollsly monolithic order into hundreds of till)' cells 
spre:ld throughout the conlinent. Each cell consists of 
an officer who receivcs missions from supe riors and 
determines how best 10 complete the task. Beneath the 
on1cers arc the knights. proven and vete ran warriors 
who have scn 'cd wi th the orga nization for ye:lTS and 
whose loyalty is unwavering. Ik low the knights come 
thc troopers. raw recruits whoscn 'e because they arc 
de\'oted cultists, Karrnathi patriots, or s imply thugs. 

Most members arc warriors. but the Emera ld Claw 
employs spies as well. These operatives might be fu ll 
members or mercenaries hired for short st ints. Such 
indi viduals support the order by infiltrating encmy 
organizations and sowing d isruptions ahead ofEmer· 
:lId Claw assaults. 

Members: The Emerald Claw's officers and 
knights cOllle mostly from Karrnath . recruited when 



the order was at the pcakofits power. Exile has led 
to the replacement offallen troops with "ble-bodied 
adhe rents from nea rly e\'ery nation and land on the 
conti nent. These new recruits pale ill compa rison 
with those who rought for the order in its heyday, but 
an ambit ious soldier who knows how to fottow orders 
and get the missions done can mo\'e up in the ranks. 

AGENTS OF THE EMERALD CLAW 
Emerald Claw soldiers live 10 0ixy. They plunder lombs. 
scour ruins for lost t rcasllre. murder. cOlllmit arson. 
kidnap. and do whatever else is demanded of them. 

AG£NTS OF THE EMERALD CLAW loRE 
History DC 20: Those who se rve the Emerald 

Claw arc a fanatical lot, always witting 10 sacrmce 
themselves in the name ofthcir cause. 

Emerald Claw Trooper level 2 Minion 
Medium natural humanoid. human XP ] I 

In itia tive +1 Senses Perception +2 
HP 1: a missed atlack never damages a minion; see also fanatic 
AC 18; Forti tude 16, Reflex 13, W ill 14 
Speed S 
<D Flail (standard; at·wlll) + Weapon 

+8 vs. AC: 4 damage. 
hna tlc (when reduced to 0 hit points; requIres a flail) 

The Emerald Claw trooper makes a melee basic attack against 
an a-dJacent enemy. 

Align ment Evil l anguages Common 
Str 16 (+4) Dex 11 (+1) Wis 12(+2) 
Con 12(+2) Int l0(+1) ChaI0 {+1} 
Equipment chalnmatl. surcoat. he:avy shield. flail 

EMrRALD CLAW TROOPER TACTICS 
Emerald Claw troopers fan OlltlO protect their offi­
cers. smashing thei r foes withjllwri( e"cn when 
dcath comes to claim them. 

Eme rald Claw Knight level 3 Soldier 
MedIUm natural humanoid. hum~n XP I SO 

Ini tiative +3 Senses Perception +1 
HP 46; Bloodied 23; see also {anatlc 
AC 20; Fortit ude 16, Reflex I S. Will 14 
Speed 5 
<D Flan (stand~rd; at·wHl ) + Weapon 

+10 \/s. AC: ldlO + 4 damage. and the target is marked until the 
end of the Emerald Claw knight's nellt turn. 

~ Sm ashing Strike tuandard: requires a flail: at·will) + Weapon 
+10 vs. AC: ldl O + 4 damage. the knight slides the target 1 
square. and the target Is marked until the end of the: knight's 
next turn. 

Fanatic (when reduced to 0 hit poInts: requires a flail) 
The Emerald Claw knight nlakes a melee basic attack against an 
adjacent enemy. 

Alignment Evil 
Sklll s lnllmidate +7 
Str17(+4) 
Can 14 (+3) 

languages Common 

Dex 11 (+1) 
Int 14 (+3) 

WlsIO (+I) 
Cha 13 (+2) 

Equipment scale armor, surcoat, heavy shield. flail 
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EMERALD CLAW KN IGHT TACTICS 
Emera ld CI,I\\ knighls lise smashill8 Slrike to bursl 
through their enemies. moving Ihem 0111 of the way 
to reach the controllers and strikers. They also usc 
smashill8 Sirike to mo\'e enemies away from their allies. 
10 a place where Ihey can be dealt with more easily. 

Emerald Claw Marshal l ev!.!1 5 Soldier (leader) 
MedIum natural hum.mold. human XP 200 

Initiative +4 Senses Perception +3 
HP 62; Bloodied 31; see also fanotk 
AC 21: Fo"itude 19. Reflex 17. Will 17 
Speed 5 
@ Heavy Flall (Slandard;at.wlll) + Weapon 

+12 vs. AC: 2d6 + 4 danlage. and the target Is marked unlillhe 
end of the Emerald Claw marshal's nexlturn. 

+ Crushing Str ike (standard; requires a heavy nail; at·will) ... 
Weapon 
Targets a creature marked by the Emerald Claw marshal; +12 
vs. AC; 2d6 + 4 d3mage, the marshal slides the target 2 squares. 
and the target Is slowed (save ends). 

<* Claw Maneuver (minor: recharges when fir.;t bloodied) 
Close burst 5: each ally within the burn shifts I square and 
gains a +2 bonus to the damage roll oflts nex t attack made 
before the end of lu next turn. 

Merdless Commander (minor 1/round: at·wlll) 
Targeu an aUy within 10 squares: the target Immediately 
pro'lOkes an opportuni ty attack from an adjacent enemy. If that 
opportunity attack hits, the: Emerald Claw marshal or an ally 
makes a melee basic attack against the: attacker. 

Farnotlc (when reduced to 0 hit points. requires a he;wy nail) 
The Emerald Claw marshal makes a melee basic aUa<k against 
an adjacent enemy. 

Alignment Evil languages Common 
Skills Intimidate +9. Street wise +9 
Str 18 (+6) Dex 10 (+2) 
Con 14 (+4) Int 15 (+4) 

Wls 12 (+3) 
Cha 14 (+4) 

Equipment surcoat, plate armor, heavy flail 

EMERALD CLAW MARSHAL TACTICS 
An Emcra ld Claw marshal fights mllch like his 
knights. lie comma nds absolute obedience from his 
troops. reaffirming their loya lt ies 10 serve Ullto death. 
\"'hen il powe rful ally is ildjaccm to an enemy, the 
Emerald Claw marshal uses merciless commander 10 

grant thai ally an additional allack. 

ENCOUNTER GROUPS 
The Emerald Claw organizes into combat units. 
usually led by an officer with the support of se\'eral 
knights. The bulk onts fo rce comes from undead a nd 
li\!ing troopers who follow orders without question. 
The Emerald Claw doesn't forgh'e failure. so relreat is 
almost ne\'er an option. 

level 6 Encou n ter (X I> 1,388) 
... I Emerald Claw marshal (le\'el5 soldier) 
+ 3 Emerald Cl:tw knights (level 3 soldier) 
... 6 Emera ld Claw troopers (Ie"eI 2 minion) 
+ 4 zombie rotters (level 3 minion, AfM274) 
+ 4 decrepit skcle ton~ (level I minioll, MM 234) 



--~ 

THE .. MOURNLANO , 

\Vhere the great nation OfCYfC once proudly stood 
now lies a land blasted by supernatural catastro· 
phe. Like a festering wound. the Mournland divides 
the contincllI ofKhof"uirc in hal f Dead·gray mist 
defi nes its borders. and withinlhose borders the 
wounds oCthe Last \Varda not hea l. 

ThollS<lIlds of soldiers lie as if they had died mere 
moments ago on whm \\crc once the battlefields of 
baltered eyre. The dead, o r their spirits. sometimes 
rise to cont inilC fighting the war. Hampalll arcane 
e nergy hOls mutated the monsters thm live and hunt 
here. Those same arcane forces shape unnmural 
\Icat her ilnd deadly terrain. ami sometimes take all a 
semblance orlifc itself. 

LORE OF THE MOURNLAND 

ARCANA 
Arcana DC 20: The secrets orthe Mourning.lhe 

t'l"ent that created the MOllrnland, might wait below the 
Cyran cit)' of 1\ laking. the ruins of its capital J\ ictrol. or 
\\ ithi n the Glowing Cha<;rn. All three arc rumored to 
have been among the first sites where the effccts of the 
\Iourning appeared. Princlp.,1 among the Mourning's 
wei rd beha\'ior is its utter consumption ofCyre alone. 

H ISTORY 
Common Knowledge: On 20 Ollarune. 994 YK. 

beautiful Cyre.the Purple Jewel in Galifar's Crown. 
diS<lppearcd in a mas ... ive blast of arcane horror. No 
one now \iving knows the cause oft his explosion. It 
lI1 ight have been a weapolI, Cyr'lll or otherwise. It 
rou ld have beentl punishmelll fro11llhe gods or the 
doing of drilgolls. Perhaps something malevolent .1ml 
.tlu:icnt stirred in Khyber below eyre, its rest dis­
turbed by the never-end ing conniet on the nation's 
fronts. \Vhlsper::. mise the dark possibility thatlhe 
\\arforged me ... siah. the Lord of mades, ctlllsed the 
\Iourning and plans to repeat it in the rema ining 
nations. \Vhatcver the truth. allthm i~ [eft of wondrous 
e yre is the Mournland. The 20th day ofOllarulle is 
now known across Khorvaire as the Day of1\\ourning. 

History DC IS: The l\tourning is thought to 
hal'e sta rted near the city ofi\laking, on what is now 
known as the Glass Plateau. It spread slowly enough 
that those living ncar Cyre's borders cou ld nee the 
c"pa ndi ng mist and magical connagralions.l\\ore 
of those neeing the disaster died than should have 
Ilhent he hatred nred b)' the Last \Var caused Cyre's 
neighbors 10 refuse to help. The elves of"alena r and 
(he goblins of Darguun treated t he refugees as invad· 
t' r ... killing lhcm a .. they ra n. 

ani), King Borancl of Breland offered outright 
help. lie g r'lIlted Prince Oargev ir'\Vynarn - son of 

Queen Dannci and ru[er ofCy rc in the years leading ,.. 
up to the Day of Mourning- land lor camps that even· 
lUally became New Cyre. Other sun'il'ors endure in < 
small com mu nities or as groups wit hin larger sell Ie- 7 

mellls in Zila rgo. Thranc. Karrnmh. Q'barra, and 
elsewhere in the world. ..... 

Hislory DC 20: When KingJarot ir'Wynarn. ~ 

the last ruler of Cali far. died In 894 VK. his daughter 
Mi!.hann, gol'ernor ofCyrc. was the rightful heir to the 
throne. Ilowe\'er. her coronation was nOlto OC. Iler 
brotherThalin ofTltrane asserted that he should take 
the throne. Kaius ofKarrnath a nd \"'roann of Breland 
shared Tlwlin's 1I0tiol1thal succession of the eldest was 
a worn·ollttradition. Only Wrogar of Aundair slOod 
with Mishann and her rightful cI:lim. Before tlte ye:lr 
hOld e nded . the Last War began. Galifar coll:l]lsed into 
hostile nations. with each ir'Wynarn sibling eventua lly 
claiming rights to the Ga ll filr crown. 

eyre. positioned In the ce nter ofKhorvaire, was 
the major battleground of the Last \V'lr. Bordering 
Breland. Thrane. and Karrnath. it faced battles on 
a ll fronts at various times during the hundred years 
of war. The land and its people arguably suffered 
more than those of other nations. F.\·en before the 
Day of Mourning, Cyre was dying [ittle by little. Long 
connict hOld dulled its beam)' and ruined its oullying 
selllemcllls. Hivall1ation~ seized its lands. as did the 
goblins ofDarguull ,lI1d the Valenar elves. 

The Mourning finished the job. Atthe meetings 
,hat resulted in the Treaty of Throne hold, the Cy ran 
delegation was gi\'cllno place. The common senti· 
ment was that Cyrc no longer eXistcd. 

History DC 25: Humors still swi rl that before the 
connagration. Queen Dannci planned some great 
new ofTensivc to save Cyre. At the time, her struggling 
nation still had patriots willing to fight and die for 
their land.llllgc baules were taking place on Cyran 
ground whellthe Mourning occurred- battlcs that. 
without the Mourning, might havc silenced eyre's 
ambitions fore\·er. Some specu late thatthc queen had 
something to do with the Mourning. 

NATURE 
Common Knowledge: The dome of dead.gray 

mist that CO\'ers the MOllrnland causes disorientation. 
fatigue. and apathy. A tr:t\'cler in this mist can eaSily 
become lost. despite the mist's slightly luminous qual· 
ity that bathes the Mourn la nd in eternal twilight. The 
mist is not omni present : it forms a border area va ry· 
ing in width from a few hundred feel to as muc h as 
fil'e miles. 

Nature DC 15: Numerous warped creatu res 
wander the 1\lournla nd.l\ lost of these mockeries 
a rc lwisted beasts. someti mes grown to extreme 
sl/.e and ferOcity. \Varforged are lhe only c reatures 
that have anythi ng resembling a civil ization within 
devastated ey re. 
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Nature DC 20: The Mournland 's atmosphere can 
amict the living with a loss of hope and an inability 
to rc'ldily rccovcr from injury. Over time. a traveler 
who su rvivcs this amiction can becomc immunc to 
it. This samc atmosphcrc prcscn'cs the dead as if they 
had just filUen. making the Mournland a land fit only 
fo r the dying or the dead . 

RELIGION 
Religion DC 15: Two unique warforged reli­

are rooted in the Mournland. The first is the 
d""",,"ive. warforged -superiority dogma of tile 
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Lord of Blades. Anothcr is the strange creed of the 
Becomi ng God. 

STREETWISE 
Street wise DC 15: I louse Ca nn ith had its head­

quarters in Eston on the western edge ofCyre.lts 
baron died in the Mourning. Thc house thcn split into 
the three factions that exist today (see page 210). 

I-louse Phiarlan was also based in Cy re. in the city 
of Making, but its baron was absent on the Day of 
Mourning. This "coincidence" has not gone unnoticed 
by conspi racy t hcorists. 

NAVIGATING THE 
DEAD-GRAY MIST 
A debiliratir18 and obscure p'lssa8c IIIusl be accomplis/led 
10 trm"Crs(' r/l(' eerie mist Ihlll shrouds ruined Cyre. 

The PCs must use knowledge a nd endurancc to sur­
vive the passage through the mist and arrive where 
they intcnd. 

Level: 11 (X P 1.800). 
Complexity: 3 (requi res 8 successes hefore 3 

failures). 
Pri m ary Skill s: Endurance. Nature. Perception. 
Enciurance(DC '7, ollce per hour): By steeling himself 

or herself. ignoring the hopelessness that threatens 
to cnvelop the group, and keeping the correct path in 
mind . the character stays on the correct path through 
the swirling mist. EilCh PC IllIISt mtelllpt this check 
each hour. Any PC who fail s Ihis check loses a heal­
ing surge. After evcry character has attempted thc 
check in a gi\'en hour. subtfilct the failed checks from 
the successful ones. If the result is I or higher. count 
Ihe group's checks for that rOllnd as I success for the 
skill challenge. If the result is 0 or lower. all pes lose 
a healing surge (in addition to any heOlling surges lost 
by those who failed individual checks). and the group 
records 1 failure in the challenge. This skill can be 
IIsed to gain 1 success per hour in Ihis challenge. 

NalUre (DC 22. ollce per hour); The characte r leads 
the group in the correct direction. avoiding terra in 
hazards and hostile entities ill the mist. At least 
onc character must attempt t h i<l check each hour. 
Thc first failed eheck in any hOllr costs citch party 
mcmber one hea ling surge due 10 fat igue or minor 
injury from terrain hazards. Subseq uent f..1.ilures in 
the sa me hour cause no further harm. PCs ca n aid 
one another in this attempt. Thi<; skill can be used to 
gain I succcss pcr hour in this challenge. 

Perceptioll (DC ' 7. ollce per hour): The character 
notices darker blotchcs in the mist that scem sinister 
and shou ld be ",·oided. A character who succeeds on 
this check grants il +2 bonlLs to tbe next Nature check 
made by any char,tcter in this challenge. or prcvents 
an ally who fail s his or her next Endurance check 



in th is challenge from losing an additional healing 
~llrge. Eaeh fai lure on this check counts as 1 failure 
III the skill challenge. 

Success: The party emerges from the mist on 
tr.lck to reach its destination and in no immediate 
.I.mger. E\'ery tillle the PCs record a success in this 
~J...i ll challenge. the Ilumber of successes they need to 
,\crcome another skill challenge of the same kind 

Jl'creases by 2. A group that successfully navigates 
hI." dead.gray mist four timcs has becomc expert at 

-hc !:Isk and no longer needs 10 undcrtakc skill ehal­
'nges to accomplish it. 

Failure: The party blunders into an encounter 
'I ils lc\'c! +2. After this encou nter is rcsoh'ed. the 
. haracters must sla rt a new clmllenge to navigate the 
Jl·dd·gray mist. Each fa ilure in this skill challenge 
.• mses them to emerge from the mist farther a nd far­
her ofT coursc. 

Customiz ing: Plan a few encolLnters in case the 
'.my fails Ihis challenge. YOIl ca n also increase or 
h:( rease Ihe skill challenge's complexi ty. depending 
!l how tough YOll wantlhe mist to be. Don't usc this 
hd llcnge so often Ihat it becomes tedious. rather 
hJ n creepy and fUll. 

It also happells thai wind .. sometimes part the 
:-nist for a lime. allowing pasS<lge illlo the Mournland 
. ithout hindrance. YOll ca n decide that winds have 
!tinned the mist. giving the PCs a brea k in c rossing 
110 or out of the i\lournland. This approach can be 
Jn icularly useful if the skill challenge stans taking 
~1 hea\'y a loll. 

SETTLEMENTS 
-\:\ID FEATURES 
:lIle lives in the Mournland that is civilized or 
.-,,]ccful - th is barren land Is home primarily to 
,'Ill~trous scavengers. arC1l11e horrors. and terrify­
..: beasts. The warforged followers of lhe Lord of 

Blades a nd the Hccorni ng God are the only organized 
lllllllanoids common to this wasteland . Of these, only 
the serva nlS of the Ilccoming God might ofTer aid to a 
nonwarfo rged st ranger. 

CRIMSON WATER 
Tainted Lake 

Before the Mourning. a spring in the eastern part 
of Cyre fed the Hushing Hh'er as it traced a short but 
fertile path south to Kraken Hay. The Rushi ng Hh'er is 
now as dry and barren as the rest oflhe Mournland. 
and Ihe localion of the spr ing is marked by the Crim­
son Water. a Slag l1:lI1t lake of blood· red water. 

The shores orthe Crimson \Vater arc liltered with 
the bones a nd corpses of animals and foolish travel­
e rs that haH' strayed into the Mournland and sought 
to slake Ihelr IhirSI with 11 drink from the lake. It s 
depths hold the rui ned Cy ran 10Wl1 of Eastwood 
Springs, which once .. e rved as a resort town for the 
leisured classes ofCyre. Even [kar's Salvage (sec page 
95) has not dared mount an expedition into the toxic 
waters 10 reco\'e r a lly treasures Ihat may lie within 
the ruins. however. 

Despite its toxic waters. however, the lake docs sup­
port life- of a sort. ,"Vater archons (see J\lonster !\lcmual 

2. page 18). t heir elemental forms t he sallle deep 
red as the Cri mson \Vater, ha\·e been seen around 
the lake. particularly on the southern shore. Their 
purpose and origin arc unknown. but their presence 
would seem to suggest a link to the Elemental Chaos 
somewhere in or beneath the Crimson \Vater. 

£STON 
Ruined C ity 

Esion. a sllccessfulmining scttlement. once held the 
heart of llouse C lI1I1ith . Nearby hills fell hno Ihe city's 
mines and numerous underground passages 011 the 
Day ofMolirning. and the wracked ea rlh shook Estoll 
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to the core. The ground swallowed whole areas of the 
c ity. leavi ng collapsed and ruined bUildings all about. 

Lost t reastL res oft he Ca nnith holds still await the 
bold within Eston. IlollSC warehouses hold precious 
mew Is. including adamantine. from its mines. These 
stores make the city a prime site for looters. as well 
as for warforged serving the Lord of Blades. The 
warforged are (' ''en said to hm'e reopened some of 
the mincs. They and the monsters of the MOllrnland 
makc Sllre few treasure hunters return from Eston. 

THE FIELD OF RUINS 
Preserved Bat t lefIe ld 

Allied arm ies frolll Brcl.md and Thrane- supported 
by mercenaries from Zilllrgo. VlIlenar. and Darguun­
converged in this broad area to do battle with the 
Cymn army. Along the Sacrull Hoad, they clashed in 
what might havc been a decisive ban Ie. As it turned 
ou\. this was the final major military evel1l in the L<lst 
vVar. Soldiers 0 11 a ll sides- tens of thousands of them­
died here in the Mourning. This haunted place is now 
the largcst open grm'e in El)Crron. 

Not one item or corpse here shows any sign of 
dcc .. yor predation. The unwounded look liS if they 
arc sleeping. :lI1d weapons Ullnmrred by time and 
we .. ther shine in the Mournland's eerie half.light. \Var 
machines and military encampments stand idle, silent 
except when the wind moans and the wood creaks. 

A la rge cliff now divides what was once rolling 
pl<lins. It breaks the Saerun Road. which continues 
cast toward Making before disappearing on Ihe Glass 
Plateau. Since the nghting was fie rcest bem'een units 
vying for control of the road, the bodies and haz:lrds 
:Ire also thickest along it. 

TI-IE GLASS PLATEAlI 
Supernatura l High land 

Maki ng is surrounded by a nightmare tableland 
of nat. pa le glass. Jagged forma tions like blown glass, 
sometimes enormous in size. jut lip from the grollnd 
here and there. Obsidian makes up the central pla­
tCall, forming bludelike prOlrusions. liquid glass and 
magma oozc :lround the edges of the highland, and 
nrc n .. slles dcep under the glass. Lh'ing spells seem 
drawn to or arc birthed in Ih is desolate wasteland. 

M.aking: T he ru ins of Mak ing still peek above the 
obsidian nats of the Glass Plateau. Those who sus· 
pcctlhat the Mourningstarted here also believe that 

Making is where the mystery will be unraveled. Living 
spells and strange creatures gather in and around the 
c ily. Wild speculation asserts that a sec ret Cannith 
faC ility ex isted in the city's subterranean depths. 

THE GLOWING CHASM 
Supernatural R ift 

Cold violetlighl illuminates the air and sky for 
miles around this gash in northern Cyre. The glow 
emanates frolll deep wilhin Ihe chasm, its source 
indiscernible from the canyon's rim. Horrid mon­
sters, some mutated beyond recognition. congregate 
about the chasm. Thc bruised luminance continues to 
warp them if the)' stay for long. 

METROl 
Rui ned Capital 

The c<l pit .. l ofCyrc, Metrol sprawls along the 
ban ks of t he Cy re Hiver. Parts of the city remain 
untouched while others arc scra mbled. buildings 
rearranged and whole city sections uskew from their 
prewa r locutions. The roy .. l palaces of Vermis hard. as 
well as the lightning rail slation and the city arena. 
arc intac t wlthinl\lelrol. The Cat hedral on the Ilili. 
dedicated to the Sovercign I-lost, also still stands. 

Gmy mist hangs in Melrol- a mist that survivors 
from the city say nrst appeared within the royal pal­
accs. The city is silent by day. Explorers who return 
from the place tell tales ofunquiel spirils and worsc 
emerging onto the streets at night. slaying any they 
lind. Despite i\ letrol's proximity to the border of the 
Mournl.md. only mcmbers oflkar's Salvage (see 
below) havc had an)' luck looting the place. They aren't 
!:lIking aboLlt the hows illld whys. The truth is lhat a 
sec ret order of magebrcd humanoids controls Mctrol. 

SHAELAS TIRALETI-I 
Rui ned Feyspire 

Thc grc<ltcst of the seven feyspires (see page 48). 
Shaelas Timle t h stood in splendor in southeaste rn 
Cyre inthc years when Thelanis drew ncar to Eber­
rOil and the curtain between worlds was paned. It 
shone above the lush gree n hills and the shining 
wate rs ofKrakcn Bay on the DilyofMourning. and its 
utter annihilation rocked the fou ndations of the other 
six e1adrin citics and scems to havc lodged them 
flrmly in the world. 

HEAL1NG 1N THE MOURN LAND 
Adventuring In the Moomland Is dangerous business, and 
wounds that would normally be no trouble take much longer 
to heal. With the lingering negative effects. it 's as if almost 
every wound In the Moomland becomes infected. 

While a character 15 bloodied inside the Mournland . 
his or her healing surge value is halved. For this reason, 
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those who venture into the Moumland would be wise 
not to let themselves become bloodied. treatlng wounds 
before they have a chance to fester. Taking significant 
wounds puts a much greater burden on an adventurer, 
reducing the efficiency of subsequent healing while 
within the Mournlalld . 



Many would Im'e to explore the remains of the 
Cou n of the SiI\'er Tree. us it was known. eit her to 
pi llage it s treas ures or to ex plore its planur tics to the 
Feyw ild ofThelanis. Ilowe\'er. no explorers have yet 
found their way to the spires a nd ret urned to boast of 
their triumph. Either the gleami ng c ilY was lost to the 
devastal ion of the Mourning. or it is haunted by perils 
w deadly thai any who nnd it arc slain. 

Warforged that die a re believed to join the Becoming ,.., 
God, w:liting for reincarnation in a new body or 10 2 

< 

TRON ISH 
Ru ined City 

Foulspawn . kuo·lOas, a nd other aberrant creatures 
occupy this abandoned city, which was once a major 
<;t0l' all the lightning rail. The Cityscape has been 
warped beyond recognition. Its inhabitants raid the 
Tulenw Plains from their twisted homes in Tronish. 
or froill holds nca r Lake Cy re or the Crimson \Vater. 

The ha lnings of Cather hold whisper that some 
name less horror directs the activity in Tronish from 
Ihe depths of one of those bodies of water. They 
note the weird lights that nash and glow in western 
Lake Cyre. Some say the presence of aberrant crea· 
lures proves that the destruction ofCyre ca me from 
I-.:hyber and pe rhaps an imprisoned daelkyr, but the 
eddcncc is circumstantial at best. 

PLOTS AND 
ADVENTURE SITES 

T he Becoming God: On the Day of Mourning a 
cadre of war forged deserted its post at Fort Zombie 
in Karrnath and entered the MOllrnland. These war· 
[orged took the Ilame Godforged. claiming they each 
had a soul beslOwed by a discorporate const ruct god. 
Believing that a soll l inhabits a body capable of con· 
~ ciOtlSIlCSS only when the body is ready, the God forged 
hll \'e IlIken it upollthelllselves to bui ld a body for their 
~od so it ca n w:llk among them. 

The wa rlorged belicvers :llso hold th:lt 11 sou l 
becomes more powerful as the body increases in 
IlOwer :lnd size. The refore. God forged augment their 
hodies with atl<lched and embedded components. 

join the god in its physica l form. 
[n addit ion to quest s for self-perfec tion and to 

build the Becoming God's body, the God forged seek 
a \\,:ly to build new warforged. This goal could bring 
them into connict with the Lord of Blades, who con· 
trolS:l crea tion forge. 

SOllie believe that the Godforged hea r the call of 
a nend from Khyber or the being at the root of the 
Nlourning. Iflhis bcliefi s true. the Becoming God 
could be a threalto Khorva ire and all of Eberron, 

Cyran Avengers: i\ number ofCyrans hold tan­
gible forces responsible fOri he Mourning, the most 
COlll lllon scapegoat being one or morc of the nations 
thm opposed and ravaged Cyre during the I.ast 
\Var. t\ few of these patriots, such as the members 
of Prince Oargev's Covenant of the Gray Mist, chan· 
nclthcir wrath inlo investigating the Mournland's 
birth, The CO\'enallI is Withholding fina l judgment. 
and revenge, until that mystery is unraveled. In the 
meantime, these patriots work to cleanse the land of 
its twisted inhabitants. 

Others walk darke r roads. Somc Cyra n vigi la ntes 
punish anyonc who once itctcd against Cyre or cur­
rently ilcts againsl dis placed Cyra ns. They aVid ly seek 
justice for past wrongs. real o r imagined, but e \'c l1 so 
usually re(luire some proof of gui lt. Other d isplaced 
warriors- stich as Danllel'<; \Vrath in Storm reach on 
Xen'drik- organ ize not only to protcct Cyrans, but 
ulso to seize a new Cyra n homeland. They plan to do 
so by force if necessa ry. 

Still other Cyrans a re oUlright outlaws and ki llers 
who need no proof or approval to mete OUI "jus tice.~ 

The Mourning Dawn , a loose ne twork of Cyra n 
terrorists, operales across Khorvaire, dedicated to 
making everyone on a long roll ofCyre's enemies pay. 
The Dawl1 places HOllse Ca nnith at or neilr the lop of 
its list. 

White hear t h : Thi rty miles inside the Mourn land. 
100 miles south of the Saerun Road. is a mineshaft into 
a low hill. The only sign on lhe entrance is a Cannil h 

MOURNLAND AFFLlCT10N 
The Moumland eats at the will, sapping vigor and drive; the vileness that fllls the land acts as an Infection. When 
wounded In certain areas or by certain creatures of the Moumland, a victim can become Infected with a sickness known 
as Moumland affliction. The affliction differs from a normal disease in one significant way: It has no flna l state. A victim 
ontinues to make Endurance checks against the disease until he or she is cured. Creatures that spend a long time in 

'he Mournland can become Immune to the disease. 

Mournland Affilction level 11 DI~c.l~e 

\fIlleled by Ihe 1\IOUrIIlarul, n \'ictirrr of Ihis disease aelS Attack: +1 4 \IS, Wil l 
'IS orrc wltholll hope, SIr/loll', wide'r!)'l'd, Qnd ,lrstmirin8. Endurance improve DC 22, stable DC 17. worsen DC 16 or lower 

The target 
.s cured. 

D Initial Effect: The target's 
healing surge value Is 
reduced to half of Its full 
normal value. 

ltD The target 's healing surge value is reduced to 
half of iu full normal value. The tilrget loses two 
healing surges. He or she can't regain these lost 
healing surges until he or she is cured. 

CI The target Gln' t spend 
healing surges. 
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seal. marking the secret facility below as that houses 
property. Alt hough \Vhitehearth was well known 
during and before the war as an ancestral Cannit h 
forgehold and weapon research laboratory. few know 
what wonders and horrors th is plac(' holds. 

l'vlerrix d'Cannith ofSharn has information 
indicating that Wh iteheart h's artifkers enjoyed a 
breakthrough just before the Mour ning. He has dis· 
patched teams to locate \V hitehearth and reeO\'('r its 
cor1lents. So far. none have returned. 

Inside Cyre. Whitehearlh might be one of the 
oldest and mosl well known ofCanllith forge holds. 
but it is not unique. Several morc Cannith facilities 
still ex ist in and under the Mournland. Their pur· 
poses might be different frOIll \Vhitehearth·s. but 
their trc:lsures still awa it liberation. 

PERILS OF THE MOURNING 
The truth of what happened on the Day of Mourn­
ing is a mystery that might never be solved . Its legacy 
Ii\'es on in a \'a riety of creatures created by the hor­
ribly destructive magic of that day- as well as the wall 
of mist that marks the borders of the Mourn land. 

THE DEAD-GRAY MIST 
Navigat ing through the dead.gray mislthat forms 
the border orthe Mourn land to reach the desolate 
interior is:l ski ll challenge (sec page 90). but when 
combat erupts. treat the miSI as a hazard. 

Dead-Gray Mist Level 11 Obstade 
HazMd XP 600 

Cold /0 the /Ou(h Ilnd smellinf) oj ,fcarh. [he dead-f)'"'!)" misr oj the 
Moumlalld COII/S ('I"t'ryrhitI8 wirh disrillt'd dt'spair. 

Hazard: Dead.gray mist forms a barrier that defines the borders 
of the Mournland. and appear.; in drifting douds of various siles 
within the Mournland interior. 

Misty tendrils coil around the limbs of characters within the 
dead-gray mist. slowing [heir movement. Squares of dead-gray 
mist are heavily obscured. difficult terrain. 

Perception 
• DC 10: The character notices that the mis t does not move in 

response [0 movements of air. but writhes of its own accord. 
Additional Skill: InSight 
• DC 17: The character has a defini te sense of a presence within 

the mist-It walts Impatiently, as if for a meal. 
Trigger 

The mist attacks when a creature begins Its lurn in a square 
obscured by the hazard. 

Attack 
Opportunity Action Melee 
Target: Each creature within the miSI 
Attack: +14 vs. FortilUde 
Hit: The target is slowed (save ends). First Foiled Savina Throw; The 

ta rget is dilled and slowed (5ave ends hoth). Second Foiled SovinB 
Throw; The target is dazed and slowed (save ends both) and is 
exposed to Mournland affliction (see page 93). 

Countermeasures 
• A strong wind created through the use of a power dears dead· 

gray mist from its area while the wind lasts. 
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MOllRNER 
Mourners are undead spi rits of soldiers who were 
killed by the Mourning. They haunt ruins and battle­
fields throughout the Mournland. 

Mourner level 11 Controller 
Medium natural humanoid lundead) XP 600 

Initiative +10 Senses Perception +6; dark vision 
Aura of Doom (Psychic) aura 2; any enemy within the aura at the 

start of its lurn takes a -2 penally to Will defellse until the start 
of i1$ next turn. 

HP 80; Bloodied 40 
AC 24: Fortitude 23. Reflex 24. Will 23 
Resist 10 necrotic. insubstantial 
Speed fly 8 (hover: altitude limit 6) 
CD Claw (stalldard: at-will) . Psychic 

+16 vs. AC; 2d6 + 5 psychic damage. and the target is slowed 
unlll the end of the mourner's nexlturn. 

® Tendril of Mist (stalldard; at-will) • Psy(hic 
Ranged S; +15 vs. Reflex; 2d6 + 7 psychic damage. and the 
mourner slides the target 2 squares. 

(. Wail of Anguish (s tandard; recharge :.: ill • Fear, Psychic 
Close burst 3: +1S vs_ Will: 3d8 + 7 psychic damage. and the 
target is immobilized (save ends). 

Allgnmellt UnalIgned languages Common 
Str 14 (+7) Dex 21 (+10) Wis 11 (+6) 
COil 18 (+9) Int 10 (+S) Cha 18 (+9) 

MOURNER TACTICS 
Mourners cncolllllered inll group typical ly focus 
their attacks Oil a single target at a time. They wait to 
use waH oj allyuish until their ([um 011100111 has aITected 
nearby enemies. 

MOllRNER LORE 
Heligion or Hi story DC 20: This human -sized 

cloud with a doleful visage and clawed hands. appar­
ently made orthe same substance as the dead ·gra)' 
mist lhat defines ,he J\lournland. is called a mourner. 
It continually utters a low_ mournful groan. which 
periodica lly builds to 11 keening wail. Mourners arc 
the disconsolate spirits of soldiers killed in eyre on 
the Day of Mou rning. 

Heligioll or H istory DC 25: Mourners are the 
remnants of a Single com pan} ofThrane soldiers who 
died when their captain led them into a Karrnathi 
ambush three days before the ~lolLrni ng. 13u ried in a 
Illass grave. the spi rits of t he betrayed soldiers rose as 
one on the Day of~lourning. 

ASH REMNANT 
Ash remnants arc undead 1ll0nSIers that haunlthe 
borders ofthe MOllfnland. They are the last vestiges 
ofl hose who failed to escape the mist. 

ASH REMNANT TACTICS 
An ash relTlnantlies in wait jllSt bene:lth the surface 
of the ground. burroWing up to illlack creatu res 
th ai pass above it. It fights with lillie intelligence. 



Ash Remn,ml levl'114 Soldier 
M.·dnnn 11.llur.,1 h,"n .... ull! (Ul1lJ,·, .. 1I XI' 1.000 

Initiative +1 4 Senses Percept ion +11 ; blindsight 6 
HP 138: Bloodied 69 
AC ]0; Fortitude 17, Reflex 26, Will 25 
Resist 10 necrolic 
Speed 6, burrow 6 
CD Claw (standard; al ,wlll ) 

+21 vs. AC; 2d8 + 6 damage, and Ihe largel ls m.-. rked untillhe 
end of the ash remnant's neXI lurn . 

.. Ga>:e of Despair (standard: recharge,!:;.J.!J + Fear, Gau 
The ash remnant makes a melee basic attack againsl one larget. 
If this attack hill. the remnant deals dan,age normally. grabs 
the targel. and makes a secondary ... nack against It. Secornlory 
Auo,. : +17 vs. Will: the la.gel Is dazed until the grab ends. 

Haunting Shih (Immediate reaction, when an adjacent targe t 
ma.ked by Ihe ash remnant shift s; at will) 
The ash remnilnt shifts I square. 

Alignment Unaligned Languages Common 
5tr 23 (+13) Del< 20 (+12) WlsI8{+11) 
Con 18 (+11) Int 6 (+5) Cha 12 (+8) 

attacking the nearest creat ure or the one that most 
rece nt ly da maged it. 

\-Vhen using its 8C1 Z(' of despair power. an ash rem· 
nant clings to its target and sta res into the \'ictim's 
eyes. Survh'ors have described the experiencc as 
secing a distillation or all thc pai n and miscry that 
fills the Mournla nd. 

A SH REMNANT L OR E 
Religion DC 20 : Formcd orthc ba rren ash that 

covers much of the grou nd of thc MOllrnla nd.t his 
\-aguely hu m.m forlll. wilh gau lII arms and a gaping 
mout h. is an ash remll:mt. Its eyes burn wil h sickly 
green fire, and its d.lws crupi in simila r nox ious 
na me whc n it hi ts. 

Religion DC 25: Ash rClT1nant .. arc Ihoughllo be 
the final victims of the MOI lrning, the last remai ns of 
those who perishcd at the boundaries of the Mourn· 
land whcn it was crcatcd. Thcy arc an imated by raw 
hatred and despair. consta nt ly rel iving the tcrror of Ihc 
\ \ollrn ing in thc shattercd remnants of their minds. 

LI VING SPELL 
Of all the horrors that plague the la nd in the a ft cr· 
math of the Last \Var and the uller destruction of 
eyre. living spells arc among the most dcvastating. 

liVING CLOllDKllL TACTICS 
I his thick grcen rog oo/es along the grou nd. churn· 
ing with violent motion, reaching IlIIllgrily towa rd 
.. lilY crcat ure it can detect. The lh'ing doud kill uses 
.:loud drift to 1T100'e into tactical position. and thcn uses 
,'u8u/f against as man)' creatll rcs as possiblc, slam· 
ming those who escape its grasp. 

LIVING SPELL LORE 
Arcana or Dungconecring DC 20: For reasons 

unk nown, in thc magic:t l m:tyhem of the war,magica l 

living C\oudklll levd 19 EIII(' Brule 
l~'l:1' "t,,'n" ,,1 tw,,,llhlh,d. ~">I") XI' 4.S00 

Initiat ive +14 Senses Perception +14; bllnd51ght 10 
HP 3 14: Bloodied 162 
AC 31; Fortitude 33, ReHe l< 31. WIII ] 1 
Immune g~xe; Restsl 15 polwn.lnsubstanl lal 
Saving Throws +2 
Speed 8; see atso 1'"8111! 
Action Points 1 
ill Stam ($tandard: at·wlll ) + Polson 

+20 ¥s. FOrlltude: ]d8 + 7 poison damage. 
-I- Engulf (sundard: al·wlll ) • Polson 

Ta.geu one or two Medillm or smaller creatu res: +20 vs. Reflel< 
(automallcally hits an In'mobllixed creature); the largel Is 
grabbed. pulled Into the living d oudk ill's space, dazed until the 
grab ends, and takes ongoing 15 polson damage until the grab 
ends. When the grab ends. Ihe target shifts to a square of Its 
choosing adjacent to the living d oudk il i. The living doudklll can 
move normally while creatu res a.e engulfed within II. 

Cloud Drift (move; recharge [u) 
The living d oudklll shifts Its speed and can move through 
enemies' spaces dllrlng this movement. It must end this 
movement In an unoccupied space. 

Choking Move + Polson 
On Its tu.n,lf a li vI ng doudklll moves Ihrough a creature's 
space. that crealure lakes 15 polson damage. 

Alignment Un3tlgned l anguages -
Str 22 (+15) De l< 20 (+14) Wls 20 (+14) 
Con 24 (+ 16) Int 5 (+6) e ha 11 (+9) 

effe<:ts occasiona lly took on scntience and refused to 
d iSSipate. Thesc Ih'ing spells slill haullIt he Mourn· 
la nd and othcr, sma ller areas ofl and blastcd by the 
Last War. apparently subSisting on ambicnt magical 
energy. They seem drivcnlo ki ll out ofinstinct. not 
due to any need to feed. 

A living cloud ki ll Is an exam plc of a li ving spell. 

lKAR'S SALVAGE 
[kar's Sa lvage is an orga nized band oflootcrs working 
quictly out of Karrnat h a long the ey re Hiver. 

I KAR'S SALVAGE L ORE 
History DC 15: [kar the Black isan imposi ng 

half·orc who was a decorated Karrnnthl officer in the 
Last Wa r. He leads a tea m of profeSSiona ls and hardy 
laborcrs. mostly wa rforged and Ka rrnath i undead . 
sea rchi ng for lost treasures in the J\·lournland. He 
and his dozcn or so employees lise high.quality tools 
and vehicles. such as elemental.powered barges and 
land carts. 

Ikar prefcrs to work in prev iously settled areas. 
and makes rcgu lar forays into the outskirts of Metro!' 
The group's base of operations is a tempora ry camp 
that Ikar movcs lip and down the the Cyre Hh'cr as 
needcd. The sa lvagcrs avoid going too far in land or 
too f:tr sOlu h. 

[kar has contracts in the Karrnat hi government 
.md wit h Princc O:trgevof Ncw eyre. lie has well­
placed fr icnds, and some consider him :t hero for his 
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actions in the war. Ifhe were to be killed, more than 
a few people would look into his passing. 

H is to ry DC 20: Ikar was severely wounded 
duri ng the Karrnathi defense against a Cyra n push 
for Atm ncar the end of the Last \-Var. Those wounds 
saved Ikar 's life- if not for them. he would have 
perished on the Day of Mourning with those who 
participated in the Karrnathi counterallack on north · 
ern Cyre. 

Streetwise DC 15: Ikar Ihe Hlack might look 
and work li ke 11 professional. but he and his cohorts 
arc ruthless. Although he has ne\'e r been accused of 
murder or other crimes. Ikar has slain Mcla im jump· 
ersM and those who interfere with his operations. The 
Mournland has no law to protect those who get in the 
ha lf·orc·s way. 

Streetw ise DC 20: [kar's forays inlO Melrol arc 
far more successful lhan those orothers. It has been 
sa id that he knows some secret related to the city. 

Street wise DC 25: Ikar might have contracts 
wit h Karrnath and New Cyre. but he shllmes the 
choicest rel ics to h is masters in the Order of the 
Emerald Claw. 

ORGAN IZAT ION 
Tendrils ofintr lguc weave in and Ollt of th is appar­
ently simple salvage operation. 

Leader: (kar the Black is the proprietor oflkar's 
Salvage. 

Headquarte rs: Ikar's Salvage holds property 
in Karrlakton in Karrnath and Gatherhold in the 
Ta lenta Plains, bllt the group operates mostly in the 
Metrol a rea oflhe Mournland. 

Hie rarc.hy: lkar is Ihe icon at the head of the sal· 
vage operation, but he is not entirely in control. Thc 
halforc has formcd ties to the Order of the Emerald 
Claw based on his overriding patriot ism and his view 
that Kalus [II should 1101 have made peilcc with the 
remaining nations. He is a lso devoted to the magcbrcd 
Empress Donata (sec below) and is working carefully 
to bring her more power~pcrhaps.through the Order 
of the Emerald Claw. even the throne ofKarrnath. 

Members: Ikar personally hires his workers. and 
he hires only the best. The sa lvagers are thc flnest sol­
d ie rs. artiflcers, scouts. and laborers [kar can find for 
l his dangerous work. A shared dcsire for excellence 
might bring lkarand the PCs together for a time, as 
potential p:lrtners. 

lKAR THE BLACK TACTICS 
[kar cha rges into combat. augmenting t hc attack wit h 
f uriolls assault a nd joint WllIl/re. lie strides about the 
fleld. laying foes low usingjunker's smash. Later in thc 
bailie, he cha rgcs fearlessly. uSingfair tmde if some­
one takes advantage of his doing so. 
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Ikilif the Black level 9 Elite Soldier (leader) 
MedIUm nalur,11 hum,mOld, half orc XP 800 

Init ia tive +8 Senses Per(eptlon +5; low·llght vision 
HP 190; Bloodied 95; see also halforc resi lience 
AC 26; Forti tude 24. Reflex 21. Will 13 
Saving Throws +2 
Speed 5 (7 when charging); see also joint venture 
Action PoInts 1 
<!) Broadsword (s tandard; at·will) + Weapon 

+17 vs. A(: ldl0 + 6 damage, and the target Is marked until the 
end oflkar"s nextwrn. 

.. Junker's Smash (mInor "round; requires a shIeld; at·wlll) 
+15 vs. Reflex: l d8 + 4 damage. and the target is knocked prone. 

.. FOIl, Trade (free, when Ikar Is hli by an opportunity attack or 
an Immediate act ion rue lee attack; requIres a broadsword: 
encounter) 
+17 lIS. AC; 3dl0 + 4 damage. 

Furious Assault (free, when Ikar hits an enemy: encounter) 
The trlggl! rlng attack deals ldl0 extra dam~ge Iflt is a 
broadsword attack or ld8 extra dam~81! If II Is a junker's smash 
attack. 

Half-Ore Ru illl!nce (when first bloodied; encounler) 
Ibr galn$ 5 temporary hit points. 

Joint Vl! nture (usable afler lkar charge.'!: al·will ) 
An ally wllh 10 §<Iuares makes a charge attack as a free aclion. 
That atly'§ movement during the charge dOl!s not provoke 
opportunity attacks. 

Alignment Evil languages (ommoll , GianI 
Skills Athletics +13, Diplomacy +12 , Endurance +11. History +1 0 
5tr 19 (+8) Dex 14 (+6) Wis 13 (+5) 
Con 15 (+6) Int12 {+5) Cha17(+7) 
Equipment snll! armor. light .'lhield, broadsword 

ENCOllNTER GROllPS 
Ikar is norma lly found alllong se:lsoncd specialists. 
Any humanoid of a lower le\'elmighl be found in 
his employ. lie also uses Karrnathi or Emerald Claw 
undead as guards :lnd laborers. Ikar's employees :Ire 
as cold ·he:trtcd as their boss. :tnd they readily attack 
olher Ireasu re seekers in the Mournland. 

Lcvcl9 En counler (XP 2,302) 
+ [kar the Black (lc\'el9 elite soldier) 
+ I minO\aur warrior (level 10 sold ier. I\IM 190) 
+ 1 eladrln tWi light inca ntC'r (le\·£.'1 8 controller. 

1\lt\I 102) 
+ 4 hobgoblin wa rriors (le\'el8 minions. l\f l\1 138) 
+ I tielling darkbl:tde (level 7 lurker. I\l M 25 0) 

MOURNLAND MAGEBRED 
In the Cyran city of Metro!' within lhe halls orthe 
royal palaces of Verm is ha rd . a dark secret of I-louse 
Vadalis thrivcs.lnspired a nd "exed by Cannith's suc­
cess with thc warforged.the Cy r:tn facl ion ofVad:llis, 
led by the visionury Vena rl d 'Vuda lis, bcgan experi· 
menting 011 hUIll1l11S and other sentient creatures to 
create supe rior versions of Ihem, Ye:trs ago. north 
of Metro!. in a secret laboratory ca lled Clifftop. the 
Vadalis resea rchers succeeded :tud began train ing 
their c reations. Then came the Mourning. 



That ill-fa ted day created chaos nnd killed many 
\'adalis scions. Ilut Clifftop was right on the border of 
( ~Te. Numerous house heirs survi\·ed. as did most of 
their cre<ltions. The magebred. led by the ch<lri smatic 
Donata. quickly took cont rol of Clifftop and subdued 
their V<ldaUs keepers. They then madc their w<ly to 
the surface. vVhatlhey found- a world un like the 
'lIle Ihey had been t<lught <lbout and had seell only 
~rieny-aslOnished them. 

])onala acted quickly to secure her status through 
..:u ile and the elimination of her rivals. She orga­
ni/ed her followers, and aOer leaving a token force in 
I lifTtop. the magebred made their way out into the 
\\ournland. Soon after, Donata and her party found 
\ktrol and established themselves in the aba ndoned 
... ,)I ernment buildings, 

For the last several years. Donata and her followers 
hlle been secretly working along wit h the enS\;II'cd 

,Lda lis heirs. They hal'e connected Metrolco Clifftop 
hrough tunnels and taken control ofimportant parts 
·1 the city. The rnagebred. using inborn powers. ere· 
lI~d ,Ind nurtured the rUlllors of Metro I as a haunted 
uin. Donata has become empress of a tiny domain 

,he aims to ex pand. All she needs is opportunity . . . 
Ind a bigger army. 

'v\OURNLAND MAGEBRED LORE 
History DC 15: Recemly. restless spirits able to 

leport.to walk the sh<ldows, and to bend OIhers' 
ills have raided small settlement s and enC<ll11p­

It'IlIS just outside I he t..tournland ncar Met rol. They 
J "-e prisoners and lea\'e few survivors behind. 

History DC 25: A few witnesses say the attackers 
~re not spirits at all. bill humanoids with amazing 
'Ilers and great military sk ill . These ph:lI1tomlikc 
,ldicr .. come from the Mournland and return to it . 

Streetwise DC 25: During the war. r lLlllOrs 
~lke of a I louse Vadalis secret stronghold in Cyre . 
. ~t north ofMetrol along the Cyre River. Clifftop. as 
··\as called. was a rescarch labormory supposed ly 
r magebred war beasts. Insider rumors. however. 
\Iicatc that Vadalis was trying to create the perfect 
Id ier there. using humanoid subjects. It seems that 

.. il1cd humanoid sold iers exhibit i ng amazing powers 
rl' operating in the environs ofMetroL Perhaps 

're's SOllle truth to those warti me rumors. 

O RGANIZATION 
dy recently hal'e the Mournland magebred begun 
li ng their mu scles. 
Leader: Empress Donata is an autocrat who par-

.' out responsibililY and rewards in a feudal system. 
t believes fully in t he in herem superiority of mage· 

-t'J humanoids. 
Headqua rters: The Mournland magebred have 

-"l'n up residence in the royal palaces ofVcrm isl1<lrd 
I olerlook the city. 

Hiemrchy: Empress Donata is the absol ute ruler 
of the Mournland magebred. Superior 11lImanoids 
occupy <III positions of power wit hin her empire. The 
rem<li ning "subjects" a re condit ioned. 

Members: Donata's forces sometimes raid into 
Karrnath or the Talenta Plains for slal·es. and lake 
J'vlotlrnl:Lnd looters prisoner. They condition those 
they can and dispose of those they can'\. 

Byconlhining subtle tortures with charm power .. 
(such as Donala's domilwlina murmur), the magebred 
condition enemies. transforming them into willing fol · 
lowers. This ritualistic process invokes the conditioner 
"rescuing" the victim from abuse and depriv:tlion. 
and evoking an extremely strong positive cmotional 
response. Few C:III withstand conditioning for more 
than a few weeks: they dtller cOllvcrt or go mad . 

MOliRNLAND MAGEBRHDING 
Empress DOllata and her Ilwgcbred maint<lill Cliff· 
top and other experime ntal facilities in Metro!' 
expanding on the work started by HOllse Vada lis. 
M<lgebrcd humanoids arc stronger.lOugher. rasler. 
smarter. and more attractil'e tha n their normal coun­
terparts. Vadal is's lIIagical techniques make them 
grow and learn faster. so they become functioning 
adults twice as quickly as normal. Most ofOonat:1 's 
cu rrent magebred sold iers come from her genera­
tion. but ~he is training (J lIew generation. She is also 



using tn<lgebreed ing l11et hods to alter SOI11C of her 
othcr rollowcrs and capth'cs. 

The Vada lis technique,> creille some mental 
instability. and a tendcllc), towa rd egolism a nd sc1r­
absorption. \Vithi n Donata·sorder. the magebred 
arc also taught thaI the), are superior and others arc 
lesser bei ngs. This trai ni ng exacerbates t he selfish· 
ness or ca llousness the magcbrcd natura lly possess. 

M<lgehrcd who venture deeper into the Mourn­
la nd return with samples ofbizarrc creatures-or 
become mutated themselves. Donata sees such c"c nts 
as an opportunity to add ncw traits 10 thc mage­
breedi ng pool. Mutated magebred mighl have mi nor 
monstrous traits. such as slow regeneration or c laws. 
Thc)' might a lso have monstrollS habits. such as 
can nibalism. 

E MPRESS DONATA TACTICS 
Empress Donata is aboutlllanipulalion rather than 
damage dea ling. She lise'> domina/illt! murmur most 
often. resorting 10 her unorml'd throw only to rid 
herself of a melee all:lcker. Donala uses l'H.'rjl'ct com· 
m(Hu/ e\'ery round to force a dominated MallyH 10 

attack. applying Ihis abi lity to her act ual allies on ly 
ifshe must. After dominat ing an enemy early in the 
combat. Donata uses exlreml' devotioll as protect ion. 

E NCOllNTER GROllPS 
Donata's underlings arc magebrcd hu manoids fro m 
numerous races. Magebred tend to be elite. often with 
a template stich as batt le champion, demagogue. dc\'­
astator. fcyOOrn, or shaclowborn stalker. The elllpress'~ 
forces a lso contain a ll sorls of people and creatures 
the magebred ha"e captured or coerced. Some arc 
magebred beasts or horrors from the Mournlancl. 

Through Ikar's Salvage. Donata also has contacts 
in the Order of the Emerald Claw. W hat such an <llli· 
ance might breed only time will tell. The order might 
a lremly be in Metro!' as might some ofi ts undead . 

Empn!!iS Donata Level 14 Elite (ontroller (Leader) 
M,·dlum nolturdl hun",,,old. mol!:,·t" .. d XP 1.000 

Inlt iatille +11 Senses Perception +7: low.light vision 
Close Attachment aura 3; each aU)' that naru i15 turn within the 

aura u n shift 1 square as ~ mlllOr action instead of as alllOlle 
action. 

HP 280; Bloodied 140 
AC 30; Fort itude 26. Refl ex 28, Will 29; +4 agains t charm and 

fear effects 
Sail ing Throws +1 (+5 against charm and fear effec ts) 
Speed 7 
Action Points 1 
(!) Unarmed Throw (standard: al·will) 

+18 lIS. Reflex; 2d6 + 6 damage, Empress Donilta slides the 
targe t 3 squares, and the target Is knoc:ked prone. 

(. Domln~ting Murmur (s tandard; at·wl ll) + Charm 
Close burst 10; targets one enem)' In the burst; +19 lIS. Will; the 
targe t Is dominated un til the end of Empress Donata's nex t turn. 
A creature dominated In this wa), Is considered an all)' wi th 
regard to Empress Donata's other powers. 

(0 Perfect Command (minor; 3t·wlll) 
Close burst 10; an all)' In the burn m3kes a basic allack as a 
free action. Empress Donata cannot use this power on the same 
crea lUre more than once In a round. 

Extre me Devotion (Immediate Imerrupt, when Empress Donata Is 
attacked; encounter) 
An all)' within 3 squares of Empress Donata shifts 3 squares. 
ending the mOlle adjacenl to her. Empress Donata gains a +4 
bonus to all defenses against the triggering attack. If the attack 
misses Empress Donata. It Instead hi lS the all)' who shifted 
adJilcentto her. 

Alignment Ellil Languages Common. Draconic, Ei llen. Goblin 
Skills Arcana +17. Bluff +18. DlplomiloC)' +18. Insight +12. Nature +12 
Str1 6(+10) Oex 18 (+11) Wls l0(+7) 
Con 20 (+12) Int 20(+11) Chil 22 (+13) 
Equipment robes 

Level 15 En counter (X P 6,600) 
+ Empress Donata (Ie"el 14 elite controller) 
+ 2 grim lock berserkers \\ ith the s:l":lge berserker 

tem plate (le\'e l 13 elite brute ,,'''\1 148 and 
DMG 180) 

+ 2 redspawn fi rebelcill' rs (level 12 artillery. MAl 88) 

CYRAN REGALlA 
Prince Oargev irWynam of New eyre desires the royal 
garb and jewels of the monarch of Cyre more than any 
other item lost In the Moumland. What he doesn't know 
Is that the regalia have been Empress Donata's prized 
possessions ever since she took over the palaces of Ver· 
mlshard. When using Donata In an adventure. assIgn her 
treasure to account for the regalia. She can then use the 
regalia against the PCs. 

The complete Cyran regalia Include magic robes and 
a magle crown to protect the Cyran monarch, as well as 
other clothing and heirloom Jewelry. The dothing making 
up Ihe regalia is Infused with minor magiC that keeps It 
whole and unsoiled. The jewelry is Similarly imbued. A 
Make Whole ritual can be performed to repair serious 
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damage to nonmaglcal components, costing the caster 
only 115 gpo Not counting the magical parts, the Cyran 
Regalia is worth at least 7,000 gpo Counting the magle 
Items, the regalia make up at least three treasure parcels 
for a party of 11 th to 13th level. 

The regalia 's inherent value Is Intended to create a 
moral conundrum for those who recover It. Returning It 
to Oargevls a major 13th· level quest. rich with rewards 
In treasure and reputation. Keeping the regalia from 
Oargev Inevitably makes the PCS enemies of New Cyre. 
If you want to ease the moral pressure on the PCS, you 
can make the regalia less interesting by giving Its magical 
components a level alar below that of the pany. 



THE LORD OF BLADES 
Philosopher. visionary. warlord. messia h ... abomi na­
tion , racist. psychopath . tyra nt- each of these words 
hilS been used 10 dcscrilJc the enigmatic Lord of 
Blades. This warforgcd leader has established a cult 
ofpcrsollality withinlhc Mournland. ]-lis commands 
arc carried OUI by loya l warforgcd and constructs 
known as t he Blades. 

LORD OF BlADES LORE 
His tory DC 15: Nobody knows where lhe Lord 

of llladcs came from. but several theories ex ist. Per­
haps he was once nompart. a Cyran commander 
who led warforgcd un its In the Last War. Some 
believe he is Bulwark. the serva nt of King BOnlnel 
of13 reland who advoca ted wurforgcd freedom to the 
ki ng and d isa ppc,lrcd after t he Treaty of Th rone­
hold was signed . The hero Bastion , anot her Bre li sh 
wu rrorged who probably d ied on the Field or Huins. 
is sometimes considered <I possi bility. II could also 
be that the Lord or Blades was the last w<lrrorged to 
emerge rrom the Cann ilh creation rorges berore they 
\\ere d ismaruled. 

History DC 20: The Lord or Hlades r llns his 
,ociety like a miliwry d ic ta lor~h ip with religious 
undertoncs. Calling thelll!>clvcs the Blades. most of 
his rollowers name themsclves after bladed weapons. 
weapon parts. or the results or using such weapons. 

Religion DC 20: The Rlndcs valuc no spiritual 
trut hs. and they reverc 110 dlstanl god. To them. Ihe 
Lord or lJIacles is divine. They empower him with 
thei r de'·Olion. and hc gives them purpose and direc· 
l ion. I lis sermons and stlltements a rc divine truths. 
\\ hich they memorize and repeat as prayertike say· 
ings or battle oaths. 

Most lJIade!> arc murderous ra natics. They embrace 
thei r constrllc t nature over the "weaknesses ortheir 
living sidc. Blades eschew emot ion and emp<lt h),. 
. md val ue no nonconstruct creature. The)' kill non­
\\arrorged without remorse. Willingly they die to 
.1 tlail1 t heir ends. and t he)' su ITer 110lle to leave their 
ranks except th rough death. 

These wa rrorged believe they arc desti ned 10 lord 
,l'er EberrOIl. ror they a lone arc nlto do so. To accom­
plish this. they intend to carve a nation rrom eyre's 
~ orpse. Then they'll conquer the common races or 
" horvai re. destroying any who oppose them a nd 
ruling o\"er those who surrender. 

Street",ise DC 30: Withi n his hiddell encl:l\·c. 
the Lord orUlades comrols a damaged Can nith 
,reation forge. Alt hough he is an artincer or some 
-kill. the l.ord or Blades hasn'\ mllstered the rorge or 
JLcomplished a com plete set ofrepairs. St ill. he uses il 
-10 \\ Iy and carefu lly 10 create new warrorged. Despite 
his care. some wllrrorged emerge rrorn this rorge mis­
_11<Ipell in body. mind, or both . 

ORGANIZATION 
The Blades believe themselves super ior \0 any ncsh­
bound creatllrcs. Embrllcing their soldierly and 
construct aspects. they livc :IS they were c reated-as 
instruments or conquest li nd violence. 

Leader: The Lord orBlades is 1l00h ruler and deity 
to the Blades. 

I-Ieadquarters: TIle Blades in h:lbit the Mourn ­
land. Their bases of" operat ions arc un known; theories 
include ESlOn. 1\Jla king. and Whitehearth . 

1-1 ierarchy: The Lord or Blades is the absolute 
ruler in lhls lI1ililaryorder. l lis word is holy law_ 
The mosl devOled rollowers act as his ca ptain s. each 
leading a company or Blades_ Below captains a re 
lieutenants. sergea nts. corpora ls. a nd privates- a rigid 
chain or milil a ry com mand ramiliar and comron ing 
to most warrorged. 

Members: The Blades arc a ll wa rfo rged or con­
Siructs that havc ,'olu ntarily joined or ha"e been 
created by the Lord or Ulaclcs. Military training is 
a major daily r ile. and the Blades maintain small 
encampments ror such a purpose across Ihe Mourn­
land. A rew tra\"eI in service orthcir lorel.tasked with 
retrieving items and relics related to the ,,"arrorged. 
Others go abroad '0 proselytize to warrorged. p<lrticll­
larly those indentured in Karrnalh and Thra ne. 
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lord of Blades levelll Elite Soldier (Leader) 
Medium natural humanoid (living (on~IrU(() XP 6,400 

inillative +15 Senses Perception +1 0 
Quicken Constructs aura S: allied constructs and lilling construct 

within the aura gain +4 to initiative rolls, 
HP 388: Bloodied 194; see also lordly resolve 
AC 39: Forti tude 35. Reflex 30, Will 34 
lmn.une disease, poison 
Saving Throws +2 (+4 against ongoing damage) 
Speed 6 
Action Points 1 
<D Auamantlne Slxblade {standard: at-will} + Weapon 

+28 vs.AC: Id12 + 11 damage (crit 19-20). the Lord of Blades 
slides the target 2 squares. and the target is marked until the 
end of the lord of Blades' nex t turn. Damage from thiS atlack 
ignores 10 points of resist all. 

+ Blade Mark (immediate in terrupt. when an adjacent enem¥ 
marked b¥ the Lord of Blades moves or shifts: at·will) + Weapon 
The Lord of Blades makes a melee basic atlack against the 
triggering enem¥, An enemy hit by this attack stops moving. If 
this attack hits. the l ord of Blades makes a melee basic attack 
as a free action against a different target within reach. 

+ Off-Hand Slash (minor l /round; requires an adamantine 
slxbtade; at·will) + Weapon 
+28 liS. AC; 1d12 + l' damage (c rit 19-20), and the target Is 
marked until the end of the Lord of Blades' next turn. Damage 
from th is atlack Ignores 10 points of resist all . 

::r Shoulderbow (minor l/round: at·wlll) + Weapon 
Ranged 20:+28 vs. AC: Id8 + 7 damage. 

~ l o rd of COll5 tructs (mInor; encounter) + Healing 
Close burs t 10; allied construc t and living constructs gain 10 
temporary hit points. A bloodied conStruc t or living construct 
all¥ also regains 10 hit points. 

Bladed Body 
The Lord of Blades deals 1dS + 4 damage to an¥ creature that 
grabs him. A creature thai continues 10 grab him takes IdS + 4 
damage at the start ofits turn. 

Powerful Charger 
When charging. the Lord of Blades dea ls 2d6 extra damage and 
pushes the target 1 square. He then shifts in to the square the 
ta rget vacated. 

lordly Resoi lle (minor: encounter) + Healing 
The Lord of Blades gains 15 temporar¥ hit points and ends one 
effect that a save can end. If he uses thiS power while bloodied. 
he also regains 15 hit points. 

Alignment EIIIl lilnguilges Common. Dwarven, Giant 
Skills Arcana +17, Athletics +22, Intimidate +21 
Str 25 (+17) Dell 16(+13) Wis 11 (+10) 
Con I S (+14) IntI 4(+12) Cha 22 (+16) 
Equipment plate armor, adamantine sixblade. shoulderhow 

LORD OF BLADES TACTICS 
A ncr issu ing t hc hastcning commands or quicki'l1 
conslrucl,lhc Lord of Blades assaults his foes using 
his sixbladc. Jlowerful dtar8er, and offhmul slash. Aftcr 
that. he spends an actioll point 10 quickly bring one 
foe down. He continucs 10 attack in melee. resorting 
10 his shoulderbow only when he must. With lord of 
cotlstructs he prcachcs construct supcriority to kccp 
his allies in the fight latc in a battlc. 
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Hilt or Pommel level 18 Skirmisher 
Medium n~ l ural anlmille (,onstruel, homun(ulus) XP 2,000 

initiative +16 Senses Perception +17: darkllision 
HP 169; Bloodied 84 
AC 32; Fortitude 31, Reflell 30. Will 29 
Immune disease, poison; see also melOllic roar 
Speed 8 
CD BIte (standard: at-will) 

+23 YS. AC; 2d8 + 6 damilge, 
<~ Metall ic Roar (standard; encounter) + Thunde r 

Close blast 3; +21 vs. Fortitude: 3dS + S thunder damage, and 
the target Is dated until the end of the attacking homunculus's 
nexlturn. 

Bladed Body 
Hilt or Pommel deals ld6 + 3 damage to any creature that grabs 
it. A creature Ihat continues to grab the homunculus takes ld6 
+ 3 damage at the start of its turn, 

Combat Adllantage 
Hilt or Pommel has combat adllantage agains t any target that 
has one of their allies adJacenl to it. Whenever Hilt or Pommel 
hits a target it has combat adllantage against. it knocks the 
target prone, and can then shift 1 square as a free action, 

Guard AnythIng 
Hilt or Pommel can be assigned to guard illl ilrea. object, or 
crealure (see MM 156). II receilles a +2 bonus to attack rolls and 
damage rolls against enemies within its guarded area, attacking 
its guarded creature. or carr¥lng its guarded object. 

ShIfty Charger 
Hilt or Pommel can shift 1 square after charging. 

Alignment Unaligned Languages Common 
Skills Stealth +19 
Str 24 (+16) 
Con 17 (+12) 

Du20{+14) 
Int 10(+9) 

Wis 16 (+12) 
Cha 12 (+10) 

HILT OR POMMEL TACTICS 
Hilt and Pommel, two homunculi creatcd by thc 
Lord of Bladcs as smaller copies of the fCarsornc stcel 
predator (sce j\lotlster MUllu1I1 2. page 198), chargc 
in alongsidc I heir master, using shifty c1wr8er thcrc­
after (0 SCI up com bat advantage, They work to gain 
combat advantagc so thcy can knock an cncmy pronc 
and sh ift again. Si nce enemies that attack Ihe Lord of 
Bladcs often trigger thc hOlllunctdi's8u{ml QII)'lltin8 
ability. Ilill and Pommel prcfcr such targcts. 

ENCOllNTER GROllPS 
The Blades cu lt is primarily composcd of warforged, 
but it also includes other conSlructs. Thc warforged 
have been known to work with olhcr creaturcs, They 
also employ dcstructive humanoids too fooli sh to real· 
izc thc Blades' ult imate agenda. or 10 0 grcedy to care. 

Level 18 Encounter (XP 10 ,400) 
+ Lord of Blades (level 2 1 elitc soldier) 
+ Hilt and Pommcl (level 18 skirm isher) 

Level 19 Encounter (X P 12.400) 
+ I warlorgcd titan (lc\'c119 elile soldicr; J\IOtlSler 

.MalluaI 2. pagc 208) 
+ I li ving cloudkill (levcl19 elite brutc, pagc 95) 
+ I firc archon ash disciple (level 20 artillery, M M J 9) 
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TlUtANE .... i, 
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With cnemicson aU sides and evi l stalking the lands. 
Thranc is the light in the darkness. an island in a sea 
of corruption. lIs pure. unwavering n ame shines the 
way for a ll to attain salvation and freedom from the 
world's cruelty. Religion rules ThrallC', ils royal blood 
margil1illi zed by a dear need to prolccl lhe people 
and religious institutions from those who would 
quench the holy names and plunge the world into 
shadow. Thranc's people ding 10 virtue and order, 
and look to the Church ort he Si h'cr Flame to guide 
them through the Last \·Var's wreckage to a future in 
which a ll embrace the purity offailh. 

LORE OF THRANE 

ARCANA 
Arcana DC 15: In matters of a rca ne magic. 

Thranc lacks sophistication. having long placed 
greater emphasis on the divine. Thranes place no 
stigma on lIsing nondi vine magic. but the church 
(and the people by extension) believes that preoccu· 
pation with sorcery leads to corruption. Those who 
explore such mysteries must usc caution lcst they be 
led aSfray. 

HISTORY 
Common Knowledge: That Thrane su rvived 

the Last \Va r more or less intact is a testament to the 
power of the Church of the Si h-e r Flame. On~r twellty 
yea rs after the war started. piOUS King Thalin's 
death left Thrane at the center of a raging storm. 
wit h enemies to all sides. F<lced with internal strife, 
Prince D<lslin renounced his claim to the throne. 
The church was forced to stcp forward and guide the 
nation through the war. As a resu lt. the people fought 
for morc than just their homes and lands- they fought 
for faith. Their conviction gave thcm the st rength to 
soldier on no matter the odds. 

History DC 15: Divorcing the church's history 
frOm the nation's is impossible- their stories arc 100 

lightly bound. The province ofThrane, like ils s ister 
realms. ca me to be when Thrane ir'\Vynarn, King 
Galifar I's third son, assumed power as regell! and 
ruler. For three centuries, Thrane grew in power and 
influence, benefiting from its proximity to Throne· 
hold and its position as Galifar's crossroads of culture 
and commerce. 

At the close of the third century, an ancient lord of 
da rkness called Bel Shalor broke free from his bonds 
.lIld emerged from Khyber, spawning monstrous 
threats upon the land and spread ing misery and 
death. As the church 's history recollnts, the paladin 
!'ira Miron hea rd the call of the ancient light that 
had long imprisoned the demons and responded to 

the challenge. leading a band of heroes 10 the site ..... 
wherc Flamckeep now stands to battle the monstrous Z < t ide and face the burgeoning evi l. Facing the fiend· 0:: 

ish overlord. TirOl allowed herself to become a vessel 
for the Flame. sacrificing her own life 10 defeat the 
mighty fi end . A foun ia in of sih-er flame marks the 
site of her sac ri fice and ascension, and her example 
inspired a new religion ... perhaps the greatest reli· 
gion ever formed 011 Khorvaire. 

From these noble origins grew the Church of the 
Silver Flame. \<\ford spread throughout Thralle and 
beyond, bringing the curious and the skeptical 10 

behold it s power. Those who witnessed the shin ing 
beacon were transformed, adding their numbers to 
the growing Illo\'ement, until the cllllrch 's power and 
innucnce cou ld not be ignored. TirOl Miron lives on 
in spirit as the Voice of the Hame. revered by a ll who 
fo llow the faith. 

History DC 20: As the church grew, so too did 
it s hold on Thranc's roya l sc ions until the regents 
ca me to see themselves as the ultimate cham pions 
of the faith. ""hen Galifar broke inlodisparate 
nations following Kinglarofs death. Timlin declared 
himse lf King ofThrane and seized the opportunity 
to extend the church throughout the dying kingdom. 
to become head ofa grand empire devoted to the 
Silver Flame. J-I is zealotry plunged Th rane into war 
and SCI the tone for its fanatic ism throughout the 
Last \Var. 

Upon TImlin's death. the crown was to pass to his 
heir. Prince Daslin. The people rose lip aga inst the 
prince, whom most deemed weak and unworthy. At 
the urging of the masses. the church stepped forward. 
assllming both temporal and spirilualleadcrship 
of the statc. Intimidated by the chu rch's authority 
and fell ring a bloody civil war ifhe didn't step aside, 
Daslin surrendered his claim 10 the crown, ceding all 
authority to the Keeper of the Flame, the mortal who 
serves as titular head of the church. 

Du ring the Last \<\far. the royal hei rs remained 
loyal but lost any vestige of power and became not h, 
ing more than symbols. The currell! blood regent is 
Diani ir'Wynarn, and she often appears a longSide 
the Keeper of the Flame 10 show solidarity Wilh the 
church. 

Members of the old nobility retained their hold· 
ings as long as they supported the clmrch. Those 
nobles who did so continued to rule as they had 
before the theocracy. Those who resisted losl ewry· 
thing, including. in some cases, their lives. 

History DC 25: Thrane abides by the Thronehold 
Accords. and the ellllrch 's young Keeper of the Fl lI l11e 
is not eager to see her peoplc victimized in another 
war. Evcn so. extremist elements a mong the nation's 
leaders seck to channel rebuilding resourcl'S to 
'rhrane's mHitil ry, to establish a new Galifar with the 
church at its head. 
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Secret Knowledge: Queen Diani is a dUliful fol· 
lower of the faith in the public, but secret ly she covets 
the power she believes is hers by right. Dianl stands 
at the center of a roya list conspiracy. fo rging bonds 
with li keminded citll.ellS and brokering with fo reign 
nations to gain the ir assistance in ousting the church 
from power. 

NATURE 
Com mon Knowledge: Il urnans arc the domi­

nant people in Thrane- hu man ity seellls the most 
amenable of alit he races to the ca II of Ihe Silver 
Flame. Tlmllle was 01lce a more diverse land , but the 
bulk of til(' nonhuman races d rifted to neighboring 
reillms as the church gained power. Now half-elves, 
dwar\'e~. ekes, ,md others remain only in small 
1ll1lllbers. 

Natu re OC 15: Timme was ne\'er an economic 
power. Known for Its textile. wool. and Ih·eslock 
trade. most onts farmland was used to raise food 
animals. with lilt Ie left O\'er for grain. This situation 
changed when Thrane scalcd its borders; many fields 
were quickly converted to croplands. Its rich soil and 
abundant populat ion kept food production high and 
massed armies plentiful. Training and armaments 
werc limited, howe\·er. 

Thr,mc·s cities lire clustered in the ellst. but even 
so few of them escaped the war's ravages. To the west. 

CJlAl'Tt· 1t J I The FI.,e Na ti ons 

the urban centers give wlIy to smaller settlements. 
fllrml .. nd. and empty ~tre tches of wilderness speck­
led wil h forts. castles. and ubiq uitous shrines. The 
long western border with Aundair is littered wilh old 
battlefields and h:ltlnted stretches. 

R ELIGION 
Common Knowledge : The Church of the Si lver 

Flame affccts every aspect of life in Thrane. It is the 
ultimate authorit),. and ils ru le is absolute. Thrane 
tolerates other rel igions. but people adhering to them 
find life less comfortable than those who worship the 
Flame. The Sovereign I-lost has followers here, but 
few ot her religions. especia lly I hose with dark over· 
tones. surv ive for long. 

Thm lle·s biggest export is rel igion. Each season. 
missionaries set 0 11110 gain converts in other lands. 
pushing to Ihe hi nte rlands of the continent a nd 
beyond. Mosl r.,i th ful are well intent ioned. seeki ng to 
improve lives rather thm1 destroy them. Among these, 
however, a few corrupt or violent missl0n .. r ies lise 
their f .. ith as a weapon to get what they wa nt. 

The clmrch·s innuence extends into all corners 
of the cOll nt ry ... ffttling .. II people. even Visitors to 
Thrane. From the Voice of the Flame come codes of 
conduct. rit u .. ls. ceremonies. beliefs, and praelices­
all have the strength oflaw in these lands. I ioly days 
bring the n .. tion to a standstill: priests perfo rm rites 
and ceremon ies ... nd the people attend. All citizens 
arc expecled to renecl on the importance of these 
sacred e\·cl1ts. 

Relig ion DC 15: Upon coming to power. Ihe 
chu reb replaced sccular offici .. ls wit h rcligiolls ones. 
The Keeper of the FI:lme rules the nation. acti ng as 
spirilll:l l le:lder ,mel mora l comp .. ss fo r the people. 
The current Keeper of the Flame is an cle\'en'year 
old girl named Juela DarilT1. She came to power al 
six years old . Alt hough she is Ihe youngest to ascend 
since the clmrch assu Illed power. yOllt hful Keepers of 
the FI:II11e arc not 1II1l1smll. 

An archbishop gove rns each city .. nd IOwn in 
Thr,me. These individuals d ispense cllll rch justice. 
rnaint:lin the peace, and raise revenues and armies 
for J=lill11ehold. Working for them in the temples arc 
the bishops and archpriests who attend the congre· 
galions. Fi nally. holy warriors. priests ... nd exorcists 
serve in Ihe trenches against the darkness. 

Religion DC 20: The Council of Cardinals sup­
ports Ihe Keeper of the FI .. me .. nd attends to running 
the country. In theory. the council is subjecllo the 
Keeper oflhe Flallle. Given the youth and inexperi· 
ence of the current Keeper of the Flame. the council 
has a relatively free hancl.le .. ving spiritua l mailers 10 

the Keeper of the Flilme and reserving politica l mat­
ters for itself. 

Religion DC 25: As one would expect. the power 
of the I-ligh Card lnal.lhe Cou ncil of Card inals. and 



lesser cllUrch officlnls breeds corrupt ion . but it 's not 
widespread . The benefkent ideals of the dmrch 
govern the behavior of the majority of dmrch offi· 
cials. who have only the best interests ofThrane's 
people in mind . Still. other religiolls figures. Il igh 
Cardinal Krozcn in particula r. seck C\'er more dic· 
tatorial power and view Thrane as their personal 
domain. 

STRITTWISE 
Street wise DC 20: There's a growing split within 

the Church oflhe Silver Flame. For the most part. 
helievers arc more or less tolera nt and peaceful. 
rhesc all ill1des arc championed and embodied by 
the Keeper of the Flamc. Il o\\'c\'cr. firebrands live by 
a Illore literal intcrpreli:ltion of the Voice's pronounce· 
mcnts and belicvc Ihnt war mu st be waged until all 
'lt her peoples are brollghtto the Silvcr Flame. The 
.l hraviolent members of this f .. ction .. re few. but they 
..:row stronger in foreign lands. particularly those 
.. tranded in Aundair in the west. 

SETTLEMENTS 
-\:'IID FEATURES 
hrane is a nmion offarmers a nd pricsts bookend· 
n~ a vibranl and growi ng middle class. The largest 
"nul1unities lie in Ihe cast. along the shores of the 
'.lterways forming its border with Karrnmh and Ihe 
\\ourn land. To t he west lies open COUllt ry. much of it 
~l\C \\ over to fa rmbmt 

-\RlIl.DlISK 
rortunate City; Population 11,000 

Through sheer luck or divine will . Arllldllsk 
~[aped the Last War relmivcly unscathed. e\'cn as 
a ics and towns were destroyed arou nd it. Thanks 

ih good fortune. the once small town exploded in 
~n)\\· !ll. becoming a vibrant city. Commerce and visi· 
'rHome by way of the lightning rail lx,ssing through 

hl· city. or along one of the three caravan routes 
'11\ crging t here. A ruldllsk caters to travelers and 
1\ cnturers and features shops. inns. and restaurants 
.11 bring gold inlO the commu nit}'. 

D>'SKARAN 
\ncient Town; Population 4,500 

()n the southern slopes of the Starpeaks. cast of 
rrumpct Mountains. stands the once might}' com· 

mity ofDaskaran. Long ago. Daskaran was a vital 
-.. ,Il· ccnter. but a disastrous fire swcptlhrollgh the 

reducing most ofit to rubble. \Vith few supplies 
:1 lU enable them to survive the winter. the locals 
'Lcnded the foothills to winter in the south. Thcy 
la returned. 
I hrcc ccnturics later. Daskarall sti ll ha sn't 
dI Ned- old stone bu i ld i ngs. man}' scorched sti II. 

li ne the neat roads. shadowed by the white·needled 
pines blanketing the hills. I.arge Icmples dedicmed ~ 
to Dol Arrah and the Si k er Flame flank a courtyard :::::: 
domi nated by a stal ue ofTira ~'1iron astride a horse. 
with sword raised. As the sun ma rches across the 
heavens. the shadow cast from the sword marks the 
hours of the day. 

THE FACE OF TIRA 
I.andmark 

Statues. shrines. and other sac red sites speckle 
Ihe countryside ofThra ne. holy ground for the 
people to se nd their prayers to the Silver Flame. 
Though each h. impressive in its own w:ly. none 
compa res 10 the F:lce ofTira . Sc ulpted from a rocky 
crag atop a massive stone ou tcropping west of 
Fla1llekeep. it bears the likeness ofthc famed Voice 
of the Flame in 80 ·foOl ·tall splcndor. Il er eyes peer 
eastwa rd. her gaze resting oUlhe site where the 
Silver Flame was born . 

FLAMEKEEP 
Capital City of the Silver Flame; Population 
L50,000 

Built where the divine bailie between the pal<ldin 
Tira Miron and tl\(.· aoomint1\ion of darkness a nd 
shadow was fought. Flamekeep began as a small 
temple built around the purified fire. In time. a 
cathed ral replaced the temple. and Ihe church's 
evolut ion from cult to religion brought people from 
aU O\'er t\le reahn unti\ a city took shape. 'rhe City 
bears the signs ofits de\'otion in all things- icons. 
name imagery. and stone placards bearing sacred 
texiS adorn nea rly every surface. A rchitccts were 
commissioned to usc light and soaring construction 
to capture the nation's devotion to the Silver Flame. 
giving the city its d istinctive look. 

Flamckeep is Thrane's spi ritua l and politiCi1 1 
ccnter. Pilgrims descend on the city from allover the 
nation and beyond to behold its beauly. to enter the 
Cat hedra l of the Silve r Flame. and . if they arc lucky. 
to catc h a glimpse of tile miraculous flames within. 
Although the prescncc of the divine infuses lhe city. 
with statues and imagery devoted 10 the church wher· 
e\'er space allows. the city is also a hotbed ofintriguc. 
Influential religiOUS officials. foreign emissaries. and 
others meet 10 negotii11e scnet alliilllces and make 
backroom deals to advance their agendas and grow 
their power. 

Most oft lte city rises from lltiered pedestal ofland 
surrounded by a dcep channel . The waterway leads 
all the way south fr0111 Scions Sound. enabl ing ships 
to sail in and dock at the low·lying western ports. 
Th ree bridges span the water. to the north. cast. and 
sout h. 

Cilthedra l of the Silver Flame: No mailer where 
one stands in Fla mekeep.lhe Cathedr:11 orthe Sil ver 
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Flame is in vicw. Situated at thc highest point orthe 
city. the massi\'c cathedral sportS alabaster walls and 
flying buttresses fhted with brilliant stai ned glass 
windows depicting religious and historica l scenes. 
Icons. angelic beings. and gargoyles decorate the 
ex terior. 

111 ~idc. lhe wans arc black marble inlaid with 
si lver patterns. testifying to the church's wealth and 
power. The nave can hold thousands at a time. with 
pews spreading OUI among the supporting pillars. 
each oCt he fouf transepts. and balconies hangingj usl 
below the clerestory. A raised area before the presby­
tery can hold a choir of one thousand children. each 
selected for his or her ringing voice. 

Beyond the prcsbylCry. behind two enormous 
wooden doors. is the Chamber of the 1:lame. This 
place is where the holy light of the Silvcr Flamc burns 
<llld where the Kccpcrorthe Fla me comes to com­
mUl1e with the Voice orthe Flame Up011 the mosa ic 
cucircl ing the fiery pool. 

The cat hedral also has cloisters in the rock below. 
Labyrinthine passages lead to cells where high­
ranking priests attending the cathedra lli\·e. pray. and 
reneel on their devotion. The lower levels also con­
tain the offices orthe Cou ncil of Cardinals. a garrison 
ror the church's divine warriors, and the Keeper or 
the Flame's personal aparl11lelllS. 
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Thalingard: Thrt111e's regents have always lh·cd in 
this massh'e forlress in Ihe ccntcr of the city. Thalin­
gard is a great fortress with tal l spires. Its balconies 
offer a st unning vic\\ of the cily unfolding below. 

Thalingard takes its name from Thrane's last 
king. Custom d ictates that the C:l!> tlC'S namc cha nge 
with ils ruler. but Thrane ha .. not had a true king 
";nce Thalill. and so the old 11:1111C remains. The 
castle houses the blood regent Diani ir·Wynarn and 
a detac.hment of war forged selltrit's, Because the 
11l0n:lrchy is no longer rclC"illlc.the castle is a much a 
symbol as I he regent. 

THE HARROWCROWNS 
Monstel'"-Infested Forest 

The dark wood on the northern shore of Lake Hrey 
is culled the Ilarrowcrowns. At the birlh orGalifar, 
one great rarest strelched rrom the Blackcaps to 
Scions Sound. including the woods now called the 
Grecnhaunt. ,he Im istil Forest. and the Thornwood 
as well as the Hafl'"owcrowns. Settlers through the 
ages ha\'e cleared most of the land for fanning. and 
scvera l small Thralle villages now su rrou nd the I-Iar­
rowcrowns, despite the monsters that periodically 
secm to erupt from the rorcst and ravage the country· 
side ror miles around. 



Savage goblins raided out from the I-Iarrowcrowns 
in 465 YK.leading e\'elllua lly to the discovery of 
an ancient Dhaka.wi ruin in the heart of the forest. 
A team of scholars from Flamekeep never returned 
from its exploration of the rui ns. and the ruins' loca­
tion has si nce been lost. 

Ettercaps and gia nt spiders. crazed dryads and 
treants. bloodthirsty gnolls. and twisted foulspawn 
are among the monsters that have emerged from the 
forest to ravage the surrollnding villages. Some have 
speculated that a planar connection - to Thelanis 
or Dolurrh. or perhaps the mad realm ofXoriat- is 
responsible for the plague of monsters. bul it seems 
Illore likely that these creatures are native to the 
forest ilsel r. 

SHADlIKAR 
Ruined City 

Shadukar is a graveyard of blackened rubble and 
burned trees, its people restless spirits sifting through 
the ashes of the past. The ruins are a grim reminder 
of the Last \-Yar's cost. [n 961 YK, Karrnathi grou nd 
troops used soarwood skiffs to cross Scions Sound 
and slOrmcd the city. c,ltching it unprepared. The 
Karrns pillaged the city. slaughtered its citizens. and 
raised undead troops 10 replace those fallen in the 
attack. It lOok months of siege before the Karrns with­
drew. burning the city and the surrounding forests 
to the ground. and annihilating what was left ofits 
population. 

SIGILSTAR 
Central City; Population 12,000 

Positioned along the Thranc Hh'cr ncar its sou rce. 
Sigilslar marks the convergence of three caravan 
rOllles and a lightning fail line. With all these trade 
arteries. Sigi lsta r has emerged as a serious com· 
petitor to the commercial centers of Aruldusk and 
Flamekeep. 

Part ofSigilstar's appea l stems from its cosmopoli · 
tan atmosphere. It is home to the largest population 
of mages in the cntire nation, and its people hold 
a broader view ofrcligion's place in SOCiety. Sigil· 
star takes its nallle from a fixed star in the hea\'ens 
around which all other stars secl1Ito wheel- much 
the same way the residents of the c ilY sec themselves. 

THALIOST 
Capt ured City; Population 25,000 

Until 926 YK , Thaliost was part ofAundair, a 
vibrant cit)' cent ral ta that nntion's ecollomy. J nOlle of 
the most enduring land grabs of t he war. the Thranes 
assaulted the cit)'. crush ing the defenders and annex­
ing the area. plunderi ng it for its resources and food 
stores. Aumlair made several attempts to restore the 
former borders during the war. but failed each time. 
Queen Aurala intended to negotiate Thaliosl's return 

at Thronehold. but was unwilling to return lands in 
western Thrane that Aundair controlled. In the end . 
the treaty seltled on recognizing what had been a 
military trllth for decades. 

Thaliost is a unique cit)' in Thranc. its Aundairian 
heritage made manifest in its lOwer-fined skyline. 
austere st ructures. and straight roads. E\'en after 
years ofThrane rule. more than a few citizens sti ll 
sec themselves as Aundairians. They arc profou ndly 
discouraged by their forme r homeland's inability 
or unwillingness to liberate them. The most bitter 
of them remain restless. and uprisings. rebellions. 
murders. and arson arc common. Thrane has tried 
everyth ing it can to keep the people in line. including 
cutting offfood. employing sec ret police squadrons. 
and placing entire armies inside the city. Thus far, 
nothing has worked. 

The Archbishop Solhar Dariznu. formerly ofWyr 
in western Aundair, governs the city with the aid of 
a detachment ofThrane knights. Despite exhorla­
lions from the church for him to be lenient. be rules 
savagely. using excessive force whenever and wher­
ever there's trouble. His knights round up treasonous 
ringleaders, stage trials, and at times burn prisoners 
alive ill public to d issuade 01 hers from follOWing their 
example. Citizens face random searc hes. invasion 
and seizure of property. and imposition of heavy fines 
for minor infractions. I [is methods have quelled the 
worst oftbe violelU:C and pacified most of the popu­
lation. but the people despise him. Many observers 
inside and outside Thrane wonder when the arch­
bishop will finally overstep so much that he sparks a 
devastating uprising. 

PLOTS AND 
ADVENTURE SITES 

Monarchy Restored: Diani ir'Vvynarn has 
spent t he last few yea rs bu ild i ng a coa lit ion of roy· 
alists to help restore power 10 her family. She has 
been careful to conceal her true motives. taking 
every effort to keep her meetings with foreign 
powers secret. If word of her plols reaches the ears 
of High Cardinal Krozen or the Cou ncil ofCardi · 
nals. she might find herscJfpushed 10 ac t before her 
line is ended for good. 

Uprising: ThalioSI is a powder keg- one spark. 
and the city cou ld erupt in a connagralion of rebel· 
lion. The Coullcil of Card inals is well aware of the 
dangers the cit}' poses. which is why it appointed an 
Au ndairian archbishop for Ihe place. Solgar DarizJlu 
makes things worse with his brutal tactics. pushing 
e,'en those who might become resigned to living ill 
Timllle to join the rebels. \-Yord has it that something 
big is in the works. something nast), enough that the 
rebels just might bre'lk Thrane's stranglehold . 

!!l'( 
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HIGH CARDINAL KROZEN 
Ultimate authority in the Church orthe Silver 
Flame reSIS with the Keeper orlhe Flame. but 
actual governance-the work of the individuals who 
charllhc nation's course - occurs in the Council of 
Cardinals. \~ith sllch powe r cOllles opportunity for 
libuse, si nce the ca rdinals answer 10 nOllc c.xccpt 
the Keeper orthe Flame. and she is still a young 
girl. l\'losl church officials resist the temptation to 
exploit the benefit thallhcir position affords Ihem. 
keeping to the tenets of their raith. but a few have 
drifted, giving in to their baser impulses to fcap the 
full rewards of their stations. Orlhesc unprincipled 
Illclllbcr ... lligh Cardinal Krozel! represents lhc 
worSI, em bodyi ng the theocracy's dangers and the 
excesses ofils power. 

HIGH CARD INAL KROZEN LORE 
Common Knowlcdge: Iligh Ca rdinal Krozen 

is the most powerful individual in Thrallc. He. like 
other senior religiOUS officials. climbed through the 
church's ranks, serving for a time as iI holy warrior 
and pricst. attaining the rank of archbishop for his 
I.eal :mel unmatched piety. When a senior member of 
the Council of Cardinals died a decade ago, conserva· 
tl\"e officials in the gO\'ernmcnt sllcceeded ill get ting 
Krozen appointed to replace hilll. The hardliners 
viewed then·Keeper Tagor's allempts to moderate 
Thrnne policies as a threat and wa nted to strengthen 
their hand in his final days. In truth, it was hard to 
OhjL'CttO Krozell's appointmcnt- few could match his 
knowledge of the sacred texts or his pas<;ioll for the 
church. 

III the early years of his tenu re. Cardinal Krozeil 
worked tirelessly to strengthen the chu rch in the 
Jives of the common people ofThrane. and to keep 
Timme's military strong. In a few short years. he 
assumed the position oflligh Cardina l. Peacefu l 
tlllles and the ascension Ofil young. tolerant, and 
highly compassionate Keeper of the Flame, ho\\'e\'er. 
were not to his liki ng. Indeed , th is situation seemed 
10 quash his idealism. Krozen turned his attention 
towa rd consolidating his control over the council . 
using his net work of allies to bend his peers to his 
way of thinking. 

Religion DC 15: Krozeu's rise 10 po\\"erdid not 
cOllle without casualties. J Ie has mude numerous 
ellemics over the years, usually offiCials he removed 
from offi ce or slandered to render them powerless. 
Ili<; critics spread a slew of accusations about his 
methods and motivcs, rangi ng frOIll din y tactics all 
the way up 10 consorti ng with fiends. These cla ims 
ha\"e spawned investigations now and again. but each 
turns up nothing thaI all ... into qucst ion Krozcn's 
service or loya lty. 

Humors also circulate aboutlhe extent of the Iligh 
Cardinal's influence, qllestiolling his deference to 

the Keeper of the Flame. During the final years of 
the Last \Var. the nation did little without Krozen's 
asscnt. and most mili ta ry initiilti \'es came from his 
oflke. f\1ore than olle Thr:llie offiCial worrics Ihat 
the Iligh Ca rdinal views himself more as the nat ion's 
ruler rather than as a loyal advisor. 

Re ligion DC 20: For the most pare the accusa· 
tions against Krozell arc true. Ever the prag matist. he 
si mply removed those he saw as obstilcles to achiev· 
ing his goa l-attaining complete power. Although he 
was ruthless. his loyalty and devotion to the Silver 
Flame remained true ... at least until the Mourning. 

eyre's destruction rocked Krozen to the core. 
leaVing him reeling with fear. The nat ion's destruc· 
tion inflamed the seeds of paranoia thm had already 
begun to blossom in his shadowed mind. Krozen 
r:lrely meets with ot her cardina ls in ilny great 
number, demanding Ihat his few visitors treat with 
him in private chambers under the wiltchful eyes of 
his loyal gua rds. 

Krozell's eccentric behavior has done nothing to 
diminish his power and influence. \Vhen the COUll· 
ell meets. Krozen sends a proxy to ex plain his views 
a nd represent hi s interests. Since his representative 
is rarely the sa me person from meeting to meeting. 
he reinforces the mystique ilnd sus picions about 
his true cha racter. leading Illilily officia ls to wonder 
what he is hiding. For severa l yea rs 1I0W. his power 
hil S gone unchallenged. I lis peer~ submit to his 
demil nds Ollt offear of the reprisal" they have seen 
occur time and again. 

Secret Knowledge: The Mourning changed 
everyth ing for Krol.en .t hough not because he gave 
one whit for the Cyran people. Rather. he sees the 
Mourning as a grave rbk to the nation he consid · 
e rs his to govern as he pleases. If a weapon caused 
the Mourning. Krol.en Iml"t find It :md claim it 
fo r himself. If the Mourning was 11 magical phe· 
nomenon. he IlHl St find the trigger and control ilto 
ensure thm Thra ne remains secu re and to force his 
enemies to their knees. Kro/en milkes full usc of the 
church's power. particularly Ihe Argenlum-a secret 
society of treasure· hunters who ret rieve relics for 
the church-to seek out dues 10 the nature of this 
catastrophe. 

Krozen's strength comes from the vaSI network of 
OIgents in his service and 11 coalition OflOYil1 support· 
ers within thc church. As he g:tined powcr. he was 
e\'cr watch ful for anything he might usc. Somelimes. 
he would usc damning infonn:ltion to remove his 
enemies. bUI more often he would tuck away the 
tidbit for later usc. Wit h spies. :t<;S:lssins. and loyal 
fanatics spreOld across Thrane, he can usc these 
agents to blackmail his enemies, discredit them. or 
ot herwise ha\'e t hem removed from power. 

The lligh Cardinal also employs sin ister mea ns to 
aU:lil1 his information and treasures. I\il by bit. he h:ls 
succumbed to Ihc temptation of using dark magiC, 



ca lling lip foul demons. dealing with devils. and 
em ploying OIher hideous cre1li ures 10 tease olltthe 
secrets of his encmies. Ill' concea ls these activities 
well. destroying anyone who would dare bring these 
acts to light. Still. whispcrs abound. and Krozcn's 
minions arc cver watchful for those who would delve 
tOO deep into the I ligh C.'1 rdinal ·s business. 

High Cardinal Krozen Level 10 Elile Conlrolli.'r {Leader) 
M .. dlum natura l hum,l nOld. human XP 1.000 

Initiative +5 Sensu Perception +10 
HP 214: Bloodied 107 
AC 26: Fortitude 24. Reflell 22. WL1I 2S 
Saving Throws +2 
Speed 6 
Ac tion Points 1 
<D Mace (standard: at·will) + Weapon 

+15 vs. AC; 2d8 + 4 damage. and Ihe 13rgeltakes a -2 penalty 
to attack rolls (save ends). 

::r Condemnation of Ihe Nonbeliever (s tandard; recharge I! ) + 
Fear, lmplemenl 
Ranged 10: +14 vs. Will: Ihe largel is stunned untlilhe end of 
Krolen's nexlturn. and twO of Krozen's all ies within 5 squilres 
ofthe Iilrgel gain 10 lemporary hit points. 

(. Enthralling Presence (mInor: encounter) + Charm, Cne, 
Implement 
Close burst 3: +14 vs. Will; the target is dazed (save ends). Flrsl 
Folled Soving Throw: The target is dazed and immobilized (save 
eoos Doth). 

;:. Righteous Conflagration (standard: at·will) + FIre, 
Implement, Radiant 
Areil burst 2 wiChin 10; targets enemies: +13 vs. Reflex: 1d6 + 3 
fire and ' ildianl damage. and ongoing 5 fire and rildiilnt damage 
(save ends). MIss: Hillf damage. and no ongOIng dilmilge. 

Burden of faith (immediate Interrupt, when Krolen is hit by an 
a!lack with al least one effect Ihal a save can end: encounter) + 
Implement 
KroIen applies aU effects from the triggering attack thaI a silve 
ciln end !O iln ally wi thin 5 squares. 

Burden of Devotion (minor 1/round; at·wlll) 
Krozen transfer§ a marked condition 10 an ally he can see within 
5 squares. 

Alignment ["n Languages Common 
Skills Btuff +16, History +13. Insight +1 5. Religion +13 
Str 16 (+8) Dex 10 (+5) Wis 20(+10) 
Con 19 (+9) Int 17 (+8) Cha 23 (+11 ) 
Equlpmenl veSlmenu. milce. holy symbol 

HIGH CARDINAL K ROZEN TACTICS 
No one sees the lligh Cardinal without passing 
through an arcane and complex series of security 
measures. Those who manage to face him are d is· 
armed. while Krozen and his hidden guards arc morc 
tha n prepared for any treachery. Krozen is vicious in 
a fig ht. blasting his foes wit h ri8htrous coriflawafion. 
l ie uses cOrtdernrlllfioll oj Ihe 1I0nbeliel'er to support his 
[roops. and saves buri/CII oJJaith and burden oj "emlion 
[0 transfer harmful effects to them. in order to protect 
his most holy personage. 

ENCOUNTER GROUPS 
The High Card imtl is well proleeted. Those who 
would fight Krozen must face a legion of traps. 
guards. and sycopha nts. \Vhen meeling with other 
members of the church, Krozen IIses loyal solders for 
protection, ind i\'idu:tls whose repltlations arc spot· 
less and well rcg:trded ill the church. Ifhe needs 10 

impress visitors. he might h,l\'e a sqll:tdron of angels. 
but he's not abol'e using infernal servants and del'ils 
if doing so helps hi m allain his desires, 

Level 10 Encounter (X P 2,850) 
+ High Cardinal Krozell (b'cl 10 elite controller) 
+ 2 angels of valor (Iel'el 8 soldier, AI I\1 16) 
+ 4 human lackeys (le\'eI7 minions.A IJ\1 162) 
+ 2 gargoyles (level 9 lurker, J\l AI 11 5) ~ 
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C HAPTER 4 

FROM THE chaos and devastation orlhe 
Last War. new nations carne il110 being as the 
I'h'c Nations lost their hold on lands that were 
oncc paft ofthc unHed Galif:lf. The Eldcen 
Hcaches splintered ofr rrorn Allndair as the war 
raged. causi ng bad blood between the nations 
that remains \0 this day. Thc Shadow Marches. 
Droaam, and Zilargo arc no longer part ofl3rcland 
as they once were, and the parts ofCyrc that 
survived the Mourning arc now the so\'crcign 
nat iOlls of lJargllt1J1. Va lcnar. and parts of the 
Talenta Plains. Karrnalh lost territory that now 
forms Q'barra. thc rest of the Talenta Plains. the 
~lror Iialds. and the thazaar Principalities. 

In all. the Treaty ofThronchold rccognized 
twelve sO\'crcign nations; Aundair. Hreland. 
Dargllllll. the Eldeen Reaches, Karrnath. the 
I.hazaar Principalities, the l'Vlror 1-lolds, Q'oorra. 
the Ta lcnta Pla ins, Thrane. V .. lenar, and ZUargo. 
Three other regions- the Demon vVastes, Droaam. 
and the Sh .. dow Marches- arc wi ld lands ruled 
by fi ends and monstcrs. not nations recognized by 
any rormaltreillY, but rcgions whosc borders arc 
crossed by only the rnosl daring adventurers. 

111 the fashion of the prev iolLs cha ptcr. this 
one covcrs cilth of these nations and rcgions or 
Khorvairc, and det .. il~ associated thrCilts ilnd 
adventure hooks. 
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DARGUUN -- ; 
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Less than thi rty years ago. the armies orthe hobgob­
lin wilflord IlaTuuc (urned on the people OfCYTC 
and founded the nat ion ofOarguun. All ofKhor\'airc 
bears scaTS frolll the Las t \Var. but these wounds run 
particu larly dccp in OarguuTl. Every lowland villagc 
is buill on the bones of a Cyran settlement. and whi le 
new construc tion d rives I he growing cities of the 
Ghaal'dar. thc ruins of a dead land arc the founda­
tion o f l his ramshack le nation. 

A haven for c rim inals and others who have no 
place in the Fi\'c Nations. Dargu un is a dangerolls 
land for foreigners. Few laws hold or aTC enforced 
here. a nd any ll ppca rancc ofwcakncss invites attack. 
Rega rdless, this land holds IIlLIllCrOUS challenges 
ofpotcilt iai interest to ad,'ellIurers. from treasures 
lost in the Last \Var to the ancient ruins of the 
Dhakaani Empire. 

LORE Of DARGUUN 

H ISTORY 
Com mo n Knowledge: During the Last \ ,va r. 

I louse Deneith began to rec ru it vast numbers of 
goblins rromthe southwestern borderlands ofCyre. 
Three decades ago. those mercenaries turned on 
their masters and seized their homdands from Cyre. 
claiming thelll as the nation orDa rgu un. Those 
Cyrans not driven north were enslaved or killed. In 
996 YK. the I1mioll was rormaliy recognized under 
the Treaty ofThronehold. 

History DC 15: The gobli ns ofl)arguu ll are 
d ivided into a number of distinct cult ures and tribes. 
The leader of the nation is a hobgoblin warrior called 
the Lhesh Ilaruuc Sllilarat' kor- Ihe King of the Crim· 
son Blade. I lis people. known as the Ghaal"dar. arc 
the dom inant fo rce in lowland Oarguul1. 

History DC 20: Other powerful groups in Oar­
guun include the Marguul bugbears of the south and 
the Heirs of Dhaka an. a league of gobli n clans spread 
across Khor"aire. The two largest Dhakaani dans in 
Oarguull arc the Kech Vola:!r and the Kech Shaar:.\. 
The Ohaka:!ni arc a secretive folk. and they han~ 
lillie interest in the affairs of the Fh'e Nations. 

History DC 25: The gobl ins ofDa rguun are the 
descendants of Dhaka ani-a great empire that once 
covered much ofK horvaire. The war agaillstlhe dael· 
kyr (sec page 204) shattered the Dhakaani Empire 
some 9.000 years ago and reduced the once· mighty 
goblins to savagery. 

S(reetwisc DC IS: Goblin raiders and sla,'ers 
frequently attack travelers wandering the wilds of 
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Darguun. A flag of safe passage c:1n be obtained 
in Hhukaan Draal or any DlirgUlIll embassy. typi· 
ca lly for 100 gpo The pattern of the nag changes 
each month. imel car rying an out·of.date flag is as 
dangerous as ca rrying nonc at alL Flags of safe pas· 
sage usually protect tra,'elcrs from the GhaaJ'da r. 
but the other Darguun clans have been known to 
ignore them. 

St rcetwlse DC 20: The Darguun capital of Him· 
kailll Draa I has become a havell for c ri III i Il il ls. exiles. 
excoriates drivell from the dragoll1llarked houses. 
and others on the run rrom the Five Nations. As 
such. it's a good place to find illeg;!1 goods or services. 
though powerful magic items arc rare in Dargull n. 

St rectwise DC 25: The I.hesh Il arullc is grow· 
ing old. and it is sa id that he agonizes over finding 
a worthy successor. The court oflUmkaan Draal is 
a place or"icious intrigues. a nd more than a rew 
ohsen'ers belie"e that when the I.hesh I larunc d ies. 
the nation he fou nded will collapse. 

POWER GROUPS 
Darguun is 11 land ruled by fractious tribal politics. 
Though the dwgonmarked houses all have repre· 
sentation in Hlwkaall Draa!. rewof lhe houses have 



invcstcd significant resou rces in this land. As such. 
drt llall), all power in the nat ion resides in its imlc­
pendent dans. 

THE GHAAL'DAR 
I he first culture to arise from the ashes of the fallen 
t: lllpire was that of the Ghaa l'dar. Though the lore 
-Ind glory ol'thcir Dhakaani ancestors rellluins lost 10 
the ill. the Ghaal'dar arc a stoic folk with a proud war­
rior cuhure. I lobgoblins dominate Ghaa l'dar society. 
I..l·cping the goblins in li ne through force and intirni­
Jo.I tioll even as they Illanage the bugbears through 
,u perior Illimbers and intellect. The Ghaal'dar 
. m l;II'e other humanoid races, but slaves and lesser 
.,:obli nscan carn the respect of the hobgoblins 
hrough cou rage a nd ~ki ll at arms. It is nOtllllhe:ln] 
,I for Ilongoblins (primarily humans) to be inducted 
lIO Ghaal'dar tribes. 

[he Ghaal'dar arc :In alliance oftribcs. The Lhesh 
l..mlLle belongs to the largest of these. the Hhukaan 

r,J,J ~h. The name means "Hazor Crown:' and a line of 
.~.Ir) ('ncirdes the head ofeaeh Hhuka'lll wClrrior, the 
r ,ult ofil rit ll illmark ing when a hobgobli n becomes 

",ldier. The Lhesh Iiarulle has greatly improved the 
'~of hi~ people. but unless he finds a capable sue­

"or. Ihe GhaaJ'dar chiefl:lins seem certain to turn 
l'l\{" .II1Other once he is gone. 

T IiE MARGUUL 
The Marguul tribes of southern Darguu ll (Ire domi · 
nated by bugbears. The Marguul keep members of 
oth('r races (including goblins and hobgoblins) as 
slaves. and only bugbears can be fulllllcmbcrs or a 
Marguultribe. 

Despite their xenophobia. most of the ~Iarg\lul 
tribes pay homage to the Lhesh Harullc and the 
Ghaal"dar. Il owevc r. the lew exceptions can prove 
dangerous to travelers. The Kalkor arc a Marguul 
tribe whose members worship the Mockery, and who 
delight in naying their enemies alive. A veteran war· 
rior named Morgaalh rules the Kalkor. frequently 
ICildillg hunting expeditions against outSiders who 
dil re to venture into the Seawa ll Mountains . 

TIiE HE IRS OF DIiAKAAN 
In the wake of the Xori:n incursion. the Dhakaani 
Empire collapscd into civil war. However. even berore 
the empire first began 10 fracture, the leaders ora 
handful of goblin clan) predicted the dark fu ture thai 
lily il head. Rat her than fall with the empire. these 
clans retreated to places ofiso1:ltion, from the depths 
orK hyber to the height.'> of impassable mountains, 
scvering all connections with the olltside world. For 
thousands ofyears.lhey remained hidden in these 
sanctuaries. holding 1':I) tIO the true traditions orlhe 
Dhak'lilni. 
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With thc collapse of Ga li far and the rise of Dar· 
guun, thc Heirs of Dhaka an havc emerged from 
hidi ng. The clan leaders intend to rebuild their 
ancient empire and reclaim a contincnt stolen by 
humanity. First. however. they must unite beh ind a 
si llgle leader. il process that has provcd to be a bitter 
struggle so filr. 

Although the Dhakaan i gobli ns arc physically 
identical to their Ghaa l'da r cousins, a nu mber of 
important cultura l differences divide them. The Dha­
kaa ni arc dedicated to war_ and beyond that. to strict 
order and d isC ipline. Though they are few in num ber 
compared to the arm ies of the Five Nations, the Ilei rs 
of Dhaka an are superb soldiers a nd exception al 
smiths and combat engineers, prodUcing arms and 
arlllor of unpara lleled qua I ity, 

Among the Ghaal'dar a nd Marguul. tensions 
between goblin, hobgoblin. and bugbear run high. 
Among the Dhakaani. however. each species servcs a 
dist inct role in society. Goblins arc crafters and skilled 
laborers, Bugbears are shock troops and drudge work· 
ers. Hobgoblins arc warr iors and leilders. with those 
roles further divided by gender. Male hobgoblins tra· 
d itiona lly ser\'e as soldiers, whi le female hobgoblins 
pursue the diplomatic, spiritual. and heali ng paths. 

The Dhakiwni are an agnostic folk dedicated only 
to the idea ls ofthcir ancient empire. As such. the 
divine classes arc rare <Imong them. Their spiritual 
leaders arc the duur'kala, or dirge singers. These 
bards prescr\'c the lorc of the empirc and inspirc 
sold iers in baule with tales of the past. Aside from 
bards, membcrs of arcane classes arc rare among the 
Dhakaa ni. but some d ans (notably the Kech Volaa r) 
a rc working to master the arts of magic. 

A few of the most powerful Dhakaani clans are 
described below. COIlnt less othcrs remain hiddcn 
across Khor\'aire. 

Thc Kech Shaarat (Bladebearers) arc the keep· 
ers of a mig!lt)' 3nifact known as the Sword oJthe 

THE LAWS OF DARGUUN 
Across Khorvalre, Darguun has a dark reputation as a 
lawless land. The Code of Galifar (see page 54) has no 
standing here. and Violence, crime, and corruption are 
commonplace. Darguun has no control of illicit sub· 
stances, and slavery Is practiced by many of its tribes. 
Pnysica l lntimidation is a standard bargaining technique. 
and violence between eq uals is rarely worthy of note. 

However, even this lawless land has its limits. When 
it comes to violence, the critical issues are whether an 
attack 15 Justified and whether it harms others. A mer­
chant selling shoddy goods shou ld expect to be beaten. 
However; a person who attacks an honest merchant and 
steals her goods is a thief and will be punished. This 
principle extends across every level or society. Trouble· 
makers are dealt with, but the concept of selr-defense is 
interpreted broadly in Darguun. 
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True KillfJ. Their warlord !lUllS Dhakaan (page 115) 
belic\'cs that he can not rightfully wield the blade 
unt il he has united the Dhakaani clans under his 
rule. Fueled by his a mbition. the Kech Shaarat is 
the most aggressive of the Dhakaani clans. haVing 
already conquered and absorbed three lesser clans. 
IfHuus Dhakaan call unite the clans beneath his 
banner. he plans to conquer the Ghaal'da r as thc firs t 
step toward reestablishing the empire of old, Ifhe 
succeeds in this dream. the Heirs of Dhaka an would 
pose a potent threat to all ofKhorvaire. 

The Kech Shaarat make excellcnt villains if you 
want to challenge players with an elite goblin fight. 
ing fo rce, The Ohakaani arc tactic ians as well as 
skilled soldiers. and they act with precision ilnd 
disciplinc in all they do. I3ladebearcr soldiers ca n be 
identified by sword-shaped marks branded on onc or 
both fo rearms. 

The Kecb Volaar (\Vordbearcrs) have gonc to great 
lengths 10 preservc the lore orthe Dhakaani Empire. 
The leader of the Kech Volaar is Tuuril Dhilkaan. the 
1Il0st gifted dirge Si nger the clans havc seen in a thou­
sand years. Unlike Ruus, TUUTiI hopes to unite the 
Heirs of Dha kaan through inspiration ,ll1d d iplomacy. 
To this end. she seeks to acquire artifacts or the Dha­
kaani Empire-ancient symbols by which she might 
prove her right to rule. 

As a more moderate Dlwkilani clan, the Kech 
Vo];tar could serve as allies against the Kech Shaara!. 
On the ot her hand, a \oVordbearer band might well 
dash with adventure rs caught plundering Oha­
kaani tombs. Kech Volaa r goblin" typically tattoo 
themselves with symbols and gl) phs renecting thcir 
important achievements. 

The Khesh'dar (Silent Folk) is a clan of goblin 
spies. i\'lembers follow one of t\\'o paths: the scouts 
of t he taarka 'klteslt (silent \\'011 es) or the assassi ns or 
the sltaamt'kltesh (si lcnt kni\'es), ·I'he K hesh 'da r sell 
their se fl'ices 10 all the Dhakaani clans. rell1:lin­
ing steadfastly neutral in the absence of a clcar 
leader. In addition. they seed "pies throughout the 
Five Nat ions-agents that blend in with local goblin 
populations. The Khcsh'dilr occasional I)' ad mit out· 
siders into t heir ran ks, most often changelings or 
fore ign goblins. 

HOllSE DENEITH 
Though the rebell ion of its goblin mercenaries in 969 
YK was a terrible blow to Deneith, the Lhesh I-iaruuc 
managed to repair relations with the house. Goblin 
mercenaries remain it valuable resource to the house. 
and Haruuc enjoys the legitimacy a n association with 
Dencith brings to his people, I louse Oeneith occupies 
a large cnclal'e in Rhukaan \)raa1. as well as main­
taining the Gathering Stonc-a for tress thai servcs as 
it staging area for gobli ns intercsted in sel ling their 
services to the hOl1se, 



HOLISE THARASHK 
The prospectors ofl-Iouse Tharashk arc eager to take 
advantage orthe untapped resources of southern 
Da rguun and the Seawall Mount:lins. bUllhcir racial 
hcrilagc works against them. Throughout the history 
of Dhaka an. orcs and goblins were rnorwl enemies. 
,l11d the Darguuls still harbor strong prcjud ices 
'Igainst orcs and their kin, Nonetheless. Tharashk 
has established all outpost in Hhuk,llIn Draa!. and its 
age nts work hard to flnd all ies in Da rguun. 

SETTLEMENTS 
AND FEATURES 
Ac ross Darguun. the weight orthe war ca n still be 
seen in the remnants ofburncd·oLlt Cyran sell Ie· 
menls that w ill never be rebui!!. Though a majority 
of goblins stillli"c in mountain C:lVCS or sublerra· 
!lean warrens. sign incant numbers have emerged to 
lay claim 10 their new homeland over the last three 
decades. 

GORGONHORN 
Fortified Village; Population 650 

Once a prosperous c rossroads Village called 
I"aran's Crossing. Gorgonhorn lics in a patch offer· 
tile land close to the western edge of the dead·gray 
mist of the Mournland.Renamed by the goblins 
thai r:lised its walls. the fort is Darguun's first line 
of defcnsc against whatcver monsters might emerge 
fro m thc Mournland- and thc last stop for ad,·en· 
tllrers bound there. Limitcd goods arc availablc 
here. and customers pay a 25 percent premiulll on 
supplies. 

RHlIKAAN DRAAL 
Goblin Capital City; Population 28,000 

The scat of the Lhesh Ilaruuc and his Razor 
Crown clan . Hhukaan Draal is the I:lrgest cilY in 
Darguun- a sprawling. ramshacklc selllement built 
on the ruins of a Cyran market tOW Ii . \V)'\'ernhide 
tenlS stand alongside the rough stonework of the 
Ghaal'da r. The most impressive st ructure is Ilaruuc's 
palace. designed and built by 1 louse Cannith arti· 
sans. A ten·story tower of crimson granitc. it is known 
as Kh:mr Mhar'ost - the Hed HOllse. 

H.hukaan Draa l is a hotbed of (;Olllmcrce and 
in t rigue. I{eprescntalh'es of ever)' hobgoblin clan can 
be found here. a long with war cri minuls. thie\-es. 
deserters. dragollmarked excoriates. and mcrchants 
dea ling in goods prohibited inthc Fh'c Nations. It is 
OIiC of the few places in the nation to find imported 
goods. and it has the widest selection of shrines in 
Da rguun. The Lhesh Ilaruuc has taken an interest 
in the So\-ereign I lost. but his faith has yet to spread 
;;)cross the nation he rules. 

SHAE /ORIDAL 
BeSieged Fcyspire; Population 2.600 
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This otherworldly eladrin citadel sta nds as a vision ~ 
of rare beauty in a savage land . Gleaming green orbs c:: 

'" drift lazily around its high towers. giving il the name 0 
of the Spire of Emerald Lights. Its iridescent. whorled 
walls <Ire rcminiscent ora V<ls t sC<lshcll. but despite its 
beauty. Sl1ae Joridal is a settlement in peril. 

The long conniets betweell goblins and the Valaes 
TaiTll ofValell:lr (both during the Last War and in 
ancient times) inspire a hatred of the elves among Ihe 
Darguuls - a hatred extendcd.through ignorance. to 
the eladrln. As a result. Shac loridal has cndured a 
long Siege b)' loca l clans and warlords. 

A few of the fey ofShaelorida l have ned to other 
lands. but mOSI arc unwilli ng to leave their ances­
tral home. Though they arc outnumbered by the 
Darguuls. the inhabitants ofShae Joridal include a 
number of powerful wizards and wurlocks whose 
power has helped the eladrin hold their OWI1. Though 
these folk cling to the hope that the fcyspirc mighl 
return to Thelanis once more. their long·term pros­
pects remain grim. 

Thc spi re is ruled by Tarancl Ta naer. who inspires 
optimism e\-en in dark limes. Tanacr has dispatched 
envo),s to foreign lands secking allies. blll no nalion is 
willing 10 risk Da rguul1's wrath. As the feyspire grows 
increasingly desperate, it has comc 10 depend on 
adventurers willing to aid ils defense. 

VOLAAR DRAAL 
Dhakaani C itadel; Population 7.300 

Though few in number compared to the Kech 
Shaaral . the Kech Volaar include the best masons 
and combat engineers in Khor\'alrc. Blum and func­
tional where it stands carved In to the mountainside. 
this Dhakaani fortress is said 10 be impregnable-a 
cI:lim Ihat has been put to the test on numerous 
occasions. 

Foreigners are allowed to enler Volaar Draal 
only when invited by a trusted member oflhe Kech 
Volaar. The subterranean citadel is a grim place. 
filled with troops undert aking combat drills and the 
cchoing .. ongs of the dllllr·lwla. Volaar Draal is a prj· 
mary source for Dhakaani arllls and armor. and its 
vaults hold thousands of scrolls and tomes detailing 
the Age of Monsters, as well as a rtifac ts from the war 
aga inst the daclkyr. 

WVVERNSKLILL 
Goblin Pori Town; Population 1,100 

Pe rched at the mouth of the Torlaac niver.this 
port serves as Dargllun's gateway to thc TlltInder 
Sea. The Dargtluls shun sea travel. and few legiti-
111:11 e traders take this route. As such. the town 
is a grim and hungr), place. The on I)' Significant 
trade 10 pass through Wyvcrnsklill is Dargllun's 
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singu larly unsavory resource: sla\'cs. Unsc rupulous 
merchants from Storm reach ilnd other settlements 
not bound by the Code ofGalifar conH.' to \Vyvcrn ­
sk ull seeking slaves. and the trade grows with each 
passi ng year. 

PLOTS AND 
ADVENTURE SITES 

Daclkyr a nd Dhakaan: It is said that ruins of 
the Dhakaan i Empire are hidden throughout the 
Khraal rain forest and bcneath desolate Torlaae 
I'-'Ioor. Some of these sites are haunted by goblill 
ghosts; others remain infestcd by the daelkyr horrors 
that destroyed them. Whether the PCs are search · 
ing for Dhakaani art ifacts or battling the Cults of the 
Dragon Below. the wilds ofDarguutl provide a con· 
sta nt threat. 

Scars of War : An aging Cyra n noble asks the PCs 
to recover a fam ily heirloom\;lst seen in his estate at 
the time of the Darguun uprising. Now an isolated 
fortress in territory controlled by the Keeh Shaarat, 
the noble's former estate is found to hold more wcalth 
than he let on- as well as a dragon. an agent of thc 
Cha mber who has made the mallor house its base of 
operations as it explores the Prophecy written in the 
stone ofl he Seawalls. 

The Slave Road: A pair of young dragon marked 
heirs have gone missing on thc Darguun frontier. 
and their house fears that they have been captured 
by slavers. Anxiolls to avoid a diplolllat ic illcident 
with Rhuka'lIl Draal, the house needs advent urers to 
locate the pair in Wyvcrnskull or beyond. then sec 
them returned s.lidy home. 

Flushing out the Hats: Hhukaan Draal is a haven 
fo r war erim ina ls and other fugi! ives of c he Five 
Nations. Allies of the pes arc despcrate 10 contact an 
on·t he·run mage even as spies frolll his former home· 
land and the Order oft lie Emerald Claw pursue him. 
Can Ihe PCs survive the da ngerous underworld or 
the goblin capital? 

Clan Wars: Since claiming Dargllllll for his 
people, the Lhesh Haruuc has acted as a stabilizing 
force in the region. However. the ruler of the goblin 
nation is growing old . and his enemies range frolllthe 
Milrguul bugbears to thc leaders of other Ghaal'dar 
clans to lhe growing power of the Heirs of Dhaka an. 
I-lit with a potent th reat. the Lhcsh }-Iaruue is forced 
to seek aid in sec ret from advcnltlrers. hoping they 
can deal with the situation in a way that eanllOI be 
traced back to the Hhukailn Taash. 

GOBLINS OF DARGUUN 
All the gobli ns of the Monster Manual and its sub­
sequent volullles can be found ill DargulIll. but the 
cla ns of that la nd also produce warriors with unique 
combat styles and traditions. 
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Bladebearer Hobgoblin level 5 Skirmisher 
MedlulI1 ndtur.ll hUII1.lI1old XP 200 

Initiative +8 Senses Perception +5; low.light vision 
HP 62; Bloodied 31 
AC 19: FortItude 18, Renex 17. Will 16 
Speed 6; see also DhokooniJootwork 
<D Sclmltar (standard: at-will). Weapon 

+10 vs. AC: ld8 + 6 damage (crit l d8 + 14). 
+ Scimitar Advantage (5tandard; requires combat advantage 

again5t the target; requi res a scimitar; at-will) 
The Bladebearer hobgoblin makes two scimitar attacks. 

Bladebearer Finesse (free; usable only whi le charging; at·will) 
The Bladebearer hobgoblin doesn·t provoke opportunity attacks 
when leaving the Initial square ofits charge. 

Dhakaanl Footwork (free. when the Bladebearer hobgoblin hits 
with a melee attack; at·will ) 
The gladebearer hobgoblin shifts 1 square. 

Hobgoblin Resilience (immediate reaction. when the Bladebearer 
hobgoblin is subjected to an effect that a save can end; 
encounter) 
The Bladebearer hobgoblin rolls a saving throw against the effect. 

Alignment Unaligned Languages Common. Goblin 
Skills Athle tics +12, Stealth +1 1 
Str20{+7} Oex18 (+6) 
Con 14 (+4) Int l0(+2) 
Equipment leather armor. 2 scimitars 

Wis 16 (+5) 
Cha 12 (+3) 

BLADEBEARER HOBGOBLIN TACTICS 
A Bladebearcr hobgoblin uses bludebellrer finesse to 
charge into battle. flanking to gain combat advantage 
jfit can. It uses DlwkullIlifootwork to stay in 1ll0tiOll 011 

the battlefleld. 

Hobgoblin Dirge Singer level 6 Controller (leader) 
Medium nillurdl hU Ill.1 llnld XP ~50 

InItiative +4 Senses Perception +5; low.light vision 
HP 72: Bloodied 36 
AC 20; Fortitude 18, Refle" 18. Will 19 
Speed 5 
CD longsword (s tandard; at·will) • Weapon 

+11 vs. AC; ld8 + 6 damage. 
+ Grave Cry (standard; requires a longsword; at·wi ll ) . Weapon 

+11 \os. A(; ld8 + 6 damage. and the target takes a -1 penally 
to all defenses against attacks by the dirge 5ingers allies until 
the end of the dirge singer's ne~t lurn. 

<. Battle Chant (standard; recharge :.: lID 
Close burst 5: two allies within the burst shift 5 squares and 
make a melee bask attack as a free action. If an attack hits. the 
targe t of the attack Is marked by the ally untit the end of the 
dirge singer·s ne~t turn. 

(0 Fateful Keening (s tandard; encounter) . Thunder 
Close blast 3: targets enemies; +1 0~. Fortitude: 2d6 thunder 
damage. and the dirge singer pushes the target 2 squares. fffect: 
The dirge singer slides each ally in the blast 1 square. 

Hobgoblin R('siUence (Immediate reaction, when the hobgoblin 
dirge singer Is subjected to an effect that a save can end: 
encounter) 
The dirge singer rolls a saving throw against the effect. 

Alignment Unaligned tanguages Common. Draconic. 
Goblin 

Skills Diplomacy +12. History +11. tnslght +10 
Str 12 (+4) Dex 12 (+4) Wls 14 (+5) 
Con 16 (+6) Int 16 (+6) Cha 19 (+7) 
Equipment chainmail.longsword 



HOBGOBLIN DIRGE S INGER TACTICS 
A hobgoblin dirge singer enters combat by in itiating 
a b(tflle cho llt . directing its allies 10 Iargel the stron­
gest.look ing roes. It then makes wave cry allad.:s. 
rcscfvingjilfejul kl'cniJ18 for when enemies have its 
allies pililled down . 

Bugbear SkinR!.!r level 7 Skirmisher 
Medium natu ral hum,mold XP 100 

Init iat ive +9 Senses Perception +4; low-light vision 
HP 80; Bloodied 40; see alw bloodied shift 
AC 21: Fortltudf: 18. Reflex 10. WillIS 
Speed 6: see also bloodied shift, horrlfylns mockery 
<D Sickle (standard: at·wlll ) + Weapon 

+12 vs. AC; IdB + 7 damage. 
.. MockIng Rend (standilrd: requires combat advantilge agaInst the 

target: requires a sickle; rechilrge~ when an enemy within line 

of sight becomes bloodied) 
The bugbear skinner makes two sickle iltlilcks agains t the same 

target. If both attacks hit. the target takes ongoing S damage 
(save ends) and Is dazed until the end of the bugbear sklnner's 

next turn. 
(_ Horrifying Mockery (minor; rec:h.arges when an enemy wIthin 

line of SIght Is bloodied) . Fear 
Close burst 3; targets one enemy in the burst; +10 vs. Will: the 
bugDen skInner pushes the target 1 square. and the bugbear 

skinner shlfl$ 3 squares. 
Bloodied Shift (free. when the bugbear sk inner 15 hit by an anack 

while bloodied: iIl·wlll) 
The bugbear skinner shifts 1 square. 

Combat Advantage 
If a bugbear skinner hits a creature granting combat advantage 
to It with a melee anack. and that creature Is not already takIng 
ongoing damage. then the creature takes ongoing 5 damage 

(save ends). 
Preda to ry Eye (minor: encounter) 

A bugbear skinner dealsld6 extra damilge on the next anack 
it makes against a crea ture granting combat advantage to it. It 
must apply thIs bonus before the end of its next turn. 

Alignment Evi l languages Common. Goblin 
Skills Athle tiCS +10. IntimIdate +1'. Stealth +12 
Str 14 (+5) Dex 19{+7) Wls I 2(+4) 
Con 16 (+6) lnt 10(+3) Cha 16(+6) 
Equipment leather armor. 2 sickles 

B UGBEAR S K INNER TACT ICS 
The bugbe:tr skinner makes IIIockill8 rend au:tcks 
wilene\'er possiblc. using horrif),ill8 mocker), to escape 
from a more powerful foc. 

Ruus DHAKAAN 
Warlord of the Kec h Shaarat. R\IlLS Dhakaan is:t 
guilefu l lcader who is flllly aware of his powcr in 
Dargulln. l ie is a master of the Bladebearcr elan's 
skirmishing combat style. 

Ruus DHAKAAN'S TACTICS 
Huus takes on powcrful·looking opponents with spin· 
nill8 chaitl attacks. l ie charges whene\'er all ally is in 
rangc or hls Dlwkiwlli ollslaIlO'u. otherwise nanking 
with hb. "l1ie~ to gain combat <ldv:lI1tagc. !luus utili:tes 

Ruus Dhakaan Level 13 Elite Skirmisher (Leader) 
Medium na tural humanOid. hobgoblin XP 1.600 

Inltiati .. e +12 St!nses Perception +8: low.lIght .. Islon 
Dhakaanl Com mand aura S; when Ruus shifts. each aU1 within 

the aura can shift 1 square as an immediate reaction. 

HP 254; 8100dled 127 
AC 29; Fortitude 28. Refl ex 16, Will 24 

S .... lng Throws +2 
Speed 6: see also Dhakaanifootworlr 

Action Potnts 1 
<D Spiked Chain (standard; at·wlll) + Weapon 

Reach 2; +18 .. s. AC: 4d4 + S damage. 
@ Shurlken (standard:at.will) .Weapon 

Ranged 6/ 12: +18 ~.AC: 2d4 + 10damage. 
t Chain Snag (standard; requires a spiked chain: encounter) + 

Wtilpon 
Reach 2: +16 ~. Fortitude; 4d4 + 10 damage. and a large or 
smaller target Is grabbed. Sustain Minor; Ruus sustains the grab. 
and the grabbed creature takes 1d4 + 10 damage. 

t Spinning Chain (standard; requires a spiked chain: at·wl ll ) 
Ruus makes two spiked chain attacks. If both attacks hIt the 
same target. Ruus slides the targe t 1 square or knocks the 

target prone (Ruus's choice). 

Combat Ad .. an tage 
Ruus deals 2d6 utra damage against any creature granting 

combat advantage to him. 
Dhakaanl Footwork (free. when Ruus hits with a melee attack; 

at·will) 
Ruus shifts 1 square. 

Dhakaanl Onslaught (free. when Ruus charges: at·will) 
Qlle ally wllhln S squares of Ruus can charge the same target as 
an immediate reac tion. 

Hobgoblin Resilience (immediate reaction. when Ruus Is 
subJec:ted to an effect that a save can end: encounter) 
Ruus rolls a saving throw against the effect. 

Alignment Unaligned l anguilges Common, Goblin 
Skill s Acrobatics +1 5. Athletics +17. History +12. Intimida te +IS 
Sir n (+12) Dex 19 (+10) Wis 14 (+8 ) 
Con 15 (+8) Int 12 (+7) Cha 19 (+1 0) 
Equipment scale armor. spiked chain. 10 shurlken 

elwin s'1II8 10 hinder a striker or defender. mai ntain· 
ing Ihe grab as long as doing so doesn't anecl his own 
maneuverability. 

ENCOUNTER GROUPS 
The folk in Khorvaire accept the presence of goblins 
in their lowns and cities 10 somc extent. Outside their 
roles as laborers. goblins are most commonly encou n· 
tered as warriors. typically in the employ of I I oust' 
Delleith. 

l evel 5 En counter (XP 1,240) 
• 1 hobgobli n dirge singer (lC\'cl6 controller) 
• I Bladebearer hobgoblin (Ic\'cl 5 skirm isher) 
• 2 hobgoblin soldiers (level 3 soldier, I\I AI 139) 
• 2 hobgoblin archers (lcvel3 artillery, /\1 1\1 139) 
• 5 hobgoblin grunts (le\'eI 3 minion, 1\11\1 138) 
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, THE DEMOt:-lW A.STES ,',.~ 

Long before the fi rst stirrings ofhmnanoid life. Eber­
ron was a world or darkness. despair. and unchecked 
evil. The Age ofDell1ons saw the risc of dread powers­
hideous bei ngs of ullequaled wickedness. These fiends 
shaped the land in their own image. and spawned 
countless horrors that inrectthe world to Ihis day. The 
combined might or t he dragons and Iheir allies scaled 
these fi endish overlords in Khyber's depths. and the 
Age ofDelllons was brought to an end. I-Iowe\·er.the 
remnants or this terrirying time linger across Eberron. 
and nowhere is the connection to this age more pro­
nounced than in the ruins of the Demon \Nastes. 

LORE OF THE 
DEMON WASTES 

ARCANA 
Arcana DC 15: The Demon Wastes present a pic­

ture or Eberron as it was during the Age of Demons. 
and death is not the worst fate that ca n berall explor· 
ers here. Magical power infuses the anc ient ruin s. 
masking them wit h potent illusions to deceive and 
lure the unwary into ancient traps or demonic lairs. 

Arcana DC 20: The Demon 'Wastes arc pe rilous 
lands filled with vile creatures. fou l fiends. and savage 
tribes of humanoids bent on slaughter. To ex plore the 
Wastes is 10 invite a rate worse than deat h. but in spite 
of the risks. these lands att ract more then their share 
of adventurers. The Demon Wastes arc home to abu n­
dant deposits orKhyber dragonshards. 
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Arcana DC 25: The true powers of thi s realm are 
the Lords or Dust. servants of the evi l overlords that 
have been buried beneath the shattered landscape for 
a hundred thousand yca rs. Their plots in Ihe world are 
ca rried Otlt by myriad agents. including demons and 
other fiends. night hags slipped rree fro m the Feywild. 
and their corrupted human. orc. and liening thralls. 

Arcana DC 30: Evil is pervasive inlhe DemOIl 
'vVasles. Thc fractured landscape offers numerous 
access points to the depths of Khyber. wherc hideous 
demons and elementa l horrors escape the Churning 
Chaos far below. In the \"'astes. fiendish magic has 
weakened the barriers between all the planes. and 
gates to the Shadowfell and the FeywiJd arise and dis· 
appe:l r here without warning. 

HISTORY 
I-listory DC 20: Ag:linsl all odds and expcc!<l­

tions. clans orhu rnans make their homes in the 
Demon Wastes. They arc the descendants of seillers 
who crossed the sca from Sarlona. Long years in prox­
imity to the cvil suffUSing th is land have left them 
corrupted- altered in body and mind to become the 
savagc servants of ancient powers. The Ca rrion Tribes 
lead nomad ic lives. hunti ng and preying on each olher 
in a slale of perpeillill warfilTc. Hcsources arc scarce. 
and many tribes havc turned to cannibalism 10 survive. 

History DC 25: The presence of nalural and 
supernatural resources in Ihe \Vastes draws the allen· 
tion of the dragonmarked houses. In pa rticular, I-louse 



I harashk maintains an outpost at Blood Crescent. 
Irom which it mounts freq uent expeditions in search of 
dragonshards and relics from th is land's ancient ruins. 

NATURE 
COlll mon Knowledge: The Demon Wastes consist 

of lhe broken and shattered lands north and west of 
the Shadowcrags and the Icehorn Mountain!>. A vasl 
,watll of bad lands, ravines, and IreachcrOlls plains 
,t retches from the mountains 10 the shores of the 
Barren Sea~a IOxic landscape that is anathem:11O life. 

Nature DC 15: Life in the Demon Wastes is lIlli· 
formfy horrid and shorl. Little grows here, and what 
few creatures can sur"i\'e these lands share the 5.1me 
lOrruptioll as the Wastes' humanoid inh:lbitants. 
rile ground is IOxic. and poisonous winds scour the 
la ndscape as micanocs belch fo rth ash. naming rock. 
,md acidic rain. Unforgiving deserts of black sand arc 
dotted with old ruins ,lIld o.1SCS filled wilh brackish 
\\t1ter. while sleaming fissures oITer glimp5Cs down 
into rh'ers ofla"a and the tunnels of Khyber. One 
ca nnot dwell here for long without fecling this land's 
corru ption. and explorers who li nger too long In the 
\ Vastes arc often driven Iliild. either wlInderl ng ofT into 
the wlIstciand to die or joining the barbarian tribes. 

Even entering the \Vastes is a cha llenge. The Barren 
\ea is homc to dark and sinister fiends that d\\'ell in 
horrid cities far below the \\,a\·cs. Sharks, venomOIlS 
fish. and pirates control these waters. and tremendous 
~torrn~ send ships to splinter agai nst the rocky shore. 

Access is no easier by land. for past the mountains scpo 
arming the Demon \Vastcs from the Eldecn neilclles. 
the perils of the Labyrinth awnit. Boiling mud. scree 
fields . iliid other haz<mls erupt without warning in this 
seemingly endless maze of perilous canyons. 

Nature DC 20: Despite the hardships of this 
laml.tite Dcmon \Vastes leem with life. Gnolls, orcs. 
humans. and tieflings illI dwell here. preying on each 
other :md onlhe corrupted creatures oflhe \Vastes. 
The Ca rrion Tribes. as they arc known. are:t diverse 
lot. distincth'c in their cuslOms and beliefs. All are 
controlled and consllmed by the evillrapped beneat h 
this land. 

RELIGION 
HcHgioll DC 20: Thc people of the Demon Wastes 

serve cvil spirits~corrupted entities spuwned from 
the Churning Chaos and the Abyss far below. Each 
Carrion Tribe serves a particular spirit. and a tribe's 
ceremonies and rituals celebrate this entity's nature. 

Religion DC 25: Not all who dwell here sen'C 
c\'il. Some are opposed to it, championing the causc of 
good to keep the Demon \Vastes from spill ing beyond 
its borders. Foremost ofthesc agents of'good arc the 
Glmash'kala~predominantly orc tribes tl\ilt settled in 
the ulbyrinth ages ago. They follow a faith dedicated 10 

Kalak Shash, the Binding Flame-a spiritual force that 
bears remarkable simii:lrities to the Silver Flame. 

The Ghaash 'killa consist offonT clans- the Jaa· 
sakah.the Kasl<lr.thc Manlk. and the V:tanka. Orcs 
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founded the clans. but atlr ition over thc centuries 
has forced them to welcome others into their tribal 
groups. Half-orcs. humans. and even a few tienings 
can be found among the Ghaash'ka la tribcs. 

Each clan has t\\'o leilders-the kizshlllH. the chief­
tain and waf le'lder. and the sar·lIIalaall. the spiritual 
leader who communes with the Binding Flame and 
otTers gUidance to the Wil r leadcr and the clan_ 

Religion DC 30: Thc entities worshiped by the 
Carrion Tribes are the overlords. andent nends that 
ruled these la nds until their defeat at the end of the 
Age of Dell1ons. Individual Lords of Dust command 
t he tribes on behalf of thei r pat ron overlords. wit h 
each tribe emu lat ing the worst aspects onts patron. 

STREETWISE 
Street wise DC 20: Numcrous attempts ha\'e 

been made to settle the Demon \-Vastcs and reclaim 
this land from the horrors that dwell here. Each 
has met with failll re, its settlers either d ragged otT 
screaming to feed the Carrion Tribes or wiped out by 
storm. plague. or demonic forces. 

Street wise DC 25: Two settlements of note h1l\'c 
managed to surVI\'c in t he Wastes-Festering I-Iolt 
and Blood Crescent. The former comes closest to 
being an actual community. otTering refuge of a sort 
to people intent on ex ploring these lands. The latter 
is a I louse Tharashk OlltpOSt. from which the housc's 
mining and exploration activities in the \-Vastes arc 
controlled. 

SETTLEMENTS 
AND FEATURES 
The Demon VVastes form <In inhospitable realm. con ­
taminated by cvil and thoroughly deadly. No roads 
wend through the countryside: no lightning rail pen­
et raIl'S its dept hs. 

ASHTAKALA 
City of the Damned; Popu lation Unknown 

If this wretched land has <I capita l. it is Ashtakala. 
Lurking in the center of a storm of hissing black sand 
and razor·sharp stone shards. this metropolis of 
basalt and brass has stood since the Age of Demons. 
Unlike the other ruins dotting the countryside, 
Ashtakala seems alive at nrst glance-horne to inl1u­
merable demons. rakshasas. and other fiends. In 
truth. it is all an illusion. maintained by the cldritch 
power that raised the city at the dawn of the world. 

Visions of the past are brought to life here by dark 
magiC. \-\' ithin the illusion. a small associalion of rak­
shasas and other servants of the overlords convene 
herc as the Bleak Congress. hatching wicked plots 
and forging plans to conquer the world. 

Ashtakala holds numerous treasures that draw 
explorers co its eerie streets. Cha ra(;tcrs who survive 
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the shard storm can discover libraries holding the 
collected lore of the Age of Demons. the power that 
infuses the city preserving these ancient manuscripts. 
However. explorers who spend too much time in th is 
place are corrtlpted. ta king on demonic forms <IS the 
city claims them body and soul. 

BLOOD CRESCENT 
T h a rash k Outpost; Popu lat ion ]00 

To the enterprising agents of House Tharashk, 
the Demon \"'astes represent an untouc hed trove of 
treasures Ihal ,lre \l'el1 worth the terrible wrath of this 
land. After several failed attempts at cstablishing a 
colony here. the dragonmarked house succeeded with 
Blood Crescent. a tiny outpost on the edge of Crescent 
l3a)'. Tharashk uses the outpost as a base from which 
it mounts exped itions for precious deposits of Khyber 
dragollshards. Despile losi ng expeditions on a regu­
lar basis and ongOing attacks by the Carrion Tribes. 
the house funnels incredible sums into maintaining 
Blood Crescenl. bel ieving that the long-term bencnt of 
an outpost in {he \-Vasles outweighs the cost. 

Blood Crescent is home to a mix ofhmnans and 
half-orcs. all Tharashk operatives. Howcver.the 
outpost welcomes ad\'enturers. and PCs could make 
the place a base of operations. In ilddition to hiring 
advcnturers as escorts for hOllse scouts and prospcc­
tors. Thar:lshk knOll'S thai its presence in the outpost 
is an effective hedge against Carrion Tribe ilt1i1cks. 

FESTERING HOLT 
Sin ister Village; Popul ation 200 

Festering I-loll lies approximately nfty miles 
soutlm'est of Ashtilkala. It is a regular stop for groups 
searching for the fab led demon city. and adventurers. 
savage humanoids. and e\'en nends seek refuge along 
its ramshackle streets. However. more than a few visi­
tors have been known to d isappear wh ile staying in 
Festering I-Iolt. and il is said that the loca ls prey 011 

the weak and injured. always in need offresh me,lI 
for the cooking pots. 

Dead Before Morning: An inn. tavern. stable. and 
general store all under one roo[ Dead Before Morni ng 
is one of the fcw placcsoffering accommodation for any 
length of lime in the I-Iolt. Hun by a bugbeilr named 
Karbal. the place takes its name from the proprietor's 
regu lar evening toast: ~Drink well. lads. because it's a 
sllre bet wc'lI a ll be dead before morn ing!'" 

THE L ABYR INTH 
Deadly Canyon Maze 

More than 200 miles across and spread along the 
feet of the Shadowcrags and the Icehorn MOllntains. 
the Labyrinth is a torn and ruined expanse of terrain 
giving way to the plains and windswept deserts of 
the \-Vastes. In its depths. Khyber pushes closer 10 the 
surface world than illlywhere else on Eberron. 



The Labyrinth get~ its na me from the maze formed 
by the ca nyons, mesas, and defiles found throughoul 
the area. The terr-din here is most sinister, and it i .. 
easy 10 become lost a long its unmarked paths, or to 
fa ll victim to Ihe nalura l hal..mls spre"d throughout. 
Boiling pools of mud, b'C),sers, sluggish lava n ows. and 
(Tumbling walls frequently d"hn the li \'es of reck· 
less travelers. !lovi fig bands of demons and savage 
hu manoids hunt hcre in search of flesh and plunder. 

The Ghilash'kala dans patrol thc Labyrinth. keep· 
ing the horrors oflhe \Vastl's fro m pushing into the 
mountains. They discourage travelers from venturing 
into the Demon \Vastes, OftCllto the point of threat­
ening violence. ThoL1gh Ihey stop shorl of attacking 
{''( plorers sci on entering, the Ghaash 'kala ensure that 
nothing they eneollnter leaves the \Vastes- induding 
adl'enillrers who ignore ,hcjr initial warnings. 

Maruk Dar: Smal l settle ments of tIle Ghaash' kala 
(hillS a re spread throughout the Labyrinth. Maruk 
Da r, hOllle to the r-,'Iaruk tribe, stands ncar a large 
defil e in the sout hwestern pori ion of the Labyrinth. 
(he Maruk folk dwell in concea led caves, reached 
by switchb:lck stairs and protected by dead ly traps 
,lI1d watchful C)'es. No more th:ln a fel\' hundred 
people d wel l in sllch settlemcnts at a tinle, since tile 
(,haash' kitla's mission keeps them on the mon~. 

L AKE OF [IRE 
Ancient Volcano 

The Dcmon Wa<;tes lingcr under :l 1':111 cast by 
the nUlIlerous ,'olca noes rising from thc heart of 
th is blighted realm. Spewing clouds of ash and toxic 
~moke, the \'olcanoes of the \Vastes cover the land in 
rivers oflava thai consume everything in their p:llh. 
J he Lake of Fire is an ancient pe:lk southwest of the 
I abyrinth. and the site of one of the I:lrgest of the 
\\'astes' \'olcanoes. Some say th:ll the \':lst expanse 
oflav .. withi n thc bowl ofthl' mountain imprisons 
.t terrible fiend, perhaps ol1e of the r:tksh:lsa raja hs. 
Othcrs hold th:ll ancient heroes once vcntured hcre 
10 casl (lilllgerous artifacts into the fu mace of molten 
rock. The Lake of Fire attrac ts demons. fle ndish cults. 
.tnd the deadlier Carrion Tribes to ilS shores-all 
payi ng homage here to their dreadful masters. 

ROTTING BLADE 
Decaying Village; Population 40 

Though a majority of the Demon Wasles'denizens 
J rc de\'oted to fiends. some ~en'e other crealures of 
l', il. ROiling Blade is a tiny settlement SCI in the per­
manent gloom oflhc Shado\\'crags. where a powcrful 
night hug named Vraria rules o\'er a community of 
kobolds. orcs. and humans captured frolllthc Eldeen 
Hcaches and the Sll:Idow ~\:I rches. Subjected to 
unspeakable cruelty and drh'ell iliad by the l:Iilll of 
thc \Va .. te'i, these thra lls have come to regard the hag 
J' their queen and mistress. She uses them for labor. 

spOrt, :l nd (when their bodies give out) food for their 
fellows. To maintai n ROlt ing Bladc's population. her 
servants range beyond the \Vastcs. rounding up new 
batches of slaves to subject to their mistress's spi te. 3 

Rotting Blade is little more than a collection of 
ho\'els in a barren landscape. Vraria lu rks oul of Sight :;, 
when visi tors arrh'e, cmerging wit h her serva nts in 
the hope of overwhelming inlruders and add ing them ....I 

to her stable of slaves. 

PLOTS AND 
ADVENTURE SITES 

Blcak Congress: Each Lord ofl)ust fo llows a dis­
crete agenda on behalf of the overlord that he. she. or it 
serves. but eyen such powcrful i\nd singular creatures 
fil1d it u<;c(1.I1 to fIIt.'Ct in ilSsocfiuiofi Oil occasion. Tile 
Bleak Congress is a collection of the exa rchs thai serve 
thc imprisoncd overlords. Though the l.ords of Dust 
arc acth'c across Ebcrron . lhey make regular pilgri m· 
ages to Ashtakala to exchange news and hone their 
insidious plans. No more than a few of thc Lords of 
Dust meet at once. si nce they are a fractious lot. given 
to treachery and in nghti ng. Il owcver. rUlI10rs from the 
Eldeen Reaches h,," e told ofa large IlUmber of cara· 
vans making their way to the Demon \Vastes, repell ing 
the \.yardens of the \\food in their clTorts to turn them 
back. Arc these ser""nts of lhe Lords of Dust? lfso. 
why arc they mo"ing now, and why in such numbers? 

Desolate: Coloni:l,ing the Demon \Vastes might 
seem the height offoolishncss, but attempts 10 do 
so date b..'ck to the n rst settlers to c ross the Icehorn 
Mountains. The coastal site now called Desolate has 
been in habited under three dilTerent names, first as 
Greenholt.lhen Newholl. a nd most recently (a cent ury 
ago) as Kymar's Folly. Each time. its settlers "anished 
without a trace- their possessions Icft behind. food 
and water in abundance, and with no sign of where 
they went or what might have taken Ihem. The town's 
structures remain intact, untouched by the long),ears. 

'·Iouse Lyrandar want.s to est:lblish a swble outpost 
here. hoping to ex ploilthe resou rces of the Demon 
\Vastes as their r i"als in Iionse Tharashk are doing . 
The exped ition is nearly ready, and the house has 
sent out a ca ll to adve nturers and explorers promising 
fantastic pay to escort ilS tea m to the settlement- and 
10 keep them alh'c once they arrh'e therc. 

La ir of the Keeper: The \tVastes ofTer numerous 
access points to Khyber. but nOIlC as intimidating as 
the l.air of the Keeper. Yawning widc in the northern 
reaches oflhe \Vastes. the site is a dcep chasm whose 
cru mbling walls drop away into darkness, 

The placc ta kes its name from a legendary cham­
ber in ig depths. There dwel ls a great dragon- solllc 
say a drncolich- said to be an aspect of the Lord of 
Death and Decay. This cre:llure hOllses souls trapped 
in Khyber dragon:.hards sprouti ng from thc walls. 
Fou l cult ists oflhe Dark Six make forays to the sitc, 
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offering np their wicked prayers. Additionally. it 
is known that passage between the world a nd the 
Shadowfell is relatively easy in this place. 

CARRION TRIBES 
The Carrion Tribes are the indigenous peoples of the 
DClllon \VaSICS. Mosl arc evil. warped in mind and 
body by Ihe sini"ter inllllcnce of Ihat land. Il owever. 
a few resistlhe darkness plaguing their realm. and 
work to contain ils evil. 

CARR ION TRIBES LORE 
Sec the earlier part of this section for more lore con­
cerning the Ca rrion Tribes. 

Nature DC 20: More Ihalltwelll}' Carrion Tribes 
dwell in thc Demon Wastes, disti nguished frOIll each 
ot lle r by the fiendish power the}' revcre. The Plague­
be:lrers :Ire among Ihe mo~t foul of the C:lrrion Tribes. 
serving:l n el1lilY cmbodying filth :l11c! pestilence. 

Nat u rc DC 25: The grcalesttribal warriors :Ire the 
blessed chul1lpiolls. These select few cha nnel demon ic 
entities thaI rCl'cal themselves in the thick of battle. 

Nature DC 30: Most tiellings in Khorvaire a rc 
descendcd from the IlUlllans ofOhr Kaluun in Sar­
lana. Ilow('ver. the fiendish corruption oCthe De mon 
\Vastcs somet imes sees a tieni ng chi ld born to 
humans of the Carrion Tribes. Such a birth is said 10 

hcmld a greal boon for the fa mily. and shamans ca ll 
I hcsc ticllings the s(,Rali. or "touched ones." 

Carrion Tribe Degenerate level 15 Minion Skirmisher 
MedIum natur .. 1 hum,moltl. hum .. n XP 300 

In itiol ti lle +14 Senses PerCeptiOn +12 
HP 1; a missed attack never damages a minion. 
AC 29; Fortitude 28. Refl ex 27. WUl 27 
Speed 7 
<D Gre.udub (uandard; at·wlll) + Weapon 

+20 V5. AC: 8 damage (10 damage against bloodied targelS). 
Alignment Chaotic ellil l anguages Common 
Str 23 (+13) Dex 20 (+12) Wls 20 (+12) 
Con 17 (+10) Int 8 (+6) Cha 6 (+5) 
Equipment hide armor, grutclub 

DEGENERATE TACTICS 
Ca rrion Tribe degenerates largellhe wcakcsl-looki ng 
roes. llankl ng 10 gain combat advantage. 

Carrion Tribe Bles sed Champion level 15 Elite Soldier 
Medium natural humanoid, human XP 2.400 

InlllOltllle +15 Senses Percl!'ptlon +12 
HP 300; Bloodied ISO; see illso demonlcwroth 
AC 33; Fortltudl!' 30. Reflex 29. Will 27 

SOIIIIng Throws +2 
Speed 7 
Action Points 1 
<D Spiked Greatclub (standard; at ·will) • Weapon 

+22 liS. AC:4d4 + 5 dan,age.and the target is marked until the 
start of the blessed champion's next turn. 

t Bite (minor l /round; at·wlll) 
+22 liS. AC: 2d6 + ' damage. and ongoing 5 damage (Solve ends). 

+ Brutal Smash (standard; requires a spiked greatclub; recharge :::J 
:.: I I ) + Weapon 
+22 115. AC: 4d6 + 8 damage, and the target 15 dazed (save ends). 

Demonic Wrath (free. when first bloodied; encounter) + 
Polymorph 
The blessed champion takes on a hlde01.ls demonic: form until 
Ihl!' I!'nd of the encounter. Any enemy starting lIS turn adjacent 
to the blessed champion In demonic wrath form Is marked by 
the blessed champion and takes a -2 penalty to all defenses 
until the start of liS next turn. 

Alignment Chaotic evil languages Abyssal. Common 
Skills Athletks +18, Endurance +16 
Str 23 (+13) De. 20 (+12) 
Con 18 (-+-n ) Int8 {.6) 
Equipment hide armor. spiked greatdub 

Wis 20 (+12) 
Cha l0 ~+1) 

BUSSED CHAMPION TACTICS 
A blessed cha mpion targct!> powerfull11ciee combat­
anlS, fighting recklessly with spiked grcatclub attacks 
in the hope of qtlickly unleashing its demollic wradl. 



CarrIon Trib@ Plagu@b@arer level 14 Brute 
Medium na tural humanoid. human XP 1.000 

Ini tiative +12 Senses Perception +12 
Stench (Disea.se:) aura 1: each enemy within the aura takes a ~2 

penal ty to attack rolls. 
HP 167; Bloodied 83 
AC 16; Forti tude 17. Refle.: 26. Will 26 
Immune disease 
Speed 6 
. Bone Sword (standard: at·wlll) + DlseaSI!. Weapon 

·17 vs. AC; 2d8 + 9 damage, and the target is exposed to filth 
plague (see sidebar). 

~ Filthy Splash (standard: requires a oone sword: encounter) + 
Disease. Weapon 
-17 vs. AC; 4d8 + 9 damage. the target Is exposed to filth 
plague (see sidebar). and the plaguebearer makes a secondary 
attack. Sec.ondoryAllock: Close burst 2; targets enemies: +15 vs. 
Reflex: the targl!t is blinded until the Slart of il5 next turn, and is 
exposed to fillh plague (see sideh<lr). 

Alignnlent Chaotic evil languages Common 
Skills Endurance +15, Stealth +17 
SIr 23 (+13) Oex 20 (+12) 
Con 17 (+10) Int 8 (+6) 
[qulpment hide armor. bone sword 

Wls 20(+12) 
Cha 9 (+6) 

PLAGUEBEARER TACTICS 
\ plagucbearer uses its bone "word and jlhhy splash 
.\ ilh abandon, hoping to infect all ofits foes. 

Carrion Tribe. Sakah Hunter le.vel13 Artillery 
Medium n,lturdl humanold.tlE'Wng XP 800 

Inilla tive +12 Sl!nse.s Perception +15: low·light vision 
HP 96: Bloodied 48 
AC 25: Fortitude 24. Rl!flex 26. WII1 24 
Resist 11 fire 
Speed 6 
, Spear (standard: at-will) + Weapon 

~20vs. AC: 2d8 + 3 damage. 
~ longbow (s tandard: at·wlll) + Wupon 

Ranged 20/40: +20 VI. AC: 2dl0 + 3 damage. 
'" Infernal Summons (minor: encounter) + Conjuration 

Ranged 10; the sakah hunter conjures a Medium beast of 
smoke and flame In a space adjacent to an enemy In range. Any 
enemies adjacent to the conjured beaSi grant combat advantage 
to Ihe sakah hunter. As a move. action. the sakah hunter can 
move. the fiendish beast S ~uares. The fiendish beast C<l nnot be 
attacked. but It Is vulnerable to diS~' mOSlc and slmllar effects. 
Sustoin Minor; The fiendish beast persists. 

::tr longbow Volley (standard: requires a longbow: recharge:: :.: 
11) + Weapon 
Ranged 20/40: targel5 one or IWO (futures: +20 vs. AC: 
2dl0 + 3 damage. 

Combat Advantage 
The sakah hunler'~ melee and ranged a!tacks deal ld6 extra 
damage against any creature granting combat advantage to it. 

Infernal Wrath (minor: encounter) 
The sakah hunter gains a +1 power bonus to il5 next a!tack roll 
agalnSI an enemy that hit it since the hunter's lasl turn. If the 
attack hilS and deals damage. the hunter deals 3 extra damage. 

Alignment Evil languages Common 
Skills Stealth +17 
Sir 19 (+10) 
Con 12 {+7) 

Dex 22 (+12) 
Int 15 (+8) 

Wls 19 (+10) 
Cha 16 (+9) 

Equipment leather <lrmor. spear, longbow with 20 arrows 

SAKAH H UNTER TACTICS 
A sakah hunter fights from the edge of the fray with 
101180011' 1'01/1')' attacks, moving the creature su m· 
moned by its irifl'rnal Slll11lll0tlS to maintain combat 
advantage again:.t its dista nt foes. 

ENCOUNTER GROUPS 
The Carrion Tribes prowllhe Demon Wastes, drift· 
ing across the empty plains 10 hUIlI. forage, and wage 
war against each OIher. Evil tribes ally with flends 
or rakshasas: the Ghaash'ka la summon crcmures of 
good to their aid. 

levcl13 Encounter (XP 4,000) 
• 3 Carrion Tribe sakah 11t111Icrs(lc\'e1 13 artillery) 
• 2 \'rocks (level 13 skirmisher. 1\11\ 1 58) 

level 15 Encounter (XI' 6,200) 
+ 6 Carrion Tribe degenerates (b'eI 15 minion 

~kirll1isher) 
• 3 Carrion Tribe plagltebearcrs (b'eI 14 brltle) 
• 1 abyssal ghoul (le\'cl16skirmisher. I\ IM 118) 

level 18 Encounter (XI' 10,200) 
• 2 Carrion Tribe blessed champions (level 15 elite 

soldier) 
+ 10 Carrion Tribe dcgcncrmcs (level 15 minion 

~kirmishcr) 

+ I rakshasa noble (lc \'cI 19 cont roller. I\IA! 2 17) 

lrifuStd nifh Ihe tmle jlltll of rile IJonOIl Wastes. this 
JI$I'!ISt' lums 1111' laryel's inlernul Oryll11S 10 a bloodyfrotk 

Attack: +17 vs. Fortitude 

The target 
.s cured. 

D In it ia l Effect: The [JJ 
tilrget loses one 
healing surge. 

EndulClnce Inlprove DC 29. maintain DC 24, worsen DC 23 or lower 

The target takes a ~2 CI 
penalty to attack rolls 
and a ~ 2 penalty to 
its speed. 

Final State: The tilrgel takes a ~4 penalty to attack rolls, is 
slowed. and takes 5 extra damage rrom all damage·dealing 
attacks. The target loses all healing surges and cannot regain 
hit points. If subsequently reduced to 0 hit points. the target 
Is dead and bursl5. with all creatures wi thin 5 squares of the 
larget contracting flIth plague (no attack roll). 

< 
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Droaam is a deadly frontier marking the edge of civi-
1i7ed Khorvaire_ Trolls li nger in the mountain passes 
of the so·ca lled kingdom of monsters. Ga rgoyles. har­
pies. and ""p'ems circle in the sk ies. On the streets 
of the Great Crag. ogres imd minotaurs rub shoulders 
with gnolls and goblins. Droaam is one of the strang· 
cst lands in Eberron. an allen and dangerous place for 
outsiders. Yet under the ru le of the enigmat ic Daugh· 
ters of Sora KclJ. this lund grows <; tronger with each 
passing year. 

Great cities arc slowly rising from the rubble of 
the La!>t \<\o'ar. and once·!mvage bands of monstrous 
humanoids ilre coming together!O form communi­
ties- and ilrmies. Deep fractures still undercut the 
loundatlons of this new kingdom. illU\ its warlords 
ha\'e ambitions ofthcir own. I lowe\'er. few in the Five 
Nations believed that Oroaam would survi\'e a yeilr. 
let alone a deCilde. 

As the nation grows stronger.lhe people of the 
cast might soon be forced to reconsider their attitude 
toward it. If the Last \Var begins aga in . this mon­
strous land cou ld prove a potent ally. Of course. the 
Daughters of Sora Kellmight ha\'e other ideas. and 
folk in western Breland wmch Droaam wit h trepida· 
tion. fearing the day that its .mnies pour past the 
mOUllLains to move against their lands. 

The customs of t he monst rous creatures of 
I)roaam ca n be difficult for PCs 10 understand. At 
your di scretion . II PC ca n take a -5 penalty to Diplo­
macy checks or InSight checks made againstlhe more 
lInu~\Ial inhabiw Ilt s of t his hind (meduslls. gargoyles. 
trolls. and the like) un less someone in the pa rty 
makes a successfu l hard-DC Nature check at the start 
of an encounter or a skil l challenge. 

LORE OF DROAAM 

H ISTORY 
Common Knowledge: The land beyond the 

Byeshk and Graywall MOlllllains has always been a 
realm of mystery and menace. Though claimed by 
Breland in the time ofGalifar. it was never truly set· 
tied by humans. \Vestern Breland instead remained 
a land of deadly monsters- a place where questing 
knights could scek their fortunes bauling savage 
beasts. 

History DC 15: During the Last War. mOIl­
strous bandits and war hands made increasingly 
frequent forays across the mou ntains a nd into 
western Urelund . ln 987 VK. King Boranel pulled 
his subjec ts back from the Illountilins for their own 
safety. III that same year. three hags- the Daughters 
of Sora Kell- rose to power wi thin Brcland's ceded 
territory. Declaring that l:lIld to be the nmion of 

Droaa m. the hags united the monstrous warlords 
undcr their ru le. 

Droaam WlI!> not recogniLcd by the Treaty of 
Thronehold. and most KhOT\'lIirians lIsslimed that 
the monstcr all iance wou ld quicklycollapsc in thc 
aftermat h of the Last \Var. llowc\·cr. the Daughtcrs of 
Sora Kell have proven to be surprisingly capable lead­
ers. creati ng a semblancc of order among their savage 
subjccts. The to\\ n of Gray wall sen'cs as the cfTecth'e 
gateway bet ween [)roaam and Brela nd . and is gm'· 
erncd by a mind fl •• yer named Xorchylic. 

History DC 20: Droaam is divided into territo· 
ries. c.lch of whic h is ruled by a monstrous warlord . 
Thc most infamOIiS warlords ofDroaam include 
the medu<;a Sheshk:l. known as the Quecn of Stone. 
and the powerfu l oni Tzaryan Hrac. Gnolls. orcs. 
goblins. ogres. and rnlnotaurs lIrc the Illost common 
monstrous races ofDroailll1. bLLI harpies. medusiLs. 
doppelga lLgers. ga rgoyles. trolls. and oni can also be 
found in this dark land . 

History DC 25: The Daughters of Sora Kell 
petitioned for Oro,lam to be part of the Treaty of 
Thronehold but we re denied. Humors suggest that the 
hags remain intent on seeking the recognition of the 
Five Nnt ions.though some say sllt'h diplomatic ovcr· 
tures arc only a CO\'er for Droaam's secret military 
ambitions. 

RELIGION 
Rcligion DC 15: Its longstanding crusades 

against monstrous crealu res make the Church of 
the Silver Fl;nne universally distrusted and despised 
in Droaam. Anyone wearing a \"isible symbol of 
that fa ilh takes a -5 pemlity to Diplomacy checks 
a nd is likely to be Ullacked without wa rning even in 
DrO.IilIll·s relatively civilized areas. 

Religion DC 20: Though few crCllturcs of 
Droaalll adhere to the established faiths. priests of 
the Dark Six can be found in this land. most com· 
monly those revering the Mockery and the Shildow. 
I lowcver. Droaam's monsters have II different view 
of these deities from tl1iJt of ot her worshipers. seeing 
the Shadow liS 11 benevolent creator feared by Aureon. 
Fiend worship and thc Cults of the Dragon Below il re 
common in this land. 

STR EETW ISE 
Streetwise DC 15: Monstrous merchants accept 

currency from across Khon·ai re. but Droaam mints 
no coins of its OWI1. Instead. its inhabitants barter 
for goods and services using a wide array of tokens. 
including thc teeth of deadly beasts and sl ivers of pre­
cious metal. 

Street wise DC 20: The Villages and smaller 
settlements of Droa.am can be as dangerous as the 
wilds. I lo\\'e\'er. I louse Tharilshk has established 
st rOllg connect ions with the DlIlLghters of Sora Keli. 
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and a group oftnJvclcrs under TI1:1T:lshk protec tion is 
generally safe with in t he larger towns ilnd cit ics. 

POWER GROUPS 
. \ decade removed from anarchy. DroOl.un now fol ­
lows a fOfm of despotic feudalism. The different 
regions ort he mil ion are dominated by ", .. rlords that 
impose their rule over lesser crcalures. Some reign by 
~hccr force; Dlhers. such as the cha rismatic medusa 
'1 hcshka . have a Illorc subtle hand. All warlords owe 
fca lly to the Daughters orSora Kcll and provide the 
hags with tribute- either material goods or tile seT­
dces of I roops and laborers. 

Although the rule of the hags is ultimately based 
on fcar.the wa rlords recognize thaI the Daughters of 
Sora Kcll aTC shaping Droaam into a powerful nation. 
\., a result . it is rare for a warlord to challcnge the 
hags. Il owevcr. between the lords themsclves. feuds. 
powcr struggles. and assassination arc a part of day· 
lo·day life. 

THE WARLORDS OF DROAAM 
\Vith in Droa,nn. any creature that commands the 
loyalty of a troop and has slIcccssfu lly c1almed and 
held terri tory can ca ll itsel f a warlord. but only a 
smallnlll1lbcr of slIch leaders wield sign inca III power. 
rhe l)Cst·known warlords ofDroaam include the 
minotaur Rhesh Turakbar (page 130) and the gia ll! 
Gorodan Ashlord (page 128). but countless others 
)I ruggle for power in the kingdom of monsters. 

Sheshka, the Queen of$lol1c: The medusas of 
Callmak Draal are a powerful force in s pite of their 
limited numbers. Sheshka. their hereditary queen, 
is a skilled hunter and cunning strategist. Less c ruel 
than her fellow warlords. Sheska is driven to secure 
thc well -bcing of her people, a nd she has earned 
thcir devot ion and fealty. She could be a potential 
a lly for PCs-or a deadly encmy if she considcrs thcm 
a threat. 

Drul Kantar: This oni mage holds the lands 
arOllnd Thrakelorn. ruling a host of orcs. ogres, and 
goblin s. Drul Kanlar has neither the power nor the 
ambition of the oni mage T:r..a rya n Rrac (page 13 1), 
and hc seems entirely toyalto the Daughtcrs or Sora 
KelJ.ln facl , hc isan agent orthe Lords ofDlISI. and 
hc hopes 10 corrupt other warlonls :llId COl wince 
them to join his cause. 

The '-Iarpy Flights: The Bycshk Mountains 
have 10llg ueell contro lled by extended harpy clans. 
Though the Hotwing. Last Dirge. Carrion Caller. and 
SlOrmsl nger nights have a ll migrated to the interior 
to serve t hc Daughters of Sora Kcli. others remain in 
the mountains. including the Brass Talons. the For­
gotten Choi r. and the Crimson Wind. Thc largest and 
most dangerous of the mountain nights is thc Wind 
Il owiers. The Howlers' leader. Callain of the Bloody 
Word . despises the hags and inte rfercs with their 
plans at any opport unity. Alit he mati 11Iain clans prey 
on unwary c}(plon:rs and travele rs. 

Kethclrax the C unning: This kobold lord has 
laid claim to Shaarat Kol in the south of Droaam . 
assembling a host of goblins, kobolds. a nd ga rgoyles 
under his command . Though hc is mocked by other 
warlords. Kethelra}( has the favo r of Sora Katra and 
has provcn surprisingly cle\·cr. More than once, 
Shaarat Kol has lurned back challenges by foes that 
undcrest imatcd the kobold lord 's strcngth . 

The Prince of 80nes: A war troll of grem age and 
power. the Prince of HOllcs rulcs the land arou nd 
Ihe ruins ofSuthar Draal. He is one of the oldest a nd 
mostlo),al followers of the Daughte rs of Sora Kell. 
and his cadre of trolls. ogres. and giants is a lways m 
the hags' disposal. 

Cai rngorlll: Unusually intclligclII fo r one of his 
kind. Cairngorm is a nabassu gargoyle and the lord of 
Grimstonc Keep. Ill' holds the loyalty ofa host of gar­
goyles that havc long dominated the orcs and goblins 
ofthc region. Tile Daughters of Sora Kell have placed 
a troop oflrolls under Cairngorm's com mand . but 
these servanls arc charged widl wmchi ng the wily 
gargoyle:ls much as assis ti ng him. 

The Venom lords: Long ago, a clan oftienings 
ned from the Sarlona n nalion ofOhr Kaluun and 
found a hOll1e in the desolme marshes south of 
Blackwater Lake. For over a thousa nd years. they 
havc practiced dark magic in thcir domain. all but 
ignoring the wider world. Sora Katra fOLilld their 
hidden citadel and d rew them Ollt into Droaam. 
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making these Hefling warlocks a potent force wit hin 
the kingdom of monsters. The cu rrent ruler of the 
Venom Lords is Bal l"lolesh. The tienings of DroOl am 
are more sophi sticated than their cousi ns in the 
Demon \Vastes. but they remain a cruel and calcu­
lat i ng people. 

THE ZNlR PACT 
Centuries ilgo. the gnolls of DroOl am set aside the 
faith of their demon-worshiping kin, abandoning 
the savagery ofYecnoghu and placing the bond of 
the pack abo\'c all e lse. Ancielll dan le'lders created 
thc Znir Pact to bind their people and keep them 
free of the domination of other warlords-a pact that 
hilS held to this day. Droaam gnolls have ne\'er been 
subjugated. nor have they sought to conquer others. 
Instead. they serve as mercenary troops and trackers 
for all warlords. essentially playing the role of House 
Deneith within the monster kingdom. 

HOUSE THARASHK 
Orcs and half-orcs have an easier time in Droaa m 
than humans do. and over the last decade, Iiouse 
Tharashk has formed d ose tics with the Daughters of 
Sora Kell.ln addition to securi ng prospecting rights 
throughout the nation. Tharash k helps the hags by 
selling the services of Droaam's monstrous mercenar· 
ies and laborers throughout Khorvaire. Outsiders 
who wish to trade with the Daughters of Sora Kell are 
wise to negotiate through the house. 

SETTLEMENTS 

AND FEATURES 
Most inhabitants of Droaam Ih'e in vi llages scattered 
across the wilds. Only in the last decade have the 
Daughters of Sora Kell organized teams of medusa 
architects and ogre laborers to carve roads through 
the wilderness. and to raise fortresses and cities such 
as Graywall and the Great Crag. 

Numerous communities in Droaam arc built 
on the ruins of ancient goblin settlements from 
the Empire of Dhaka an. The border lortresses­
Grimstone Keep, Tu rakbar's Fist. Stonejaw Keep. and 
others- are a ll renovated Dhakaani s ites. 

CAZHAAK DRAAL 
Medusa Town; Population 3,300 

The rocky region known as the Stonelands sur· 
rounds the ruins of il vast hobgoblin metropolis. 
Cazhaak Draal's streets ilTe filled with what appea r 
to be the weathered statues of gobli ns- actually the 
remains ofDhakilani that were petrified b)' the 
magic of the dac1k)'r. Though the dacl kyr overran the 
ancient dt)'. it remains remarkably well preserved. 

In 778 YK, a contingent of Illedusils emerged from 
beneath Ca7.haak Draal with battle·trained basilisks 
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and ga rgoyles. They laid claim to 11 corner of the 
ruins. though the scale of the place means that the)' 
have ne\'er occupied more than a fraction ofi!. The 
lore of the Kech Volaar (sec p<lge 112) suggests that 
great treasures arc hidden within Cazhaak Draa!. 
some of which the Illedusas havc likely found. How· 
ncr. the settlement connects directl), to the upper 
re<lches of Khyber. and things lurk in the darkness 
here that even the medusas fea r. Cazhaak Draal is 
the scat of the warlord Sheshka and home to most of 
the medusas ofDroaa m that arc not dispatched to 
work with the hags. 

GRAYWALL 
Gateway TaWil; Populatioll 6.300 

The town ofGra),wa l1 is the conduit bet\\'een 
Droaam and the rest ofKhor vaire. Though the major· 
it)' ofils inhabitants are gnolls. orcs. and goblins, the 
foreign quarter is built to cater to humans and other 
travelers from the east. Legitimate mercha nts come 
to Graywall to trade for goods and ores that are found 
only in Droaa m, but bandits-monstrous and 
otherwise- also usc the markets here to dispose of 
their ill·gotten gains. 

Droaam ites from the surrounding Villages come 
to Graywal1 to tTilde, bringing old fcuds with them. 
The town also serves as a haven for wa r criminals. 
exi les, and others who were forced 10 nee the Five 
Nat ions. Graywall is governed by Xorchylic the Old. a 
mind nayer of greilt might that carrics Olll a mysteri· 
ous vendetta agai nst the Cu lts of the Dragon Below. 
Xorchylic allows Ii ousc Tharashk to administer 
justice in the fore ign qUilrter. a duty the house takes 
somewhat casually. 

THE GREAT CRAG 
Capital City; Population 32,500 

At the heart of Droaam. a vastlllou ntilin domi­
nates an otherwise nat and fertile plain. According to 
legend. the Great Crag was torn from the earth during 
the Wilr between the Dhakaani and the daclkyr. Toda)', 
the ruins of a goblin city arc scattered across the plain, 
and ancient passages honeycomb the mountain. 

For thousands of yea rs. the crag was shunned by 
the creatures of the region. bllt the Daughters of Sora 
Kell have made the mountain their scat of power. 
crafting a bizarre. sprawling c ity wit hin the ruins. 
The blocky stonework of ogres stands next to per· 
fectly restored Dhakaa ni architecture. Harpies and 
gargoyles roost in the heights. wit h goblins and kobo­
Ids liv ing beneath them in makeshift tents. A good 
number of monsters prefer to serve t he hags rat her 
than their local warlords. a nd the resultant innux of 
population has see n the Great Crag become one of 
the largest cities in Khof\'aire. 

Despite its size. the Greal Crag is a city oflimited 
sophist ication. Many services are difficult to find , 



.I nd Tharashk is the only dragon marked house that 
maintains an cnc!a,'C in the city. Weapons arc easy 
te l come by. since the city·s smiths constantly churn 
,lut goods for Droaam's mercenaries. and sport can be 
Immd in the brutal arena where creatures that defy 
the hags lire sent to die. The city contains temples 10 
the Shadow. the Mockery. and other grlrn deities. but 
~h rlnes to the SO\'ereign I-lost and the Silver Fla me 
.I re unknown here. 

LOST 
Cha ngeling Settle me nt; Population Unknown 

In a land whNe a gaze or a song cOIn kill, the 
, hapeshifting ability of the changelings receives little 
IlOlice. /\s a result, doppelgangers ha\·e an easier time 
ill Droaam than elsewhere in Khorvaire. Changelings 
.Ire common in Graywa ll and the Grcm Cr:!g. moving 
.Ib01l1 in their nmural forms. 

HUlllors tel I of a n entire settlement of doppel· 
I.(angers hidden somewhere in Droaam. its location 
).. 110"'11 only to the Daughters of Sora Kell. The build· 
; ng~ of this place, known simply as Lost, are said 
to be :!ble to shift shapc. transforming into cliffs or 
Irees to de('eh'e the eres of strangers. The folk of Lost 
h,l\c 11l00stered a number of powerful ritu:lls. OInd 
_ollle of the greatest unsolved thefts in history arc 
Ihought to be their doing. 

ZNIR 
Gnoll Village; Population 600 

Along with Stonejaw Keep, Znir is the heart of the 
gnolllerritories in Droaam. Although the permanent 
popu lation of the village is relatively sma 11. 1 hou· 
sands of gnolls gather here once a year to honor their 
ancestors and hear clan leaders renew Ihe Znir Pact. 
The Village fca tures the re ma ins of:l colos~a l statue 
of the gl10ll deity Yee noghu. origi nally hundreds of 
feet tall. Though the statue has fallen. some say thm 
a ma!c\'Olent force lingers within its rubble, and 
that Olher remnants of lhe Age of Del1lons might be 
hidden here. 

PLOTS AND 
ADVENTURE SITES 
Huins and dungeons fromlhe Age of MOil SIers :l nd 
the Age of Demons arc scattered across Oroaam. 
including some never seen by hUIlI:m eyes. This is a 
unh'ersa lly dangerous land. and adventurers arc likely 
to be assaulted by hungry manticores, wild w),,·erns. 
or the forces of .. loca l warlord . A pany traveling with 
a Tharashk heir or under the flag of another warlord 
might be able to amid connict. Ilo\\,e\'er. the feuds 
constantly simmering in the kingdom of monsters 
11:I\'e a way of boiling over OIl inoppoTl tl ne times. 
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The Warlord 's Ga mbit : Each oft llc warlords 
ofDroaiull has the potential to drive iln ildventure. 
whether as a \'iIIain o r an ally. C haracters who have 
ties to thc goblins or the kobolds cou ld become 
caught lip in the struggles of KClhelra x the Cunning. 
possibly Inspiring the PCs to become agents oft hc 
kobold lord. Shcshk:l could pro\'c a strong a lly aga inst 
Tzaryan Hrac. or perh:lps the PCs need [0 recover 
an a ncient treasure from Cal.haak Draal. working 
beneath the Quecn ofStonc's deadly gaze. 

Pawns ofPropheey: Son1 Teraza is aile of the 
greil test oracles of t he modern age. Previous :ldven· 
tures o r a quest for a mighty relic might inspire thc 
PCs to consult the IUlg. but the route to the Great 
Crag is a dangerous one. 

Old Debts: Though Droaam is a new nation. the 
Daughters of Sora Kell have dwelled in Khorvaire 
for centuries. One of t he PCs might d iscover t hm 
Sora K:lt ra spa red the life of'lIl a ncesto r. incurring 
:I pledge that the party must now fulfill. Alte rna­
tively. a PC Cil ll learn th:lt Sor:l J\'laellya has the soul 
of a childhood friend trapped in her vault of skulls. 
Either way. the hags can make formidable a llies or 
enemies. 

Los t and Found: A vital :lrtifact or d nlgonnlarked 
house heirloom is stole n frOIll Khorvnire. The thief 
is a changeling from Lost. neeing back to her hidden 
encla\·e. Cnn the characters discO\'e r the locmioll of 
the sec ret seulclTlent? And what else will they lind if 
they do? 

THE DAUGHTERS 
OF SORA KUL 
The Daughters of Sora Kellilre the legendary rulers 
of a savage land. l:or generill ions. parents in western 
Khorvaire ha\'e used tales of Sora MHenya to frighten 
disobedient children. :lnd lllllTlCroUS heroes have 
tried (and fa iled) 10 match wits with Sora Katra. The 
Daughters of Sora Kcli arc all ritual casters. with Sora 
Teraza the most accomplished amOllg them. Terazn 
ma intai n'i a vast libra ry of books in the Greal Crag. 
including ritll ill tomes from the Age of Dc mons. 

If the pes choose to fight against Droaam, they 
might e\'cntllally corne into direct conn ict with the 
Daughters of Sora Kel J. I-I owe\'er, the hags are more 
likely to enter a campaign as an enigmatic mySlery 
than a direct threat. Sora Katra might play an elabo­
rille g.lnle wil h the PCs, with no apparent gain for 
I)roaam. Sora Teraza lIlight aid them. providing 
oracular advice on a crit ica l moment. 

I fit COmes to bat t Ie, the Daughters of Sora Kcli 
ha,'e survived coulltless previous con n icts for good 
reason. If \'astly ovcrpowered.lhey flee without hesi ­
tation . If trapped. the hags lise their con'iiderable 
power and knowledge-the location of nrtifacb, the 
schemes of other \'illains- to bargain for their lh·es. 

C ll f\l'l t' R'( I Gr~<lI"'r Khor,'air", 

DAUGHTERS OF SORA KELL LORE 
Com mon Knowledge: The Daughtcrs of Sora 

Kcl i a rc powerful h:lgs who stepped Ollt of dark 
legend to found the nat ion ofDroaam. 

Arcana DC 25: The Daughters are far Illore pow· 
erful th:ll1 other hag ... Sora KM ra is a brilliant deceiver. 
Sora M;lcllya hilS fea rsollle phYSical might and binds 
the soul .. of her viCltms within their own skulls, Less is 
known regilrding Sora Ternza. hut she is rumored to be 
11 blind oracle wit h OIstonishing preScience. 

History DC 25: The Daughters of Sora Ke ll lll:lin· 
ta in order wit h a fearsome nrllly of ogres and war 
trolls. The warlords ofD romull welcome the leader· 
ship of tile hags. but some of the warlords rel1l'l in 
uneasy a ll ies at beSI. 
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Street wise DC 25: A criminal org<lnizmion 
known as Daask has recently begun 10 spread across 
Breland and Aundair. Using violcnce and int im ida­
lion to car\'e Olll a nichc in the underworld. the group 
i~ composed almosl exclusi\'ely of monSlers from 
Dro<l,un. Humors say Ihm Sora Katra is the master· 
mind behind Ihis group. 

SORA KATRA 
\ora Katra is the \'oice ofDroaam. The common 
lolkofthe land fear Sora Maen}':! and her trolls. bUI 
.1 majority oflhern truly love Som Kmm. She is a 
fQ nsu lllmme shapcshlftcr and Is rarely seen in her 
~reen-skinned hag form. Sora Katr:! is ,I brilliant 
Mator ,Ind :I cunning rlUllliplIl:llor. and she enjoys 
d rawing heroes into her schemes. 

Sora Katra l evd 22 Elite Controller 
M"d"u" f('y hur .... lIlOld. h.!!: XP 8.100 

Inltia llye +16 Senses Perceplion +19: darkvlsion. 
low·llght vision 

Distracting Visions aura ]; each enemy within the aura takes a 
~5 penallY 10 Will. 

HP 416: Bloodied 208 
AC 38: Fortitude ]5. Renu ]6, Will ]8 
Immune charm. disease. fear: Resist 10 poison, 20 psychic 
Saving Throws +2 
Speed 8, teleporl 6 
Action Points 1 
I Cunning Claw (standard: al·will) 

+27 vs. AC; ]d8 + 5 damage. ~nd Sora Katra slides the larget 2 
squares. 

,... Cu~ of Misfortune (standard: at·will) + Psy<hlc 
Ranged 10; +26 vs. Will; 2d6 + 5 damage. and ongoing 5 
psychic damage {save ends). 

'r False Path (mrnor; at·will ) + Charm 
Ranged 10; +26 vs. Will: Sora Katra slldeslhe largel6 squares. 

:r lost Wllhln (standard: recharge l!:;..J!) + Feilr, Psychic 
Ranged 5: +26 YS. Will; 2d8 + 5 psychic dam<Jge. and the 
larget takes ongoing 10 psychk damage and Is s tunned (salle 
ends both). 

(. Broken Curse (Immediate Inlerrupt. when a creature within 10 
squares of Sora Katra taking ongoing psychic damage makes an 
a!tack roll; at·wlll) 
Close burst 10: targets the triggering creature; +26 vs. Will: 
2dl0 + 8 damage, and the targel must make a second a!tack 
roll and use the lower result. 

~ Control Perceptions (standard; encounter) + Charm 
Close burst 3: targets enemies; +26 lIS. Will; the target is 
dominated (save ends). AfttreJff!€I! The target Is dilled until the 
end of Its neXI turn. 

Change Shape (minor: at·wlll) + Polymorph 
Sora Katra can alter her physical form to appear as a female of 
any Medium humanoid race. including a unique Individual (see 
MM 280). 

Alignment Evil languages Abyssal, Common. Draconic. 
Elven. GianI, Goblin 

Skills Arcana +24. Bluff +31. Diplomacy +31. Hlslory +24.lnslghl 
""24. Intimidate +26. 5treetwlse +26 

5Ir18(+15) Dell 20(+16) 
Con 24 (+18) Int 26 (+19) 

Wis 26 (+19) 
Cha]O (+21) 

SORA MAENYA ::; 
< Sora Maenya i!o. the iron nst ofthc Daughtcrs of Sora < 

Kcll. Iler strengt h is legenda ry. and ta les speak of her 0 
endless appc.lite for nesh and souls. In her true form. ~ 
she is 11 massh'e hag with deep blue sk in and sleely 
claws and teelh. Sora MaenY:l imprisons foes she 
kills. bi nding each viclim's soul il110 its corpse's skull 
and hoa rding it. Unlil a soul has been rescued from 
th is captivity. it ca nnot be raised from the dead. 

Sora MiI('nya level 22 Elite Soldier 
M<'dlum 'l'Y hum.Hluld. h.IJ.! XI' 8 300 
Initiative +20 Senses Perception +22; darkvlsion. 

low-Ught vision 
HP 424: Bloodied 212; see also life drain 
AC 40: Fortitude ]9. Refl1!ll35. Will ]] 
Immune disease. fear; Resin 10 acid. 10 cold. 10 fire. 10 polson 
Saving Throws +2 
Speed 8 
Action Points 1 
CD Claw (s iandard: at·wi ll) + Necrotic 

+29 ys. AC: ]d6 + 9 necrotic dilmage. and the larget is m3rked 
and cannot spend healing surges or regain hit points until the 
end of Sora Maenya's nextlurn. 

+ Rending Claws (standard; al·wi ll) 
Sora Maenya makes two claw attacks. lfbolh attacks hit. each 
targel takes 5 ext ra damage. 

+ Devilstating Strike ~tandard; recharge ill 
+29 vs. AC; 4dl0 + 6 damage. and the target is stunned until 
the end of Sora Maenya's rw:xt lurn. 

(· lIfe Drain (standard; recharge '!'!".!:!.l1l + Healing, Necrotic 
Close blast 3; +27 vs. Fortitude: 2d6 + 6 necrollc damage. and 
Sora Maenya regains 5 hit points for each creature damaged by 
this attack. 

Change Shape (minor; al·wlll) + Polymorph 
Sora Maenya can alter her physical form to appear as a fema le 
of any Medium humanoid race. including a unique individual 
(see MM 280). 

Alignment Evil languages Common. Elven. Giant 
Skills Athletics +27. Bluff +22. Intimidate +22, Nalure +22. 

Stealth +23 
Str 22 (+17) 
Con 28 (+10) 

Dex 24 (+18) 
InI 18(+15) 

SORA TERAZA 

Wis 22 (+171 
Chit 22(+17) 

Sora Teraza is the most mysleriotls of t he Daughters 
of Sora Kell. and the one who gat hered the others and 
convinced them to found Droaarn. Despite her blind · 
ness, her presc ience is such Ihat she can perceh'e her 
su rroundings perfectly. SOT:! Tcraz:I is driven by her 
visiolls. and she sometimes wilhholds information 
from her sisters or shares secrels with their enemies. 
An ancient and benl ngurc in her natural form. she 
wears a hood pulled down to hide her ruined eyes. 
Som Teraza is the greatest living oracle in Eberron. 
and the full lim ils ofhcr divl nmory abilities are for 
you to delermine. 
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Sora Tera:la levell2 Elite (onlroller (Leader) 
M('d,um fcy hum~nOld h,lg (blind) XP 8,]00 

Initiative +16 Senses Percepllon +16: all-around vision. 
blindsight 20, Iruesighl 20 

HP 416; Bloodied 208 
AC 38; Fortllude ]2, RefieK ]6, Will ]1 
Immune charm. disease. fear; Resist 10 poison. 20 psychic 
Saving Throws +2 
Speed 8 
Action Points 1 
(!) Distracting Touch (siandard: at-will) + Psychic 

+26 vs. Reflex: 3d' 0 + 3 psyt:hic damage. and the target takes a 
-s penalty 10 a!lack rolls against Sora Teraza until the end of Its 
neKt turn. 

::r Twist of Fate (minor l / round: at-will) 
Ranged 10: +26 vs. Will; one ally wi thin range ends a condition 
that a save can end, and the target gains that condition (save 
ends). 

~ Terna's Whlsper (standard; at-Will) 
Close burst 2; +26 vs. Will: 2d6 + 3 damage. and the target is 
blinded and dazed (save ends both), 

<~ Tlmeslip (standard: encounter) 
Close burst 5; any ally In the burst can take a standard action 
immediately. 

Change Shape (minor: at-will) + Polymorph 
Sora Teraza can al ler her physical form 10 appear as an elderly 
female of any Medium humanoid race, including a unique 
individual (see MM 280). 

Prophetic Knowledge (Immedlale Interrupt, when Sora Terala Is 
hit by an attack; al'will) 
The a\tacker must make a second attack roll and use the new 
resul t. 

Alignment Unaligned Languages All 
Skills Arcana +30, Oungeoneering +26. History +30. Insight +]" 

Nature +25. Religion +30, 5lreetwlse +22 
Str 14 (+13) DeK20 (+16) Wls 30(+21J 
Con 24 (+18) lnt 28 (+20) Cna 22 (+11) 

GORODAN ASHLORD 
One of the most powerful warlords serving the Daugh· 
ters of Sora Kell.lhe fire giant Gorodan Ashlord is a 
Xen'drik exile and onc of the few of his kind in Khor­
va irl~ . Gorodan rules Vralkek. the on ly port in Droaam. 

GORODAN ASHLORD LORE 
History DC 20: The king of a nre giant rea lm in 

Xen'drik exiled Gorod'lI1 for seeking power above his 
station. Gorodan came to Droaal1l more than twenty 
years ago, bringing an entourage offire creatu res 
with him. 

Ca rving out a la rge fiefdom on the shores of tile 
Thunder Sea. Gorodan subjugated the ogres and gob­
lins of the area. then built a for tress on Ihe bluffs easl 
of the Scar River. When the Daughters of Sora Kell 
came to power in Droaam.they won the firegiant·s 
grudgi ng a lIegiance, gra nting him t he resources to 

raise a settlement around his fortress. 
Nature DC 20: Though Gorodan has a reputation 

as a warrior, he is also a mystic of SOrts. lie knows 
only a little magiC, but he is constantly seeking ways 
to emu late his fire titan ancestors. 
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Streelwise DC 20: Goroclan allows anyone to 

make port in Vralkek as long as the proper fees arc 
paid. '1"0 protect COlTllllerCe 11 nd t ravel, the fire giam 
keeps stric t laws enforced by his gobli n and ogre mili­
tia. These laws favor the wealthy, the powerful. and 
those creatures that are wil ling to pay the steep trade 
taxes that Gorodanlevics. Vralkck·s semblance of 
order is not sufficient to conceal the wickedness that 
thrives there. from black markets to the temples of 
malevolent gods. 

The strong and well connected prosper in Vralkek. 
but only as long as their goa ls su pport the Ash lord's. 
Gorodan has no love for the hags or their other wa r· 
lords. and he works aga inst them if doing so furthers 
his own ends. 

Gorodan Ashlord level 17 EllIe Soldier (leader) 
Luge elemental humanuld (glanl). fire gIant XP 3.200 

InitiatIve +15 Senses Perception +13 
Smolderlng Aura aura 5; each aUy wIthIn the aura gains a +4 bonus 

to damage rolls against targets taking ongoing fire damag". 
HP ]]4: Bloodied 161 
AC 35: Fortitude 32. RefleK 28, Will 30; see also hydra scale 
Resis t 20 fire 
Saving Throws +2 
Speed 1 
Action Points 1 
ill 81alting Wan"Ke (standard;; ai-will) + Fire, Weapon 

Reach 2; +21 vs. AC; 2d6 + 8 damage, ongoing 10lire damage 
(save ends), and the larget is marked until the end of Gorodan's 
neK! turn. 

.j. AKe Flurry (standard; requires a waraxe; recharge "-!i~lJD 
Gorodan makes two blazing waraxe attacks. 

,. Blaltlng Axestorm (standard; requires a waraxe: recharges 
when first bloodied) + Fire. Weapon 
Close burst 2: targets enemies: +20 vs. AC; 2d6 + 8 damage, 
ongoing S fire damage (save ends). and the target is marked 
unlillhe end of Gorodan·s nexl turn. 

~ 8urnlng Wave (slandard: encounter) + Fi re 
Close burst 3; +20 vs. Reflex: 1d8 + 1 lire damage. and ongoing 
5 fire damage (save ends). 

Alignment Unaligned Languages Common. Elven. Giant. 
Gobl'n 

Skills Arcana +13. History +13. Insight +14. Intimidate +11 
Str25 (+15) Dex 21 (+13) Wls12 (+9) 
Con 23 (+1 4) Int 10 (+8) Cha 21 (+13) 
Equipment scale armor. 2 waraxes 

GORODAN ASHLORD'S TACTICS 
Gorodan takes the fighllO hi .. enem ies wit h axe}1urry 
attacks. using MazinE nXCS10rm 10 cut thcm down or 
mark them i fhe is surroullded. I f the same enem ics 
remain close, the fire gianl employs burninE wal'e 

"gainsl them. 

ENCOUNTER GROUPS 
Gorodan is lord of scvcral ogre and goblin tribes. 
which he has civ il il.ed to a point. li e has a few fire 
giant followers. as well as iI number of azcrs, hell 
hounds. and salama nders at hi s di~posa l. 



level L8 Encounter (X P LO,OOO) 
+ Gorodan Ashlord (level 17 elite soldier) 
+ I nrcbred hellhound (Ievell7 brute,j\lA1 160) 
+ 2 fire giant forge-callers (level 18 artillery, 

AIM 123) 
+ I salama nder noble (level 15 controller, J\ l j\1 227) 

MORDAIN THE 
fUSHWEAVER 
One ofthc most powerfu l wizards in Ebcrroll is also 
one orthe world's mosllerrifying mortals. Alordain 
the Fleshwcavcr. t he subject of dark fireside tales. 
Ih-es in exile in western Droaam. Though the Twch'e 
have altempled to imprison Mordain for his allempts 
10 master thc magic of the daelkyr. few have the 
powe r to directly oppose him. 

MORDAIN LORE 
I'!istory DC 25: Ncar Oroaam's border with the 

'ihadow Marches, Mordain's I-Iall reaches into the 
'ky like a massive malformed ann. The area that 
.,u rrOUllds it is filled with foulspawn and other hor· 
rors ofr..lordain's own creation. i lis sen'ants scarch 
<.:allstantly for ancient daelkyr sites within Droaam 
and Ihe Shadow Marches. and some say that the mad 
mage hopes to reopen the gates to Xoriat. 

History DC 30: More than 1\\"0 centuries ago, 
Mordain d 'Phiarlan was one oflhe 'l\"c1ve, butlhe 
ambitious mage began delving into forbidden lore, 
choosing to experiment wilh the magic oflhe dacl· 
kyr. Though he was captured. tried, and petrified 
in order to expedi te his trip to the prison Island of 
Dreadhold. Mordain escaped. 

Mordaln the Fle5hweaver Level 21 Elite Controller 
Medium aberrant humanoid. elf XP 6.400 

tnit iatille +13 Senses Perception +17; all ·around IIlslon. 
darkllislon 

HP 338; Bloodied 169; see also fteshwoolltf"s resur8ence 
Regeneration 15 
AC 35; Fortitude 33, Reflex 35. Will 33 
tmmune disease, polymorph: Vulnel"3ble cold and radiant (if 

Mordaln takes cold and radiant damage. regeneration does not 
funCilon ulllilihe end of his nextlUrn) 

Salling Throws +2 
Speed 8: teleport 5 
ACiIon Polnbi 1 
CD St inging Tentade (standard: at·will) 

Reach 3: +16 liS. AC: 2d8 + 2 damage. and the larget is slowed 
and takes ongoing 5 damage (salle ends both). If the target is 
already slowed, It is dazed instead. 

® Unralleling Ray (standard; at·will) 
Ranged 20; +24 liS. Reflex: 2d6 + 7 damage, Mordain pushes 
the largell square. and the larget takes ongoing 10 damage 
(salle ends). Aftereffect; Ongoing 5 damage (salle ends). 

+ Fleshwl!3l1er 's Fury (standard; at·will) 
Mordaln makes IWO basic allacks. 

::r Burrowing Shard (standard: recharge ~..;:;..l!!J 
Ranged 20: +24 liS. Forti lude: 2d6 damage. and Ihe targel is 
l,,\~\lJ.t<td 1o\-.d 1..10\<' ... '50 <M\'l.Gi~ "\ ':> dlomlot,<t ~"""<t ~s 00\ .... ,. 
Aftltreffl'Ct: The larget takes ongoing 5 damage and Is slowed 
(save ends both). 

,. Unnatural Presence (standard: encounter) + Fear 
Close burst 5: targel5 enemies.; +22 1Ili. Will: the target Is stunned 
unlll the end of Mordaln's next turn. Aflltrefftct; The target takes 
a -2 penal ty 10 attack rolls against Mordaln (salle ends). 

(. Xorlat Storm (s tandard; encounter) + Psychi C, Zone 
Close burst 3; targets enemies; +24 liS. Will; 2d6 psychic 
damage, and the target is slowed (salle ends). Effeel: The burst 
creates a lone that lasts un til the end of Mordaln's next turn. 
Any creature that starts its turn within the zone Is subJeCi to 
an attack: +24 liS. Witt: 2d6 psychic damage. and the target is 
slowed (save ends). Sustoin Minor: The lone persists. 

Change Shape (minor: at·will) + Polymorph 
Mordaln can alter his physkal form 10 lake on the appearance of 
any Small or Medium humanoid, indudlng a ullique Indillidual 
(see MM 280). 

Fleshwealle r's Resurgence (when Mordaln Is reduced 10 0 hll 
points In a round during which he did not lake cold lind radiant 
damage; encounter) + Healing 
Mordaln re turns to tlfe with 30 hit points lit the s tart of his next 
turn. 

Resistance to Scrying 
Attempts 10 sery upon Mordain, his location, or objects in his 
possession fall as ir the target of the attempt did not exist. 

Alignment Evil Languages Common. Deep Speech, Eillen, 
Goblin 

SkUls Arcana +23, Dungeoneering +22, InSight +17. Nalure +17 
Str 14 (+12) Dex 17 (+13) Wis 14 (+12) 
Con 23 (+16) Int 27 (+18) Cha 22 (+16) 
Equipment robes 
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MORDAIN'S TACTICS 
Mordai n first uses Ul1IlIlfUr(l1 presence on his foes. t hen 
spends an action point to call forth a Xarim storm. 
II I' sustains I hat power as long as possible while he 
makes burroll'iliB Sll(1rd attacks. \Vhi le wailing for that 
power to rcchnrge. hc makes lI11r/1wlin8 ray or still8ill8 
lCIlfade attacks with jTeshll'c(IIw's fury. 

E NCOUNTER GROUPS 
Mardain is served by a host of aberrant and mUlalcd 
eTcmU Tes. many of which arc his own crealions. 
Unique beholders. mutated ncsh go1cms. foulspawn. 
and imprisoned fie nds a ll prowl the arc .. around 
Mordain's I la[1. 

Le vel 2 l EnColilltc r (XP 10,400) 
+ Mordaln the Flcshwcavc r ([1' \'1'1 2 1 el ite cOll troller) 
+ I bc holder eye of c haos (level 25 elite art illery, 

J\lollsler Mallual 2. page 25) 

RHESH TURAKBAR 
In the bordcrbllds north of Gray wall. t he for tress 
ofTurakbar's Fist is set upon an imposing mound of 
volcanic rock In the ce nter of a sprawling plain. The 
m inotau r warlord Hhesh Turakba r and his demon· 
worsh iping clan ru le here. the for tress's outer walls 
painted with the blood of thei r foes as a grim warn­
ing. The minotaur wa rlord is a massh'c c rcatu re 
covered in dark fur and scars. I-Ie flies h is teeth to 
jagged points to better resemble Ha pholIlct and lhe 
overlord's f:,vo red servants. the goristros. 

RHESH T URAKBAR LORE 
Arcan a DC 2 0 : Il.hcsh fo llows t he del110n lord 

Haphornel. 1Iiso known as the I lorned King. Many of 
the victims ofTu raklmr ra ids arc brutally sac rificed 
to slake the blood thi rsl of the o\'erlord o f minolaurs. 
Rhesh a nd his followers a rc said to wield demonic 
power bestowed by their da rk lord. 

I-lis tory DC 20 : Monstrous humanoids raid a nd 
despoil westeru Breland from thc safety ofO roaa m 
and the ciwdel known as Turakbar's Fist. Seeking 
slaves, blood. and plunder. these m urderous forces 
serve Hhesh Turakb:lr. the minowur warlo rd of east­
ern Droilam. 

Street w ise DC 2 0 : Though the O:lughlcrs of Sora 
Kelltolcrate Hhesh Tumkbar.lhey and the minotaur 
arc not strong a ll ies. I lowevt'.f. the warlord's bloody 
sorties into western Brela nd arc usefu l to the hags. 
sincc they provide critica l in for mation 0 11 the stale of 
Breland's defenses- and stoke t he fear of a fu ll-scale 
Droaam invasion that g rips that Ilind. 
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Rhesh Turakbar Level" Elite Brute 
Medium nalUr')l humanold.mlnot')ur XP 1,200 

Initiative +9 Senses Perception +6 
HP 280; Bloodied 140: see also blood for &phomet,ferodty 
AC 27; fortitude 29, Refi t>! 26, Will 24 
Saving Throws +2 
Speed 6: 5ef: also gorins dIDrs" 
Action Poinu 1 
<D Greathammer {standard: at-wilt) + Weapon 

+14 vs. AC: 3d8 + 8 damage. 
... Gauntlet Smash (minor l /round; at-will) + Weapon 

+14 vs. AC: Id8 + 7 damage . 
... Goring Charge (sland,Jrd; <11 will) 

Rhesh makes a charge au ack: +15 vs. AC: 2d6 + 7 damage. and 
Ihe larget ls knocked prone. Rhesh Ihen shifts 2 squares and 
makes a melee basic attack_ 

Blood for 8aphomet (when Rhesh drops an enemy to 0 hit poin ts 
or fewer: encounter) + Healing 
Rhesh regains 30 hit points. 

Feroci ty (when nrsl bloodied and again when reduced to 0 hit 
polnu) 
Rhesh makes a melee bask: attack. 

Alignment ChaoUc evil languages Abyssal, Common, Gobli n 
Skills DungeOlleerlng +11 . Intimidate +14 . Nature +11 
St r 24 (+12) De~ 18 (+9) Wis 12 (+6) 
Con 20(+10) Inll 1 (+5) Cha 19 (+9) 
Equipment hide armor, great hammer, spiked gaunllet 

RHESJ-I TURAK BAR'S TACTICS 
Rhcsh hurls himsclfinlO battlc \\'ith80r11l8 (/taroe. 
then wades among hh enemies with great hammer 
and gauntlet smash aHad.!>. lie continues to ma ke 
8orill8 dtilroe allacks ifhe Gill do so without pro\'ok· 
ing opportu n ity aHacks, focu .. ing on Single targels to 
more quickly m:lke U'ie of h/oodfor BClpholllft. 

E NCOUNTER GROU PS 
Ocrnon worship has corrupted Hhcsh Tura kbar's 
u nderlings. tu rn ing Tllrakba r's Fist into a place of 
night ma rc. Tura kbar'<; raiders incl ude g nol ls thai 
have rejected the Znir Pact. harpies. rninotau rs of 
Tura kba r's chill. orcs of I he Blood Eye tribe. ogres. 
lind demons. PC~ tra\'eling Ihrough western Brela nd 
or 1I10ng the road to or from Graywa ll a re likely to 

become targets ofa Turakbar ra id. 

Lc \'cllO Encounter (X P 2.600) 
• Hhesh 'l'urakbilr (Inc! II el ite brute) 
• 2 gnoll d:tw nghters (lcvel6 sk irmisher. AlAI 132) 
+ I gnoll dClllonic scourge (le\'elS brute. J\IM 132) 
+ I g noll gorger (Ic\'c! 7 brute. MonSler MOllual2. 

page 127) 
• I ha r py (bcl6 controller. 1\1 1\1 154) 



TZARYAN RRAC 
)Ollih orthe Watchi ng Wood, IIres burn before the 
gales of a massive. crouching Con ress. Orcs and ogres 
lin~ in and about t his place, which is T.!:aryan Keep. 
home to the cunni ng oni mage Tza r),,," Hrac. 

TZARYAN R RAC LORE 
H istory DC 20 : Tzaryan Rrac was the first war­

lord ofDroaa m 10 embrace the ru le of the Daughters 
of Sora Kel l. As a reward for his fealty. the hags 
o,,: rantcd the ani mage control of the \ ,Vatc hing \Vooc!'s 
~Ollt hcrn reaches and the la nd ra nging from south of 
the forcst to the Thu nder Sea. 

History DC 25: Arcane research and foul r ll l!­

als occu py much ofTza ryan's time. The oni mage 
lusts a Cl er relics of the Dha kaa ni Empire. as well as 
items from the wa T against the daclkyr a nd the Age 
,)( Demons. To Ih is end . he sends his agents across 
Khorvaire, pursuing mysteries t hat hc has uncovered 
in his studics, 

Stree twise DC 25: Tzarya n has a number of 
\I ell -placed agents within the Sharn branch of the 
. riminal gang known as Daask_ Hc uscs these follow­
as to keep tabs on prominent explorers in Sharn and 
IU manipulatc the rcsources of Morgrtlvc Uni\'crsity 
lor his own ends. 

Tzar},an Rrac Level 14 Elite lurker 
Luge n,nur,,1 hum;lnold. ani mage XP 2.000 
Initiative +10 Senses Perception +9; darkvlslon 
HP 182; Bloodied 91; see also rN clivf BIllmer 
R@ge neratlon l0 
AC 30; Fortllude 17, Reflex 25. Wilt 19 
Saving Throws +2 
Sp@ed 7. fl y8(clumsy) 
Aulon Points 1 
1 Glalve (standard; at-will) • Weapon 

Reac.h 3; +19 vs. AC; ldl 0 + S damage. and Tzaryan Rrac. ls 
Invisible to the target untit the end of hts next tu rn. 

~ Double Attack (standard: at-will) 
Tzaryan Rrac makes two gla ive attacks. 

(- Deadwlnter Blast (standard; encounter) • Cold. Necrotic 
Close blas t 5: ta rgen enemies; +17 vs. Fortitude; 1d6 + 5 cold 
and necrotk damage. and the targe t is slowed (sa~ ends). 

Combat Advantage 
Turyan deals Idl O extra damage on melee attacks against any 
creature grant ing combat advantage to him. 

Oec.eptlve Veil {minor; at-will ) . illusion 
Tlarya" can disguise himself to appear as any Medium or t arge 
humanoid. A creatu re that makes a successful Insight check 
(opposed by Tl aryan's Bluff check) sees through the disguise. 

Invisibility (s tandard: at-will ) + Illusion 
Turyan turns Invisible until he .macks. 

Reactive Glamer (free. when fi~ t bloodied; enc.ounter) • Illusion 
Tzaryan Rrac. uses Invisibility. 

Alignment Evi l l anguages Common, Draconic. Giant . Goblin 
Skills Arcana +17, Bluff +19. History +17, InSight +14. Religion +17 
Str 10 (+12) Delt 17 (+10) Wls 14 (+9) 
(on 11 (+12) Int 20 (+12) Cha 24 (+14) 
Equipment chalnmall. glaive 

Street wise DC 30: Like a ll ofDroaa m's ot he r :E 
warlord!>. TLa rya n lusts for power, Though he docs < 
not openly oppose the Daughtc rs of Sora Keli. hc puts 6 
his own well ·being fir mly ahead of t he intercst of :t:. 

t he kingdom of monste rs. The oni mage might well 0 
betray the hags if t he pr ice were right. 

TZARYAN RRAC'S TACTICS 
Tzarya ll a lways starts combat ilw isiblc or u nder a 
dl'rcptil'l' rei/. hoping [Q surprise his foes. l ie uses dead­
wimer blasf when he can large! at lcastthrce enemics. 
making doub/eatfarks w ith his gla ive and changing 
ta rgets while invisible. 

ENCOllNTER GROllPS 
Tzarya n rules m'er a la rge Illllllber of orc tribes and 
ogre bu nds. a nd his a llegiancc to the Daughte rs of 
Sora Ke ll has greatly increased his sw ndl ng. Wit h 
thc power the hags have gra nted him. he a lso claims 
lordship over da rk fey in the Watching Wood. and a 
nu mber of gnolls and trolls have joined his rctinue. 

Level 13 Encounte r (XP 4 ,700) 
• Tzar),a n Rrac (lcvcJ 14 elitc lurker) 
• 8 arc warriors (level 9 m in ion. MAl 203) 
• 2 ogre skirmishers (levclS ski rmisher, AlAI 199) 
• 2 banshr:lc da rtswarmers (level 11 art ille ry, 

MI\' 25) 

Leve l 15 Encou nter (XP 6 .500) 
+ Tza rya n Rrac (level 14 elite lurker) 
• I war troll (level 14 sold ier. I\I A! 254) 
• 8 ogre bludgeoneers (level 16 minion. 1\' 1\' 198) 
• 2 gnoll demonic scou rges (level 8 brute, 1\1 1\' 132) 
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THE ELOE£N RtACHES' { 
" '" - "I"] 

The power of nature resonates within the Eldeen 
Beaches. flowing out from the primeval Towering 
Wood into the cultivated lands of the cast, where it 
nourishes crops and people alike. The Reaches have 
long been the bastion of the mysterious druids whose 
fa ith offers gu idance to understanding the deeper 
mysteries of pri mal power. Though th is land is nolV 
a place of peace and prosperity, the Eldeen Beaches 
have known hardship as dark and sinister as that 
faced by any people in Khorvaire. 

LORE OF THE 
ELDEEN REACHES 

ARCANA 
Arca na DC 15: For centuries. House VadaUs has 

based its operat ions on the eastern border between 
the [Ideen Reaches and Aundair. Its primary encla\'e 
is in Varna. and it has a strong presence in the towns 
of Meryl sward, Delethorn. and Erlaskar. In these and 
a number of smaller settlements. the house ra ises 
magebred animals and trains fantast ic steeds with 
the blessing of the druids. By virtue of its strong con· 
nections to Au ndair (t he brother of the house baron 
married the Aundairian queen), Vadalis is respon­
sible for lorging strong relations between the Reaches 
and that neighboring land. 

Arca n a DC 20: The Heaches contain several 
manifest zones within the depths of the Towering 
Wood. Though some of these areas augment the 
druids' power over the la nd. others corrupt that 
power. creating areas where death and disease run 
rampant. 

D UNGEONEERING 
Du ngeoneering DC 25: The war against the 

daclkyr devastated the Eldeen Reaches, and vast 
nu mbers of the ancient druids of the Towering Wood 
d ied in that conflict. Aberrant l,or rors stalk the 
Reaches to this day, and the Wardens of the Wood 
fight constantly to destroy these threats. The cru­
sades of the Church of Silver Flame once ta rgeted the 
unnatural creatures of the Reaches. However. these 
efforts only pushed the horrors into the deep forest. 
where they have long lingered out of reach of the 
Eldeen druids. 

HISTORY 
Com mon Kn owledge: Ncar the midpoint orthe 

Last \Var, AUlldair was forced to pull its defenses 
from the Eldecn Hcaches' rich farmland and verdant 
forest s to protect its cities. In doing so. Aundni r effec­
tively left the folk of the west to defend themselves 
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against the forces ofBrcland and the bandit armies 
funded by Karrnath and the Lhazaar Pri ncipalities. 

Faced with bloodshed and the threat of annexation. 
the Wardens of the Wood raised an army of druids. 
rangers, and fey from the Towering Wood. With each 
victory. the Wardens rallied the Reachers. who quickly 
declared their independence. The Thronehold Accords 
recognized the Heaches as a nat ion, ensuring its inde­
pendence and its place in the new balance of power. 

History DC 15: The connection between the 
Reaches and Aundai r is one ofrnore than mere geog­
raphy. Before Aundai r abandoned these lands. the 
druids of the vVardens were close to the ir''vVynarn 
line. Evel1today, Illany Wardens have fa mily connec· 
tions across the border. 

Hefore the !teaches' independence, these lands 
were the site Or.l dark crusade by the Church of\he 
Silver Flame. Half a century before the start of the 
Last War. an unknown evil infected the lycamh ropes 
of the Towering \-\Iood, stirring t hem to \'iolence and 
driving them east to wreak chaos in settled lands. 
W hen the d ruids of the Henchcs cou ld not stem 
the bloodshed caused by the amicted (as they were 
known). the Church of the Silver Flame swept across 
the Thra nc border. invnding AUlldair with the intent 
of conta in ing and destroying this evil. However. 
the Flame's followers made no distinction between 
amicted and nonamicted lycanthropes, even going so 
far as 10 slay innocent shifters ill their zea l. 

H istory DC 2 0 : The Eldeen Reaches were first 
settled by orcs during the height of the goblin elllpi re 
of Dhaka an. and the original druidic trad itions can 
be traced 10 the orcs' attempts to live in harmollY with 
the beaut)' and primal power of their land. In the 
aftermmh of the wa r against the daelkyr.thc- ranks of 
the orc dru ids were decimated. 

The effect ofth.,t ancient connic! can be seen in 
the Eldeen Reaches today, wit h aberrant creatures. 
demons. and other hideous abominations still sta lking 
the darkest parts of the wood. The surviving d ruids 
named themselvcs the Gatekeepers and withdrew 
into the deep forest, taking it upon themselves to 
protect the powerful seals by which the daelkyr were 
banished from Eberroll. It took the comi ng of hu mans 
to Khorvaire to repopulate the Reaches once more. 

History DC 25: The humans who first settled 
the land east of Aumlair came in search of opportu · 
nity. but more than a few found themselves drawn 
past the fe rtile farms and into the shadows of the 
Towering Wood. Oeep within the fores t, these folk 
heard the call of the Great Druid Da1ian~a sentient 
great pine who had watched over these woods for 
millennia. Teaching the druid ic traditions to Ih is 
new race, Dalian established himself as the spiritual 



l cnter oft his land and the leader of its guardians-the 
\\'ardensofthe Wood. 

~ATURE 
Common Knowledge: The vaSI Towering 'Wood 

lOvers most of the Eldeen Heaches. unlouched and 
unspoiled. Along its eastern border spreads fer-
tile fannland ideal for farming and livestock. The 
Reaches arc home to a diverse population. with 
hum:lns. halr:clves, cladrin, ekes, centaurs. sh ifters, 
and others living more or less in harmony. The folk of 
the west :Ire deeply steeped in the druidic traditions. 
Reachers in the cast swear feaity to the Great Druid 
Oalian. but they have little direct exposure 10 the 
d ruids and their ways :lside from the SCOllts and advi­
~ors who pass through their !Owns and Villages. 

Nature DC l5: The rich farml:md and pasture of 
the Heachcs has no equal c1scwhcre in Khorvairc. The 
l)Utput ofEldeen farms and ranches helps feed the 
populations ofBrcland, Karrnath, and beyond. and 
J.gricult ure remains the Reaches' primary industry. 

Anima ls raised in the Heaches arc stronger and 
healt hier than other Khorvairian herds. putting 
Eldeen Ih'estock In high demand across the conti· 
ncnt. I louse Vadalis maintains a strong connection to 
the Heaches. and nearly allmagebred animals found 
in the Five Nations come from Varna's stables. 

Nature DC 20: Within the Towering \Vood grow 
n :otic plants sought after by alchemists and ritualists 
thc world over. Magical beasts also roam the forcst. 
their organs the key Ingredients in potions and poisons 
J.li ke. 1100\·c\·cr. the druids st rictly control all harvest· 
ing and lmnting within the wood, and trespasscrs 
~hould ex pect little mercy from the vVardens. 

RELIGION 
Common Knowledge: 

Though most folk of the ~ 
Eldeen Heachcs follow the 

" druidic traditions,temples 
dedicmed to the Sover- ~ 
eigll Ilost can bc found in 
all larger communities. 
Arawai and Balinor havc 
the strongest following in 
these lands. 

Religion DC 15: When 
humans first came to 
the Eldecn Reaches and 
werc exposcd to Qalian's 
teachings,they created a 
Singular devotion to lhc 
druidic tmdit ions. Over the 
centuries, dozens of difTer­
ent r.1ctions have splintcred 
from those traditions, 
spreading throughout the 
Towering Wood and across 
the continent. 

The \Vardens of the \Vood remain the largcst and 
best known druidic 5«1 in Khorvairc, and within 
the Reaches. they enforce the Grcat Druid 's laws and 
servc as thc foundation of that nation's military. It is 
their task to guard the land from allac].;, to cnsure 
that the Hcaches' bordcrs remain inviolatc and that 
its creatures arc allowed to livc In peace. 

Religion DC 20: The largely human Wardens 
arose originally to rcplace the Gatekeepers- the ancient 
order of orc druids who now watch o\'er the magical 
sea ls that keep the daelkyr threat at bay. The orcs cre­
ated the druidic I radit ion, and all existing traditions 
can be traced hack to thcir tcachings. I 10we\'Cr, they 
were all but destroyed during the war with thc daelkyr. 
Though thcy havc existed for millcnnla.the Gatekeep­
ers currelltly l1umi>cr fewer I han a lmndred. primarily 
orcs. half-orcs. shifters, and humans_ 

Religion DC 25: Lesser sects of druids are 
common. somc supporting the \Vardens and the Gate­
kcepers in their goals. and others embracing nature's 
dcstructi\'e sidc. Thc Ashbound is a militant group 
opposed to the usc of magic. The Childrcn orWintcr 
embrace death as a part ofthc lifc cyclc and usc their 
power to cnsurc that only thc strongest survive. The 
Greensingers maintain dose relationships wilh the 
fey that were the original masters orthcsc woods. 

STREETWISE 
Streetwise DC 15: Not all is peaccful in the 

Eldccll Hc .. chcs. Extremist r.1CtiOtlS within the druids 
would see the castern f .. rlllers pushed from their 
lands. Burned farmste .. ds and poisoned wells testify 
to the resolve of I Ii esc filllatics. 
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( 
z , 

CIl ,\PTEJI 4 I G~I!<lll!r "Y 133 ' 
",;:----' -.I 



SETTLEMENTS 
AND FEATURES 
The eastern Reaches merge seamlessly with AlI ll ­

dair's western borderlands. w ith idyllic fa rms 
connected by Oriell cilraVanlr;lcks and sma ller roads. 
Fa n he r west, civilization fades. with only a single 
trade road running from Lake Galifar to Grccn hcart. 
The Towering Wood is trackless wilderness. popu­
lated primarily by fey.lhe druids orthe Galekeepers 
and the \Vardcns. dire beasts. and monstrous erca­
lures len o\'er from the war agai nst the daelkyr. 

GREENHEART 
Capital Town; Population L,JOO 

Grccnhcart is horne to the vVardcl1s oftile 'Wood 
and the Great Druid DaHan. :mel the town is the 
center of the [ldeen Heachcs' aut hority and govern­
ment. It is the only site in the Towering \Vooc! that sees 
significil nillumbers oflnwclcrs, and it is here thaI 
those wishing to join the druids first come to study and 
train under the elders who govern the settlement. 

Although Grecn heart is sllla ll compa red to Va rna 
in the cast . the town's population swells for ceremonies 
and sacred fes tiva ls. The folk of the forest are commit­
ted (0 defending Greenheart. and they can quickly 
com'erge on the (Own in response to any threat. 

The drtlids permit no eOllllllerce within Green­
heart. :md although visitors a rc welcome. t he town 

has no marketplace or ta\·e rn . Sheher. comfort. and 
healing arc frecly provided within private homcs. 
as long as outsiders show the proper deference and 
respect fo r druidic customs. 

Grove of the Great Druid: Oa lian. ruler of the 
Eldeen Heaches. is like 110 other creat ure in Ebcrron. 
Some claim he was once a tree, awakened by power­
full1lagic wielded by the origill1l1 Gatekeepers. Others 
say he is the firSllree. as old as the world. IfOalian 
knows the truth of his origin. he docs not share it. 

Atl hc cenler of Green heart stands the Great 
Druid's grm'e. Trees and treants form a ring a round 
a pool of mirror-still water where the Greal Druid 
cha nnels the primal power t hat enriches this land . 

SHAE LORALYNDAR 
I'eyspire; Population 4 ,500 

The druids have long known that the boundaries 
between the world and the ):eywild arc thin within 
the l owering Wood. For cenluries. legends spoke 
orthe feyspire ofShae toralyndar materializing for 
shor t periods with in the forest. Now, the great citadel 's 
appearance after the Day of,\\ourning heralds a new 
chapter in the history of the fc}spirc and the Heaches. 

Shae t oralyndar Slllnds at the center of a forested 
valley in the Twilight Dcmesl1e. \\hcre w<I!erf., lls 
from the Shadowcrags spill it\lo the forest. The Spire 
of Rose and Thorn deflncs ,he ani slr.l· and grace of 
the c1adrin. Its peak-roofed houses are connected 



by slender bridges. beautiful rose gardens ,>preading 
between lhem as the lowers oflhe eladrin lords rise 
high above. 

The eladrin enjoyed peaceful rclmions wilh the 
dru ids oftl1e Toweri ng \Vood. Ilowe\'er.thcir inability 
10 rcturn to their native plane inthe aftermath of the 
,\ lou ming has led to slispicion and unrest. and I he 
daclrin struggle now to find their place here. A rivalry 
has always existed between Shac Loralyndar and Pylas 
Pyrlal. The folk of thai Zilargo feyspire ha\'e adaptcd 
easily to their new lin~s in Ebcrron. an altitude that 
,('ems treasonOliS 10 the folk ofShae Loralyndar. 

I.ord EverSLIn rules Shae Loralyndar as he has for 
centuries. l ie regards Ihe druids as useful (ifin ferior) 
,.Lilies. but he refuses to subjcct himself or his people 
to their laws. This perceived arrogance is a source of 
growing conflict within fa((ions of the \Vardells. 

The l\v ilight Demesne: The sylvan grove known 
<.IS the Twilight Deillesne has long been a sacred site 
fo r the fey of the Towering Wood. for the boundar· 
ies between the Feywild and Eberron are thin here. 
[he TWilight Demesne is hOllle 10 grem revels, with 
fey folk journeying frolll across the Towering Wood 
,mel beyond to pay homage 10 the cou rt ofShae 
I.ora lyndar. 

VARNA 
Frontie r TowlI ; I)opu lat io n 8,000 

On the eastern rrQntier with Aundair. Varna is the 
only settlemcnt or Significant size h, the Reaches- this 
1,1I1d's commercial center and gatcway to the rest of 
the world. Heacher merchants congregale here 10 buy 
,Ind selllh'estock und 10 tradc fini shed goods for the 
!teaches' bountiful han'ests. 

Ailihe dragonmarked hOllses maintain a presence 
in thc town. c\'cn as they look for ways toexl)'"1nd 
thei r innuence in the Hcaches. Allhe same timl.'. 
\ 'an,., has bccomc home 10 Ihe excesses ofaH larger 
l cnters. particularly a thriving black mark('( where 
poachers and trappers smuggle rare plants and ani­
mals into Aunclair and beyond. 

PLOTS AND 
ADVENTURE SITES 

Ancient E"ils: The Wardens of the Wood main· 
win a constant vigi l for Ihe horrors that linger in 
the !leaches as a result orthe daclkyr incursions. 
Hecelllly, the reports of the Wardens and the Gate­
]"eepers suggest thai the number of such encounters 
has been growing. Some fear thai the ancient wards 
,c:lling away the daclkyr might be weakeni ng. but 
the G:nekeepers arc 100 rcw in number and 100 

dim inished in power 10 restore them. The assiSlance 
of powerful allies is needcd to stem this new threat. 

The Gloaming: In Ihe dcpths orthe Towering 
\ \ '00(1. splendor and beaut)' surrcnders to the dark-

ness known as Ihe Gloaming. I lcre, malrormed trees 
:Ire hosts to parasites. disease. and swa rms of horrid I 
insecls. Monstrous beetles. spiders. and centipedes \..0 

attack unwary t ra\·clers. The druids belie\-c that this 
place marks the location of a manifest zone to Mabar. 
the Endless Night. z 

Grove oflilc Guard ia n Trees: The Towering 
Wood has slOod for millennia, but the trees of this 
primc\'al grovc arc older slill . Larger than :Illy other 
trecs in Khor\'aire, they dwarf e\'enlhe ancient pines 
ofO:llian's grovc. This place is home to dire beasts of ... 
great size :llul feroc il}'. Fey shrines arc common in the 
grove. and the forestiol k come hcre to meditate and 
communc with nature. 

Wi nter 's Return: The Children of\Vintcr were 
originally ba~d in the Gloaming. bUI that druidic 
sect abandoned its hold in the Towering Wood alier 
the Day of Mourning. spreadi ng its vision of destruc­
tion to thc wider world. Reccntly. druids of the order 
have begun to slink back in secret to the 'iouthern 
part of the rorest. Rumors picked up by I louse Can­
nith agents say that Ihe druids ha\'e obtained a relic of 
unknown power from withinlhc Mournland. 

THE ASHBOUND 
The Ashbound is a sect ofEldecn druids who belie\'e 
Ihatthe usc ofm:lgic represents a perversion of the 
natural order. Though some Ashbound use peaceful 
means to spread their message, many see violence as 
the only way 10 achieve their ends. 

Ashbound Berserkt'r Level 2 Brute 
Medium natural hUll1dnold. ShlhN XP 125 

Initiative +7 Senses Perception +8: low·lighl vision 
HP 43: Bloodied 21: set' also 1008'ooth shiftins. unrolll'lIns strike 
Rt'generatioo ~ /ooSlOoth shiftins 
AC 14: Fortllude 13. Rt'flex 15. Will 13 
Speed 6 
CD Battleaxe (standard; at·will) + Weapon 

+5 vs. AC: ldlO + 3 damage; set' al50 /oo8lOorh shifrlng. 
~ Unraveling Strike (standard: requires a banleaxe; recharges 

when first bloodied) • Weapon 
+5 vs. AC: 2d8 + 5 damage, and the target takes a -2 penalty to 
all defenses (save ends); see also lon8100th shifting. 

longtooth Shiftlns (minor. when first bloodied; encounter) + 
Healing 
Uotil the end of the encounter. the Ashbound benerker gains 
a +2 bonus to damage rolls. and gains rt'generatlon 2 while 
bloodied. 

Alig nment Unal igned languages Common 
Skills Acroba, lcs +10. Stealth +10 
Str 14 (+3) 01:'111 8 (+5) 
Con 13(+2) Int1 0(+1) 
Equ ipment light shield. ban leaxe 

Wis 14 (+3) 
Cha 9 (+0) 

ASH BOLIND BERSERKER TACTICS 

( The Ashbound berserker tar~,'cts controllers and strik­
ers wid, unra"elitl8 srrike and o.:tttleaxc attacks. focllsing 
on characters \Ising magic whenever poSSible. 

Z­
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AshboundJuggern~ut level 3 Skirmisher 
Mo;-dlum natural humanoid. human XP 150 

InltlOltlve ... 5 Senses Perception +8 
HP 46: Bloodied 23; see OIlso II_ins s,,;Ire, nOlUre's wrath 
AC 17: fonltude 16, Reflex 15, Will 15 
Speed 6: see ~Iso nOlllre's wroth 
CD Greatal(e (Standard; at·will) + Weilpon 

+8 vs.AC;1d12 + 3 damage(crltld12 + 15) 
® Hand3lf:e (standard: at·wlll) + Weilpon 

Ranged SilO: +8 vs. AC; l d6 '" 3 damage. 
(. Hewing Strike (s tandard: requi res a greataxe; recharges when 

first bloodied) + Weilpon 
The Ashboond juggernaut makes a charge illlack: close burst 1: 
+9 V'l. AC: ld12 damage (erit ld12 + 12). and ongoing 5 damage 
(save ends). 

NOiture's Writth (when first bloodied: encounter) 
The Ashbound juggernaut shirts 3 squilres and makes a basic 
allack as a free action at any point during this movement. 

AUgnment Unaligned languages Common 
Skills Endurance ... 8, Intimidate +5 
Str 17 (+4) Dell 14 (+3) 
Con 14 (+3) Int 9 (+0) 
Equipment hide armor. greataxe 

Wls 14 ( ... 3) 
Cha 8(+0) 

Ashbound Wanhaper levelS Elite Controller (Leader) 
MedIum nalural humanold.shlfler XP400 

Initiative +4 Sensu Perception +7: Iow·llght vision 
Bloodlust aura 2; each aily within the aura gains a +1 bonus to 

attack rolls. 
HP 120: Bloodied 60: see also rOlordaw shl/tins 
Regeneration see aspeer o/the beoS! 
AC 21; fortllude 19. Reflex 16. Will 21: see also rOl0rdow shifting 
Saving Throws +2 
Speed 6: see also aSp€cl o/the beGsl. rDlorclaw shl/ling 
Action Polnu I 
CD Claw (standard; usable only whl1e aff«ted by aspen a/tIM! 

beGst; al·wlll) 
+10 vs.AC: 2dS + 3 damage. 

CD Quarterstaff (Sl ilndilrd: usable only while not affe<:ted by 
O$pI!C1 0/ the beast: at·will) + Weapon 
+10 vs. AC: IdS + 6 damage. and the warshaper slides the 
target 2 squares. 

+ Claw flurry (standard: usable only while aff«ted by aspect a/the 
beost: at·wlll) 
The Ashbound warshaper makes twO claw attacks. 

::,- Unleash the Bean (minor: usable only whlle not affected by 
asptCl o/the beG5t; at·wlll) + Charm 
Ranged 10; +9 V'l. WlII: the target makes a melee bask anack 
against an adjacent creature of the Ashbound wan;haper's 
choice as a free action. 

Aspeet of the Beast (minor: encounter) + Heallng, Polymorph 
The Ashbound wan;haper assumes the form of a primal 
beast. Until the end of the encounter. the warshaper gilins 
regeneration 5, its speed Increases by 2. and It can make claw 
anacks. While In this form, the Ashbound warshilper cannot 
make quanerslilff auacks and cannot use unleosh lhe beost. 

Razorclaw Shifting (minor; usable only while bloodied; encounter) 
Until the end of the encounter. the warshaper's s~ed Increases 
by 2 ilnd It gains a +1 bonus to AC and Reflel<. 

Alignment Unaligned languages Common 
Skills Endurance +8. Intimidate +8. Nature +12 
Str 17 (+5) Dell 15 (+4) Wls 20(+7) 
Con 12(+3) lntl0 (+2) Chall(H) 
Equipment quarterstaff 
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ASHBOUND JUGGERNAUT TACTICS 
The Ashbound juggcrnaul wades into bill tic with 
grcata xe attacks. rescrving ht'will8 Slrikl' until it can 
ta rget two or more enemies. 

ASIiBOUND WARSHAPER TACT ICS 
Thc warshaper makes qllnrtcr~taff and un/ellslilhe 
beast altncks 111l1il bloodied , IhclI u"cs aSl'ect of lhe 
bellSt and largets powerful foes with its dmlljlurr),. 

ASHBOUND LORE 
Nature DC 15: Thc Ashboulld oPI)()se what they 

see as the reckless use of nwgica l power. and thcy 
point to the Mourning as proof of their beliefs. 

Nat ure DC 20: Though the fanatics of the Ash· 
bound are the most \\'ell knOll !l . other members of 
the order seck to educatc Ih rough action. 

ENCOllNTER GROllPS 
The Ashbound work in small groups. illlowing them 
10 escape notice as they work their fa r-reaching plans. 

Level S Encounter (XI' I ,200) 
+ 1 IhhbOllnd warshapcr (le\el ; elite controller) 
+ 2 Ashbound juggernatlt s (Ie\(-I '3 brUle) 
+ 4 Ashbound bcrscrker!> (k'I("ll hrutc) 

CHILDREN OF WINTER 
Dcath is the natura l pinnacle of the cycle oflife. and 
the Children of\Vinter are determined to bring the 
transformatil'c powcr of dcath to all of Khorl'airc. 

Winter Senlinel Level 10 Soldier 
Medium natural humanoid. human XP 500 

Initiative +10 Senses Perception - 14 
HP 101: Bloodied 50 
AC 26: Fortitude 2], Reflex 22. Will 22 
Resist 5 polson 
Speed 6 
ill longsword (standard; at·wlll) • Polson, Weapon 

+17 V'l. AC: IdS + S damage plus ld6 polson damage. and the 
target Is marked until the end of the sentinel's next turn. 

+ Winter's fang (standard: requires a longsword: at·will) . 
Polson, Weapon 
+17 vs.AC: IdS + 5 damage plus ld6 polson damage. and the 
target is marked ilnd Immobilized until the end of t he winter 
sentinel's next turn. 

(. Winter fugue (free: encounter) • Disease 
Close burst 3: targets a creature marked by winter's fang: +ll vs. 
Fortitude: the target contracts the winter fugue disease (see the 

facing page). 
Winnow the Weak 

A winter sentinel's melee ilnaeks deall d6 extril damage 
against a bloodied target it has marked. 

Alignment Evil languagu Common 
Skills Endurilnce +11 , Intimidate ' 10, Nature +14 
Str 21 (+10) Oex17 (.,.8) Wls 18/+9) 
Con 13 (+6) lnt 9 (+5) Cha 10(+5) 
Equipment hide armor. heavy shletd , lonpword 



W INTER SENTINEL TACT ICS 
t\ winter sentinel uses whuer'sfal18 a nd fotlows up 
with win fer fll8ue al nrsl OpportUIl ilY. Telll rning 10 
melee once il ha,> succeeded or failed at infecting 
a foc. 

W INTER W ITCH TACTICS 
A winter witch makes sickle attacks. then follows 
wi lh rot tide or lI'orms ofthe I'arlh to !:Ike adva ntage of 
ils e ne my's vul nerabil ity to necrotic damage. 

DoOMSPEAKER TACTICS 
:\ dool1lspcakcr alternates between doom r{'I'ealed 
and hasten doolll attacks. focllsing on differcnt targets 
each lime. 

CH ILDREN OF W INTER LORE 
Nat ure DC 20: The Ch ildren of Winter recognize 

thai wilhoullhc fliltural processes of death and decay. 
there ca n be no life. Their faith sees plagues. famine. 
and st rife as sac red forces. culling the wcak so that 
only Ihe strongest survive. 

Nature DC 25: Accord ing to the Children of 
\Vinlcr. the Mourning is a sign of the impending 
doom ofEberron . herald ing the destruction that will 
allow a gloriol1s new age to begi n. Wit h the death of 
ey re. the Children of Winter left the Gloami ng in the 
Towering \\lood to spread across Khorvaire, deter· 
mined to bring the present age to an end. 

ENCOllNTER GROllPS 
Children of\Vinter strike teams are led by a doom· 
speaker and employ unnat ural beasts whose very 
existence heralds the coming end. 

Leve l 13 Encou nter (XP 4,100) 
+ I Child of Winter doomspcakcr (Ie\'e l 12 lurker) 
• 2 winter witches (Icvel II controller) 
+ 3 wi ntcr sent inels (level 10 sold ier) 
• 1 hells tinger scorpion (level 13 sold ier. J\l M 229) 

Winter Witch Level" Controller 
Medium natural humanoid hum.," XP 600 

Initlalille +9 Senses Pen:eptlon +10 
HP 114: BloodIed 57 
AC 15: Fortitude n. Rene", n, W ill 14 
Immune disease; Resist 1 0 n« rotic; Vulnerable 5 radiant 
Speed 6 
CD Sickle (s tandard: at·wlll) + Weapon 

+16 liS. AC: 2d6 + 7 damage. and the target gains lIulnerable 
5 necrotic until It mOlles more than 5 squares away from the 
winter Witch. 

< .. Rot Tide ($Iandard: r«harge.;:;.l.!J • Necrot ic 
Close blast 5: targets enemies: +13 \IS. Fortitude: IdlO + 3 
n«rotlc damage. and the target takes ongoing 5 n«rotic 
damage and Is slowed (!;aile ends both). 

~ :. Worms of the Earth (standard: encounter) • Necrotic 
Area burst 3 within 10: targe ts enemies; +13 liS. Fortitude: 2dl0 
+ ] necrotic damage, and the target Is Immobilized {salle ends}. 

Alignment Evi l l ilnguages Common 
Skill s Endurance +14, Intimidate +1l. N3Iure +15, Religion +10 
Str 10(+5) De", 19 (+9) Wls 21 (+10) 
Con 18 (+9) Int 11 (+5) Cha17 (+8) 
Equipment leather armor. sickle 

Child of Winter Doomspeaker Levell} Lurker 
Medium n,tlurdl humanoid. ~hlfter XP 700 

Initiative +16 Senses Perception +15; Iow·ligh t vi~lon 
HP 96: Bloodied 48: see also nI:wrdaw shifting 
AC 26; Fortitude 24, Refle", 25, Will 24: see also ralord,,.\! shiftin8 
Speed 6: see also rOlore/aw shifting 
CD Sickle (standard: at·wl ll) • Weapon 

+17 liS. AC: 2d6 + 8 damage. and the target is daled untilth" 
end of the doomspeaker's next turn. 

~ Hasten Doom (s tandard: requires a sickle: at ·will ) • Weapon 
+17 liS. AC; targets it creature aff«ted b y doom revealed: 4d6 + 
7 damage. and the target is no longer affected by doom ff':Ve(J/PiI. 

~ Doom Relluled (standard; at·will ) 
Ranged 5; +15 liS. Will; until the end of the doomspeaker's 
ne.tlUH1, wheneller the doomspeaker takes damage. the 
target of this power takes half that much damage. The 
doomspeake( can deSignate only one target with its doom 
revealed power at a time. 

Ru ordaw Shifting (minor; usable only while bloodied; encounter) 
Until the end of the encounter, the doom speaker's speed 
Increases by 2 and it gains a +1 bonus to AC and Refle •. 

Alignment EIIII l anguages Common 
Skills Acrobatics +17. Stealth +17 
Str 11 (+6) DI!Jl22 (+12) 
Con 18 (+(0) Int 14 ("'8) 
Equipment leather armor. sickle 

Wl$18 (+10) 
Chil 12 (+7) 

Winter Fugue Level 10 Disease 

\Vil1ll'T fuy ur ruins rhe mirld. clt'l'Ouri!lyllu· memories 
(llilifocus of Crt'lilurt's il (lff/ias. 

Endurance Improve DC 17, maintain DC 11, worsen DC 18 or lower 

The target 
is cured. 

C Initial Effe<::t: The target 
takes 01 · 1 penal ty to 
skill checks and a · 1 
penalty to its speed. 

m The target takes a 
· 5 penalty 10 skill 
che<:ks and 01 · 2 
penalty to attack 
rolls. and is slowed. 

Final State: The target takes 01 · 5 penalty to skill 
checks and a · 2 penalty to attack rolls. and is slowed . 
In addition, whenever It takes damage. the target 
makes a melee basic attack against an adjacent ally. 



--~ 

LHAZAAR P.RINCIPAL1TI-eS . . . ~. . , ' 

The Lhazaar Princ ipalities arc il fractious confed· 
eracy of territories encOIllpassing the northeast tip of 
Khorvaire and the <lrchipclago of islands alongSide i l. 
I listorically a ha\'en for pirates and corsairs. the Prin­
cipalities maintain their frecbooli ng heritage but arc 
now bCHer known as the home or the continent's best 
mariners and merchant vessels. 

LORE OF THE 
LHAZAAR PRINCIPALITIES 

H ISTORY 
Comlllon Knowledge: Though typica lly thought 

of as a single sovereign nation. the Lhazaar Princi­
palities arc a loose affiliat ion of separate isla nd Slales. 

each ruled by a so-called sea prince. The Principali­
ties were once part orthe kingdom ofGalifar. but they 
broke away at the start of the Last War. Historically. 
the islands havc been ha\'ens for pirates, privateers. 
and merchants of questionable morals. Ahhough their 
political legitimacy was established at Thronehold. ihe 
Principalities rema in a largely lawless land. and Ira\'c1-
ers in the islands mllst be wary. 

I ligh Prince Ryger ir'Wynarn is lord of the Sea­
dragon Principality and nominally the leader of all the 
Lhazaar Principalities. However. Hyger and his allies 
(and enemies) know that he cou ld be overthrown by 
one oftbe region's other princes at any time. The most 
powerful of tile other Principalities include: 

The Cloud rea\·ers.1cd by Prince Mika Hockfacc. 
Mika is as bloodthirsty a pirate as any in the region's 
history. and if she had her way. Lhazaa r would throw 
oO'its cloak of civility and return to its anarchic past. 

The Diresharks.led by Prince Kolberkon. I-Ie sees 
himself as next in line for the position of high pri nce. 
and his group's rivalry with the Seadragons is intense. 

The Gray Tide. led by Pr ince Kel.l-l is holdings arc 
nailled after the dread magical mist that lingers O\'er 
the waters su r rounding Lastpoillt Island. 

The l3Ioodsails. led by Prince Sll<Ien Tasil. Shaen's 
realm is notable for the fac t that it is populated almost 
exclusively by elves and eladrin. The Bloodsails' base 
of operations is on the far northern island of Far In en. 

The W ind Whisperers, led by Prince Kouhon 
Brightwind. headquartered on Wind lost lsland. KOllI· 
ton is the only sea prince who currently has a price 
on his head. placed there by Ii olise Lyra ndar when 
he became an excoriate a decade ago. 

His tory DC 15: Thot/gll fhe PrinCipalities existed 
as a loose all iance of territories under Galifar. the Last 
War saw those alli;l1lces-and the princes' allegiance to 
Galifar- break apart. After a period of fighting among 
themseh'es for control of the islamls.the sea princes 

looked to turn the chaos of war into financial gain. 
Whether by engaging in open piracy or hiring OLLt as 
privateers to the warring Five Nat ions. the princes 
established themselves as independel1l powers. 

As the Last War drew to a close. the Principalities 
percei\'ed the need for a unified front if they were to 
keep their hard-won freedom. By allOWing the power­
ful Hyger ir'vVynarn to rcpreselltthem as high prince. 
the sea princes saw the Lhazaar Principalities recog· 
nized as an independent nation at Thronehold . 

History DC 20: In the centuries preceding the 
Last "Var.the PrinCipalities were an autonomous 
region within the kingdom ofGalifa r. The pirates and 
plunderers of the islands wonlheir limited self·rule 
during the long-ago Lhazaar-Galifar War. a connie! 
lill ie remelllbered by the Five Nat ions but celebrated 
as a major victory by the fol k of the isles. In the after· 
math of the conn ict with Galifar. the privateers of the 
Principa lities began shifting their focus from piracy 
to legitimate trade and explorat ion. By virtue of their 
sk il l. they <llso began to supply a Significant percent· 
age of the sh ips and officers in Galifar's navy. 

History DC 25: The Lhazaar Principalities were 
the site of the firSI human settlements in Khorvil ire. 
established by migrants from Sariona. FrOlllthe 
beginning. the isles lI'ere a wild and turbu lent place. 
and they have maintained that quality despite long 
ce ntu r ies of pressure from the civi I ized Illai nland. 

S TREETWISE 
Common .Knowledge: The laws of the Lhazaar 

isles v<lry frolll prinCipality to pri nCi pality. and <Ire 
uniform ly I<lx. The PrinCi palities are a good place to 
disappear. since its fol k ask few questions and answer 
e"en fewe r. 

Street wise DC 15: Understanding the internal 
politics between the princes and their territories is 
important. Although movement and trade between 
t he various principalit ies arc unrestricted. the princes' 
ongOing rivalries and feuds have a profound innucnce 
on business deali ngs and relationships. S<lY the wrong 
thing in the wrong ha rbor ta\'ern. and you might find 
yoursel fhav ing to swim for friend I ier waters. 

St reet wise DC 20 : Beneath the sea princes. other 
lesser nobles claim titles sllch as sea baron. pirate lord . 
merchant king. admiral. and duke. On the isles and in 
the seas around them. authority depends entirely on 
the troops and ships at a noble's imlllediate disposal. 
A mcrchalll king might h.1Ve no land Iwldings. no sup­
port frolll <Illy nation. and no lineage to spe<lk of. but 
ifhe has a neet of warships crewed with <lble sailors. 
then he rules the seas around him- <ll least until a 
bigger. faster neet sails O\'er the horizon. 



SETTLEMENTS 
AND fEATURES 
No map records the full number of settlements In the 
Lhazaar Principalities. a nd a cartographer lIltempt· 
ing to c reme one would nnd that many of the isles' 
smalle r towns und villages would have disa ppeared 
be fore he was nnishcd. 

Each oflhe major islands has:ll least OIlC port lown. 
typically the scat of powcr for onc oflhe sca princes. A 
handfu l ofOl he r settlements have beell occupied fo r 

TALENTA 
PLAINS 
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long enough to have passed the th reshold ofpcrma· 
neney. but the residents Oflhosc lowns come and go 
with the tides on which they make their living. 

REGALPORT 
Capital Pori Towll; Population 3.300 

Hcgal port Is the capit al orlhe Scadragon Princi· 
pality a nd the de facto capital of al l the Isles. Built 
around a sheltered deepwater bay 011 the island 
o f Green tarn, the town has g rown wealthy 0 11 the 
boullty of the sea . I-Iigh Prince Hyger is a fai r and 
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conscientious leader. li e uses his 
own wealth to ensure tltat lown 
guards and Olher officials arc 
well paid. hoping 10 minimize 
corrupt ion and bribery. 

Dragonmarked Houses: The 
dragolllllarked hOllses <lfe not 
well represented In the Lhazaar 
Principalities. The relatively 
small number of permanent 
seltlements and the gencra l 
instability of politics in the isles 
makes the houses lLnderstand · 
ably hesita nt 10 assign resources 
and persollncito the region. 
Regalport is an important excep­
lion. and the town femures small 
outposts fo r all the houses and 
sizable enc\;:n·cs for iiolLSC Oricn 
and House Ghallanda . In addi­
tion. 1·louse Thurannl has its 
headq ua rters he re. 

Pirate Exchange: Though 
its name summons up vis ions of 
an unsavory tavern for nrSI·timc 
visitors, the Pirate Exchange 
Is Rcgalport"s popular public 
markel. The largest collection of 
vendors easl of the Mror Ii olds, 
the Pirate Exchange bustles daily 
with merchants selling gocxls 
from across the continent, as well 
as local sea food and treasu res 
from the isles. With the possible 
exception of Sharn. the market is 
also the best pillce \0 find goods 
from Argollncsscli und Surlona. 

PORT VERGE 
Port Town: Population 1,100 

Port Verge on the isle of 
QlIestor is t he sem of power for 
Prince Kolbcrkon. leadcrofthe 
Direshark Principality. Though 
his capital h not as large or as 
well developed as Hcga lport. Kol· 
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bcrkon has plans to changc that. Ilis hope oneading 
the Principalities rcsts 011 his ability to outshine I-ligh 
Prince Ryger in cvery way, and Port Verge is his start· 
ing poilU. 

Kolbcrkon has struck deals with the Order of the 
Emerald Claw and Ii olise Lyrandar for thc flnancing 
of his grand schemes, but he is well aware that thesc 
allial1ccs carry risks. In parlicu\;lr, Lyrandar is intent 
all expanding its influcncc Ill/hc Principidilies-.and 
ofultill1atcly gaining at Icast p<lrtial control orer the 
Lh<lzaar mcrchant nccts. 

PoRT KREZ 
Piratc Village; Population 900 

Port Krez is thc eastcrnmost town in the I.hazaar 
Principalities, situated on the island of Krag and 
looking out on endless miles of cmpty sea. Home to 
Prince Mika and her Cloudrcavcrs. Port Krez is the 
antithcsis ofHcgalport- cvcrythlng onc picturcs when 
imagining a town run cxclusivc!y by and for the plea· 
Sllrc of piratcs. Any vicc can be indulged here. and 
the only rcgulalions recognized in lawn are Ihe laws 
of the sea. Mika's folk takc whal they can and hold il 
as long as t hey can defend it. 

From Port Krez. thc Cloudrcavcrs launch attacks 
on scagoing trading vessels. unprotccted towns along 
the Khorvaire coast. and any ship unlucky cnough to 

out on thc wrong side of the Gray Tide. 
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TEMPEST ISLE 
Uninhabited Island 

Jutting lip from thc sca ncar the southern coast. 
Tempest Isle takes its name from thc ne\'er·ending 
storm thm rages ovcr its central mountains. Some say 
this phenomenon is causcd by a clan of storm giants 
descended from Xen'drik exilcs that landed herc 
millennia ago. Others assert that a mighty wizard 
Ih'es mop the peak. a nd that tile storm is his warning 
agllinst visitors. 

\-Vhate\,er the cause oflhe storm. rumors offabu· 
lous wealth hidden on the Island bring sh ips from 
across Khon'aire to these waters. It is said that piratc 
captains in ages past used the numerous natural 
caws and cm'ems on thc isle to Slorc their treasure, 
and that one such trovc in particular holds morc gold 
and jewels than the wcalth of allthe Lhazaar princes 
combincd. No one has cver found this legendary tro\·c. 
of course. and most trcasure hunters who set foot into 
the island's junglc.shroudcd intcrior ne\'er return. 

PLOTS AND 
ADVENTURE SITES 
For long ccmuries, the Lhazaar islcs have been 
known as a havcn for pirates and buccaneers. Despite 
the Principalities' recognition:ll Thronehold. and 
rcgardless of Prince Hyger's nominal leadership O\'er 



the peoplc of the islcs.t he pastli"cs on hcrc. making 
Lhaz,lar well suited for swashbuckling advcntu res. 

Any mission or qucst thc PCs undcrtake com be 
gh'cn all addcd sensc ofurgcncy if they discover thai 
olle of the sea princes is aftcr the same priLc-or c\'cn 
after thc PCs thclllsch'es. Ahcrnmively. a party miglll 
be taskcd with bringing in a pi ratc for c rimes commit­
tcd against anothcr nation or a dragonmarked house. 

The Hlood orVol: Onthc frozcn northern island 
of Farlncn stands Ill marrow Castle. homc of the lich 
Vol. [n lifc.shc carricd the Mark of Dcath and was 
heir to Housc Vol. Il owc\'cr. whcn it was rCI'cllled that 
hc r kin had cxperimcntcd with mixing ell'cn and 
dragoll blood ill their line. the dragonmarkcd house 
was extinguishcd and Vol was slai n. 

Through hcr .. rcome powers. hcr indomiwblc 
spirit . .. nd a burning hatred for the elves and dr:.gons 
IhOlt had wrongcd hcr. Vol has cndurcd for long cen· 
ILLries in thc ra nks ofthc undeOld. Shc has spcnt thaI 
Iimc gathcri ng followcrs to hcr ClIUse through prom­
iscs of wcahh. powcr. OInd control over lifc and dcath. 

Though Vol's religion is not as prcva lent in thc 
Principalitics as it is in Karmath ,lI1d elscwhcrc in 
Khorvairc. practi tioncrs oftbc Blood of Vol arc slowly 
spreading throughout thc islcs. Likc most worship­
crs. thcy know not hing of Vol' .. da rk history or plans: 
they merely worship thc power oflife. blood . and the 
di l'i nil y within. Through her followers. Vol is intent 
on nwintaining a close watch 011 ,lfTairs and cvents in 
Ihc islcs-a nd hopcs to eventually count Ihe powerful 
sea princcs among hcr fai th fu l. 

Drcadhold: Just ofT the tip of Cape Far lics the 
prison island of Dread hold. For centuries. this ror­
Iress has bcen home to heinous c riminals from across 
Khorl'aire. scnt hcrc to Ih'c ill squalor lind misery. 
W hcnc\'cr importa nt political figures and d issidents 
go missing. it is whispered that they hal'e bcclI senlto 
Orcadhold. ncver to be heard from agai n. 

PCs of particular skill and bravery might be taskcd 
with cntcring Drcoldhold fo r ally number of reasons. 
1Il0st common ly to deliver a notorious criminal at the 
behcst of a govern mcnt or a clragomnarked house. 
Likewise, a parly might be asked to con firm that a 
particular inmatc is stil l incarccrmed. or to retricl'c 
a prisoner at the requcst of the go\'t~rnmcnt that sent 
him to Drcadhold_ In morc d ifficult cases. the PCs 
mig/I! attempl lO brcak somconc out of rile island 
prison or. in a worst-case scenario. could bc unjust ly 
imprisoned thelllSell"cs. 

The Gray Tide: The watcrs arOllnd thc isla nd 
of Last point crawl wilh a clinging. bone chilli ng 
gray mist. The crews of ships forced to sa il through 
the Gray Tide become disoriented a nd con fused_ 
W hen- or if-t hcy sa il out again. thcy rcport hearing 
shrieking wi nds ema nating from the ccnter of the 
mysteriOUS fog. No onc has e\'cr dctcrmincd wllllt 
lies atthc heart of the Gray Tide. and few arc bravc 
e!lough to cntcr thc mist in search of an answer. 

THE CHAOS FLEET 
Thirty years ago. a pirate named Magwrot h thoughllO I­
seize control of the Cloudrcavcr Pri ncipality. challeng· ~ 
IlIg the rule ofSca Prince Mika Hockr.1ce. Thc results ~ 
were one-sided_ Magwroth was hideously injurcd. his 
vessel Demurers Ilal1d was scverely damaged. und the 
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rest of his ragtag flect WlIS sunk. After limping away 
under talte rcd sails. Magwroth was never scen agai n. 
and it was assumcd that Del'ourer's I-land had va nished a::: < beneath thc wa\·cs. < 

Would that it had . ~ 
< Ca rried on furious currents through the blil1Cling 

mist of the Gray Tide, Devourers IIalld passeel illlo the ~ 
hcart ofKythri. thc wildcst region orthc Elcmental 
Chaos. Thcrc. Magwrolh and the rcmains of his c rew 
werc consulIled by a host ofinhuman c rcaturcs thaI 
now sail a ghostly flcct across thc Lhazaar Se'l. 

Thc Ch,lOS Fleet consists of half a dozen to Iwo 
dozen vessels. its numbers changing from day to 
day. Several of the ships. including Del'ourers IIand. 
arc mortal-built wrccks kept afloat by the elemen­
tal power that now infuses their waterlogged hulls. 
Thc Olher ships ha il from the Elemental Chilos ilnd 
a rc driven by thc power offire and air. Though they 
appca r to be roughly carved of rock or icc. thesc 
chaos ships arc imposSibly swift and can run down 
cI'cn elcmental gal lcons_ 

CHAOS Fun LORE 
History DC 25: Thirty ),Cllrs ago. a piratc cOlptain 

named Magwroth tricd to usurp the Cloud rcavcr Prin­
cipa lity from Sca Princc Mika Hockfacc. MlIgwroth 
was soundly defeated. last seen m the helm nfhis dam-
11ged ship. Demurers Iland. as it limped out to sea. 

Streetwise DC 20: In recent months. a number 
of vcssels ha\'e vanished from what were thought to 
be safe sea la ncs near the Lhazaa r Principalities. No 
known pimtes have claimcd responsibility. and no 
wrcckagc has becn found_ 

Street wise DC 25: Piratcs and merchants have 
reportcd sceing a biLarre flect of ships on thc hori zon 
of thc Lhazaar Sea_ The lead I'essel appcarcd to be a 
Lha zaar warship. butthc ships th:lt fla nked it were 
oddly misslw [>ell_ MysteriOUS colorcd lightning was 
said to da nce between the masts of this ghostly n ect. 

MAG WROTH. CHAOS Fun CAPTAIN 
Though it wcars the face lIlI(l form of Captain Mag­
wroth. the commandcr of this flcet is an clemental 
being of purc dcstructh'e encrgy. It now occupies tlt:lg­
wroth's flcsh. with the mind 0111(1 soul ofthc captain 
imprisoncd inside an elemcntal drudge (see below). 

The crew ofOcmu rers I lalld and the othcr morta l­
built ships ofthc flcctlikewise consist of creaturcs 
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, -that havc been posst.'sscd by elcmental forces. A ritual 
transforms a living humanoid into a Chaos Fleet 5.1i1or. 
thcn creates an elemental drudge cmpowcred by the 
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Magwroth leve l 25 Brute (leader) 
Medium "Ieml'nlal humanoid XP 7.000 
Inltl3tlvtPc +19 StPcnstPcs Perception +16 
HP 284: BloodltPcd 142; s« also choos refOl"I 
AC 37: FortltudtPc 38. Renu: 36. Will 36 
Ruin 15 variable (2/encounter; see MM 282) 
SpHd 6. swim 6 
Q) EltPcmental Claw (sundard; at·will ) + see lext 

+28 vs. AC: 2d6 + 9 damage. and ongoing 10 cold. fire. or 
lightning damage (Magwroth'S choice) (save ends). 

<~ Chaos Retort (free. when nrst bloodied: encounter) + Charm, 
see telft 
Close hurst 5: urgetJ enemies: +26 vs. WJlI: 1d6 + 7 cold. fire. 
or lightning damage (Magwroth's choke). Magwroth slides the 
target 2 squares. and the target makes a basic attack against its 
nearest ally. Miss: Half damage. and Ihe target is dazed unti l the 
end of Magwroth's ne~t !Urn. 

(- Faster, Ye Swabs! (minor: recharge~.!!.l 
Close burst 6; each ally within the burst can tilke all extra move 
aCllon Immediately. 

(~ Wa il of Anguish (standard; recharge ill . Psychic 
Close burst 3: targets enemies; +26 vs. Will; 2dlO + 7 psychic 
damage. 

Alignment Chaotl( evil languages Abyssal. Common. 

Skills Artana +22 
Str28 (+11) 
Can 24 (+19) 

Primordial 

Dex 25 (+19) 
Int 21 (+17) 

Wis 19 (+16) 
Cha 25 (+19) 

mortal's soul. The ice and Slone vessels arc crewed by 
archons. demons, and other elemental crealures. 

For Ihe moment. ~Magwroth~ seems contcnt to 
attack and raid lone vcssels. I lowever. the ships 
a nd crews he destroys arc lakcn under his control. 
and so the Chaos Fleet has begun to grow. In lime. 
Magwrolh could threaten not just the Lhazaar Princi· 
p.-dilics hut all or coastal Khorvaire. Only then might 
his ultimate objective become clear: to destroy all lire. 

From a distance. tile caplain resembles the half­
Magwroth. but on closer inspeCiion. the racade 
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ra lls. The elemental's gaping wounds reveal burning 
nrc racing like blood beneath its ski n. Ugly bulges 
Illar its nesh. tea rIng open as it Illo\'es to revea l icy 
protrusions beneath. Ughtning dances within its 
pupils. (lnd a dark smoke hisses rrom its blackened 
leeth and lil)s. 

MAGWRoni'S TACTICS 
Magwroth moves into melee alongside his sa ilors. 
slarling with {'lem{'lIlal claw attacks. then using 
his wail of al8"ish once multiple roes arc in range. 
Milgwrolh begins looking for a n escape rOllte once 
bloodied. After unleashi ng his Chll05 reton. he has 110 

qual ms about sac rificing hi s :lllies:ls he escapes. 

CHAOS FLEET SAILOR 
Like thcir master Magwroth, these sit ilors arc 
c1emental crCOIturcs ,,"eilrlng humanoid nesh. Their 

Chaos Fleet Sailor Level 23 Skirmisher 
M .. dluml'l['m['nt.11 hum~nnld XP 5.100 
Initiative +18 Senses Per(eptlon +15 
HP 214; Bloodied 107: Sfle also tiemenlot erupllon 
AC 37: Fortitude 36. Reflex 34, Will 3S 
Resbt 20 cold, 20 IirtPc. 20 lightning 
5peed 6, swim 6; see also rending pass 
Q) Claw (s t~ndilrd; al·will) 

+28 vs. AC; 3d6 + 9 damage. 
~ Rending P,.ss (standard: al·will) 

+28 vs. AC; 3d6 + 9 damage. and the sallor shifts 3 squares. 
(~Elemental Erupllon (free, when On-t bloodied; en(ounter) . 

see text 
Close burst 5: targets enemies; +26 vs. Fortitude: IdS + 3 cotd. 
fire. or tlghtnlng damage (sallor's (hol(e). Miss: Half damage. 

AUgnment ChaOII( evil Languages Abyssal, Common. 

Str 27 (+19) 
Con 22 (+17) 

Primordial 
Dex20 (+ 16) 
tnt 23 (+17) 

Wis18{+1Sj 
Cha24 (+18) 



horrid fealures include eyes ornrc, tccth and nnger. 
nails once, and wounds that bleed mud. 

CHAOS FLEET SAILOR TACTICS 
Chaos Fleet sailors prefer to spread O\lt when attack· 
ing. usi ng their rendina pass power to rorce opponents 
10 C0111e to thcm and provoke opportunity attacks 
rrol11t hc S<lilor's allies. Thcy nght 10 the death irMag· 
wroth Is prescnt. but otherwisc allcl11ptto escape 
after their elemenfal eruptiotl is spcnt. 

ELEMENTAL D R UDGE 
Thc rcmains or sailors whose bodies have been 
usurped by the Chaos Fleet. thcSt': c reatures have 
forms orice and stone carved into abstract humanoid 
shapes. The morta l soul that occupies e<lch one is 
fu lly aware. but it can do little but silently scrClllll. It 
has no control ovcr thc drudge. which bchavcs as a 
golem or other mi ndless servitor. 

Elemental Drudge levell3 Minion Brute 
M ... diUnl ... 1~m ... nt.JI hUrrldnOld XP 1.175 

Initia tive +18 Sense!> Perception +18 
HP 1: a missed attack never damages a minion; see al~o 11/l1ml1/11o/ 

dI51ipaffofl. 

AC ]S; Fortitude 36. Reflex ]S. Will 35 
Resist 20 cold, 20 fire, 20 lightning 
Speed 6. swim 6 
<D Slanl (stand3rd: a!·wl ll ) + Cold 

+26 vs. AC: 7 danlage. and ongoing 2 cold damage (save ends). 
This ongoing cold damage stacks with that of other drudges, to 
a maximum of ongoing 10 cold damage (a Single save ends all). 

<~ Elementa l DissIpation (when reduced to 0 hi t points) + Cold , 

Fire, lightning 
Close burst 1; -1-24 vs. Reflex: targets enemies: 10 (old, fire, and 

lighlnlng damage. 
Alignment Chaotic evil l anguages - (underSiands Common 

and Primordial) 

Str 27 (+19) 
Con 23 (+17) 

Dell 24 (+18) Wls 24 (+18) 
Int 3 (+7) Cha 3 (+7) 

ELEMENTAL DRUDGE TACTICS 
. \ n elcmenta l drudgc crashes into comb:u in an 
:lIIemptto overwhelm its foc. Drudges lIrc drh'en to 
focus their slam attacks on the same target. building 
up ongoing damage on a Single enemy. 

ENCOllNTER G ROUPS 
.\1ag\\,roth and his rou l crew ca ll upon other crca· 
tures orthe Elemental Chaos ill battle, often leav ing 
thell!!o finish the nght after they 11:1I'c ned tO SiJ \'C 
themselves. 

Level 25 Encou n ter (XP 38,875) 
+ /\lagwroth (lel'el25 brute) 
+ 3 Chaos 1:lcct sailors (Ie\'(~1 23 skirmishcr) 
+ 9 elemental drudges (level 23 minion brutc) 
+ I earthwind r:!vager (lcvel23colllrollcr, J\I J\lI04) 

THE FORTRESS OF 
FADING DREAMS 
Thousands or years ago. one of the eladrin'~ fcyspires, 
Shae Tirias Tolai. slipped from Thclanis into Xen'drik­
but when it appeared. thc giants were waiting. Thcy 
pillaged the reyspire. claiming its treasures and taking .:! 

its people as slal'es. The othcr cladrin lord .. rcsponded 
by Improving their derensive magic. Il0wcI'cr, some :::; 
among them wanted more- thcy sought vengeance, 

The lords orShae Doresh. the Spirc ofOreams, 
swore to make the gia nts p:lY, They transformed 
t heir settlement into a mighty fortress, c raft illg arms. 
armor, and powerful spells orbattle. \Vhcn their fey. 
spi rc next appearcd in Eberron. they challenged the 
emperor of the giants, Iltll the)' lwd wocfully underes· 
timated thc power orthe ti tan king. With II powcrrul 
ritual. he ban islll'd the reyspi re to the pl:llle orDal 
Quor, whcre it remained trapped until the cycle or 
th"t plane s pat it back 10 Thelanis once more. 

By the time Shae Doresh ncxt returned to Eberron. 
the giants had been laid low. Howevcr.the rey had been 
tainted by the ir long sojourn in Dal Quor, their reyspire 
transrormed hl10 a hal'cn for nightmares- now called 
Tiler Uan Voresll.thc Portress ofI:ading l)remns. 

Like "lithe other feyspircs. Taer Uan \)orcsh has 
cont inucd to drift between Thclanis and Ebcrron. With 
each cycle. the fey of the Fading Drca lll ilurture Iheir 
anger for their own dark trallsforlll"tioll. Thcy hunt 
and kill all who stray too close to their citadel. They 
dcspise otllcrcladrin for being weak. and consider the 
ekcs to be a debased mockery better wipcd away. 

The spire exists in a state or nux. simultaneously on 
Dal Quor and Eberron. \Vithin the fortress. adl"entur· 
ers can meet and physically interact with the spirits 
of dreamers or quorl- though anyone who Icaves the 
spire ret ul'llS to the planc he or she came from. The 
Lord orlhe Fading Drcam is no servant orlhe Dream· 
ing Dark. but he is willing to work with the quori 
when doing so \1' i[1 spread sor row across the land . 

FORTRESS Of FADING DREAMS LORE 
Arcana DC 20: The stories orlhe feyo;pires speak 

of sc,'en cities. including Shac Doresh, thc Spire of 
Drcams. Though this ancient scttlement was once 
a place of beauty and dreams made rea l, a darkness 
dwells thcrc now that even the c\:ldrin do 1I0t speak o( 

A rca n a DC 25: Tales say th:ltthc fcyofShae 
Doresh fought the giants orXcn 'drik and were b:ln· 
ished to Oa[ Quor for thousa nds oryea r ... When they 
rcturned. they had become a dark ami bittcr folk. 
hungry for \'ellgeance. Their rey~pirc became known 
as Taer /jan Doresh. Ihe Fortress ofE,1ding Drcams, 

A rca n a DC 30: RUlllors tell or how the fey or\he 
F"ding Dream can makc nightmares manifest in 
the material world. unleashing horrinc drea ms and 
visions upon their roes. 
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ORGAN IZATION 
The fey or the Fading Drea m arc under the com mand 
of a brooding king. They have agents ac ross Kho rv<l ire, 
but most or lhe host attends him in the dark citadel. 

Leade r: The f('yor th£, fortress a rc led by Sha n Li 'l n 
Doresh. He rarely leaves his fcyspirc. watching the 
world th rough the d realllS of innocents and destroy­
ing lives with whispered secrets and terrible visions. 

H eadqu arters: The I;ortress of1:adi ng Drea ms is 
hidden deep in the vVhitcpine Forest. Touched by Dal 
Q uor. the Icyspirc is a vision from nightmare. and no 
two people perceive it in the sa me Wily. 

Hierarchy: Once a ghae le of winte r. Dorcsh is 
the unquestioned rule r orthe Fading Drea m. Seven 
Knights of Terror serve him. each of which embod ies 
a particu lar primal fear. The shrouded sages. led by 
the night hag Sant yr iana. a re the mystics of the fey. 

Mcmbers: The host orthe Fading Dream are 
cladrin. btU fcyof other sort s li \'c within the fortress. 
from sinister gnomes to night hags and fa r darker 
c reatu res. Additionally. the cladrin of the feyspire havc 
recrllited a llies in the wider world - wa rlocks who have 
made pacts with the power of the Fading Dream. or 
ot hers willing to serve for the lure of fey gold . 

THE fEY OF THE fAD ING DREAM 
The greatest power of the clad ri n ofTaer Li;ln Doresh 
is thei r ability to sow fea r a nd despai r by drawing on 
the nightmares of thci r vic tims. 

Fading Dream Fe armonger l e vel 16 Artillery 
MedIum fey humanoid. etadnn XP 1.400 

Ini tiative +13 Senses Perception +12: 10w.Ught vision 
HP 122: Bloodied 61 
AC 28: fo rtitude 27. ReHex 27. WiI! 29 
Immune fear: Resist 5 psychic 
Saving Throws +5 against charm effects 
Speed 6: see also dark step 
<D Oreamblade (standard: at·wltl ) + Psychic 

+23 vs. AC; 2d6 + 5 damage. and the target takes ongoing 5 
psychiC damage (save ends). 

® Nightmare Bolt (standard: at.wUl) + Fear. PsychiC 
Ranged 20: +21 vs. Will: ld8 + 5 psych;c damage. the 
fear monger pushes the largel 3 squares. and the targe t takes 
ongoing 5 psychiC damage (save ends). 

1" Humbling Terror (standard: encounler) + f ear, Psychic 
Ranged 10: targets a creature taking ongoing psychic damage: 
+21 vs. Will: 3dl0 + 7 psychic damage. and the target is 
knocked prone (save ends). 

::,- TerrifyIng VisIon (standard; recharge : ~..;:;.Jl} + f ear. Psychic 
Ranged 10: targets a creature taking ongoing psychic damage: 
+21 vs. Will: 2d8 + 7 psych ic damage. and the target is dazed 
(save ends). 

Dark Step (move; encounter) + Teleportat;on 
The fading Dream fearmonger teieports 5 squares and gains a 
+2 bonus to all defenses until the end of ItS ne>;t turn. 

Alignment Evil Languages Common. El ven 
Skill s Bluff +20. Intimidate +25. Stealth +18. Thievery +18 
5t,14 (+10) 0 1'1121 (+13) Wls18 (+11) 
Con 20 (+13) Inl 18 (+11) Cha 24 (+15) 
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FADING DREAM FEARMONGER TACTICS 
A fea rmonge r relies 0 11 ni8htmare bolr to SCI lip its fe rr i· 
jyinn vision power, while lIsing dark slep and /lIfJllbUn8 
terror 10 stay out of melee. 

Shrouded Sage leve l 18 Elite Controller 
Medium fey humanoid. (,Iadrln XP 4.000 

Inli ia live +13 Senses Perception +1 4: 10w·Ught vision 
Shroud of Doubt aura 5: each enemy within the aura doe~ not 

benefit from reSistam:e to psychic damage. 
HP 348: Bloodied 174 
AC 34: fortitude 30. Refl e>; 32. Will 33 
Immune fear. Resist 10 psychk 
Saving Throws +2: +7 agains t charm effe<: ts 
Speed 6. fTy 9 (hover); see also fey step 
Action Points 1 
<D Dark Touch (standard: at·wlll) + fear, Psychic 

+22 vs. RefTe.; 2d8 + 5 psychic damage. and the target is 
stunned until the end of the shrouded sage's neJlt turn. 

~ Nighlmares Made Real (standard: at·wlll) + ConJuration. f ear, 
Psychic 
Ranged 10: the shrouded sage <:onJures a Medium nightmare 
spirit into an unoccupied Spil t I' within range. The spi rit cannot 
be attacked. Any creature that starts lu turn nellt to the spirit Is 
subject to an attack: +23 vs. AC: 2d8 + 7 psychic damage. Any 
creature that ends Its turn next to the spirit is slowed untltthe 
end of its next turn. As a move action. the sage can move the 
spirit 5 squares. SU510in Minor: The nightmare spirit p-ersists. 

::r Terrifying Delusions (minor; at·will) + Fear. Psychic 
Ranged 10: targets a creature taking ongoing psychic damage; 
+22 vs. Will : 1d6 + 7 psychic damage. and the shrouded sage 
pushes the target 5 squares. 

<~ Paralyzing Doubt (standard; recharge ..;:;,.,l!.!.) + Fear. Ps~hi c 
Close blast 3: +22 vs. Will: l dl O+ 3 psychic damage. and the 
target takes ongoing 5 psychl <: damage and is immobilized (save 
ends both). 

Fey Step (move; encounter) + Teleportatlon 
The shrouded sage teleports 5 squares. 

Alignment Evil languages Common. Elven 
Skills Arcana +22. History +22. InSight +19. IntImidate +24 
Str lO {+9) OexI8 (+13) Wls20 (+14) 
Con 22 (+15) Int22 (+15) Cha 25 (+16) 

SHROlIDED SAGE TACTICS 
A shrouded sage hovers O\'er the battlefield. a llow· 
ing a llies and its own summoned visions to engage 
its cnem ies. It uses terrifyill8 delusions and paralyz· 
il1,9 daubl to pOSit ion enemics near its conjured 
nightma res. which ta ke the form ora nyt hillg from 
monslrous foes 10 losl lo\'ed ones. 

ENCOLINTER GROlIPS 
The rey of lhe Fad ing Dream are fl eree combata nts. 
but not rci uctant to n ee from a flght they know they 
cannol win. 

I.cvel 18 Encounter (XP 10,800) 
• I sh rouded sage (level 18 elite COlli roller) 
+ 2 Fad ing Dream fea rmongers (le\'el 16 a rtillery) 
+ 2 deat h hags (level IS sold ier. tHM 15J) 
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tHE ,MROR ;HOLDS ". , / 

The rugged mountains orthe Mror Iialds arc the 
ancestral home orall dwarves native to Khorvaire. 
For millennia. the dwan'CS orlhe Iioids have built 
and expanded their vast cilies within the mountains' 
heart. and ha\'c dug evcr deeper in search of wealth. 
The Ironrool Mountains conlai n Khofvairc's largest 
deposits of prcrious metals. and the i\\ror dwarves 
consider these riches to be their ancicllI birthright. 

LORE OF THE MROR HOLDS 

HISTORY 
Common Knowledge: The Mror I ioids arc a 

loose confcdcrm ion of dozens of dwarvcn cla ns. 
rhough they paid fC:llty (0 Karrnalh for Illuch of the 
history of Cali far. the dwarves abruptly declared 
their independence during the Last \\far and have 
rnailllaincd it ever since. 

Khorvairc's finest iron ore comes from mines in 
the Holds. thc best of which is shipped to Breland 
:lnd thc shops oft hc continent's greatest blacksmiths. 
weaponsmidls. and armorers. The Mror Iioids are 
also home to I louse Kundarak, :lnd a sign incant por· 
tion of the commerce ofKhorvaire is controlled from 
these remote mount:lins. 

The dwarven clans' long subservience 10 Karrnath 
was la rgely a product of their history offeuds and 
infighting, I:or thousands ofyc:lrs, the dwan'es sk ir­
mished with each other and with the Jhorash'tar orcs 
of the mountains. so that In the earliest days of the 
kingdom ofGalifar. they werc unable to stand against 
the forces ofCa li filr's son Karrn. The Iioids became 
a protcctorate ofK:lrrnath. its pcople made subjects 
ofCali fil r, I lowcver.the enforced peace that human 
ru lc brought to the moutllains allowed the dwarves to 
build a cohesi\'c civi liLulion for the first time. 

Another benefit of the Karrnathi occupation WilS 

the discovery of the Mark of Warding. wh ich had 
gone unrecognized for centuries among thc members 
of Clan Kundarak. E\'en as the Mror Iioids became 
the cornerstone ofKilrnl:1th's economy, Kundarak 
was acceptcd inlO the ranks of the dragonmarked 
hOllses. creating:l greater acceptance of dwar\'es 
across the Fivc Nmions. 

History DC 15: The members of Clan Mroranon 
were the Orst to agitiltc within thc holds for dwan"en 
independence.lhough this dream initial ly mCI with 
wide resislallcc. Before the coming ofKarrnath. the 
dwar\'es livcd in a slate of distrust and constalll war­
r.1re.1t was argued thilt withOlll lhe implicit threat of 
K .. rrnathi response.lhe clans would quick ly fall back 
into strife i fleft to govern themselves. Ilowe\'er. the 
leaders ofMrora non had faith in the unified culture 
the dwarves had blliit over CClllU ries ofoccupat ion. 

and in Ihe powcr of their newfound wealth to kecp 
the dans from falling back inlo barbarism. 

I-listory DC 20: Though peacc has reigned 
between the clans of the Iioids for generations. the 
dwan"es' i1ncient feuds ha\'e not been forgotten. 
Howe\'er. instead offighting willI axes :md hammers. ~ 
the dwan'Cs now do battle in the more sublle arenas :E 
of politics and economics. A clan's supporl- or lack 
ofit-on the council often has morc 10 do with hun­
dred·year-old grudges Ihan with the issues at hand. 
Likewise. business decisions arc decided not only on 
t he basis of profit but on the losses- or humilialion­
lhey might innict on a rival clan. 

Though it has long since expanded past the Mror 
Iiolds. the Auru m began herc as a dwar\"cn mercan· 
tile coalition. 

l'lis tory DC 25: Thc ancestors of II Ie dwarves of 
the Iron root MOl1 ntilins origillilily came from deep 
withi n Khyber. More thun 10.000 years ago. the 
first dwarves came to the su rface as exiles. with all 
memory and history oft hCir past lh'es lost 10 Ihem. 
Numerous expeditions in search of the dwarves' lost 
homeland have met with failure. 
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NATURE 
Common Knowledge: The Iron root Mountains 

hal'c some ortne richest millcr:1I deposits in Khor­
l'ai re. and the dwarves of the Ii oids arc the masters 
oflhm wealth. The m OUllt(1 ins ,Ire also home to 
tribes of 1 horash 'lar orcs. wit h which the dwarves 
have bait led for centuries. The agg ressiveness of t he 
orcs extends 10 any c ivili zed hu rnalloids jou rncying 
within the Iiolds. All such travelers :ne presumed 
to be allies orthe dwarves- and Iypically given no 
chance to prove otherwise. 

Nature DC lS: Though the best veins of ore and 
gems wilhin the Iiolds were long ago staked by tlte 
clans. talcs persist of evell greater deposits hidden 
in the remole mOllnlains. The dwarves maintain 
thai rumors of great wealth in the hidden paris of 
the Iioids arc just thm- rumors. Impassable terrain . 
deadly wC;'Hher. and the wrath of the orcs arc the only 
rewlIrds for explorers foolish enough to \'enture into 
the Iron roots' uncharted depths a nd high passes. 

RELIGION 
Common Knowledge: \\forship of the So\,er. 

eign I lost is pre"a!cnt withi n the Iiolds. Onatar. Dol 
Dorn. lind Kol Korran are the patrons of most Mror 
dwan'es. 

Religion DC 15: In the SOllthern reaches of the 
Mror Holds rises a \'01c:1Il0 named the Fist ofO natar. 
Th Is site is considered sacred by \\'orsh ipers of t he 
God of the Forge. 

STREETWISE 
Common Knowledge: The Mror Iioids arc run 

by the Iron Counc il. whic h includes reprcsentath'cs 
from every clan except Kundarak. As a dragon· 
Imlrked house, Clan KUlldar:lk is obliged to remain 
lleUlra I in the politics of :III mit iOlls. including its 
homc!and. 

Strcctwise DC 15: MroranOIl remains the most 
powerful clan in the Iloids. and its members play the 
gamc of politics exceedingly well. They reali ze that 
the bcnerlt of retaini ng the leading scat on the Iron 
Council is worth the extreme cost of maintaining the 
support of the other dans. 

Streetwise DC 20: Though peacc has reigned 
betwcen thc clans for centuries, the dwarvcs oflhe 
Iiolds arc morc than willing to engage in espionage 
and c\'ell sabol:lge to :lddress grudges and unset! led 
argulllent s frolll generatIons before. Ilo\\'e\'er. in the 
interest of pre\'enting open conflict . the clans engage 
third parties to do their dirty work for them. 

Sireetwise DC 25: HOllse Kund:lrak might seem 
illlp:lrtial on the surface. hut as CI:ln Kundarak. the 
dwan'es of the hOllse still wield signiflca nt power in 
the politics of the Holds. Other cl:lns spend a good 
de:ll of time and errort curryIng favor with repre. 
se,,"""'"' of the hOLlse. :111(1 in its role as b:lnker to 

Khorvaire.the house maintains a quiet interest in the 
business dealings of numerous clans. 

SETTLEMENTS 
AND FEATURES 
The interior and surf:lce of the Ironrool Mountains 
arc dotted with sett lement ,>, imd the tities. towns, and 
noble est:ltes of the Mror clallS arc closely connected 
to Ihe mining operations of the J lolds. Except in r:lre 
cases when :Imine has beentllppcd out. the settle. 
ments of the I-Io lds echo with the clatter of ore carts 
:lnd the sound Oflml1Ullers :lnd picks. Each clan has a 
cllpital. and each powerful fa mily within the clan has 
:11 least one estate. 

KRONA PEAK 
Capital City; POpul;lIion 24,200 

Origi nally the first city of Clan I\-I roranon's ter. 
ritories. Krona Peak has since become (he capital 
of the dwar\'en nation. The major tr:lde road in the 
I folds rlillS west from the city. making it the conduit 
for cOlll lllercialtraffic to the rest of the continent. 
Virtually a ll goods emering or leaving the Irol1root 
i\\ount:lins come through Krona Pe:lk first. 

Clan Mroranon's cOlltrol of the c:lpital rcinforce~ 
its position at the head of pol ilks ill the Iioids. but 
Krona Pea k's importance is a comtant source of tell ' 
sion. The cil)' keeps ta rirrs to:l minimu 111 in order 10 

plm:ate the other dans. 

Ferrous House: This bUilding houses the meeting 
chambers of the Iron Cou ncil . Its utilitarian design 
gh'es it a passing rescmblance to:l tilllnic lock.box. 

The loc:ltion of Ferrous I louse continucs to be:l 
source of antagonism for riva l clans. The bUilding was 
construc ted on a slope direc tly below the entrance to 
M roranol1 S estate- t raditionlllly the location where a 
cia 11 establishes its storchotl~cs and count iug rooms. 
To some. this placemellt seems sy mbolic of the dWilr. 
\'Cn nation being little morc than a part ofMroranoll's 
business interests. Cla n le:lders dis miss such claims. 
snyi ng that they r:lised Ferrous I louse in itscentral 
lOCation to demonstrate the imporlance of the dwar. 
\'ell confederation. 

KORlINDA GATE 
House Kundarak City; Population 19,500 

Korunda Gate was oncc the celller of Ku ndarak· 
hold , the lands belonging to Clan Kundarak. \Vith 
the rise of House Kundarak. it has become the IIrSI 
,md greatest enda\'C of the house. :lnd its deep vaulEs 
arc the core ofKundara k's operations. 

The city has changed little since the rise of the 
house. though Kundarak has ceased all mining 
operations throughout the hold:ls ,I condition oflts 
dmgomnarked hOllse status. The mincs that once 
~prcad beneath {he city now serve as treasure vaults 



for the house and its clients. Il o\\'e\·er. Kundarak 
relains the mining rights to its ancestral territories. 
leasing those rights to other dans in return for a per­
cent:lge of the wealth they ex tracl. The house views 
suc h activities as part of its overall business dealings. 
;\'Iore cynical observers label this aClivity blatant 
interference alI(I influence peddling. 

PLOTS AND 
ADVENTURE SITES 
Dwarves arc a pragmatic people. alwa),s seeking to 
mi nimize effon and maximize profits. t\s a result. 
many of tile more dangerous areas of the Iioids have 
nc\'cr undergone more than a rudimentary sun·ey. 
;\'Iore than a few of tile I folds' highest peaks a nd 
deepest caverns have ne\'er been explored. 

From the high peaks of the ll oarfrost Moulltains. 
10 the unexplored shores of l\\irror Lake. to the deep 
passages ofKllybcr. these uncharted realms arc 
home to monsters. monstrous humanoids. and other 
th reats. More than a few of these site.; also hold rich 
deposits of gems and precious metal orcs. Tra\'el 
within the I folds is hazOIrdous. and few roads travcrse 
the remote Illounlains. M.IIlY more explorers take on 
the uncharted expanses of the Mror' lolds than cver 
cOllle out again. 

Jhorash 'tar Orcs: These barbaric tribes of 
nomadic orcs were once found throughout thc I ioids. 
Il o\\'e\'er. as the dwarven clvilil.ation expanded 
1I1ldt'r Karrnathi rule. the Jhorash'tar were forced 
deeper and deeper into the wilderness. Today. 
the orcs of the lronroN Mountains hate the Mror 
dwarvcs with an all -consmning passion. and they 
disTIII)1lhc cOlllmcrce and life of the I lolds OIt any 
opportunity. 

Charilctcrs who cncoun ter the Jhorash'tar while 
exploring the wilds of the I lold s can expect no qUOIr· 
ter or diplomilcy. 1 lowcver. cha racter.; whose goals 
run counter to the will of tile clans might seck an 
alliance with the orcs-but should tread carefully if 
they do. 

Feuding by Proxy: The d"'arven clans all hll\'c 
longsta nding and complicated reliltionships. and clans 
that have been ailles for hundreds of years might well 
have been bitler enemies for a thousand years before 
that. The clans ofthc modern·day Iiolds have no 
intention of slipping back into barbarism. howcvcr. 

Nowadays. when clans or individual dwarves want 
re"enge 011 their rivals. they typically hire outside 
help to keep their rctribution at arm'<;lcngth. t\d\'en­
turers who have a connection 10 the M ror IIold5 
might be su rreptitiollsly ""proached and asked to 
perform espionage . .;abotage. or e"en murder in the 
nil me of settling old scores. 
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Fist ofOn atar: This active volc:mo in the south· 
ern lronroot Mountains is a sacred site to followers 
of the So,'ereign I lost. particularly those who wor· 
ship Onatar. the god offorgc and fire. It is said that 
Onatar dwells within the volcano. ilnd Ihat his divine 
lorge provides its unearthly heal. A strong source 
of Illagic:! I power lurks deep wit hln I he rll mbl ing 
mou ntain- thought by some to be an Incred ible cache 
of dragonshards whose wort h would be greater than 
a111he other we:!lth of the I ioids combined. 

Gorad ra Gap: This 100·mile·long gash in the 
earth drops down into the depths orKhybcr. The 
c'lllyon is reputedly home to a foul beast. greater in 
size and power than the largest dragons. Ilowe\"er. 
it is rumored that explorer.; who bra\'e the perils of 
Gor:!d ra wi ll find t helllscl\'es berore t he gates or a 
h idden kingdom. From this place. the ancestors of the 
dwarr cla ns were ex iled milleull i:! ago. and their dis· 
tant kin arc SOlid to live there to this day. 

Noldrun throne: Th is ruin is :111 that rema ins 
oflhe holdings or Clan Noldrun. whose mem· 
bers disappeared fi,'e centuries ago without a 
trace. l oldrullthrone was the carllal oflhe clan's 
holdings- a great city to rival Krona Peak. Now it 
is a ghost town. Some claim that the lhorash'tar 
emptied the city with the help ofa powerfu l relic. 
then massacred its rolk in the dista nt depths or lhe 
l1Iounlains. Ot hers say that fi ends boi led up rrom 
t he dept hs or Khyber to consume the dwarves wh i Ie 
they ~Iept. leaving no trace. 

J'i'lorc than one clan has made efforts to take o\'er 
pariS or t he Noldrun territories over the years. Special 
allention has been paid to Korran's Maw. the clan's 
most prosperous minc. Il owcver. each attempt inevi · 
tably meets with disastrous and deadly results. 

THE )HORASH'TAR 
For thousands of years. the lhorash'tar orcs have 
dwelled in the lronroot Mou ntain~. Though vilified 
by the dwarves as lI ncouth and unintelligent barbar· 
ians. the l horash'tar arc a highly ~ocial rolk with a 
strong warrior tradition. The orcs make full usc or 
their knowledge orthe unforgi,ring lerrain ortheir 
homeland as they hunltheir roes. 

)HORASHTAR L ORE 
Common Knowledge: For millenn ia. the Iron· 

rool Mounlains have becn 110111(' to the 1 horash 'Iar 
orcs. whose tribes foug ht bitter battles with the dwar· 
\'en clans. \Vhcn the dwarves established a stable 
culture under Karrnathi occupation. the orcs were 
forced back into the remoler slopes and caverns of 
the mountains. 

Nature DC 15: The harsh lire ofthelhorash'tar 
carries a high toll in ratalities. Although the orcs' 
numbers continue to grow. each gcneration sees 
them fall f<lrthe r behind the dwarve'i in their safely 

civil ized holds. I:or this reason. J horash 'tar culture is 
focused on combat training. Evcry orc of the moun· 
talns is a warrior able to defend itselfifneed be-or 
to lead an attack on a trade caravan or the mining 
operations of the weaker dw:!rven holds. 

Nat ure DC 1 0: Orcs that show exceptiona l sk ill 
in both leadership and persona l combat aTe given the 
tit le bloodspiller. and are among the most respected 
members of the 1 horash 'tar I ribe. 

Jhorash'tar Bloodspiller level 6 Brute (leader) 
M"dlum natural humanoId. orc XP 2S0 

InltlatlW! +6 5f!nses Perception +6: low-light vision 
Bioodsplller aura 5; each ally within the aura deals 1 extra 

damage against bloodIed enemies. 
HP 84; Bloodied 42: see also warrior's wrlJl! 
AC 18: FortItude 19. Reflex 18. Will 18 
Speed 6 (8 while charging) 
(!) Greataxe (s tandard; at·wlll) .. Weapon 

+9 vs. AC: l dl 1 + 7 damage (edt l d12 + 19) 
+ Bloodspiller's Strike (st ~ndard; requIres a greataxe: encounter) 

.. Weapon 
+9 vs. AC; 2d12 damage (crlt 2d12 + 12). and ongoing S damage 
(save ends). 

+ Warrlor's Surge (standard: usable only while bloodied; requires 
a greataxe; elKounler) . Healing, Weapon 
The Jhornh'tar bloodspil1er makes a grea taxe atlack and 
regaIns 21 hi l poinu. 

<~ Howl for Btood (minor, encounter) 
Close burst S; each ally In the buru makes a charge ~tt ack as a 
free ac tlon. dealing 2 extra damage If the attack hits. 

Alignment Unaligned languages Common, Goblin 
Skills Endurance + 11 . IntimIdate +8 
Str 19 (+7) Dex 16 (+6) 
Con 14 (+S) Int 13 (+4) 

Wis 16(+6) 
Cha 12 (+4) 

)HORASH'TAR BLOODSPILLER 

TACTICS 
A bloodspiller leads from the front. inspiring with the 
exam ple orits brut:tl savagery. It uses ItowlfoT blood 
early in the battle to bring its allies Into the fray. then 
keeps them ncar 10 bendlt front its blooclsl'i11eT aura. It 
reserves bloodspil1er's strike lor a powerrul roc. but ta r· 
gets a light ly armored enemy with its warrior's sur8e. 

ENCOllNTER GROllPS 
E"ery lhorash'tar war band has at least one blood· 
spiller. Outside combat. a bloodspiller can be noted 
by the re\'erence it receh'cs rrom the resl of the tribe. 

Lc\rel 6 Encou nte r (XI'I ,3 15) 
.. 1 Jhorash'tar bloodspiller (level 6 brute) 
.. 1 orc berserker (le\'cl4 brute, I\l M 203) 
+ 10 orc drudges (le\'cl4 minion. l\l i\I 103) 
+ 3 orc raiders (le\'cl3 skirmisher, 1\11\1 203) 

l evel 9 Encounter (Xi> 1,150) 
+ I orc bloodragcr (Ie"el 7 elite brute, 1\l hl104) 
.. 3 Jhorash'lar bloodspillcn; (le"el6 brUle) 
.. 8 orc warriors (len~19 minion. AlAI 203) 
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Often thought of as OIlC orthe most reccllIly scttled 
territories ofKhorvairc. Q'barra is aClually one orthe 
oldest . Some SC\'c llly years ago. exiles from Khorvairc 
settled this land aftcr nccing the dc\'astation ort he 
Last War. lIowe\'er. they quickly discO\'crcd that their 
"unclaimed ~ territory W:IS home 10 ancient and pow' 
erful masters. Liza rdfolk. kobolds. and dragonborn 
have lh'cd in Q'barra si nce before the first humans 
arrived in Khorvairc. Even morc ancient claims can 
be made 0111hi5 land by the dragon s who watch 
ove r imprisoned fiends tr:t pped here since the Age 
of DCllIotls. The Treaty of Throne hold recognizes 
Q' barm as a sovereign n1ltion. but the question of who 
tru ly rules this dangerous land remains up [or debate. 

LORE OF Q 'BARRA 

HISTORY 
Common Knowledge: Khorvrtirian settlers have 

rOllghly divided Q'barra into 1\\'0 territories- New 
Ga lifar and I lope. New Galifa r is older. founded 
arou nd Adder Bay and the Adder Hh'cr by patriots 
nccing the La~1 War in 928 YK, and features larger 
and beuer-defended SClllemcllts. I lope consists of 
Ilewer and rougher towns al the feCI orthe Endworld 
\lou ntains. built by exiles who came 10 Q'barra in the 
wa ning years ort he Last \Var. 

In its seven decades as a colonia l realm. Q'barra 
has become a haven for the idealistic, the disen­
franc hised. and the desperate. Hcfugees and weary 
soldiers from evcry corner of W:lf·lOrn K hOfvairc 
have made their way here, e\'en:ls the crimina l 
fri nges of SOciety have taken :ldv:lIltagc orthe prom­
ise of this ncw land, 

Whether they are the descendallls ofGa lifar <: 
exiles or ha\'C found reasons to flee central Khorvaire c: 

0: 
ill more recent years, few in Q'barra have any 100'e for <: 
the Five Nations. CO 

History DC 15: King Sd>a.sles ir'Kesslan rules 0 
New Ga li far as a feudal realm. lie is seen as a just 
monarch who tru ly cares for his people. and the law 
in New G,llifar is modeled all that of old Galifar and 
(by extension) the Fh'e Nations. Though Sebasles has 
no real influence in I lope, some of the folk of that 
territory look to him for aid and protection, The law 
there varies from place to place- when it exists at a ll, 

Q'barra is horne to dragon born cla ns comprisi ng 
the remnants of a civi lizilt ion thm was old before 
human history began. The dragonborn divide their 
territories into cliln hold ... each autonomously ruled 
by clan elders. i1nd a ll recogni7Jng the holy site of 
Ka'rhashan as their ancestral home. The dragonborn 
have warred on New Gallfar and Hope in the past, 
but the two cultures hil\"(~ begu n 10 integrate in recent 
decades, Dnly a few clans still maintain a bellicose 
swnce toward the winvaders." 

As rclmions between Q'barra's dragonborn and its 
human settlers have improved, so have tensions with 
the lizardfolk decreased, A few tribes regularly trade 
with- or e\'elllive alongSide- colonist comllllinities. 

Since the elld of the Last \Var, Q'barra has seen 
numerous changes. King Sebastes, accompanied by 
the dragonborn l ligh Elder Bhisma Na'ka la Flame­
brow. gai ned recognition for the rea lm at Thronehold, 
Sebastes and the clans now seck peace with the 
Valenar eh'es 1md Lha zaar raiders who ha\'e long har· 
ried Qbarra's borders, a nd the killg works to develop 
trade with the Mror Ii oids and Sarlona. The Inspired 
oflUedm have entc red into treaties with New Galifar. 
and a snlal11l11rnbcr ofRiedran troops- with a prom­
ise oi' more 10 cOllle - now help defend this land. 

New Galifa r and Ilope have seen a large inOux of 
Cyran rerugees since the Day of Mourning, Turning 
thei r back on Prince Oargc\' and New Cyre, these 
ex iles have integrated into existing com munities and 
even built a few of their OWI1, 

History DC 20: The Last War shattered the 
existing order in Galif:lr, setting the human nations 
ofKhorvaire against each other. Il owe\'er. a good 
number ofGalifar nation:llists refused 10 embrace 
what they saw as the pett)' grasping for power arrayal 
scions. Hather t han join in the conflict, these I).,t riols 
sought reruge Olltslde their broken kingdom. 

Qlle such idealist was Duke Ven ir'Kesslan. who 
petitioned his monarch - King Connos ofCyre-to 
grant him the right to scu ll' the lands e:lst of the 
Endworld Mountains. In the ter ritory the Lhazaar 
corsairs ca lied Mcursed (l'b:lrr:l," he would fOllnd a 
new kingdom based on the idea ls offa llen Galif:lr. 

Under the walCh oflhc Cyran military, ir'Kcsslan 
and thousands ofJikc-mlllded folk SCI out in a colo­
nial fleet. Though " third of his shi ps were lost to 
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piratcs, war, and weather, those colonists who made 
I:mdfidl did so near Adder Hay, founding a settlement 
at what is now Adderport. 

As they tried to raise their new homc within the 
jungle, the scu lers inadvcrtently disturbed numerous 
sites holy 10 the nath'c lizardfolk. dragonborn, and 
kobolds, Such actions sparked Intermittent hostili­
ties that the sett lers typically won, The dragonborn 
pressed the colon ists hardest. but through diplomacy. 
ir'Kcsslan managed to secure a tenuous peace. 

History DC 25: The lack of exploration of this 
land led the Khorvairians (including Duke ir'Kesslan) 
to belicve that Q'barra was un inhabited by civilized 
crcatures, Howe"er, 10,000 years ago, the goblins 
ofthc Dhakaani Empire dro\'e the IIzardfolk of the 
Talenta Plains and the Blade Desert into Q'barra, The 
liz:mlfolk made new Ih'cs in this rich land, building 
their set tlements atop the remains ofa fa llen dragon· 
born empire. Many retrc:lted to llasura Swa mp, while 
others made alliances with the dr:lgonborn clans or 
with Hhashaak. the dragon guardian of llaka'torvhak, 

The dragon born came here from Argonnes-
sen long ago, aiding the dragons in guardi ng 
Ilaka'torvhak and other ruins dating from the Age 
of Demons. However. as time passed and the dragon 
guardians of this land became corrupted. the dragon­
born forgot their duties. I:or glory and pride. they 
pushed into the Ta lenta Plains and dashcd with the 
Dhakaani Empire. West of the Endworld Mountains. 
they held territory for a short tll11e, dubbing their 
empire Q'barra, Then the fiend under I-Iaka'torvhak 
awoke. and thousands of dragonborn dicd in the 
battle to confine it once more. The outer empire 
crumbled in thc rush to defcnd its homeland, and the 
dragon born nevcr fully recovered. 

NATURE 
Common Knowledge: The Jungles. swamps. 

highlilllds, and plains ofQ'barra ilre rife wit h threats. 
Settlers and explorers must deal with hostile lizard· 
folk, troglodyte, kobold, and dragonborn tribes. 
Valenar raiders test their spirit and thcir steel across 
the Q'barran border. and I.hazaar pirates make raids 
along the co.."lSt. Moreover. the ancient ruins that 
cover this land conceal unknown dangers. 

Nature DC 15: Kobolds lurk in the hills and 
mountains ofQ'barra in large numbers, with li7.ard· 
folk. dragonborn, and the kobolds of the Poison Dusk 
tribc spread across the iowiillJds. 

Snakes, drakes. and dragonspawlI haunt Q'barra's 
Jungles, and wealthy Imnters from central Khorvaire 
make the treachcrous trek across the frontier to hu nt 
these dangerous beasts, Others come in search of 
this land's rare nora. Q'barra's exotic jungle animals 
bring decent coin in markets abroad. but this land's 
Illost valuable resource is the large deposits of Eber­
ron dragonshards found hcre. 
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SETTLEMENTS 
AND FEATURES 
Life can be rich and exciting in Q'barra. but it can also 
be bitter and short. The people ofNcw Galifar Ih'e in 
fortified towns ncar Adderport :nul Ncwthrone, or 
on the Adder Hh'er. I-lope's settlements lie in western 
Q'barra, ncar the roots of the E1KIworld Mountains. 
Dragonborn dan holds are spread across the trackless 
jungles surrounding I-Iaka'torvhak and in t he forests 
e:lst of the Adder River, 

KA'RHASHAN 
Dragonborn Town; Population 9,000 

\Vhere the Crimson Hh'er marks the frontier 
between the dragon born clanholds In the southern 
jungles and the Basura Swamp, Ka'rhaslwll stands as 
the largest dragonborn commu nity in Khorvairc, The 
settlement surrounds a pla7.,l set with brass towers 
and buildings of volcan ic glass and stone-ruins from 
the Age of Demons. 

OutSiders. including li/..ardfolk and kobolds. can 
freely cntcr Ka'rhashan. Ilowc\'er. creatures not of 
reptilian or draconic descent must hire dragonborn 
minders or risk running <lfoul of unfriendly natives. 
Entering holy areas is strictly forbidden. and charac­
ters who do (most often in se:lrch of treasure) end up 
on thc wrong side ofthc dragon born's sevcrc justice, 

The dragonborn clans ofQ'barra nght a ritual war 
every nve years to detcrmine control of Ka'rhashan. 
Eldcrs of the winning clan administer the town and 
its limited but exotic trade. and cxtend their influ­
ence across all the other clans, The FI:uTlebrow clan 
currently rulcs Ka'rhashan. as it has for almost a 
century, 

NEWTHRONE 
Capital City of New Galifar; Population 25,000 

This fortined port st:mds where the Adder Hiver 
meets Adder Bay. Newthrone is built on the model 
of the great cities of old Galifar. No hostile force has 
e"er breached its walls. 

The cily offers all the amenities of cent ral Khor­
\'airc, including house encla\'es and businesses, in 
particular those ofJorasco and Ghallanda. Alongsidc 
these entcrprises. mcrchants :mel crafters from liz· 
ardfolk tribes, dragonboTl1 clilns, :md the Lhazaar 
Princip<llities work and twcic, Newthronc evc n has a 
smal1 Hicdwn ward. whic h only the folk of that land 
ha\'e access to. 

WVRMWATCH 
Frontier Village; Population 800 

The largest settlemcnt in I lope. \Vyrmwatch is 
only three years old. Walled in stone on the rocky 
hIlls abo\'e a fertile plain, the settlemcnt has endured 
attack from Valcnar ekes. kobolds. <lnd hostile 



,I ragonborn, even as it conti nues to grow on the 
~trengt h of local mini ng and agricultu re. \Vyrm 
\\,lIch is popu lated by settlers who prefer th(' fro ntier 
life 10 the idea ls of New Ga lifa r, as wel l ,IS by folk d is· 
plilced by the destruct ion of smaller settlements. 

\Vyrmwmch is a theocracy- a bast ion ofrad i· 
la l Sih'er Flame practitioners w ithin Q'barra. The 
[own's leader is Elder \Vedon Nevil1om. a lea lOI a nd 
l(' lera n of the l ast \h'ar, l ie and his fo llon-ers hold to 
Iheir clmrch's puritanical and xenophobic vn lues. As 
~lIch. no Hzardfolk arc a llo\\'ed in Wyrmwatch, and 
dragonborn ilre treated witll suspicion. 

PLOTS AND 
<\DVENTURE SITES 

Cold Sun t:ederation: Th is coalit ion ofliz:lrdfol k 
tribes ra nges across nOl'l hern and eastern Q'barra, 
but ils members keep their dist:l nce from New Ga li· 
f.:l r and I lope. The li:-ardfolk respect the dragollborn 
but have 110 love of olher rnces. and they arc aplto 
r.:lid huma n sCltlements when timcs arc lOugh, They 
do not easily fo rgh'e ou tsiders who defi le their tribal 
1.lIId~ or tilmper wit h <I /1cielll draconic or demonic 
~i tes, Agen ls of the l.ords of Dust prey on the dislrust 
"f the liza rdrolk, fomenti ng unresl by fanning the 
!lames of hatred between the reptilian humanoids 
.mel the settlers, 

Mar'saval: This sunken c ity is one of the flU mer· 
,IUS ru ins dating from the Age of Demons, T()\\ers 
.Inc! Ihe brass capstone of:l great temple rise abo,'e 
the water and muck of a vast swa mp. Dragonborn 
legends lell of how the fell magic that destroyed th is 
place millennia ago left ils build ings open and full of 
hrem hable air-and trcasure. Stories a lso tel l of t he 
hL llen IJones. a lizard folk tribe thai cntered the ruins 
.l lld never returned , Some believe that these lizard· 
folk slill dwell w ithin Mar'saval. corrupted and a llied 
\\ ll h evil troglodytes in the ru ins. 

The Plots ofRiedra: The Inspired a re using 
Q'ba rra as a beachhead for expa nsion into Khorvaire. 
\ew Galifar provides Hiedra with a base for troops in 
j... hor\'airc. along wit h access to t he Eberron d ragon· 
~lmrds hidden in Q'barra's jungles. The Dreaming 
])a rk is not above fomcn ting clashes in the region in 
Ihe hope of pushi ng King Sebastes to request more 
Ricdran troops to comc 10 his a id . 

Shard Rush : A swarm of explorers. including 
n:peditions from I louse T harashk. have begun to 
flood Q'barra in search of Eherroll dragonshards. 
Hamshackle prospecti ng commu nities have begun 
10 spring up in the jungle with t he d iscovery of shard 
cac hes close by, and such places often become boorn· 
towns overnight. I lowe\'er. more than a few such 
~c li lemellls have encroached on ancient lizarclfolk 
.md dragonborn holy siles. and ,he frontier wur to 
l' nd thelll a ll is breWing in the Q'barra jungles, 

RHASHAAK AND 
HAKA'TORVHAK 
ellrved into a volca nic mountai nside, a fie ndish 
citadcl stands surrounded by jungle, fields of shin· 
i ng ob!>idian. and caustic geol hermal ,'ClltS, Smoke 
still rises from the ca ldera high above thc ruins. The 
dragonborn and lizard folk ofQ'ba rra ca ll this place 
I laka·lor"hak. or MThrone of t he Iioly Dragons." Thcy 
spea k with awe and d read oflhe fortress's im mortill 
gUitnlian, the great black d ragon Rhashaa k. 

Rhashaak level 24 Solo lurlu.'r 
Garg,lnIU.1n hnmort.1t nl.lgt(.11 b(,.1~1 (~qU.1tlC, dr.1f:On) XP 10 2S0 

Initiative +24 Senses Perception +19; bllndslgh, 10, 
darkvlsion 

HP 884; Bloodied 442; see also bloodied brtlllh, profllnt ultt rllnct 
AC 38; Fortitude 36, Reflex 35, wilt 35 
Resist 30 acid, IS cold, 30 necroti c; Vulnerabte 10 rad iant 
Savtng Throws +5 
Speed la, fly 10 (hover), overland flight 15, swim 10 
Action Points 2 
CD Bite (standard; at·wlll) • Acid, Necrotic 

Reach 4; +19 vs. AC; 2dS + 6 damage, and ongoing 15 acid and 
necrotic damage (save ends), 

CD Claw (standard; at·wlll) 
Reach 4; +29 vs, AC; ldl a + 6 damage; a slowed targel Is also 
knocked prone. 

... Double Att..ck (standard; at·will) 
Rhashaak makes twO claw attacks. 

... Tall Slash (immediate reaction, when an enemy misses with a 
melee attack against Rhashaak; al·wlll ) 
Reach 4 ; targets the triggering enemy; +29 vs, AC; l d12 + S 
damage, and Rhashaak pushes the targe t 3 squares; a slowed 
targe t is also knocked prone. 

<. Breath Weapon (standard: recharge ,!:;J!) . Acid, Necrotic 
Close blast 5; +25 YS. Reflex: 4d8 + 5 acid and n«rotlc damage. 
and the target takes ongoing 15 Kid and n«rotic damage and a 
-4 penalty to AC and Reflex (save ends all). 

<. Btoodled Breath (free, when first bloodied: encounter) 
Breo th weapon recharges, and Rhashaak uses it Immediately. 

<. Profane Utterance (standard: recharges when fi rs t bloodied) 
• fear 
Rhashaak speaks an Abyssal word of power; close burst 10; 
+15 vs, Will: the target Is dazed and restfilined until the end of 
Rhashaak's nexl turn. 

~ Scathing Spray (standard; while bloodied) + Acid, Cold 
Close blas t 5; +25 vs. Re fl ex; 2d6 + 5 acid and cold damage, 
and the target is blinded and slowed until the end of Rhashaak 's 
next tu rn. Miss: Half damage. 

~ Wlnlerblte Gtoom (standard: .«harge :: :.: ! I ) • Acid, Cold, 
Zone 
Ctose borS! 2; the burn creates a l one of Kidic. win try 
da rknes5 that lasts unl il the end of Rhashaak's next !Urn. The 
lone blocks line of Sight for all crea!Ures u cept Rhashaak. Each 
creature enlirely within Ihe lOne (except Rhilshaak) Is blinded, 
and each creature thaI enters the l one or begins Its turn there 
lakes 15 acid and ( otd damage and Is slowed unlll the end of its 
next tu rn. Sustllin Mill()r. The lone per5isH. 

Alignment Evil languages Abyssal. Common, Draconic 
Skills Arcana +21 , History +21 . Insight +19, 5tealth +30 
Sir 29 (+21) Dex 26 (+20) Wis 15 (+14) 
Con 21 (+17) Int 18 (+16) Cha 26 (+10) 
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RHASHAAK AND 
HAKA'TOR VHAK LOR E 

Arca na DC 30: Hhash:l:lk was once an ancient 
black dragon ora noble line. brought \0 Ilaka',on'hak 
to guard the fiendish power trapped in the ruins. 
Although he remains bound to that dUI)'. he has 
bccillaintcd by his task. Tooay. dragon magic 
keeps the presence beneath the volcano quiet. but 
I-Iaka'torvhak is home to lesser flends Ihal arc subject 
to Hh .. shaak's wi ll. 

Hislory DC 25: In the Age ofDclllolls.llaka'lor­
vhak was a greal bastion of the fiends. and the site 
ofa major battle with the couads and dragons. The 
dragons bound great flcnds beneath the volcano 
a 11£1 established a Ii nc of d ragons as t hei r guardians. 
Appcilrlng much as it did millennia ago. ancient 
I laka"orvh'lk Is ru mored \0 contain treasures from 
the earliest dn}'s of Eberron. 

Hc ligion DC 2 0 : For generations. the Poison 
Dusk kobolds hovc worshiped the dragon Rhashaak 
as a deity. The kobolds swa rm into Ilaka'lOrvhak at 
regular intervals for ceremonies. but only priests. 
honored warriors. and living sacrifices arc alJowed 
to see thc god·dragon. A small number of dragon· 
born and liLardfolk clans ha\'c adoplcd the Poison 
Dusk faith. 

Religion DC 30: Through Ihe worship ofilis dis­
ciples. Hhashaak hopes onc day to ascend to godhood. 

R HASHAAK'S TACTICS 
Though his Illortality is only a memory. Hhashaak's 
tactics arc not so diffcrent from those ofa typi· 
cal black dragon. lie opens wil h his scar/lilly spray, 
attacking from hiding whcncver possible. I-Ie spends 
his :lcl ioll points early to takc additional attacks 
against as mom)' foe .. a .. possible. targeting lightly 
armorcd PCs with uilc and d:ll\' attacks, and hcavily 
:lrlllorcd IDes wilh his breM!! weapon and winrerbife 
8loom. Irhe fimis hirnsclrin a figh t he cannot win. 
Hhashaak uses profane uflemuce and takes to the air 
to escape his foes. 

POlSON DUSK KOBOLDS 
Unlike their kin in the Endworld Mountains. the kobolds 
of the Polson Dusk tribes live deep within the lowland 
Q'barran jungles. Polson Dusk kobolds worship the black 
dragon Rhashaak as a god, although their deity has little 
to do with them. 

Polson Dusk kobolds have no tolerance for colonists 
or interlopers who stumble into their territory, and they 
have attacked and destroyed numerous colonial settle­
ments in the nonhern Jungles. Highly skilled trackers, 
hunters, and trapmakers, Polson Dusk kobo Ids are fond 
of poisoning a town's water and food, or engaging in cruel 
campaigns of ongOing terror. 
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MISHVA THE CONQUEROR 
In southwestern Q'barra. a threat grows against the 
settlers orlha! land that could one day spread to the 
rest orKhorvaire. A prescient dragonborn leader. 
Mishva Garody .. orthe Storm horn Clan. has taken 
Ihe stories of her people's lost empire and glory to 
heart. \\'ith vengeful cyes trained on I lope, she 
dreams of seeing the dragonborn raised to a mighty 
power in Khor\'alrc, no matter what the cost. 

M ISHVA THE CoNQUEROR L ORE 
H is tory DC 15: Q'barra dragon born dissatisflcd 

wilh the lot orthcir race arc assembling under the 
banner of~1i~Il\'a Garodya. leader orthe Storm horn 
Clan. The dragonborn warlord ha .. erected a fortress 
in the lore!Jlcd root hill .. not far rrolll Storll1horn 
Clunhold and \Vyrrnll':ltch. Iler rorces 11<I\"e con· 
ducted r:lid~ 011 settlements in I lope. as well as rorays 
into Va lcmr and thc I3l:1dc Deser!. King sebastes is 
w:ltching the slillation. seeing:l pOlelltiallhreat to 
New Galirar. 

History DC 20: Storll1horn elders arc OIl odds 
with Mishva. who claims that honor compels thc 
eI:lIl to seek redress ror past wrongs. and to lead the 
Q'b:lrr'lll dragonborn to glory. Though her dctrilctors 
claim Ihm Mish\'a's only goal is personal aggrandize· 
ment , she has announced her pl:m to attend the 
upcoming ritual war in Ka'rhashan with a contino 
gent loyal to her vision. A vlclory will place her in 
an influential position. perhaps C\'en birthing a new 
dragon born clan. 

I-l istory DC 25: 1\l isll\'a was illIlIlldistingu ished 
warrior artlte Storm horn C!anuntil her brother 
Sha mash was killed in \ \'yrlllwatch a decade ago. 
When a trade dispute turned violent. the local 
Illlli!ia drew II·e •• pons against Shamash and his 
compatriots. who killed several gllards herorc bei ng 
subdued. Elder Ncv illolll ordered Shalllash and two 
ot her dr:lgonborn executcd, and M ishva has sworn 
to take vengcance on the Silver Flame zealot and his 
rollower ... 

Secret Knowled ge: Mishva'~ trLle mOlh'alions 
are more complex th'lIl e,"cn hcr closest allies 
know. Shortly after 5h:nnash· .. death. Tarmahkan. 
an cider bluc dragon of the Vast in Argonncssen. 
sent el1\'o)'s to 1\llslwa. The cldcr blue plans 10 use 
the young dragonborn warrior to eSlablish a new 
dragonborn kingdom in Khor"aire. seeing that 
as the first step to placing his own dragon clan in 
control ofllaka·torvhak. With the power of }\rgon· 
ne'isen behind her- including a magiC sword and a 
number of young dragon all ies a Iready prOVided by 
Tarmahkan- MislW<1 is a iIlore dangerous foe than 
any in Q'barra reati7c. 



O RGANIZATION 
:-' lisl1\'o's fort ress is sli lll ncomp[clc. and her army is 
rclath'cly small. I lowC\er. she ga rners morc power 
and support among the Q.'barrall dragonborn Cileh 
day. \Vit h the ]lOwer of Argonncsscll behi nd her. can­
lrol ofKu'rhashan is withi n her grasp. 

Leade r: Midl\'a Garodya Stormhorn has the back­
ing of the Siormhorn dan ilnd ot her disenfranchised 
dragonborn th roughOlIl Q'barra . 

Headquarte rs: T he would·be conque ror's troops 
gllther at Castle Ga rodya. a sturdy stronghold in 
wm hwcstcrn Q'barra. 

Hierarchy: i\ l islwu rUlls her organilat ion wit h 
Illi liwry precision. parcel i ng out rcsponsibil i t)' 10 

capable commanders. As she sets OUI to cOfl(]lIcr 

Q'ba rra, ~hc plans 10 reward her tnlSled servants 
wi t h territories of their 01\'11. 

Members: Misl1\'a'~ army is made up pr ima rily or 
,mu ng d ragonborn eager to prO\'c their wOrl h. Subor­
di nate leaders assigll these members 10 units based 
on ski ll and de~ire. Castle Garodya has a large body 
orsoldicrs. arcanists. prieqs. and ~u pport personnel. 

Mls hva Ginodya Level 12 Elite Soldier (Leader) 

Stormhorn 
Mt·dlum natur,!1 humanoid. drJ onborn XP 1.400 
Inillalille +8 Senses Perception +7 
Frontline Command aura 10: each ally Ihal narl$ the enCOunter 

Wilh in Ihe aura gains a +1 bonus 10 its Ini tia tive check. 
HP 138: Bloodied 11 9; see al ~o droBonwins wedse 
AC 30 : Fortitude 2S. Reflu 15. Will 15 
Sillling Throws +2 
Speed 5 
Action Points 1 
ill Bastard Sword (standard: at will) + Lightning, Weapon 

+19 vs. AC (+10 while bloodied): l dl 0 + 5 IJghtnlng damage. 
<D Short Sword (srandard; at·will) + Weapon 

+19 \'S. AC (+10 while bloodied): ld6 + 5 damage. 
8J Jallelln (s tand~rd: at·wlll ) + Weapon 

Ranged 10/10: +19 vs. AC (+10 while bloodied): 2d6 + 7 damage. 
+ Blue Dragon Strike (s tandard: requires a bastard sword and a 

short sword: 31 Will) 
Mishlla makes a basic allack wllh each weapon. If Doth attacks 
hit the same target. Mishva pushes t ha i ta rgel 1 squares and 
knocks It prone. 

+ Dragonwlng Wedge (standard: requires .. bas tard sword and a 
short sword: recharges when Orst bloodied) 
Mlshlla makes a basic attack with each weapon against two 
differe nt targe ts. On a hit . Mlshva slJdes the ta rge t 1 squares. 

(4 Dragon Breath (minor: encounter) + lightning 
Close blas t 5: +17 liS. Reflu: ld6 + S lightning damage. 

.~ Storm horn War Cry (minor. encounter) 
Close burS! 5: targets MI~hlla and allies In the burn tha t can 
hear her: until the end of Mlshv~ 's ne~t lu rn. the targel gains a 
+1 bonus to an ack rolls and damage ro ll s. 

Alignment Unaligned languages Common. Draconic 
Skills Diplomacy +15, Endurance +13. Int Imidate +15 
5tr 21 (+11) Dex 11 (+6) WisH (+7) 
Can 15 (+8) Int 19 (+10) Cha 19 (+10) 
Equipment scale armor. bastard sword. short sword. javelin 

MISHVA'S TACT ICS 
Mishva righls in the rore. ta rgeting (I Si ngle derender 
or strikcr with blue dmBoll Sfrike. or ope ning the 
encmy lille ror her allies wi th arayollwilly lI'edyt'. Shc 
gives the Stormhorrl \I'M cry whcn right ing back \0 
b:tck with hcr rollowcrs. then spends hcr action point 
In lhe rol lowing round to use blue drayon strike and 
dra8ollwill811'eilBe wit h inc reased damage. She 5a\'cs 
her tlmJ}oll breCllit until she is assured orhi t! i ng mul· 
tiple target ... 

Dragonborn Spearflghter Level 6 Skirmisher 
Medium natura l humanoid XP 250 

Inillalille +8 Senses Perception +9 
HP 70: Bloodied 35 
AC 10; Fortltude 19. Reflu 18. Will 18 
Speed 5: !lee also traln), r 
<D Tratn),r (standard: at·wlll) • Weapon 

+11 liS. AC(+11 while bloodied}: ld8 + 6 damage. and the 
spearfighle. shifts 1 squares. 

@) Tratnyr {standard:at·wlll) + Weapon 
Ranged 10120; +11 115. AC (+11 while bloodied): ld8 + 6 
damage. and the spearfighter shifts 2 squares. 

:::rtf Tripping Tratn), r (standard: requires a tratn)'r, at-wlll ) + 
Weapon 
Ranged 10 or melee; +11 vs. AC (+11 whlle bloodled~ l d8 + 6 
damage. and the targe t Is knocked prone. 

(- Dragon Breath (minor: encounter) + lightning 
Close blast 3: +10 11$. Renex{+11 while bloodied); 1d6 + 5 
lightning damage. 

Alignment Any Languages Common. Draconic 
Skills AcrobatiCS +11. AthletiCS +ll.lnUmldale +16 
Str 19 (+7) Dex 16 (+6) Wis 13 (+4) 
Con 14 (+5) Int 11 (+3) Cha 16 (+6) 
Equipment scale armor.] !raln)'rs 

DRAGONBORN 

SP£ARrIGHTER TACTICS 
A dragonborn spearrighler em ploys the trad itional 
dragonborn wingspca r- the tratnyr-in both melcc 
,lI1d ranged combat. lie uses trippinJ}lrIlInyr when­
ncr possiblc, reserving his araBan breCllh until he is 
hemmcd in by mult iple roes. 

E NCOllNTER GROllPS 
i\ I islwa's rorccs arc main ly d ragon born. but she has a 
sigllirica llt !\lImber or lizard rolk and kobolds among 
her rollower!>. [n addlt lOll lO d rakes. snakes. and OIhcr 
repli lian beasts. a hal f- dozen d ragollspawn and thrcc 
young blue dr:tgolls work with Mislwa's a rmy to help 
ensurc ils success. 

l evel 10 Encountcr (XP 2 ,500) 
+ Mislwa Ga rodya Storm horn (le\'e1 12 el ite soldicr) 
+ 2 dragonborn spea rrighters (lc\'eI6 skirmisher) 
+ 2 dragonborn sold iers (level S sold ier. MAl 86) 
+ I ragc d rake (level S brute. J\lJ\I 92) 
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THE SHADOW MARCHES.; " 
For the folk ofKhorvairc. talk of the Shadow M:lrchcs 
sUlllmons up images of endless marshland- a fetid 
home to insects, snakes. sW<lmp crealures. and ba r· 
barian orc hordes. But for tra\'clcrs who aClUally 
journey to the Marches. the mysteries and wonder of 
th is land extend far beyond initial impressions. 

LORE OF THE 
SHADOW MARCHES 

ARCANA 
Arca na DC IS: The Shadow Marches arc 

known for Ebcrron dragonshard nclds thai arc 
some orthe richest in Khorvairc. I IOllse Tharashk 
has a vi rtual lock ollihe shard trade in the 
Marches. which accounts for nearly al l the export 
trade from that land. 

HISTORY 
COOlmon Kn owled ge: The Shadow Marches 

are not a recognized nation. ]{ather, the Marches 
arc an independent territory whose established 
relationships with its neighbors and the outside 
world comes large ly from the presence of I louse 
Tharashk. The folk of the Shadow Marches hal'e a 
reputat ion for xenophobia. and outSiders are rarely 
welcomed here. 

Orcs make up marc than half the population of 
the Marches. I lumans. ha lf.orcs. and members of 
other races :lIso dwell here. The Shadow 1\larclles 
feature two distinct culturcs- the arc tribes thm 
settled thcse lands. and the clans formed by later 
human lll igrants. 

The orc tribes are an insu lar society. but humans 
and half·orcs arc sometimes accepted into an ore 
tribe if they can prove themselves. The tribes arc ter· 
ritorial. and typically allack trespassers 011 Sight. 

Closer to the outer edges of the I\larches. mixed 
clans of hmnans and ha lf.orcs arc more accepting 
or the outside world. mostly through ,heir associ;! · 
tion with I iouse Tharashk. The clans have more in 
common with the folk of~civ il ized·· Khorva ire than 
do their kin in the arc tribes. and they demonstrate a 
grealer level oftrllst toward outsiders. 

History DC 15: 1·louse Tharashk originated in 
the Shadow Marches. and the house retains strong 
l ies to this la nd. Today. Tharashk makes a major· 
ity of its prollts shipping Eberron shards from the 
Marches to the rest ofKhorl'airc. The swamps of 
the Marches contain some of the largest Ebcrron 
dragonshard fields in Khorvaire. and Tharashk 
operates prospecting and distribution centers 
throughout the region. 

I Gre/Her K/oor"air" 

H isto ry DC 20: The Mark or Finding appeared 
shortly ilfter humans came to the Shadow Marches 
1.500 years ago. but the sheer isolation orth is land 
meant that it remained un known ror centuries 
thereilfter. Only when explorers rrom 1·louse Sivis 
Came to Ihe 1\1arches was the Mark ofFindillg dis 
covered. Subse(lucntly. Sivis gnomes shepherded 
the humans and half·orcs orthis realm th rough the 
process of creating Iiousc Thar .. shk. The Mark of 
Finding is never found 011 orcs. though the half·orcs 
and humans oftbe /\larches are equally as likely to 
bear it. 

His tory DC 25: The first hUI1l:tlls toenter the 
Shadow Marches were not llalive Khorvairians, but 
a second w:t,·e of refugees from Sarlona. fleeing e .. st 
across the Barren Sea. O"er long years. conflicts 
between these l1ligrants and the nativc orcs slowly 
subsided. Ilowc\'cr. it was the w .. r with the daclkyr 
that forged a I:!sting bond between both raccs. 

H istory DC 3 0 : The daelkyr incursions laid 
waste to these lands. and rui ns from that long.ago 
conflict arc still scattered throughout Ihe swamps. 

NATUR E 
Commo n Knowl edge: The Shadow Marches arc 

a vast swampland teeming with insects. reptiles. and 
' ·ermin. The territory contaim little dry land and 110 

trade routes. Sett lements in the Marches arc typ i call~ 
const ructed on stilts and pi lings to keep them abo'·e 
the shifting waler levels oft he swamp. 

Nature DC 15: Though much of the Marchcs· 
swampland is sha llow enough to wade through. "ir 
tua lly all travel here is by boat. Predators. d iscase. 
and other hazards make finding food and d rink ing 
water here more d ifficult than in other wilderness 
areas. 

Nature DC 20: The richest dr:tgonshard fields 
ill the Marches can be found 011 t he western bank of 
the Glum Hi\"cr between Glumtown and Zarash·ak. 
in shallow water. Such finds arc marked by a pale red 
glow beneat h the muck. 

RELIGION 
Religion DC 15: Two old and slarkly opposed 

religious traditions hold sway in the Shadow 
Marches- the c!nlidic path of the Gatekeepers and 
the Cultsofthe Dragon Below. 

Religion DC 20 : The orc tribes of\he deep 
swamps are spht e,"enly between the Cults of the 
Dragon Helow and the Gatekeepers. Ii on-c,·er. the 
orcs oflhe Marches remain equally hostile toward 
outsiders regardless of their faith. 



The more civilized human and half-ore dans typi­
cally follow the Gmekeepcrs_ Where the Cults of the 
Dragon Below hold sway. its followers are typically 
less violent than the other orcs of the Marches. 

In recent ye:1TS. a Sll1:1l1llumber of clan folk have 
taken up the path oft he Sovereign I lost. typically 
choosing a single deity as a patron. This new fai th is 
bclie\'ed to be a result of the innuence of travelers 
from the Fh'e Nat ions. 

STRITTWISE 
Common Knowledge: The Shadow Marches 

arc the wildest corner of Khorvaire. and laws are 
an unknown concept hcre. Zar:lsh 'ak is the only 
exception, largely as the result ofl louse Tharashk 
needing its business to run in a smooth and orderly 
fashion. 

Strcetwisc DC 15: The Shadow Marches a re 
not a nation, :lnd this territory has 110 cenlral 
government. Other nations or business concerns 
looking 10 deal with the Marches inevitably deal 
wi th I-Iollse Tharashk, In the same way. nOlhing 
prevents Tharashk from exerting whate\'er influ­
ence it sees nt over the local tribes and clans, 
Anyone who hopes to do business in the Marches­
or to stay a lh'e while traveling here- knows 10 keep 
on the house's good side, 

SETTLEMENTS 
AND FEATURES 
The Shadow Marches contain some of the most 
inhospitable terrain in Khorvaire. and 1110st ofits 
people dwell in clusters of huts that can barely be 
called villages. These settlements typically consist of 
up to a ha lf·dozen closely set structures con nected 
by ladders. ropes. and stairs, all held lIhove the 
water on deep·set pilings, The higher a building, the 
greater its imporlance. and elders' huts and Village 
meeting halls clln rise to 30 feet or more above the 
high ·water mark. 

ZARASH'AK 
Unofficial Port Town Capital; Population 5,900 

Zarash'ak is the on ly town of any size in the 
Shadow Marches. and its existence is a recent de,'cJ­
opment. With no trade road through the Marches 
and precious little land on which loconslruct one, 
House Tharashk built this port town in order to 
ship dragonshards from the Marches to the rest of 
(he world. 

\>Vhen attempts to build a permanent sett lement 
on the swampland ofZarash Bay failed. Tharashk 
constructed Za rash'ak some 100 miles inland. 
Ocean·going vessels anchor in the bay. sending trade 
goods uprh'er on skiffs and barges, then aWlIiting the 
return of dragonshard shipments the sa me way, 

Built above the water like most Marches settle­
ments. Zarash'ak has become a central gathering 
place for tribes and clans wishing to trade crafts 
and olher goods, Loc:!l clans have built an economy 
around ferrying goods to and from the town. 

HOUSE THARASHK MINING CAMPS 
As new shard nelds arc discovered in the Marches. 
House Tharashk builds permanent Outposts from 
which it can st ringently o,·ersee and control it s 
prospecting operat ions, Dozens of small working 
camps arc spread throughout the swamps. each 
consisting of a handful of communa l huts. Larger 
numbers offormer outposts now stand abandoned 
a nd rotting where the local shard ndds were 
cleaned ouL From these scattered sites, dragon· 
shards arc gathered and shipped back to Zarash'ak 
on well-guarded boats, 

I louse Tharashk does not take kindly to out siders 
tripping through the middle of its shard prospecting 
operations. Travelers can seek shelter in a mining 
camp. though they shou ld be prepared to explain 
their bu si ness in the Marches. I\n aba ndoned 
Tharashk outpost might serve:ls an excellent tem· 
porary base for exploration, but a good number of 
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these former mining camps have already been laken 
over by the dangerolls denizens of the swa mps. 

PLOTS AND 
ADVENTURE SITES 

Dragonshard Fields: With no history of con· 
quests or nation·building. the Shadow Marches 
contain litt Ie in the way of treasu re for ad ventur· 
ers 10 plunder. However. the Marches are home to 
some ofKhorvai re's richest Eherron dragonshard 
nclcls. Though the Ma rches· larger shard finds have 
been marked and cataloged by 1·louse Tharashk or 
the loca l tribes. undiscovered ficldsslill lurk in the 
deeper swa mps for those explorers br.l\·e enough 10 

seek them. 
Daelkyr Ruins: When the daelkyr came 10 Eber· 

ron at the end of the Age of Monsters, the arC'1 that 
would become the Shadow Marches was overrull. 
The rune·sc ribed ruins of the uneart hly st ructures 
that the daelkyr a nd their serva nts constructed here 
ca n still be fOllnd wit hin the swa mps- sometimes 
used as foundations fo r the huts of unsuspec ting vil · 
lagers, The Gatekeepers shun these sites. but they 
are revered by the Cu lts of the Dragon Below. They 
might hold information important to historians. or 
could re"ealtrcasures lost for millennia. Elsewhere, 
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the foul creations of the daelkyr might still lurk 
beneath the mire. 

The Cave ofVvaraak: Legend says that the 
blac k dragon Vvaraak journeyed from Argonnessen 
to Khorvaire thousands of years ago. and Ihat the 
Shadow Marches are the site where she first taught 
the traditions of the Gatekeepers to the ancient are 
tribes. Vvaraak lived with the orcs for centuries 
before slipping away to an unknown resting place. 
Vvaraak's followers cla im that. before she died, she 
bade them awaken her when the end of the world 
came. 

Great secrets are said to be hidden in Vva raak·s 
ca\·e, including legends related to the Draconic 
Prophecy. The Gatekeepers have long soughll his 
site, out the dragons of Argoll nessen, the Twelve. and 
ot her factions would be e\'en1l10re interested in its 
discO\'ery. 

The Pond of Shadows: North of the Glum River 
lies a misty pool of black water. It is said that crea· 
tures who look into Ihis pool can sce visions of the 
past. present. and future, and that the waters arc 
attuned to the most Sign ifican t c\·ents in Eberron. 

Countlcss nobles, merchants. and il mbitious 
advent urers have sought out the Pond of Shitdows. 
a nd the PCs Illight be hired on as gu ides for such an 
exped ition . Alternatively, the pond might reveal a 
sec ret imponallllO one of the PCs- or show a possible 
fu ture that must be prevented at ilnycost. 

Slug Keep: A hal f-bu ried cast le of the sort bui lt 
during the ea rly years of the kingdom ofGaliiar. 
Slug Keep has never known iI master. No legends or 
records make ment ion of its construct ion. nor even 
of the importing of its stones. which could have origi· 
nated no closer than central Oroaam. At pa rticula r 
times each yea r. the walls of the keep are o\'erru n by 
slugs. snails. alld other slimy denizens of the swa mp, 
gra nting the site its name. Tha rashk or another of the 
d ragomnarked houses might mou nt an ex pedition 
to the ruined keep that thc characters become it part 
of- or thallhey miglu he forced 10 rescuc. Alterna· 
tively. what secrets from before the Last \,Var might 
be hidden here? 



THE WARLOCK OF 
THE ABERRANT SCAR 
J 11 the northwest Shadow Marches. a glistening spit 
of stone protrudes from the Crawling Swamp. Its 
surface is marred by jagged cracks that t>ear a strange 
resemblance to aberrant dragonmarks. and thm seem 
to spc\\ 0\\\ '\\C \C\\CTS of a fmgo\\cn o;;(.ii\)\, \\I\'<.\tC\'Cf 

Illcir sourcc,I11CSC runes /"II'C po"'cr. Mages 11'110 
1I;\Ve sHldicd this so-caHcd A.bcrram Scar swear that 
the markings arc mystical il1l1:lturc, ,md Ihill il pos­
sible future can be read within their weathered lines. 

Sages ,lnd explorers have claimed to find secret 
mea ning and portents arlhc fut ure in the markings 
of the Scar. More than a few have gOnl~ mad in the 
illtemp' to decipher those secrets. The last concerted 
e£fort ocClIrred in the earliest yea rs orlhe kingdom of 
Ga li far. An expedition sent by the Twelve was charged 
with learning the Aberrant Scar's secrets. This group 
built a great tower of black stone beside the protrud· 
ing rock to sen'e as a place ofstlldy and research. 
\V hen contact was lost with the tower. a follow·up 
expedition was dispatched. It found the memhcrs of 
the origimll party dead- murdered by one of thei r 
own. who finally took his own life in mudness. 

The tower has remained vacant for centuries. but 
in recent years. lights hm'c been seen in its ivy·cur· 
tained windows. The warlock Ghalcralh has laken up 
residence here. bclie\ring Ihat she alone underslancls 
the prophecies locked within the Aberrant Scar. (lI1d 
Ihat only she ca n prevent the horrific future they 
portend-a goal she pursues at allY cost. The pes 
might enCOUlller Ghalerath as a result of her plans to 
kill an ally. an important personage. or even one of 
the partY- lin action the warlock believes to be viwl to 
prevellling the dark ftllure she sees. 

\Vithin the tower. Ghalerath discovered a number 
ofaherr:mt creatures that had been drawn to the 
power of the Scar- creatures that now do her bidding. 
Shortly after her arrival. a nearby tribe of~larcher 
orcs besieged the tower in an auempt to drivc her 0111. 

Soon corrupted in mind and body. they too now sen'e 
the warlock. 

A BERRANT SCAR LORE 
Arca na or History DC 15: In the early yea rs of 

Ga li far. a towcr in the northern reaches oCthe Cmwl· 
ing Swamp was constructed by the Tweke as a place 
of research. All the members of the initial expedition 
sent here werc murdered when one of them went mad. 

Arcana or H istory DC 20: The lOwer o\'erlooks 
the Aberrant Scar. a rocky protrusion set with strange 
markings said to have mystical meaning and pro· 
phetic power. 

Street wise DC 15: The loca l orc tribes of the 
'larches a\'oid the tower and the Aberrant Scar. con· 
!>ide ring both to be cursed. 

Ghalerath Level 8 Controller (Leader) 
Ml'd.um n.ltu,al humanoid. human XP 350 

Inltliltl\le +-7 Senses Perception +6 
Aberrant Endurance aura 3: each ally wi thin the ilura gains a +-2 

bonu~ to siI\llng throws. 
HP 90: Bloodied 45 
AC 22: Forlilude 20, Refl ex 19. Will 21 
Speed 6 
CD Witberln" lOllcb ls\ andard; ilt·wlll) + NeCfotk 

+12 \IS. Fortitude; IdS+- 7 necrotic damage. and the target is 
weakened until the end of its next turn. 

® Olre Rildlance (standard; at·w\\l) + Psychic, Radiant 
Ranged 10; +-'1 \IS. Fortit ude: 2d6 + 4 radiant damage. and If 
the urget ends Its ne.t turn within 3 squares of Ghalerath it 
takes 10 psy<:hlc damage. 

<~ Wracking Word (standard; encounter) + Psychic 
Close burst 3; targelsenemles: +10 \IS. Forti tude; 2d8 +- 3 

psychic damage. and the target Is da~ed (sa\le ends). Aftereffect; 
The target takes a -2 penalty 10 allack rolls (save ends). 

Alignment Chaotic e\lll Languages Common, Deep Speech, 
Giani 

Str " (+4) 
Can 18 (+S) 

On 17 (+-7) 
tnt 13 (+5) 

G HALERATH'S TACTICS 

Wis1 4 (+6) 
Cha 21 (+9) 

Ghalerath remains at a distance, picking orTfocs 
with dirt' radiance. She saves II'rackill[J wore! until sur· 
rounded. and she will flee ifit means she survives to 
save Eberron another day. 

Sc;]rbr;]nd Ore Berserker Level 6 Brute 
Med,um n.Jlural humanoid XP 250 

Ini tiative +6 Senses Perception +6: low· light \lision 
HP 87: Bloodied 43; see also~orbrQnd shriek 
AC 18; Fortitude 19. Refl ex IS, Will 18 
Speed 6 (S while charging) 
G) {;reata.e (s tandard: at·will) + Weapon 

+9 vs. AC; l d12 + 5 damage (crlt ld12 + 17). 
< .. Scarbrand Shriek (s tandard; usabte only while bloodied: 

encounter) + Healing, Psychic 
Close burst 3; +7 \IS. Fortitude; l d6 + 2 psy<:h1c damage. and the 
berserker regai n~ 10 hll points. 

Alignme nt Chaolic e\lll Languages Common. Deep Speech, 
Giani 

Skills Endurance +11. Inllmldate +S 
Sir 19 (+7) Dex 16 (+6) 
Can 17 (+6) Int 9 (+2) 

Wis 16 (+6) 
Cha 10(+3) 

S CARBRAND BER SER KER TACTICS 
A scarbra nd berserker attempts to ovcrwhelm its foes 
with grcataxe attacks. It emits a 5Carbmnd shriek when 
surrounded to tell its foes it will fight to the finish. 

ENCOllNTER G ROllPS 
Ghalentth stays close to her ore bodyguards and the 
aberrant c reatures that serve her. 

l.evel S ":n counter(XP 1.950) 
+ Gh:tlerath (levelS controller) 
+ 5 scarbrand ore berserkers (lcvel 6 brute) 
+ 1 foulspawn manglcr (level 8 skirmisher. AlAI 112) 
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THE TALENTA PLAINS ' \ ' 
. "', " ,', 

Thousands of square miles of pristine grasslands bor­
dering tile expanse of the Blade Desert, the Talenta 
Plains arc the most unspoiled territory in central 
Khorvaire. This great land and the halOings who li\'e 
there have remained essentially unchanged si nce 
before humans fi rst set foot on the continent. 

LORE OF THE 
TALENTA PLAINS 

HISTORY 
Common Knowledge: The Talenta Plains is a 

nation unlike any other in Khon'aire. with no cent ral 
gm'ernment and noth ing in the way of real cities or 
lowns. The hatnings of the Talenta Plains are known 
as shrewd negotiators and capable tact icians. They 
live in nomadic tribes, traversing the territory on 
I heir dinosaur mounts. 

Though the halnings live at a distance from the 
evcnts of greater Khorvai re,lhey arc fully cognizant 
ofthosc e\'cnts. and of the world beyond their pas­
tora] homeland, They li\'e in lribes of up 10 severa l 
dozen extended families, However, significa11l num" 
bers ofhalni ngs have chosen to leave the Plains for 
lives elsewhere in Khorvaire, demonstrat ing their 
abil ity to not only survive but to thrive in modern 
society. 

History DC 15: The Talenta halOings had no aspi­
r:nions 10 nationhood before the last \<\'ar. Despite 
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their desire to remain uni nvolved in that conOict. the 
halOings found themselves caught up in the struggles 
of other nat ions when those struggles spilled out into 
the Plains. Extensivc campaigns bctween Karrnath 
and eyre- both of which had laid daim to parts of the 
Plains in the past- rUined grazing land and destroyed 
countless herds of cattle and dinosaurs. 

Forgetting old feuds. the halOings chose to speak 
with a unified voice, with elders from every tribe 
meeting in council to decide a course for their people. 
For the remainder oftlte Last \Var, they defended 
their lands as a un ified force. \Vhen Khorvaire's Ilew 
borders were draw n at ThrOllc hold, the halOings 
sued for and won recognition as a sovereign nation. 

History DC 20: I iaining cu lture treats e\'ery 
member of a tribe as an equa l. A halOing tribe is 
ruled by an elected leader known as a Illf/!, whose 
authority depends on retaining the confidence and 
respect of the tribe as a whole. Every few generations, 
a truly great leader arises, inspiring not just his or her 
tribe but other tribes and Iheir lllfhs, Such a halOing 
is given the title oflathon and is granted the power to 

render decisions for the halOing nation as a whole. 
Lathon Halpum organized the tribes during the 

Last 'War and represented them in the negotiations at 
Thronehold. He is considered the father of this land. 
and without his example. the halOing nat ion wou ld 
likely never have come to pass. Although he has since 
stepped down from his position. Ilalpulll has the 

respect of nearly every living 
halOing. 

History DC 25: The 
hainings lived, hunted. and 
wandered Khorvai rc for 
thousands of years before 
the arrival ofhumilns . 
Their nomadic tribes once 
journeyed across the entire 
central continent . sometimes 
not returning to the Talenla 
Plains for a generation or 
more. As humans and other 
races expanded inlO what 
would eventually become the 
Five Nat ions, the hainings 
found themselves slowly 
forced back until only the 
Plains remained open to 
them. 

Within the kingdom of 
Galifar. Talent a was consid­
el'ed pari ofCyre, though 
that made little difference 
to the tribes. To a halOing, 



( laiming ownership o\"er the limd makes lillie morc 
~ense Ih:1I1 claimi ng ownership of the wind or rain. 
\hhough a Iriba l conncil nominally rules the half. 
ling nmion. Its prima ry task is simply mailllaining 
the appearance that 1 he Talenta Plains arc a uni· 
tied I:lI1d- therehy preventing other nations from 
1't1croaching on Ihe Iwln ings' territory. 

NATUR£ 
Commo n Knowledge: The Talellla Plains include 

not only bro:ld grasslands btu also a IlIrge portion of 
the Blade Desert, which has been expanding. Hain· 
I.tll pmtertllo in the Talenta lowlands have changed in 
recent years, and each new spring sees another mile 
" f prairie turned to sand. 

The halflings of the Plains keep ilnd tend numerous 
herd ani tnllis lind herbimrous dinOSilurs. ·I·hey 1IIso 
train deadly c1uwfoot dinosaurs for usc as mounts. 

Nature DC 15: The halflings revere the clawfoots, 
,md the relationship between a rider and his mount 
i ~ as important as his relationship wilh his other tribe 
members. 111IIning hunters show this relationship 
by the hunting masks they wear. each representing II 
mystic:tl connection between dinosaur and rider. II 
j , believed tlwt whell a harmng dons her mask. her 
~pirit and her mount's becollle intertwined. I hlllting 
masks arc sacred relics to the Talenta halflings, and 
~!ea li ng or defacing one is a capital cri me. 

R£LlG ION 
Common Knowledge: The Talenta halnings com­

bine a worship of ancestral and animal spiri!.s with 
reverence for Balinor. god ofbeaslS and the hunt. 

Relig ion DC 15: The highest spiritual author· 
ity in the Ta lenta Plains is the priest known as I ioly 
l' ldra. Plainsfolk who follow her believe Iioly Uldra 
tn be an avalar or chosen representative of Ba lin or" 

Re lig ion DC 20: I ioly Uldra hopes to lead the 
lalema Iribes back to their traditional ways, and she 
believes that the human nations have tainted the 
halnings and their relationship with the land. A char· 
ismatic flgure. Iioly Uldra could one day be installed 
as lalhon- which would spellirouble for the Plains. 

S TR£[TWIS£ 
Common Knowledge: 1-lalOings oUlside the 

ra lenla Pl:t i ns ilre descelldllnts of wanderers who left 
their homeland. or characters who splillhcir time 
between civil ization and the Pla ins. Those traveling 
hatni ngs serve as intermediaries for their rolk in both 
worlds, carrying news of greater Khorvaire to Ihe 
tribes and keeping tribal culture and values alive in 
the cities and towns. 

Street w ise DC 15: The Talenta Pktlns contains 
only one permanent scttlement- Gatherhold. The 
tOwn is the headquarters ofllouse Ghallanda. and il 
i~ here that the Imlning tribes buy or b:trter ",h:1I rew 

< 

supplies they cannot craft themselves. Though Gather· J", 

hold appears similar 10 any Slllall tOWII. no tribal 
halnlngs make permanent homes Ihere. llather. it is 
maintained by I louse Ghallanda. :tnd it is sometimes 
viewed as less a town than an extended house enclit\'e. < 

Slrectwisc DC 20: Gatherhold is the meeti ng z 
place for the tribal councillhat governs the Talenta 
Plai ns. Leaders fro m all the tr ibes journey here severa l ct 
times a year for debate and decision.muking, I hough 
representatives from other nations frequent Iy com· 
ment that the council's irregular schedule means that I­

its discussions come too late to make any difference. 

SETTLEMENTS 
AND FEATURES 
Aside from Gat herhold.the only settlements on 
the Pla ins consist of easily struck c:tmps ;md tem· 
!'orary tent cities. The triba l council has agreed to 
allow Karrnathi forts within the Plains. created as a 
defense against Valenllr war bands ranging north to 
strike ilt halfling camps and the Karrnat hi frontier. 
Ilowe,"er. such installat ions IllUSt be moved every few 
years to allow the surrounding grasslands to recover 
from military traffic and manetl\'{'rs. 

GATH £RHOLD 
Cal}it a l Tow ll ; I)opu latioll 2,300 

Hui lt into a rocky outcropping along the eastern 
shore of Lake eyre. Gatherhold has space for 3.000 
or mo .. e halnings. though its population approaches 
that number only a few times a ye:tr. Fewer than 500 
residents Ii\'e hcre full time. and these arc nearly all 
representatives of the dragon marked houses. 

I iolise Ghallanda built and maintains Gatherhold, 
both :I .. it .. hcadquarters and itS a place where all 
Ihe Ta lenta tribes might gather alld Illeet as eq uals. 
Gatherhold's houses are fo r the lise of\'isltors from 
other p:trts ofKhorvaire. The halOings prefer to pUi 
up tbci r tents a long the surrounding h ills rat her than 
stay cooped up inside ~boxcs:· as they call evellthe 
mosl lavish sel of rooms. 

I louse Jorasco has a strong presence in Gathcrhold. 
though its head(lllarters was mO\'ed years before to 
Vedykar in Karrnllth. ManyTalelll.l halnings resent 
what t hey sec as jorusco·s abandonment ofthcir home· 
land and values for the world of the human c it ies. 
Howc,'cr, the house cont inues to operate a handful of 
mobile clinics Ihm Ira,'eJ throughout the Pla ins. dis· 
pensing healing and comfort to t he tribes they meet. 

At least Ihree limes a year, Guthcrhold hosts a 
meeting of the tribal counci l. All tribes :tre welcome 
10 attend. but attendance by the lalhOIl and the lalhs 
of the flve largest tribes is ma ndatory. Duri ng the flve 
or ten days that the council remains in session. the 
town·s population swells as a continuolls slre:un of 
tribes passes th rough. 

CHAI'I lilt 4 I GretHer Khor~Rlre 



PLOTS AND 
ADVENTURE SITES 
For characters who do not Jive there. the ·1~1.1enta 
Plains are an endless expanse of grassland. scrub, and 
desert whose lack oflilndmarks makes navigation all 
but impossible. More than a few seasoned explorers 
have entered the Plains nc\'cr to be heard from again, 
and I-Io\lse jora51.:O'5 traveling clinics spend much of 
their time undertaking search-and·rescue efforts. 

No matter what business brings the pes here, the 
endless plains combine with the threat ofwoh'cs. 
carnivorous dinosaurs. and predatory fey to challenge 
even the most seasoned explorers. 

The Boneyard: At the eastern end of the Blade 
Desert. where the Ironroul and Endworld mountain 
ranges meet. a hidden va lley is filled with the skele­
tOilS of countless dragons. Ancient skulls form hillocks 
beneath the thin soil. and bOllcs jut from the ground 
like weathered ivory trees. 'vVhether this place is an 
ancient burial ground or the site ofa long-forgotten 
draconic battle rema ins unknown. 1-lalOing legends 
say that crealures that disturb the remains here draw 
the attention of]iving dragons. The plainsfolk take 
these tales seriously. and local tribes drive orT all out· 
siders foolish enough to approach the sitc. 

The on ly regular visitors the Boneyard receives 
are also the only ones to whom the halnings grant 
unfettered access. Dragonborn pilgrims frOIll Q'barra 

travel for weeks to cross the Endworld Mountains and 
skirt the desert to visit the site . but their reasons [or 
doing so rema in ullspoken. Many outside the plains 
would love to learn what secrets this site holds. and 
t he 1m mailS of Q'barra have begun to speCll late 011 

the plots the dragonborn might be hat ching in this 
ancient ossuary. 

The Wandering Inn: Asidc from Gatherhold.thc 
'vVandering I nn is I louse Ghallanda's most Significant 
presence in the Talenta Plains. The Inn is a travel· 
ing fair and trading post that makes a regular circuit 
across the Plains. setting up its colorful stalls and lents 
as a gathering place for halning tribes inlhe area. 
The caravans of the \Vandering Inn provide a place of 
refuge and healing for the nomadic tribes. alld evcn 
those halnings who resent Ghallanda's movement out 
orthe plains and into the wider world embr,lCe the 
spirit offcl lowship that the Wandering Inn represents. 

Krczent: In the eastern expanse of the Blade 
Desert stands what might be the lilst couatl fortress 
on Eberron. The ruins ofK rczent arc said to be built 
in an unearthly reptilian style. and the halning tribes 
and all sensible outsiders a\'oid the site. An extended 
tribe ofyuan-t! dwells here. worshiping both the 
ancient cOllatls and the Silver Flame. Though they 
keep to themselves and make no threats against the 
Iwlnings of the Plains, the yuan·ti ofKrezent arc 
marked by the dark reputation of their more welt­
known kin in Xen'drik. 

, ................ . 



T he Triba l Council: The congregation of lite tr ibes 
at Gatherltold represents the beSt opportunity for pes 
10 meet with speciflc plainsfolk, or to become caught 
up in the freestyle intrigue of the Plains, The Ta lenta 
halOings ha\'e lillie imerL'St in embracing the clltthro..'1l 
politics of the Five Nations, but lingering thre':llS in the 
Jftcrmm ll of the L<tst \Va r comimle 10 spil l confl ict 
into the Plains whether they want it or not, 

\Nar bands from Valenar If,n'el north across the 
desert to test their speed and their blades <tgainst 
the h<tlnlng di nosau r riders, Karrnath controls a 
line offorts acro!>s the Talellla frontier, o!> tellsibly 
as an aid to the defense of lite pla ins againsttltreats 
frOllllhe mount<tin!> and the 1\ lournland, The pes 
mighl become caught up with the de liberations of the 
tribal council as it is forced to deal with these isslles, 
.\iternativcly, thcy might become agelllS of an out­
~ ide powe r or dragon marked house seeki ng to forge 
a ~trongcr relmionship with- or to undermine the 
aUlhorlty of- the Talenta tribes. 

HOLY ULDRA 
Characters who meet the young priest known as I ioly 
Uldra arc hard·pressed to guess that she is the single 
ruost powerful religiOUS ngure in the Talenta Pla ins. 
Iioly Uldra speaks ofherselr as a simple cleric, but she 
makes no at tempi 10 hide the devoted follOWing she 
has acq uired, Alt hough she docs not covct power for 
her own gain, she is deadly ea rnest inlIer bclicft hat 
Ihe path she espouses is the best one for he r people. 

Ii oly Uldra believes that the mere act orcreat-
illg a nation cncomp<tssing Ihe Ta lenta PI<tins is an 
affront to halningculture and the will ofilalinor, 
L<tnd is a gift of the gods, and to cl<tim ownership 
over it is a ~enscles" desecration ort lle kind practiced 
by human!> and other races. She belle\'es thm if these 
new way" are a llowed to continue, emotional bank­
ru ptcy :lIld spi ritual genocide can be the only results. 

HOLY U LDRA L ORE 
Relig ion DC 15: Ii oly Uldra is Ihe Imll of 11 small 

tribe, but her powers of oratory and persuasion hal'e 
made her one oft he most important leaders in the 
Plai ns. I ler contempt for I iolise Gha llanda. J louse 
JorascQ, and Lmhon 11<tlpum is wel l known. as is her 
bcliefthat the ac tions orthe halning houses a nd the 
trib:t] council threaten to debase the Plaim' trad i· 
lional culture and the spiritua l ('ore ofh:tlnl ng lire, 
J ler often slrident followe rs share these beliefs, 

Religion DC 20 : Holy Uldra :tnd her acolytes 
have no formal orgal1ii'..ation yet. and she gives her 
fo llower .. no specinc mandate or orders. J lowevcr, 
in some instances mi li tant halning tribes have used 
her teachings as motivation for <tuacks against the 
dragonm<trkcd houses and e\'el1the tribal counci l. 

Religion DC 25: I ioly Uldra trm'cls wit h a group 
ofbodygmlrds and nl),slical guard anill1:tls whencver 

she allends IMge gatherings. I ler gu:trds arc typically 
halfling prowlers, at least ha lf of which stay incognito 
in the crowd in c:tse of trouble. \Vhen they wmch over 
Uldra.thesc guards arc deferenti<tl to nonbclie\'ers. 
1-I01\'e\'Cr, Uldra's forces have been known 10 target 
plainsfolk who publicly oppose their master's views, 

Holy Uldra l evel 8 Controller (It,'ader) 
Sm~IlIlJtul,)1 humanOId, halnmg XP 350 

Initiative +6 Senses Perception +12 
Ballnor's Frenzy aura 5; each ally that begIns or ends a charge 

within the aura gains a +2 bonus to damage rolls. 
HP 89: Bloodied 44; see also frenzyo! the hunt 
AC 22; Fortitude 19, Renex 19. Will 21; see also nlmblefl'O(tlOn 
Saving Throws +S agalnn fear effects 
Speed 6 
o Talenta Sharrash' (nandard; at·wlll) + Weapon 

+13 vs. AC; 1d8 + 7 damage, and the target Is Immobilized iJlltil 
the end of Holy Utd ra 's next tu rn. 

<~ Ballnor's Reaping (standard; requires a Talenta sharrash; 
recharge :.;. 11) + Weapon 

Close burst 1; +11 vs, AC (+1 3 againn Immobilized ta rgets): 2d6 
+ 7 damage, and the talget is immobllbed (save ends), 

(~Frenzy of the Hunt (standard: encounter) + Fear, Healing, 
Psychic 

Close burst S: +10 \IS. Wi ll; 1d10 psychic damage, and the target 
Is Immobilized and grants combat advantage to a ll attackers 
{save ends both~ Holy Uldra and a ll ies within the burst regain 5 
hit points. 

Nimble Reaction 

HalHi ngs gaIn a +2 racia l bonus to AC agains t opportunity 
attacks. 

Second Chance (immediate interrupt, when Hoty utdra Is hit by an 
attack: encounter) 

The attacker mun make a se<:ond altack roll and use the new 
result. 

Alignment Evit l anguages Common, Draconic 
Skills Acrobatics +11, Re ligion +12, ThIevery +11 
Sir 13 (+5) On 15 (+6) Wls 16 (+7) 
Con 17 (+7) Int 17 (+7) Cha 20(+9) 
Equipment leather armor, Talen ta sharrash' 
'New weapon described in the Eberron Player's Guide. 

HOLY ULDRA'S TACTICS 
Ii oly Ulelra targl'ls lightly a rmored foes with Talenta 
sharrash atl<teks, using Balinor's reaflinB as soon as she 
has at least two foes adjacent to her, \VIlell she and 
her bodyguards ha\'e <til been injured, she ca lls them 
close to usc Jrenzy oj rhe hunt. SIle reserves Sl'cond 
chance to re\'erse a c ritica l hi t. 

ENCOllNTER GROllPS 
As 11 priest of the god of the hu nt. I ioly Uldra docs 
not shy away from combat. though she is more "eeus' 
tomed to tracking wild animals on the Plains than 
eng<tgillg in a[J,olll melee, 

En cotlnle r Le vel 8 (Xi> 1,850) 
+ 1101), Uldra (level 8 controller) 
+ 4 halfling prowlers (le\'c16 lurker, AIM 153) 
+ 2 shadow hou nds (le\'el6 skirmisher. Al l" 160) 
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VAL'£NAR .. ~ 
~ . 

Although less thalll! century old, this nation at the 
southeastern III' ofKhOTwlirc claims a heritage that 
goes bad: more than tell millennia. Valcnar is the 
only ch'cn nation in Khorvaire. and it remains one of 
the least understood. 

Valcnar Is a society shaped by martialtradi-
lion and spiritual belie( Its foIl: arc isolationist and 
aggrcssh·c. haVing signed the Thronchold treat), 
before immediately breaking its terms. ValcHaT elves 
spend their lives serving I I igh King Shaeras Vada ll! .. 
as members oCthe I I0SI ofVaicn<lr. or traveli ng with 
their war bands in sea rch ofglor)' ami honor. The 
Valenar clvco; clai tn an a ncicnt con nec tion to their 
land. bUI they seem profolL ndly disinterested in build­
ing a thriving nat ion. 

LORE OF VALENAR 

H ISTORY 
COUlmon Knowledge: The only eh'en nalion in 

Khorvairc, Valcnar \\,:IS born in the heat of the Last 
\\'ar. lIigh King VtlClaliia came from the eh'es' home 
continent of Acrcnal as the leader of a host of elf mer­
cenaries. ,\ !though humans and half.ch-cs still reside 
in Valcnar. mo<;1 ofthcsc folk arc former subjects of 
eyre who now give fealty to foreign rulers. 

During the Last War. the leaders ofCyrc bought 
the allegiance orthe Va lacs Tairn-thc largest fae­
lion of tile Tairnadal. the cI\'cn wardans of l10rlhcrn 
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Acrcnal. Establish ing their waf camps at the sOllth· 

ern tip ofCyrc.lhc elves quick ly beca me the most 
devastating componelll ofCyre's cava lry and com­
mando forccs. 

l.ed by Vadallia. the ekes targeted halning war 
bands. hobgoblin mercenaries. and the forces of 
Breland and Karrnath_ Though Cyre's enemies tried 
to buy the elves' serviccs, the Valaes Tairn stayed 
unr:'!ilingly loyal to Cyre for over thirty years. It was 
thus a shock when eI\'CS turned onlhcir Cyran pay­
masters and seized the lands they had defended for 
decades. Shaeras Vadal lia proclaimed himselfhigh 
king oflhe new mil ion ofVa lenar. using an ancient 
eh'en cI:lil11 to the land to justify his actions. 

H is tory DC 15: Tracing t heir roots to t he isla nd 
nilt ion of Acrcna l. the T:lirnmlul eh'es ofValenar a rc 
a militaristic olTshoot of the dominant Acreni cul­
ture. These warriors revere the heroes oftbe elves' 
ancient struggle to free Ihelllseh'es from slavery on 
Xen'drik. und honor their ancestors by emulating 
t hei r deeds. 

Young ekes somet iUles leave Valenar 10 further 
their military experience abroad in Khorvaire. hiring 
themseh'cs out as mercenaries or joining adventuring 
bands. In the uftermath of the L'!st War. the Valaes 
Tairn rcmaim the deadliest cavalry and commando 
force in Khorvairc. Though their betrayal ofCyre 
earned the ekes a measure of distrust. individual 
Valenar war hands arc orten hired by other nations 
for speciali;'ed aSSignments. 

History DC 20: Though it has a high king. 
Valen:lr is less a nation than a league of individual 
warclans. As proor ort hcir title in Valenar. the 
member!> orthe Valaes Tairn speak of an ancestra l 
conneclion to this land. and or an el\'en dom inion in 
sOllthern Khorvaire contemporary with the gobli n 
Empi re orl)hakaan. 

l"lore than rorty or Aerena l's warc\ans arc 
represented in Va len:tr. I lowcver. most of the el f 
noncombatants rem:tin on AerenaJ. mak ing Valenar 
more or a military stagi ng ground t han a cou nlry_ 
Alt hough Il lgh King V:tda llia rewards bra\'ery 
with tit le and territory. rew elves take up the life of 
landed nobility. The pursuit orbattle is the Valenar 
elvcs' only roc us. and they lire happy to leave their 
lands in the carc orthe humans and half-elves who 
work it. 

For their part. the peasants and rarm folk orVale­
nar live their Ih'es as they h.1\·e ror centuries. noti ng 
rew differences between Cyran rule and the new elf 
regime. Ir anything. lire under the Valaes Tairn is 
easier. The elvcs tax less harshly than Cyre once did. 
since the self-sufficient wardans have litt le need for 
material \Vealt h or tribute. As such, Valenar's nonelr 
population is largely lert in a state orbenign neglect. 

Over the last few decades. I louse Lyrandar has 
formed an a lliance with the elves orVillenar. l.yran­
dar Iwl f-clves h:tve la ken on many administ raUvc 



positions wit hin the nation. and SOllie daillithat 
I.yra mlar b creati ng tI half-elfhornela nd under 
Vada llia's nose. 

History DC 25: Atthe height of the Dhtlktlani 
Empire. t he elves of Aerenal founded settlements on 
(he plains north ofHavtlr Oriolh- sites that coexisted 
and traded peacefully with the gobli ns for nearly 
a century. E\·cntually. thc goblins ca me to distrust 
and fea r the militaristic eh·es. The war betwee n 
the Valae.'!! Tairn and the Dhakaan i goblins was 
hard· fought . with the sk ill of the elves offset by the 
Illimerical superiori ty of the goblins. In the end. a 
dnlconic attack on Aerena l itsclfforced the leaders of 
the Valaes Tairn to sue for peace and aba ndoll thei r 
holdings in KhoTvaire in order to focus their efforts 
0 11 defending Aerenal. 

,"Vhen Vmlallia led his wa rriors to Khorvairc to 
fig ht under the flag ofCy re . it wa .. fo r the glory of 
war. The Tairnadal elves de\'oted their lives to martial 
training. but war games were no match for a chance 
to engage in true battle. ,"Var in Khorv,lire promised 
the elves a chance to win glory in their ancestors' 
names. e\'ell as entering the nght on the side of 
beleaguered Cyre provided a fine opportunity to 
hone the .'!Ikirmisher taelics they had perfected over 
generations. 

For nve decades. the eI\'es fought for Cyre and 
fou nd t he glory they sought. But as t he struggle 
seHled into a routine. the challenges faded. Some 
say the Queen ofCyrc insulted VadaJlia. but most 
believe that it was the desire for glory that drove the 
war leader to turn on Cy re and annex the lands he 
once defended. In the wa ke of this betrayal. the elves 
ofValenar sold their services to every nation. though 
lew would employ them In large numbers_ Today they 
continue to bunch raids into neighboring nalions. 
and it is cerwin that they hunger for new opportuni­
ties for glory. 

NATURE 
Comm on Knowledge: The warhorses of the eh'es 

ofVH1cnar arc the finest mounts in Khorvai re. These 
an imals arc kept and carefully bred by the elves. with 
bloodlines that can be traced back for millennia. The 
\'alena r eI\'es arc highly protecti\,e of their horses 
and consider them kindred spirits. The riders of 
the Valaes Tai m value their horses and their patron 
ancestors al)()\'e all else. 

Nature DC 15: Ehcn horses arc bred only in 
,\erena l and in a sllwll nurnberofhighly secret and 
wel l-guarded ranches in sout hern Valena r. All Valaes 
lairn warhorses are gelded before being sent into 
the field in an effort to prevent others from obtHining 
access to the bloodli nes of these magnificelll steeds. 
Few people arc foo lish enough to aHempt to steal a 
\'01 laes Tairn warhorse. but the price such a m Ollnt 

( an fe tch on the black market inspires some to try. 

R ELIGION 
Common Knowledge: The Va lenar elves follow 
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the same faith as their kin in Aerenal. revering their :: 
ancestors and following the gUidance of clerics of the < 

> Undying Cmlrt . 
Relig ion DC 15: The 'l'airnildal fa ith is more 

complex tha n most believe. Though tlte Valaes Tairn 
respects the councilors of the Undying Court. the 
faith of t he elves of Valena r is a varian t of the t rad i­
tional beliefs preva lent on Acrcnal. Valenar's spiritua l 
leaders arc the Keepers of the Past. a religiolls trad i­
tion particu lar to the Tairnadal. Rat her than revering 
the deathless elves of the Undying Cou rt . the Valaes 
Tilirn focuses its faith on lite legendary wa rriors who 
fought to bring the elves OUI of shivery in Xen·drik. 

Religion DC 20: When a Valcnar elf is born. 
a Keeper of the Past determines his or her patron 
ancestor-the spirit ofa great warrior of the past that 
watches over the child from that day for th . The war­
riors of the Va laes Tal rll emu late and honor their 
patron ancestors in all they do. It's sa id that an elf 
who emu lates the deeds of a n ancestor can become a 
vessel for that hero's spirit. 

Patron ancestors arc not unique to each individual. 
and Imndreds of elves can share a gl\'en spiritual lin­
cage. This connection leads to lifelong competitions 
between warriors. as they attempt to prove themsckes 
the most fait hful embodiment of a particular hero. 

STRHTWISE 
Common Knowledge: The Last \Var is over. but 

the ek es ofVa lenar show no signs of giving lip the 
lust fo r bail ie that brought them to Khorvaire. Elfwa r 
bands rout inely raid into the neighboring territories 
of the Talenta Plains and Q·barra. and range far 
enough north across the Plains to strike al K:lrrnath. 

Valenar's government is tightly organized around 
the mi litary structure of the Valaes Taim. The war­
dans accou nt for the enti re elf popu lation ofVa lenar_ 
The nonekes who make up the fa rmi ng a nd cra ft · 
ing ci:lsses ha\'(' little sta nding. but they enjoy mOTe 
freedom than they did as subjects ofCyre. In rece nt 
decades ,Ill alliance with I louse Lyrandar has drawn 
manv half-elves to the Valenar. and most civic ad min ­
istra~ion falls to this hal f-elf middle class. 

The elves' disinterest in their subjects makes the 
borders ofValenar relath'ely easy to breach. pro-
vided that the intruders arc willing to wear a humble 
disguise. A party whose members pose as common 
laborers can gain ea~y acccss to most parts of' the cOlln­
Iry. while travelers who display a warlike demeanor 
ca n ex pect to be cha llenged on a regular basis. 

Streelwise DC 15: Members of the Va laes Tairn 
dedicate their Jives to va lor and martial sk ill. They 
are warriors with a long and proud tradition. and 
they make a sirong d isti nction betwcen honor-
able combat and meaningless brawling. If a foc or 
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a situation is deemed unwonhy, a Va1cnar clCis 
more likely to walk away than to engage in a right 
beneath his dignity. 

The end of tile Last \Var has seen many Valenar 
eh'es granted Icave from their warclans to put their 
sk ills to usc in the wider world, Such elves become 
mercenaries or join adventuring bands, seeking oul 
danger by which their br:t\'ery might be tested. 

Valenar is u young nation. and the ekes have little 
interest in pursuing omcial relationships with Khor­
\,.tire's other powers, Elven rilids into Ihe Talenta 
Plains, Q'barra, and Karrnath put Valenar on poor 
terms with its closest neighbors. and most dr:t&>O!1 ' 
marked houses have on ly a limited presence ill Taer 
Valaestas, I louse Vadalis operatives arc banned from 
Valenar on I)ilin of death because of the housc's Inces­
sant efTons to obtain eh'en warhorses and breeding 
stock. and the spies ofThuranni and Phiarlan arc 
universally shunned by the Valaes Tairn. Ilowewr. 
the half-c!\'csofllousc Lyrandar wield signifkant 
influence in the court ofVadallia. ilnd they have been 
granted extensh'e territories within Valenar. 

Streetwisc DC 20: All Valena r elves are part 
of active military units. whether in 'iervice to the 
high king or undertaking the border skirmishes 
ofindi\'idual warclans. Any elfnot rit and willing 
fo r battle is repatriated to Aerena l. Valenar raid .. 
against neighboring territories are typically quick 
strikes and sorties that make the most efTecth'c usc 
of the elves' advanced cavalry skirmish tactics, The 
elves make token raid~ for <;upplies or trade goods. 

but their primary goal is glory in the defeat of an 
equal or superior foc. 

Street wise DC 25: Each of the forty·nve 
warclans of the V:tlaes 'i'airn is obligated 10 take a 

tllrn serving High King VadaJlia as part of the 
I lost ofValenar. The host consists oftwelll}' 
warchlnS-len tasked with maintaining order 
throughout the realm. and ten engaged 
in military opcmtions as direcled by the 
crown. A warclan serves on the '·Iost 

ofValenur for ten years before being 
released 10 conduct independent opera­

tions and raids. though warclans ca n 
be reca lled 10 assist and supportlhe 

I-lost ofValenar by the high king. 
Valcnar is 11 land built 011 

preparations for war. and 
even after the peace of 

Thronehold. the 



nation of t he Va lacs Tai rll resembles a mi li tary stag­
ing ground more than a COll ntry. Permanent elven 
sell iements arc few in number and uniformly forti ­
fied. both along Valenar's nort hern borders and deep 
into the safer lands of the sout h. 

The w:lrclans ofVa lcnar have only one goal- glory 
in combat. And while the Valaes Tairn's border raids 
arc seen as little more tha n posturing by disaffected 
Iroops. il has been suggested that I l igh King Vada ll ia 
has an u lterior motive. Va lenar's ra ids arc carried out 
by independent warcla ns. never by Ihe I iosl of Vale­
nar. Il owever. Vada ll ia makes no real effort to stop 
the incursions. and many belie\-e Ihat with the Last 
\Var ended . the Va lacs Tairn arc attempting to goad 
\ 'alenar's neighbors (particula rly Karrnath) into a 
fu lI·blow n III ill tary response. I f war docs e rupt agai n 
in sout hern Khorvaire.t he elves arc well prepared for 
a long a nd glorious c:nn paign. 

SETTLEMENTS 
AND FEATURES 
Small fanni ng com munit ies dot t he plains ofValena r. 
dat ing from the days when this land was Cyre. The 
new masters of this real m spend their Ih'es in mOlion. 
and thei r bu ilding efforts extcnd on ly to the forts and 
military outposts that define their readiness for war_ 

TAER VALAESTAS 
Capita l City; Populalion 19.000 

The elves ofVaienar ha\<e little love for cities. but 
thcy recognize that their nat ion and thei r king reqUi re 
a capital. Taer V .. I:lesl:ls is a w .. lled city built with 
military precision. The wa ll surroundi ng the city is 
a massive th icket of bronze wood thorns. Its narrow 
streets arc designed to thwart attack by armored 
forces. and Its bUi ldings :lre constructed or stone and 
dense wood fo r strengt h and resistance to fire. 

Royal Pa lace: Though llnimpressive by the 
'ita nda rds of ot her nations, the royal palace is the 
most ostentat ious struc tu re in V"len'lT. l !igh King 
\ 'adall ia's quarters a re austere. but the palace's rega l 
counyard wit h its towering columns c\'okes memo­
ries of the fo resis of Acren,,1 and the great c ilyof 
Shae Cairda l. 

Peasants' Market: Oesplte its name,lhe peasants' 
market is a good source of quality wares from Aer­
enal and across Khorvalre. The market is so named 
becausc of the r.'lct that few Va ic.'l1ar eh'es can be 
bothered to undertake tasks a:; Illunciane as shopping. 
entrusting such jobs 10 the Cyran peas:lIlts and labor­
ers who take responsibility for lhc elves' land. 

Temple orthe Ages: The Temple of the Ages is 
the prilll:lry place OfWOTShip and Irain ing for the 
Keepers of the Pasl.lt is also the sitc where lligh 
Ki ng Vad:l liia hosts annual tournamen ts a nd contests 
of mili ta ry and equestrian skill. 

PLOTS AND 
ADVENTURE SITES 

Taer Sad ae n : The fOri res:; ofTaer Sadaen was 
raised by the Acreni who settled these lamls 10.000 
years ago. According to legend. the citadel was the 
site of a terrible bailie between goblins and elves 
shortly beforc those ancient sett lers returned 10 Aere­
nal. The ruins ofTacr Sadaen have ne\'er been found. 
and some say that the fortress was shifted out of the 
world by a powerrul clvell curse. \Vhen the slars and 
moons properly align, Taer $lIdaell is said to reappear 
with that ancient batt le stili raging around its walls. 

PCs traveling in V .. lcnar might find themselvcs 
in the right place at the r ight time when the rortress 
crosses back Into the morta l rca lm. Or. intercsts in 
Aere nal or the I:i\'e Nations l11 ight have information 
Ihat points to the location of the fortress- and reasons 
for the PCs to I1nd it before the Valaes Ta irn docs. 

Onward to Glory : The easiest place for pes 10 face 
ofragai nst a Valaes T'airn war b:md isn'l deep withi n 
Va lcna r but a long the borders with the Talenta Pla ins 
and Q:ba rra. Valenar raiding parties cross into both 
nation:; wit h great frC<luency. and the pes might easi ly 
be caught up in one such Incursion. \Vhether the 
ekes arc in search of supplies. seeking vengeance for a 
perccived slight. or simply spoi ling for bmtle. PCs who 
stand against a war b .. 'lnd arc In for a memorable fight. 

Breeding Stock : The warhorses ridden by the 
Valaes Tairn arc all geldings. and the elves arc dead ly 
ser ious in the protection of their brood mares and 
stall ions. Il owe\'er. a high-ranking operath-e ofl louse 
Vada lis believes thm she has found a way to magi­
cally infuse the bloodline ofValena r geldi ngs into 
magcbred horses. Testi ng her theory requires only 
a dozen or so warhorses to be stolen out from under 
thc Va laes Ti.lirn and transported from Vale nar to the 
Eldeen Reaches. Ste.a ling even a Si ngle Valena r wa r· 
horse is not an asslgn mc nt for the faint of heart, but 
the house will pay handsomely for delivery. 

Nation Building: The Va laes Tairn is perhaps the 
best band of warriors in Khorva ire. but these elves arc 
notoriously indirTercntto the plight of their nonclf sub· 
jects. Peasants from Valenar "pproach thc PCs to beg 
for their aid. whether agai nst monsters plagUing local 
farmsteads or a group of bandits too unskilled for the 
Va lacs Tairn to consider an honorable challenge. 

In Sen ' ice to the King: The eh'en penchant for 
violence means that few civilized nations allow an 
uncscorted Valaes Tairn war ba nd to freely enter or 
cross their territory. When l !igh King Vadallia has 
important business need ing attention in the Five 
Nations. his operati\'es IUust seck out advcnturers to 
see it done. The PC .. l1Iight be approached by a repre· 
sentative of tIle king. or could C\'ell be invited to the 
COll rt at Taer Valaestas to be engaged ill high-levcl 
inlrigues. 
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IRRISTIA IMMIAR, 
VALENAR WARLORD 
II's a common misconception Ihm the Values Tairn 
bclic\'c in honor in battle. Some do. blll what mailers 
most 10:1 Va[cnar wa rrior is elllulmi ng the deeds or 
OIlC'S patron ancestor. And wh ile some Oflhosc heroes 
wcre chivalrous. others were nu hlcs5 or cruel-and 
their descendants arc expected to follow in their mold. 

Like many young Va laes 'I:,irn. I rristia Illlllliar 
saw extensive action during the Last \Var but failed 
to distinguish hcrsclfbeforc the peace ofThronchold 
took her opportunities awOIy. Now the leader of her 
own warelan. she is among those disaffe<:ted elves 
who yearn to prove Ihcm<;clvcs on the frontier - and 10 

goad Valenor's neighbors illlo an ongoing conflict thai 
will grant her the chance for g lo ry. 

$0 far. Irristia's e/Torts have been in \'ain, Her 
clan's nuacks against Karrnathi for tresses and cara ­
vans in the northern Tale nta Plains, nomadic haining 
warriors on the southern frontier, and the human 
militias ofQ'barra ha,'e been easy victories. Aware of 
the reputalion of the Va iaesTairn, the Karrnathi gar­
risons arc eager to avoid full -scale connict. choosing 
instead 10 maintain a defensive post ure_ 

I n her frust ration. I rristia has begu n <lltacking civil­
iallwrgets a long the border betwcell Karrnalh and the 
Plains, raiding villages and burning c ropland between 
Vul)'ar <lnd Irontown. She has 110 enm it), for the fa rm­
ers and herders her elan has slai n, but she means to 
hilvc her glorious war no matter the cost in suffering. 

l RRIST IA I MMIAR LORE 
l-l istory DC 20: The warelans ofthc Valaes Tairn 

in<;tigate connici with their neighbors, hoping for the 
chance 10 prm'e themselves in combat. Although most 
ofthelll target miiiwr)' uni ts. civ ilian sell lemenlS are 
cOllling under attack wit h g reater freque ncy. 

Street wise DC 20: The Va!l'.nar elves expected 
the peace of Throne hold 10 be short-term at best. and 
the younger wardan leaders arc channg at being 
denied the opportunities in combat that their older 
kin enjoyed for a hundred years. Valenar's incur­
stons across its neighbors' borders arc increaSingly 
designed nOI as mere tests of combat skill but as bold 
provocation to open war. 

Street w ise DC 25: Irr isti:1 I III llI iar is one oflhose 
youllg chiefs. a fierce lemier sl riving 10 prove herself 
in battle, Seeking to provoke Vil1cnar's neighbors into 
open war, she has led her clan in raids upon civilian 
t:Ir&>els in Karrnath. the Ta lema Plains. and Q·barra. 

IRRlsT IA's WAR BAND 
Any party orpcs passing through Valenar or along its 
borders might be targeted by Irr istia and her follow· 
ers. Likewise, the PCs could be C:llied lipan to defend 
a civi lian sell iement in Karrnalh or a noncombatant 
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halning dan against a Vailies "l"aifll attack. Once the 
PCs have made an enemy oflrristia. it is inevilable 
that she will cross their pmh again. 

Alternath'eiy. the PCs might be forced !O ally with 
I rristia's clan against the grCUlcr threat of a primitive 
horror from the depths ofQ'barra, or an c\'en more 
violent Valenar war banel. lrr istia is passionate in her 
need to prO\'e herself. and she undertakes any chal· 
lenge worthy of her people and her pmron ancestor. 

Irrlslla Immiar Level 9 Soldier (Leader) 
MedIum fey hum,mOld. elf XP 400 

Initiative +11 Senses Perception +13; low·light ",ision 
HP 97: Bloodied 4S 
AC 25: Fortitude 20. Reflex 22, Will 20 
Speed 7: see also wild step 
<D RapIer (uandard: at-wiU) + Weapon 

+16 ",s. AC: IdS + 8 damage, and the target 15 marked until the 
end of Irristla's next turn. 

G'lShortbow (standard; at-wi ll ) + Weapon 
Ranged 151l0; +16 "'s. AC; IdS + 8 damage. and the target is 
marked until the end of Irrl5tla's nexl turn. 

t Twin Fang Charge (uandard; al·wlll) 
Irrlstla cha.ges and then makes two rapier aUads. 

+ Twin Fang Strike (standard: at·wlll) 
Irrlstla makes IWO rilpier attacks. 

~ Dr.lw Attention (standa.d: requires a shortbow; encounter) + 
Weapon 
Ranged 15/30; +16 vs. AC; 3dS + S damage: the larget is 
marked, and any creature curren tly marked by the target Is no 
longer marked by lhe target. 

Sustained Mark 
If 1 •• ISlia ends her turn adjacent 10 a target marked by her. that 
targe t .emains marked until the end of he r next tu'n. 

EI"'en Accuracy (free; encounter) 
lrrlstla can re.oll an attack roll. She must use Ihe s«ond roll. 
eyen If It's lower. 

WUd Step 
Irrlstla Ignores difficult lerraln when she shifts. 

Born In the Saddte 
tr. lst ia bes tows her wild step power on an)' mount she rides. 

Alignment Unaligned Languages Common. EIYen 
Skills Nature +13. Steallh +1 4 
Str 14 (+6) Del' 20 (+9) 
Can 17 (+7) tnl 13 (+5) 

Wls 14 (+6) 
Clla 17 (+7) 

Equipment leather armor. rapier. sho.1 bow wilh 20 arrows 

IRRISTlA·S TACTICS 
Though they arc IlOt a\'crsc to bmtling on foot. Irristia 
and her followers prefer to nght mounted on Va lenar 
warhorses. These steeds have the statistics of a stan­
dard w<lrhorse (1\1 1\1 159) but w ith Sl)ccd 12 . 

I rr is{ ia attacks t he strongest-look illg roes wit h 
Ilin Jan8 char8e. weaving across the ball ieneid II nless 
helilmed in. when she swilches to IwinJan8 Slrilw. 
anI)' if all enemies nee from melee does she take up 
her shortbow. marking with shortbow altacks inlhe 
hope of draWing a foe back inlO combat. 

Irristia seeks glor)" nOI deat h. on the battleneid. 
She retreats if a nght turns against her. though the 
shame of doing so causes her to redouble her efforts 
.11 provocation in the fu ture. 



ValOiles Tairn Outrider level 8 Skirmisher 
Medium fey humanoid, l'lf XP 350 

Inltlatille +11 Senses Perception +12: low.llght IIlsion 
HP 87: Bloodied 43 
AC 22: forti tude 19. Reflu 21. Will 19 
Speed 7: see also rolJ with the punches, wild step 
<D Spear (nandard; at·wlll) + Weapon 

+13 liS. AC: IdS + 7 damage. 
@) Shortbow lstandard:a t.wlll) + Weapon 

Ranged 1S/ ]0: +13 liS. AC: IdS + 7 damage. 
+ Spear Chilrge {standard; recharge.::.:.,.!!J + Wu pon 

The outrider makes a charge a\lack that deals ld8 e~tra damage. 
The charge mOl/ernent does not prOlloke opportunity attacks. 

Eillen Accuracy {free: encounterJ 
An elf can reroll an attack roll. It must use the second roll. ellen 
If it's lower. 

Roll With the Punches (Immediate reaction. when an enemy 
makes a melee attack against the outrider; encounter) 
The oUlrlder shifts 2 squares. 

Wild Step 
An elf Ignores difficult terrain when It shifts. 

80rn in the Saddle 

An outrider benows liS wild step power on any mount II rides. 

Alignment Unaligned languages Common. Ei llen 
Skills Nature +12. Stealth +14 
Str 17 (+7) Dex 20(+9) 
Con 15 (+6) Int 12 (+S) 

Wls17 (+7) 
Cha 14 (+6) 

EquIpment lealher armor. spear, shortbow wi lh 20 arrows 

VALAES TAIRN O UTRIDER TACTICS 
I rristia's oUlriders make spear c"ar8" attacks against 
their foes' fronl line, then pull away to make short· 
bow all:lcks while Slaying in motion.lfforccd into 
melee. lhey trade olTtargets with their allies. making 
spear cha'8" and spear atlacks until they can move 
back to bow range. 

ValOiles Talrn Plalnswalker l evel 8 Controller 
Medium fey humanoid ... If XP 30;.0 

In itlati lle +7 Senses Perception +14; low.llght IIlsion 
HP 89; 8100dled 44 
AC 11: fort llude 19. Refl ex 19. Will 21 
Speed 7: see also wild step 
CD Speil r (nandard; at·wlll ) + Weapon 

+13 liS. AC: ldS + 7 damage. 
® Shortbow (standard; at·wlll) + Weapon 

Ranged 15/ ]0: +1] liS. AC: Id8 + 7 damage. and the target is 

slowed untillhe end of the plalnswalker's nex t turn. 
:,- Storm Shot (nandard; requires a shortbow: encounler) + 

Thunder, Weapon 

Ranged 20; targets up to Ihree creatures; +12 \'S. Forlitude; ld8 
+ ] thunder damage. and the larget Is knocked prone. 

,;.- Thorn Mau (s iandard; recharge.0!!J • Zone 
Area burst 2 within 12; +12 \IS. Refle. ; 2d4 + 4 damage. and 
the targells Immobilized (salle f'nds~ Effect: The burSI creates a 
zone of difficult terrain Ihatlasu until the end of the encounter. 

Eillen Ac[uracy (free; encounter) 

An elf can reroll an a!lack toll. It must use the second roll. ellen 
if it's lower. 

Wild Step 
An elf Ignores dlfficul l terrain when II shifts. 

Born In the Saddle 

A pJalnswalker bestows Its wild step power on any mount it rides. 
Alignment Una ligned languages Common. Eillen 
Skills Nature +14 . Slealth +12 
Str 13 (+5) Dell 16 (+7) 
Con 17 (+7) Int 12 (+5) 

Wis 20 (+9) 
Cha 14(+6) 

Equlpmentlealher armor. spear. shortbow wl lh 20 arrows 

V A LAES TAIRN 

P LAINS WALKER TACTICS 
A plainswalker stays at the edge of the fray. blasting 
heavily armored targets with storm shot and using 
,horn lIIaze 10 hinder fast·moving foes. 

ENCOLINTER G ROLIPS 
irristia rides with no fewer than a h" If.dozen war· 
riors. all well versed in Va lacs Taim tactics and 
spoiling for a l"ight. 

Level 10 Encounter (X P 2,500) 
• Irristia Immlar (level 9 soldier) 
• 4 Va lacs Ta irn outriders (Ie"el 8 skirmisher) 
+ 2 Valaes Tairn pl:tinswalkc rs (level 8 controller) 

C II"PI!-It 4 1 G' .... fl'r Khor"fdr .. 

< 
Z 
w 



-~ 

ZlLA.RGO .. . ~ . 
'. . . 

At first glance. Zilargo seems a pamdisc-a colorful 
land mlcd wilh Illilgic. music. :mel song. ,mel fCaiLLring 
the most peacefu l cities Orlln}, nation in KhoTvairc. 
Thi~ Is the land orlhe gnomc~. and visitors arc I11CI 
with good cheer ilnd warm hospitality. Il owc\'cr. 
Zi[argo is also u land filled wllh compiracy and 
intrigue. and ils people have litt le tolerance for vio­
lence or unrest. For characters who stay out oflroublc. 
Zilargo can be ilS pleasant and pcaccrul as it appear ... 
Those who disturb that peace run the risk of d isap· 
1>C'lring without a trace. 

LORE OF ZILARGO 

ARCANA 
Arcana DC 15: The gnomes ofZilargo aTf' the 

foremost allihoritics in a nlLmber of mystica l arts. from 
alchemy 10 a process called gJamerwcaving. which 
binds ililision into cloth and ca n even rende r a wearer 
invisible. i-Iowever, the gnomes arc best known for 
the ir mastery of elemen!:!l binding. crealing the magiC 
vessels by which modern Khorv"irc's transportation 
and communication infrastructure is defined. 

Arcana DC 20: Xen'drik explore rs 1I,,\'e scell e\' i­
dencc of elementa l binding magie in usc among the 
draw of that lund. and somc suggcsllhattile gnomcs 

ofZil:lrgo discovered Ihe funda mental principles of 
elemental binding during an ex pedition to that cOllti­
nent. \Vhme\-er ils o rigins. the Zil guard the secrets of 
elementa l bind ing ruthlessly. 

Arcana D C 25: The fir't Zil gn01l1es ca me to 
Eberron from Thelanis 10llg ago. possibly by way of 
the feyspire of Pylas Pyrial. Records fro m the Dha­
bani Empire describe encounters w ith primith'e 
gnomes thm fought a vieiou, guerrilla war with the 
gobl ins. The contemporary culture ofZi la rgo evolved 
over the centuries between the do\\ nfall of the gob­
li ns and the arrival ofimma ns in Khon'aire. 

HISTORY 
Common Knowledge: Zila rgo is a peaceful land 

whose people have always sought to a\'old connict. 
und a knack fo r diplomacy has hel ped the gnomcs 
prosper throughollithe ages. The Zil place greal 
illl]XIrtance on hospitality. and they welcome strang· 
ers into their settlemcnts and homcs with open arms. 

An indepcndelll provincc within the kingdom of 
Gal ifa r. Zilargo rema ined neutral during much of the 
Last \Var before aligni ng \\' ilh Breland in 962 YK . 
Though the gnomes comm itted few lroops to the war 
erTort.their alchemical and elelTlental weapons werc 
devastatingly e (Tecth'e, and Zil spies wcrc said to pro­
vide substa nti :11 intelligence to Hreland . 

The gnomes consider information to be a priceless 
tre:lsure. The Library ofKorranberg i .. the g reat-

-- --
est repository of general 
knowledge in Khorl'aire. 
and the doyens of t he 
library regularly fu nd 
scholarly expeditions 
that take ex plorers ac rass 
Eberron. The Korml1ber8 
Chrol1ilie is the most reli · 
able source of daily news 
in Khorl';:lire. and the 
gnome I louse $ivis con· 
trois the IIH-'SSIl81': stones 
that make international 
commu nication possible. 

History DC 15: The 
Zil ha\'e always been 
skilled shipwrights lind 
dedicated ex plorers. and 
they build many of the 
watercraft that ply thc 
Thunder Sea. In pa rt inl-
1:lr. they a rc responsible 
for the const ruc tion and 
elementa l binding of the 
magiC vessels of House 
Lyrandar. It is sa id that 
the gnomes discovered 
the sec ret of elemental 



bind ing In Xen'drik. and that they guard this process 
jealously from any who might seek to steal it. 

Zilargo Is ruled by the Triulllvirate, a counc il 
composed of representatives from t he cit ies of Kor· 
rauberg. Trolanport, and Zolauberg. Eaeh city is ruled 
by a Cou ncil of Nine~represe nt ill i\'es of its Illost pow­
erful families. Family plays an im portant role in Zit 
society. wit h 1I11l ltipJc famil ies bound together to form 
powerful honses. The bet rayal of il family member is 
a serious crime under Zilla\\,. 

History DC 20: The laws ofZilargo arc main­
tai ned by a secret police force known as the Trust. 
whose members ilnswer only to the Triumvirate. 
They arc authorized to take any action necessary 10 

preserve the peace. and Zilargo has al most 110 crime 
as a result. People who threaten the socia l order Cilll 

be clilll ill:1ted by t he Trust wit hOllt wa rn ing or tr ia\. 
whether citi'lens or not. 

l'l lstory DC 25: The Trust began as an ove rsight 
force wltl lil1l he l,ibrary ofKorranberg. eventual ly 
expa nded to encompass the cntire nmion. O\'er the 
last two centuries, it has spread beyond Zi largo. 
becoming one of the most efficient intelligence· 
gathering agencie~ in Khorvaire. The Trust inten'enes 
only in mailers that th reaten the public peElce or the 
secmi l y of t he 11m ion. As a result. private i III rigues 
abound In ZiJ:lfgo, but their perpetratorl> Illust be 
earefulto keep Iheir schemes and connicts from 
escalating from private 10 public. 

R ELIGION 
Religion DC 15: The Zil !:Ike failh seriously, to the 

extent Ihat many gnomes explore difTerent religiolls 
berore settling on Ol1e faith. 01 hers conti nile to adhere 
to nmltiple (a nd sometimes connicling) heliers all 
their li\·cs. Shrines and temples for e\'ery railh can be 
fou nd inlhe major Zil cities. from the Sovereign I lost 
to t he Cults of the Dragon Belol\' (t hough Zi I devotees 
embrilee the Cults on a strict ly philosophical b·eI). 

STREETWISE 
Common Knowledge: The gnomes orZilargo 

abhor public violence. but they have 110 a\'Crsion 
10 blackmail. bribery. and other sorts of uncthic:ll 
schemes. Stich intrigucs arc secn as il for m of enter· 
tainment and mcntal e'l:erci"e. and e\'ery Zil - from 
the Korranberg librarillnto the dowdy in nkeeper-is 
likely engaged in a ha lr.dozen plol!. <It allY given t ime. 

More serlOllS machinat ions linger beneat h thc 
surface of Zil society. afTecti ng thc ba lance of power 
between fa milies and e\'cn which families will sit on 
the Triumvirate. Tra\'cicrs who don't watch their step 
can Ond themselves c'lllght tip in the web ofintrigue 
th"t underlies Zililrgo-solllctimes with unpleasallt 
results. 

Street wise DC 15: Sec I lislOry DC 20. 
Si reetwise DC 20: See 1 1i~lory DC 25. 

SITTLEMENTS 0 
AND FEATURES 
Village~ and towns arc scattered across Zilargo. all 
ofthelll friend ly and welcom ing. The gnomes go to 
great I cng t h~ to Illake thei r homes accessible to fo r· 
cigners. In vl rtll:l lly every COlll nm nit y. bu ildings havc 
doors all(1 furni tllre sized for Medi um creatures. and 
even the l>llmlit'st village has a road house designed 
to accOlllmodate larger visitors. Il o\\'('\'er, unwary 
outSiders ca n quick ly be dra\\ 11 into local i ntr iglle~. 
which can be dangcrolls. The Trust has eyes in cven 
the SI111111est Zi! village. 

KORRANBERG 
City or Knowledge; Populat ion 17,500 

The an(estra l home of 1-lo\1se 5i\'ls. Korra nberg 
has long been a scat of lea rn ing and a haven for fo lk 
who love the written word. The offices of the Kor­

n1nbers Chronie/e arc locatcd in the I\ookbinc\er's 
Quarter. along with a d h·erse ra nge or scribes. print· 
ers. anel the Onesl cartographers in Khorvaire. Old 
scrolls. maps. and weathered tOllles can be bought 
and sold in thc (i llarter's Paper Market, and explor· 
ers and <ldVelll ll rers Illake up a sit,able portion of the 
clientele here. 

The Street of a Hundred Temples: The nu mber 
is <Ill exaggermioll . but I h is single w:l rel of Korra nbcrg 
has more shrines :lnd temples th<l n some Khorvairiall 
cities. Evcry membcr of the Sovereign I lost and the 
D<lrk Six is represented here. in addition 10 multiple 
H:mple~ dedicated 10 both p<lntheons as:I whole. A 
sanctuary of the POIth of Light sce~ gnomes meditate 
alongSide ka lashtar mentors. and the 1\ load of Vol has 
a s<lllgu inary where folk peacefu lly contemplate the 
divinity within. Shri nes 10 the Cults of the Dragon 
IJclow and to the overlords of the Age of Demons can 
be rOll nd here. though worshipe rs who ta ke their 
bel iefs too ~crio ll sly face the wrath of tile Trust. The 
centerpiece ofl he street is the Codex Vmlh. the larg­
est temple to "ureon in Khorva ire. 

The Libra ry or Korra nbc rg: The library and its 
related bUildings dominate a full quarter or t he City. 
In addition 10 the aClual repository of 10re- a heaV ily 
SCCII red edifice whose vaults exte nd deep beneath 
the ground- the librOiry is an insti tUle oriearnillg 
thai attracts students from across Khorvalre. Eight 
colleges each have their ow n spec ialty: Au reoll 's I-lolt 
(law a nd oratory), Hali nor's I-lorn (natural scicnces). 
Blackd ragoll (alchemy). Drystone (engincering). 
Lyrris (art and litermllre), Morridan (mathematiCS). 
Soladas (h istory). and the T:lbcrnacle (religion and 
philosophy). The colleges h:l\'e all intcnse riva lry, 
which gives rise to academic. ath letic, and arcane 
competitions. Every citizen of the city is requ ired to 
devote fou r ycars of service to the libra ry in exchange 
lor free educat ion. 
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The Library ofKorranberg is a great repository of 
knowledge. and pes might seek 'ldvice from its sages 
or aHempt to borrow (or stea l) rare tomes. The libfilry 
also funds expeditions to excavate ruins and explore 
strange la nds, and it can become a valuable patron 
for a low·le'·cl party. 

P YLA S PYRIAL 
Mercantile Feyspirc; Population 3,900 

Known as the Gate of Joy, Pylas Pyrial is a glit· 
tering (Ower of al'lbaster and gold. Its population 
includes more gnomes than eladri n, and it is widely 
thollght thaI the first Zil were settlers from the Gale 
of Joy. Over the centuries, the Zil maintained a close 
relationship with Pylas Pyrial when it appea red. In 
the aliermalh oflhe Mourning. the folk oflhe feys pire 
have adapted 10 their new I ives, even as t hey hold out 
hope that they will return to Thelanis once more, 

Pylas Pyrial is home to artisans and artificers 
of great skill. and pes interested in purchasing fey 
goods or negotiating wit h eladrin lords will find this 
to be the most accessible of the feyspires. Howe"er, an 
ancient rivalry undercuts the relationship between 
Pylas Pyrial and Shae Loralymlar. and PCs who seek 
an alliance with the lords ofPyria l might be drawn 
into that connict. 

Jlylas Pyria l is ruled by the Summer Counci l. 
which includes gnomes and cladrin. The Trust has 
no formal power wit hin the Gate of Joy. I-Iowe\'er, it is 
widely rumored that e\'en before Pylas Pyriars rece nt 
appearance in the world. the Trust had infiltrated the 
council a nd has a long-established clandestine pres­
ence in the feyspire. 

TROLANPORT 
Capita l Port City; Population 27,500 

The Tower of the Triumvirate rises over the center 
ofr rolanport. the center oflhe gnome shipbuild ing 
trade and a m.~or me rca ntile hub_ Traders arrive here 
regu larly from Aerenal. Breland, $tormreach, and 
even more d ista nt ports. It is said that anyth ing ca n 
be found in the Trola nport markets. from Sarlonan 
tapestries to Karrnathi blades and incense from dis­
la nt $eren Island_ 

Trolanport is also horne to the great clemental 
binding guilds. All the dragon marked houses are 
represented in the city, and House Lyrandar. House 
Cannith, and House Kundarak ha\'e large enclaves 
that renec t their dose lies to the gnomes. 

Z OLANBERG 
Mountain Mining City; Population 11 ,200 

The smallest of lhe cities ofZilargo. Zolanberg 
maintains its power through wealth. Nestled in the 
Seaw:lll Mountains. the city is the hearl ora rich 
mining territory. The Zil prcier to I1ght wilh words 
instead ofweHpons. but endless battles againslt he 
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kobolds of the mountains have made the Zolanberg 
gnomes the toughest in Zila rgo. House Tlmrashk has 
long sought prospecting rights along the Seawalls. but 
the gnomes ha\'e fiercely refused. 

PLOTS AND 
ADVENTURE SITES 

Family Feuds: The intrigues ofZilargo make it 
all too cas)' for PCs to become drawn illlo potentia lly 
da ngerous plots. often wililOlit rea lizing il. Extortion. 
espionage. and e\'en murder Hre beneath the not ice 
of the Trust HS long as such crimes pose no threat to 

the greater sociHI order. At the same time. the Zi l do 
their utmost 10 maintain Ihe appearance of decorum, 
and they seck outside agents-willing or otherw ise­
to carry out their schemes, Although this business 
can be a dangerous one, the gnomes take their debts 
seriously. PCs who are owed a favor by a powerful 
Zil house CHn find their slat us in Zilargo suddenly 
improved. and their dealings with guilds and govern­
lTlent running more smoothly. 

Kobold Wa rs: The connict between gnomes and 
kobolds in Zolanberg can narc up without warni ng. 
pes in tile region might become caught up in th is 
struggle. whether tasked with rescui ng miners takcn 
hostage or infilt rating the kobold kingdom beneath 
the mountains. 

PaJuur Draa l: This ancient Dhakaani city was olle 
of the centers ofi mperial goblin power before it was 
destroyed by the daelkyr. Over the ccnturies. gnomes 
and kobolds have explored the ruins. but some believe 
that its greatest secrets still lie hidden within. A pow­
erful priest of the Dragon Below has recently returned 
to Pa luur Draa1. and whispered rumors speak of the 
vile relic he plans \0 seize from the darkness there, 

THE TRUST 
Iflhe peaceful streets ofZilargo seem too good to be 
true. it's because they are. The secu rity enjoyed by 
the gnomes of th is land comes at a price. The nation 
is patrolled by an order of secret police- spies a nd 
assassi ns who answer only to the Triumvi rate. and 
who are authorized to preserve the peHce by any 
means necessHry. 

A foreigner who fimls himself 011 the wrong side of 
a firs t offense in Zilargo is likely to be given a second 
cha nce, Perhaps he']] find a mild poison in his drink. 
along with a warning 10 watch his step. f\ thicfmigh t 
ha\'e her ill'gollen gains stolen back before she can 
fence them. replaced with a note ordering her to flee 
the country al once. Targets who do not listen. or who 
go 100 far. are simply elimi nated. 

Agents of the Trust do their best to perform assas· 
sinations quietly. Poison is a favorite tool. bw not the 
only one at their disposal. Ilowever. the Trust seeks 
to act before a crime has been committed whenever 



possible. CharaclCr~ planning sedition or iI heist are 
likely to receive a whisperednhosf sound warn ing from 
u nseen agellls-a warning they would be wise to heed. 

It is possible to olltwit the Trust. since its agents 
can't be e\'erywhere at once. Ilowen~r, the air of 011111i· 
presence and olllniscience generated by the order is 
enough 10 keep most would·be crimimlis in line. 

LORE OF THE TRUST 
Sec Ihe Ilistory and Slreelwise lore entries for Zilargo. 

ORGANIZATION 
Despite ils offici .. l sta nding. the Trust is perhaps the 
most sec reth'e orga ni zation in Khorvai re. Outside 
oflts membership, Virtually not hing is known ofits 
operat ions, 

Leaders: Only the members ofthc TriUllwir<lte 
know t he leader of I he Trust, and com rnunication 
wit h I his indiVidual is coudllcted by magicalmeillls 
to prevent oUlsiders from discovering his or her 
identilY. If the PCs become ilwolved with the Trust 
(intent ionally or otherwise), it is lip to you to decide 
who this leader is, and what innocuous role he or she 
appea rs 10 play in everyday Zillife. 

Headqua rt ers: The Trust 11lIs safe houses scat· 
tered across Zila rgo :md in grelller Khorv.lire. but its 
primary b .. se of opermions is a secret. Many assume 
il to be in Trolanporl, where the Triumvirate is based, 
but others reject this guess as too obvious by far. 

Hierarchy: The majority oflhe members of the 
Trust arc known aS8"nos, or "eyes,-Their job is 10 
gather information. which they pass 01110 supe riors 

they h:tve likely lIe,'er met. These S/IlI/OIIS (Mminds") 
gh'e orders to the va/os C' 11:I nds")- the assassins .md 
rogues who enforce the law. As .. gener .. 1 ru le, eyes 
and hands perforlll their dUl ies in isolation, 
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Most Trust agents arc tied 10 il specific commun ity. ~ 
However. the corli8anos rroving e),es-) arc a special 
order dedicated to gathering intelligence throughout 
Khorvaire. PCs could become caught up in the work 
of the roving eyes, receh'ing missions and rewards 
from the Trust (illclud ing the usc of safe houses or a 
cache of healing potlolls) in exch'lllge for sen 'ice, 

Members: W hether In Zilargo or .Icross Ebcrron, 
any gnome the PCs encounter could be an agent of 
the Trust, !tumors abound that the organization has 
begun to recruit members of other races. but Illany 
belie"e the group to be too para noid to tru~ t outsiders. 

tOES OF THE TRUST 
If the PCs c(luse trouble In Zila rgo.lhe Trust won't 
fight directly or f .. irly, It will usc poison, theft. or 
simila r tricks 10 deal with advcnturers, attempting 
10 murder them in their sleep ifnced be. The Trust is 
a threat thm PCs llluSltake into consideration when 
pla nn ing virtually any acti"ity in Zila rgo, and Ihe 
reputat ion ofits agents Is legendary. BClween their 
traini ng and their inherent fey powers, the gnomes of 
the Trust arc as elush'e and deadly as ghosts. 

Outside Zilargo, the Trust Is a powerful player 
in the intrigues breWing after the Last W .. r, It has 
no part icular loyalty to all)' of the Fj,'c Nations: the 
Trust's only concern is for the acquisition ofinforma· 
lion and the protection ofZila rgo, 



CIIAPTER 5 

ALTHOllGH THE l.ast War was confined 
mostly to Khorvairc. the dragon marked houses oper­
ate primarily on that continent. and the Draconic 
Prophecy seems focused 011 the c\'cnts ofKhorvairc's 
mortal racc~. Khorvnirc isn't all of Eberron. Exciting 
and dangerous locales £11<;0 await adve nt ure rs who 
brave the sea!> or delve deep undergrou nd to explore 
the myste ries orthe subterra nean rea lm. 

This chapter discusses the rest of Eberrol1-follr 
additional contincnt~. as well as the vaSI subterra­
nean realm of Khyber. 

+ Acrcnal: The island empire orthe elves. Acrcnal 
is a mysteriOus land of wild jungles and ancient 
necropoli"cs. 

+ Argonncsscn: The land of dragons is virtually 
unknown 10 the inhabitants ofKhorvaire. 

• Sa rla na: The birthplace of humanity. $ariolla is 
now ruled in large part by the Inspired-mortal 
vessels or sin ister interlopers rrom another plane or 
existence. 

• Xcn'drik : Once the localion or a great empire or 
giants. Xen'drik Is now an untamed wilderness rull 
or per ils and potential. 

• Khyber: Eberron's Underdark is a vast ex panse or 
enormous cavern .. suffused with the innucnce or 
both the Elementa l Chaos and Xoriat. the Real m 
orMadness, 
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AERENAL ... { . 
~ . . ,'J 

Aerenal. the island continent of the elves, is infused 
wit h magic. Manifest zones al low astral .mel shadow 
energy to now over lhe land , creating a center of 
power unique in the world. The island's nat ure and 
elven religious beliefs combine to allow Aerenal's 
inhabitants to distort the line between life and death. 

On most of the island. the honored dead wa lk 
among the lh'ing, and the li\'illg revere them. \"lorthy 
elves gain immortality alllong the undying. Whether 
sage or soldier. benemlent undead aid and advise 
the living in the hope th;:iI such service will one day 
qualify thelll to join the powerful undead elves that 
make up the Undying Court. 

LORE OF AERENAL 

ARCANA 
Arcana DC 30: As History DC 33. 

HISTORY 
History DC 15 : Aerenat·s c!\'es divide themselves 

i 1110 distinct units cal led ·'I ines.·· These I ines contain 
multiple fami lial houses tied together by their rela­
tionship to a particular ancient tribe. A noble house 
bearing the sa me name as the line rules that line. 
The maintemlnce of a line is \' ital: arranged mar­
riages dic tated by prominent family members, nobles. 
priests. or even one of the undying arc COlllmon 
among the elves. 

A noble house isn't actually a blood family. Exist­
ing nobles choose heirs frol11 among those most 
worthy in their whole line. Thus, any elf can rise to 
nobility, and from the nobility to the Undying Court. 
Nobles il lso have "siblings" within the line who arc 
unrelated to them by blood . 

The elves of Aerenal's northern plilills hold slightly 
different tradit ions. These horse·riding warriors are 
known as the 'I'airnada l and have three distinct lines: 
the Va laes Tairn (who now reside mostly in Vatenar), 
the Silaes Tairn, and the Dralcus Ta irn. They ca ll 
Iheir houses "warcJans." 

From among the noble hOllses. the Undyi ng Court 
chooses a brother and a sister 10 rule Aerenal as Sib· 
ling Kings. \·Vhenever ei ther monarc h dies. whether 
he or she becomes undying or not. the Undying Court 
selects a nell' pair. Uving Sibling Kings rule Aerenal 
day to day. but the Undying Court ultimately gUides 
the nation . 

The current Sibling Kings arc Balaereth (ma le) 
and Tezaera (female) of the i\'lcndyrianline. 

History DC 20: Elven civilization started on 
the continent ofXen'drik. where gia nts snatched 
eladrin from the Feywild and kept them as slaves fo r 
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millennia. During their long captivity. the ensla\'ed 
eladrin lost their connection to the Feywi ld and 
became the distinct race of elves. Eventually. t he elves 
revolted against the gia nts. using powerful magic and 
bloody warfare. The giants fought back in kind. and 
it seemed the war wou ld destroy both peoples. the 
continent ofXen·drik. and perhaps the world. Then 
the dragons of Argollnessen intervened, shattering 
Xen'drik and driving the elves to a new home. 

A prophet named Aeren foresaw the corning of 
Xen'drik's doom. To sa\'C her people, she gathered 
multitudes for an exodus from the cont inent. Most 
of those elves ned ac ross the sea to an enormous 
tropical island they named Aerena l. which means 
"Aeren's Rest" in Elvel1, though Aeren ne\'er made it 
to Aere nal's shores. 

History DC 25: Dragons have auacked Aerenal 
Illany times. only to be tllrned back by the unified 
might of the elves. Centuries sometimes pass between 
battles. but elves and dragons hil\'e bccn at war for 
thousands of years. The bmt!es arc often magical in 
nature. and the lion's sha re of the war effort fall s on 
the shou lders of the Undying Court. 

Some schol ars believe thai the dragons know 
the ultimate plans of the Undying Cou rt . and that 
those plans a rc at odds with the Draconic Prophecy. 
Others. Citing that dragons could easily have erad i­
cated the elves if they chose. say that the dragons 
are molding the elves toward an unknown purpose. 
Whatever the truth. the majority of elves hate drag­
ons. espccial!y elves whose ancestors were slai n in 
the conflict. 

History DC 30: The traditions of the Undying 
COllrt and the beliefs of the warc lans were not the 
only creeds a 1110ng elves. A thi I'd belief syste m rooted 
in the line of Vol involved dinker necrom.mcy. Vol's 
methods created creat ures such as vampires and 
liches that reqUired li fe energy or blood from living 
crcatures. The idea of preyi ng 011 the living to support 
the dead WilS repugnant to the followers of the Undy­
ing Court, and it became il point of conflict between 
the sects. The il ppearance of lhe Mark of Death in the 
line of Vol only milde rnillters worse. 

The schism erupted into war when the Cairdal 
Blades. the elite soldiers and agents of the Sibling 
Kings. disco\'cred all alliance between the line of Vol 
and a cilbal of dragons. The Undying COllrt declared 
that the line of Vol was to be destroyed. l:or the first and 
last time in history. the dragons of Argonnessen joined 
with the elves to annihilate Vol. It is believed thatlhe 
line of Vol was destroyed. and any who practiced Vol's 
traditions abandoned t hose ways or ned Aerenal. 

Common citizens of Aerenill knew little of the 
reasons behind the assault on the li ne of Vol. Some of 
those who bore the Mark of Shadow feared that they 
would be next in this pogrom. while others belie\'ed 
that the spi lling of cl fblood lly elf hands tainted 



Aerenal. to.'lost bearers of the Mark of Shadow ned 
10 Khorvaire, where they evelllually fon ned Iiousc 
Phiarlan, Some of those who carry the mark, how­
e\'er. arc still born among the Aereni. 

History DC 33: In Xcu't!rik,thc struggle between 
df and giant was a long and biller war. The elves 
relied on cunning and mobility to match the over­
whelming arcane might of the giants. striking hard 
and neelng before the giants could reacl.in time. 
the gi:lIlts began developing a terrible magic weapon 
that could end the war. but at an untold cost to Eber· 
ron. Thi!> :lctivity drew the at tention of the dragons of 
Argon nessen. who ultimately le\'eled Xen'drik before 
the \\'e:rpol1 was completed. A n elf slave named Aerell 
foresaw Ihis devastation. Using magical knowledge 
stolen from I he glarus, Aeren and her followers struck 
a mighty blow ag:linst them with a powerful ritual. In 
I he enSiling chaos, Aerell led a group of eI\'es drawn 
from many tribes 10 freedom. esc:lping Xcn'd rik 
before the coming of tIle dragons, 

... Ii story DC 35: An obscure 11l)'th holds that 
Acren ga\'e a prophecy to the founders of Acrenal. 
This plan for the elves is one of the purposes of the 
Undying Courl. Aeren's word might be a portion of 
rhe Draconic Prophecy. or the two could connie!. 
Whate\'er the casco a lilction of Argonnesscll's 

dragons has tried for eon" to wrest Aeren's prophecy 
from Aerenal. 

NATURE 
Common Knowledge: Aerenal is a tropical 

hland·contincnt surrounded by a number of smaller 
islands. Jungle CO\'ers most of the isle. but it has 
mountains in the south and broad steppes in the 
north. Elves claim the entire island. 

Nature DC 15: Aerenal is noted for its exotic 
planls, especially its ll13gic-infused trees and herbs, 
The Aercni are among the world's best woodworkers. 
and the\' lise wood and leaves from their trees 10 

make all sorb offl ne items. Aerenal cl\'es arc also 
masterful herba lhlS who harvest plants lIseful for 
alchemy. potions, rituals, alld magic items. especial ly 
those related to healing or dellth. 

RELIGION 
Religion DC 15: The Aereni revere their ances­

tors and the Undying Cour\, a council of undead 
elves. A portion of the clfpopulation also strongly 
esteems heroic elf ancestors and elllulates Ihe behav­
ior of the storied departed. Priests of the Undying 
COllrl ilrc called Priest!> of the Tmnsition. and those 
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who stress reverence for ancestors take the title Keep· 
ers of the Past. 

Relig io n DC 1 0: The death of thousands of elves 
in the war agai nst the giants ofXen'drik led to an 
eh'en obsession with preserving the greatest among 
their people. The eh'cs' exploration of the mysticism 
of death created the religion of the Undying Court. 
whieh involves the veneration of'lIIcestors and the 
pursuit of persona I perfection. The reward for success 
on this mystical path is immortality in illlllildying 
body. 

01 her cI\'es show reverence for 1 hei r predecessors 
by emu];lting the deeds of elfheroes through displays 
of boldness and action. Tile Tairnada l. including the 
Valenar elves. primarily practice this religion. which 
they call the Spirits of the Past. Many practitioners of 
the Spirits oflhe Pasl arc warriors or people of action. 
mak ing Ihe religion appealing to younger elves and 
inc reasing its inn uellce with in Aerena] society. 

Religion DC 25: Although the Tairnadal don't 
share this custom. all ot her Aereni prefer styles of 
adornment that recognize death's influence on life. 
Most wear ancestral symbols and stylized clothing. 
such as death masks. Ot hers go as far as pertna nently 
tattooing their bodies with stylized bone imilges. 
including a sk ull on the face. And a very few usc 
alchemical processes to appear like a well ' l'lllbalmed 
corpse or Illum my. despite being alive. 

Relig ion DC 28: As History DC 25. 

STREETWISE 
Street wise DC 20: Aerenal is open to Inwelers. 

After arriv ing at a port. a visitor can explore freely. 
However, the elves don't give foreigners a warm wel· 
come. Crime is rare in Aerenal. and punishments arc 
severe. Lawbreakers can expect swift capture and 
punishment. often involVing ex ile or execution. 

SETTLEMENTS 

AND FEATURES 
In the southern jungles of Aercn'll. most el\'es dwel l 
on estates. which arc sm.lll. self-sufficie nt communi· 
tics ruled by one noble line. On the northern plains. 
lhe Tairnadallive an itinera nt lifestyle with their 
prized steeds. maintaining only a few settlements 
and forts. 

PYLAS TALAEAR 
Port Towll ; Population 10 ,000 

Fore igners enter Ae renal through th is port. 
alt hough most never go any deeper into the land 
of the elves. The dragoElmilrked houses maintain 
facilities inlhe tOWIl. wh ich serves as the primary 
trade center with foreig n powe rs. The elves export 
J i mited quant it ies of clven goods. especia lly plants 
and lumber. a nd import small amounts of fore ign 
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commodities. including informat ion aboulthe out· 
side world. 

Few of the undying in habit the cit)'. The elves of 
Pylas Talaear are more accepting of Ilonelvcs tl1an 
those of an)' Olher city in Aerenal. l-IolI'e\'er.lhe city 
authorities maintain strict order with only slightly 
more tolerance tha n elsewhere. 

Ha ll or the Bereave d: The secret center of the 
Sku llborn cabal (sec page 178) festers under the 
city. Ilere. the Skullborn ind uct new members and 
perform vile experiments. Experienced members of 
the group help their fellow caba lists alter themselves. 
sometimes perlllanently.to appear undead. 

S HAE CAIRDAL 
Capita l City: [>opulat ion 53,000 

Shal' Cairdal is the largest city in Aercnal and the 
royal seat of the Sibling Kings. The elves carved the 
city from the jungle shortly after they arrived frOIll 
Xen·drik. It meshes with the surrounding vegeta­
tion beautifully: many ofits structures ore formed 
from the still·living wood of the jungle canopy. Trees 
of immense size protect .nul hold aloft portions of 
the city. The fort ress and home of the Sibling Kings. 
which is shaped from several enormous trees with 
iron·hard trun ks. sits at the center of the city. 

In addition to affairs of state. political dealings 
between innuentia[ Aerena l families take place in 
511:1e Cairda1. The city houses a la rge portion of Aer· 
enal's arrn)', as well as numerous arcane universities 
and m:lrketplaces where elves learn and trade. 

Shae Cai rdal is also horne to the la rgest popu lation 
of the undying outside Shae MorclaL The city's tem· 
pies to the Undying Court arc second on ly 10 Shae 
Mordai's religiolls cdi fLces. 

Hall of Blades: The headquarters of the Cairda l 
Blades takes up an entire great tree wit hin the for· 
tress of the Sibling Kings. Here. the Blades train and 
preparc for missions t hat take them across Aerenal 
and to other lands. They also watch the popu lation 
for those who manifest the Mark of Shadow. so that 
sllch i ncl ividua ls can be inducted into thei r order. 

Te mple ofl he Dea thgua rd: The Deathguard is 
an order of knights sworn to eradicate e\'i I a nd cor· 
rupted undead, along with any who wou ld deal with 
such vile creatures. The order was formed to destroy 
the line of Vol. and it built this pyramid·temple 
in Sliae Cairdal as its first base of operations. The 
ktlights consider the Blood of Vol to be their greatest 
enemy and their greatest failure. Most in the order 
follow the clistom of appearing undead by having 
skull Wttoos inscribed upon thei r faces. 

SHAE MORDAI 
Ci ty of t he Dead; Popul at ion 42,000 

Shae Mordai is the seat of the Undying Court and 
the spiritual heart of Aerenal. Built on a flow of astral 



and shadow energy within a manifest Lonc of the 
domain of Iria n. Shae Mordai has more undying than 
living among ils population. Undying sold iers guard 
its walls and patrol its st reets. which are namcd for 
the most honored dead. Undying councilors and 
undying mystics walk among its monuments and 
eternal flames, enjoy its gardcns, and haunt its librar· 
ies, occasiona lly advising living visitors. Priests of the 
Undying Court outnumber the breathing residents . 
. \1ost of the locals Ih'e in nne stone homes in or below 
the city. 

The city is a center for study and de\·otion. open 
only to the privileged. Its libra ries house a copy of 
every important record in Aerenal. Despite Shae 
,\ 'lordai's size, little commerce takes place here except 
for basic goods and l11:nerials re(llIired for rituals. 

A single gate on the northern wall is the only 
entra nce into the city. Only elves who have particular 
authorization. sllch as a 'ium mons from a priest or 
one of the undying or close tics to one of the City's 
dwellers, arc admitted. 

Shae Mordai is the Illost revered city in Aerellal 
bccausc it is the place where the Tra nsit ion ritual. 
which transforms a living elf into one of the undying. 
is ~rformed. Numerous temples in the city have the 
facilities to perform this ritual. 

Ascended Plaza: Within Shae Mordai is a vast 
plaza enclosed by ancient. sculpted walls. Tremen­
dOllS monoliths that display the names of departed 
ekes flank its Single ormlle gate, and the greatest 
step-pyramid tcmple in all of Aerellal rises from its 
center. Members of the Undying Court Ih'e within 
halls built into the outcr walls thm allow access 10 the 
inner plazli. which they usc as their private garden 
and reserve, 

Dragon bones incorporated into the walls and 
<I ncient magiC as old as the c . ..:odus from Xen'drik 
protect the plaz" and attest to the f"ctthat no enemy 
or thiefhas evcr breached it. \Videsprcud tales even 
claim thm its interior defles the laws of space and 
time. 

The only living beings allowed within the plaza. 
also known as the Undying Courl. arc Priests of the 
Transition and the Sibling Ki ngs of Aerenal. The 
rulers of the land cOllle to speak with long·dead mall· 
arclls and othe rs among the court. Priests petition 
the court for intercession and take its pronounce­
ments to lesser clergy members. They also maintain 
the temple. which se rves as the <Iuarters for the most 
devollt and innuential priests in Aerena l. as well as 
for those who have come to the Cit)' of the Dead on 
pi lgrimage. 

Councilors' Fane: Second only in grandeur to 
the temple inside the Ascended Plaza. Ih is tem ple is 
open to any in the city who wish to honor (not wor­
ship) the Undying Court or other ancestors. Priests 
hold regu lar dcmt iorllli rites llere. It's also the pri· 
ma ry place in which the lh'ing. other Ihan priests 

and the Sibling Kings, can mcet with a member of 
the Undying Court. 

~ 
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We ll of Memories: Beneath Shue ~lordai is the U.J 

decpest catucomb In Aerena l. It houses deilth records, ; 
cou ntless interred remains, and hundreds of soul <: 
idols- each one the preserved corpse of an elfin 
which a soul sleeps. A ritual caster can awaken one of 
these souls easi ly. and that soul can pro\'ide informa· 
tion on subjccts it knew about in life. 

SHA£ THORIDOR 
Port City; Population 23,000 

Tairnada l ekes control this for tress. which is also 
a second:try port for Aerenal. Foreigners come here 
to tmdc, to lea rn . and to gain a reputation ,lInong the 
Tairnadal elves. The city has an arena for displaying 
conlests of arms. cquest rian ~kills, and ath lclics. 

Shue Thoridor cu n also be dangerous lor outsid· 
ers away froll1the arena. Elfwarriors arc sometimes 
o"ereager 10 prm·e their strength in the shadow of 
ancestral monuments. and elves who support the 
Valenar warclans Il\'e here in large numbers. The 
undying don't dwell in the city, howcver, making the 
place more appealing to those who arc wary or afra id 
of Aerenal's undead. 

PLOTS AND 
ADVENTURE SITES 

Aeren's l.egacy: All versions of Aeren's talc agree 
that the knowledge she gained from the giants is the 
source of the tech niques the elves usc to create the 
undying. They also concur that. alt hough the Aeren i 
have newr again used it. the terrible ritual that Aeren 
and the at her elf heroes lIsed at great personal cost 
to CSCilpe the gia nts sti1l exists deep within the cata· 
comb libraries of Shac Mordai. The accounts differ 
only as to whcther Aeren survivcd its usc. 

SOme stories S,IY that she died and was buried 
on AerenaL but no known tomb exists. Others tell 
that . unlike her martyred pecrs. the ritual made her 
the nrst of the undying, and she used her newfound 
power to secretly aid her kin in their eventual escape. 
A few even say that the clfheroes who joined in Aer· 
en's ritual merged to become one powerful being that 
shared Aercll's undead body. 

The truth might never be known. If Aeren still 
exists. she does not walk among the members oft hc 
Undying Court. 

Blood or Vol: The leaders of the Ulood of Vol 
teach that the undying of Aerenal arc an abomina· 
tion, largely because they seck to scize "erenal for 
the land's nec romantic energy. Although few of the 
dcvotees of the faith know the true motivation behind 
Ihis tcachi ng. many would con'iider it a greal victory 
to slay one of t he undyi ng or to innlt rate Shae Mordai 
and stclIl the sec rets of the undying. Such plots can 
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be fou nd ill Pylas Talaea r. Shac Thoridor, and e\'en 
wit hi n Khorvaire. Recent tics to the Sku llborn have 
allowed Blood of Vol worshipe rs to gain a foothold in 
Aerell il l ilnd brought the fai th closerto its goa ls. 

THE SKlILLBORN 
One Illust cam a place among the undying. Conceit, 
an overblown sense of entitlement. or grief over 
the loss of a loved one has led a few young elves to 
demand access to the Tra nsitioll rit uil l. The nobi lity 
ignores these picas. forc ing the Sku llborn . as they ca ll 
themselves. to seek other pilt hs. That search led them 
to for m an uneasy alliance with the Blood of Vol. To 
the Sk ul lborn. becoming a vampire or a lich in the 
ncar future is an acceptable alternil tive to waiti ng for. 
or being denied . the Tra nsition. 

ORGANI ZATION 
The Sku llborn is a loose organization with few tenets. 
Its members believe that the Undying Court is guilty 
of al lowing elves to die needlessly and that the Tra nsi­
tion should be performed on any elf who desires it. 
Many of the group's members dabble in necromantic 
ritua ls. ilnd some have magica l powers. 

Skullborn Necromancer Level S Controller 
Medmm fey humanoid. e lf XP 200 

In itiatille +3 Sen~e~ Perception +10; low.light lIislon 
HP 61: Bloodied 30 
AC 18: Fortitude 16. RefJe >: 17. Will 18 
Speed 7 
(!l Draining Touch (standard: a t·wlll ) 

+9 vs. Reflex: 1d8 + 2 damage. and the targe t takes a-2 
penalty to Fortitude and Will unti l the end of the Skull born 
necromancer's nex t turn. 

® Bone Dart (s landa rd; at·wlll) .. Cold. Necrotic 
Ranged 10: +9 liS. Re nex; 1d6 + 3 necrotic damage plus 1 d6 
cold damage. 

<. Gralle Chill ls tandard: at·wlll) .. Cold, Implement, Necrotic: 
Close blas t 5: targets enemies: +9 liS. For titude; 1d6 + 3 
nec:rotic: damage. and the target 15 slowed and takes 01-2 
penalty to auack roll s (save ends both). 

{o Morta l Terror (standard: recharge :.: i!J " Fear, Implement, 
Psychic 

Close blast 3: ta rgels enemies: +9 vs. Will; l d6 + 3 psychic 
damage. and the targe t moves its speed away from the 
Skullborn necromancer by the safest route possible. 

Eillen Accuracy (free; encounter) 
The Skullborn necromancer can reroll an attack rol l. It must use 
the second roll even if it 's lower. 

Wild Step 
A Skullborn necromancer Ignores d ifficul t terrain when it shift s. 

Alignment Ell il languages Common. Elllen 
Skill s Arcana +9. Bluff +10. Religion +9 
SIr 11 (+2) Oex12 (+3) 

Con 13 (+3) Int 15 (+4) 
Equipment robes. bone rod 

Wis 12 (+3) 
Cha 17 (+S) 
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TACTICS 
A Sk ullborn necroma ncer begins comhat with bone 
darl unt il it can close 10 usc dminilw louch. which leads 
the way for Brave c/till. It reserves morfal lerror for d riv­
ing away a threatening melee attacker. possibly to open 
an escape route. The Skullborn necroma ncer prefers 
areas of rubble or difficult terrain in which it can shift 
when its enemies can·t. It fea rs death more tha n typical 
Aereni and is likely to ret reat when blood ied. 

E NCOllNTER GROllPS 
Skullborn elves can be encountered in the compa ny 
of evil undead ilnd various other unsavory creatures. 
They ca n also be fou nd among Blood of Vol fo llowers 
and alongSide wa rriors orlhe Order of the Emcmld 
Claw. A member of the Skul1born l11ighl head lip a 
group looking into \'ile mysteries or prac ticing evil 
ri tua ls. as fa r away as Khorvaire. 

Encounte r Level 5 (Xi> 1,000) 
.. I Sku llborn necromancer (level 5 controller) 
.. 3 ghou ls (le\'eI 5 soldier. 1" /1 1 118) 
.. I blaZing skeleton (le\'eI5 artillery. /1 11\1 234) 

En counter Level S (XP 1,150) 
+ 1 SkullbortlIlccrolllilllcer(lcvel5 cont roller) 
+ 1 Emerald Claw marshal (levelS sold ier. page 88) 
+ 6 zombies (level 2 brute. 1\1M 274) 
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AAGONNESSEN 
! 

The vicious tides orlhe Dragollrcach break agilins! 
rocky shores that arc watched O\'er by wynn-headed 
monoliths carvcd by no knowlIl1lortal hand. Great 
reptilian wings slice through the clouds. cast ing mon­
strous shadows o\'er a realm few people have c,'cr 
seen. Those who nnd their way past the barbarian 
tribes inhabiting the rocky heaches, wend through 
the craggy. winding passages oCthe Great Barrier. 
ilnd shelter long enough from the eyes orthe circling 
beasts abon.' might flnd themselves one orlhe blessed 
few-or perhaps merely the lucky foo1s-10 sct living 
eyes upon the Interior of Argonllcsscll. 

LORE OF ARGONNESSEN 

HISTORY 
None: No IUslory lore b given for Argonncsscn. 

Only those born untllc continent. and illl exceed­
ingly rare fcw from olltside it. ha\'c c\'er explored the 
interior of the continent and survivcd. Although a 
few tales relatc some information abolltthe hhtory 
of Eberron's dragons-sec the Chamber (page 26). 
Xcn'drik (page 193). and Eberron's overa ll history 
(pilge 32)-the only way for someone to learn about 
Argonncssen is to tral'elthere, 

NATIIRE 
Nature DC 25: Argonncsscn is as large as Khor· 

va ire. butneilrly impossible to reach. Bizarre and 
unnatural currencs. razor·sharp ree[<;, wild clcmentals, 
and sudden storms prevent a )hip from l,rnc1ing any· 
where except for a few specific rocky beaches. largely 
0 11 northern shores near the isle of$crcn. Evcn if a 
safe landing is Tllilde.the tllount(lin range ca lled the 
Great Barrier makes :t(cess to all bllt the northernmost 
rellchcs of tile continent cxceedingly difficult. 

RELIGION 
Religion DC 25: The dragons belicl'e that nfleen 

of their !lumber have rlscn to become HSQ\'ercignsH_ 
lesser gods that servc the draconic deitics. Each of 
thcse Sovereigns corresponds to one ofthc gods ofth" 
Sovereign llo!>t or the Oilrk Six. 

Religion DC 30: The prim:try faith of Argon· 
!lesscn is a religion called Thir. It invokes worship 
of a number of draconic deities, including Uahamul, 
Tiamat. 10. and Chronepsh. as wcll as Eberron. 
Sibcrys. and Khybcr, the three progenitor dragons. 

STRHTWISE 
Street wise DC 25: Il o!>tile barbarians, hoth 

human ,md dragonborn. reside on the Isle ofScren. 
.\\ost orlhe human b,lrharian tribes worshi p the 

dragons <IS gods, but the dragonborn barb:lrians 
revere them as kings and ancestors. Both seek to 

pre\'cnt outsiders from tr:lvcling any farther into 
Argonnessen, 
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Strcetwise DC 30: Contrary to popular belief, 
Argonncss("n has a substantial nondragon population C 
under the authority of the dragons, Although !>(Jllle ~ 

2 
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commu nities are ruled harshly. it is rUlJlored lhat < 
nondragon creatures-Including Immans. dwar\'l~. 
dragonborn. gobli ns. and v:lriollS species of gianlS-
li \'e together in relativc peace and harmon),. 

TERRITORIES, PLOTS, 
AND ADVENTURE SITES 
Few if <Ill)' be)'0I1d Argonllessen's borders rea lize il. 
but the continent is divided into ils ow n nations and 
cultures. The four primary tcrritories f:llluncier the 
rule of the Conclave (see page 182). The differences 
a1110ng these four territories lire largely cultur<ll hut 
ca n be substantial. A dragon can move its permanent 
home to a differentlerrltory. but few choose to do so. 

THE UGHT Of SIBERYS 
Namcd for the milil,lI1t faction that ru les it. this 
region is the tcrritory of Argonnesscn's powerful 
armies. Once the he:lrt ofncndish power on Argon· 
ncssen during the Age of DelJlons, It st ill bears the 
scars of ancient b.."lttle. Twisted and warped demonic 
ruins. protected by magic so potent that even the 
drilgonscan'l topple them. ri.,e from the land. and 
ghosts older than the most ancient wyrm hauntlhe 
landse'lpe. Thc Ught ofSibcrys faction makes its 
home Iwrc partly to protect Argonnesscn from those 
rema ining threats. partly to wmch over the prisons 
that house powcrful demonic overlords. and primar' 
ily as a sign that dragons wi llne\'er again bow to any 
power. 

Life in the Light ofSiberys is one of constant duty. 
1\11 aspects oflife are dctermincd by rank ,md mili· 
wry structure. The majority ofhmTUlI1oid illhabitallls 
tend nclds and farms; the majority of dragon inhabit· 
ants arc ilwolved in the 1l1ilitaryor:l related 'lctil'ity. 
These related activities include til" creation of arms 
and armor, magiC items. and balliemenls. as well as 
training and patrols, Leisure is all but unknown in 
westcrn Argonnessen, 

Of all the territories. outsiders from beyond Argon· 
nessen's shorcs can cxpect the least friendly reccption 
in this region. Many dragons assume that a ny out· 
sider is an enemy agent 5('ntto instigate trouble or to 
relcase an Q\'crlord from its pri~on in Khyber. 

The Pit of Five Sorrows: One of the mOSI infa· 
mous sites in all ofEherron is the prison ofTia111111. 
Ihe Daughter ofKhybcr and an overlord of godlike 
power ill her OWll right. 1.egend tells that the Pit of 
Fivc Sorrows is the single deepest c ila<;m in Khyber 
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that doesn't e\'cntually lead to :Illy othcr planc. Thc 
great domc offorcc thm prc\'cIllS entry glows with 
the slowly cycling chrommic hues of the dragonshard 
below it that imprison .. Tiamm's essence. In addi-
t ion to Tiamat. the pit holds other powerfu l entities. 
as well as deadly secrets. and It is the most strongly 
guarded loc:Hion on Argollllcsscn. GUlIrding the pit 
is a great honor. :1Ilt! many dragons volunteer for 
this duty, e\'cn with the knowledge that they will be 
executed m the completion of their tour to prcvent 
the spread ofTiamat's corrupting essence. 

Vale of the Fallen Rajah: This vale is the site of 
the first great draconic \'ictory in the war against the 
demons.1t was here that the rakshasa Yad-Raghesh 
was slain after a violent rampage. taking an enlire 
flight of Light ofSiberys soldiers with him. The vic· 
tory was short- li\'t~d. howe\'er. bccausc o\'er time 
Yad-Rnghesh's essence corrupted and weakened 
the land. allowing demons to escape from K hyber's 
depths. Despite their Vigilance, the dragons of the 
Ught ha\'en't been able to Stop the slow but steady 
spread of corruption. 

Verthicha'vivex: This fortress. called the -Moun· 
tain of Victory- by its inhabilallls. is the primary 
ba .. lion oftbe Light ofSiberys. Lairs across its slopes 
hOIlSc dozens of dragons. illld in times of war it is 
capable of hosting 11UJldreds. I)w"fl'es and giants toi[ 
ill its great forges. /.:rafting all endless now of weap­
ons and magiC items. Hituills and c1dritch machines 
proVide an uncountable array of mystical defenses. 
Ifany spot in Eberron is truly impregnable. it is 
Vert h icha' vi\'{'x. 

THE TAPESTRY 
The youngcst of the Argonnessell territories~a mere 
4,000 years old- the Tapestry of Thought is a gath· 
ering place for mostly younger dragons who seck 
to broaden draconic culture. Thesc free thinkers 
W:lI1tto mix draconic lineages. rather than clinging 
to nights and families. and to separate the notion 
of age from that of status. Only the fact that so 
many of them are talented students of the Prophecy 
prevents more tradition ·bollnd dragons from dis­
missing them utterly. 

The ot her dragons of Argonnesscn ignored the 
Tapestry movement until the first appearance of 
dragonmarks 011 humanoids-an e\'ent that dragons 
of the Tapestry had been predicting for years, E\,en· 
tUlIlly. convinced by their accuracy in interpreting 
the Prophecy. the Conclave allowed these dragons 
to observe .. nd e,"en innuenee e,"ents bcyond Argon· 
Ilessen in the form of the organil.ation known liS the 
Ch .. mbcr. 

The Tapestry has a far looser social structure 
than other domains: a dragon's standing is based 
more on its ideas and ahilities than on age or blood­
line. Despite their imerest in the dragonmarks, the 
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dragon .. of the Tapestry still con~lder other creillllres 
to be beneath them. The humanoids of the Tapestry 
arc no more than second-class citizens. 

The Crystal library of Azalakardon: The blue 
dragon Ai'-<"l lakardon was one of the greatest students 
of the Prophecy. but he grew paranoid and reclusive. 
Tales say he unearthed knowledge that slowly drove 
him mad. \o\fhale"er the [ruth, Aza lakardon is long 
gone. 1 lis library. said to be olle of the greatest reposi­
tories of both arcane and Prophec)' lore. lies hidden 
by epic magic. waiting to be rediscovered. 

Vorel'Arux: The Val1ey ofBeau!y is the physical 
and spiritual heart of the Tapestry. \-Varded by great 
magiC to prel'ent divination. the valley is a meeting 
place for the dragons of the Tapestry. although none 
nwkc it their permanent home. 

nlE THOUSAND 
Draconic culture was built upon the Thousand 
Flights of Argonnessen. This region, which has the 
longest history and is as tradition ,bound as the Light 
ofSiberys. boasts lairs and lore reaching back to 
before the Age of Demons. It's also the hearl of the 
religion ofThir.the ancestral home of the greatest 
dr:lconic lines. and the domimlllt force in the Con­
clave :lnd its politics. 

The dragons of the Thousand arc divided into 
extended families called nights. <lnd each rules its 
own territory. \\lith very few except ions. status is 
determined by a combination of age and the va lue 
of a dr:lgon's hoard. The eldest living member of a 
flighl scn'es as its leader and assigns duties. decides 
who speaks for the night at the Conclave, and makes 
decisions on aU other such matters. Each Oight is 
self-sufficient. except for occa .. ionaltrade, and must 
remain so or else slowly die ofT. 

To weed OLLt the wenk :!nd teach young dragons 
the realities of the world. all dragons of the ThOll ' 
sand mllst spend nfty years either dwelling in the 
Vast or serving in the Ught ofSiberys. The most 
favorcd nondragons :Ire ret:liners for a particular 
dragon or flight. as their ancestor .. have bcen for 
gencrations. wlli Ie ot hers a re serfs laboring 011 

behalf of their "'yrlll O\'crlords. In some particularly 
hidebound domains. nOlldragons :Ire ullwelcome 
and exec uted on Sight. 

The Thousilnd Flights rcpreserUs traditional 
dragon culture- one of pOWN. greed. ilnd arrogance, 
but also of ancient knowledge and evcn older pride. 

The Face of [berron: This sculpture of a dragon's 
head measures three miles from snout 10 horns. Some 
priests ofThir belie\'e it to be the head ofEberron 
herself and awail the day she speaks her will and 
knowledge for all 10 hear. 

The Great Eyrie: This mountain. an artificial 
monolith erccted through ancient magic, is the mcet­
ing place ohhe Conclave. \Vhen the Conclal'e isn't in 



session. it is occupied only by the giants and golems 
that maintain it. 

The Valley ofthc Threc:This valley is the 
primary !>hrinc of the Thir religion and contains 
enormous idols of all the dragon deHies. arranged 
in a circle. Eaeh idol is covered in enough gems and 
precious metals to buy GaUfar whole. Smaller. poorer 
scu lptures of the So\'ercigns sit at their feet. This is a 
holy site for the dragons of Argonnessen. and many 
make pilgri ll1i1ge~ 10 worsh ip or to learn from the 
priests who dwell here. 

THE VAST 
For dragons who wish to make their own rules. there 
is the Vast. Ilere. dragons do what they like. when 
they like. and to whol11 they like. as long as they're 
st rong enough to do so. For SOl11e. the Vast is a provo 
ing ground in which they dwell on ly long enough to 
ea rn respect: for others. it's home. 

Dragons slrong enough to hold territory in the Vast 
arc called dOlllin ion lords and rule their domains 
as they see fit. Younger dragons obey. depart. or die. 
\'olldragon servants arc considered an extension 
of their master's hoard. to be bought. sold, traded, 
protected . stolen. or destroyed as the dOlllinionlord 
chooses. [n some cases. generations of servants have 

served the s..1me dominion lord. worshiping that 
dragon as a dcity. Draconic rivalries in the Vast can 
stretch for decades or longer. and although bloodshed 
is common, games of deception and espionage arc 
more frequent sti ll. 

The dragons of the other territories appreciate 
the Vast as a proving groulld or:l place of exile, but 
they hold liUle respect for those dragons who choose 
to dwell there perlll:lnently. seeing them:ls undisci· 
plined al\:lrchists, 

Fang Crater: This blasted cratcr is a field of glass 
and shattered rock hund reds of miles across. It's the 
site ofa great planar inc ursion that occurred in the 
ancient past. and it is still a potent manifest zone to 
the elemental fury ofl'ernia, 

Totcm Beach: Ily rar the mOSt accessible landing 
poillt 011 Argonllessen is at Totem Beach, Il ere, great 
monolithic dragon scul ptures gaze down at all who 
wOlild enter their land. The Seren barbarian tribes 
come here fre(lliently, \'iewing the monoliths as holy 
idols. The tribes doesn't hesitate to slay outsiders who 
would defile the site with their presence. 

lo'LOKAR 
City of Knowledge; Population 46,000 

An experiment started 3.000 yea rs ago by a small 
cadre of dragons known as the Warders, lo'iokar 
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and its ruined sister cit}' of lo'''akas are considered 
myths even by many inhabitants of Argonnessell. 
and are rarely heard of at all beyond the continent. 
Ilurnanoids of nea rly all known races. brought 
together b)' the Warders and allowed to dC\'e\op on 
their own with only moderate dracon ic interference. 
arc 10'lokar's sole inhabitants. The city is protected 
by great magic wards. and man)' ofil s residents arc 
potent warriors or casters. The city is as rich in magic 
as Sharn though fa r less ostentatious. lacking such 
obviolls wonders as floating towers. Many dragons 
still desire the destruction ofl o·lokar. begrudging its 
population even the modicum of draconic magic and 
knowledge granted to them by the Wilrders. but the 
c ity's wards and isolated location hill'e kept it safe. 

POWERS Of ARGONNESSEN 
Argonnessen bousts a great many fact ions and 
powcrs. The four greatest organizations on the cont i­
nent arc described below. 

THE CONCLAVE 
The Conclave is the ruling body or Argon nesse n. 
made up of elder members of night s und dornains 
from across the continent. It meets once every 
decade. with emergency meetings called ilS needed . 
to discuss subjects such as Illilitary mailers. interprc­
tations ofProphcc)'. and the enforcelllent of tradition 
and law th roughout Argonnessen. 

THE EVES OF CHRONEPSIS 
One hundred rift)' dragons choscn by the Conclave 
are responsi ble for overseei ng draconic behavior 
th roughout all of Ebcrron. Answerable only 10 one 
another and not even to the Conclaye. the Eyes of 
Chronepsis arc the judges and executioncrs of any 
dragon who threatens the stability of Argonncssen or 
the flow of the Prophecy. 

THE LIGHT OF SIBERYS 
The armies of Argon nesscll eschew typical draconic 
solitude in favor ofintricate milita ry tac tics and 
overwhelming force. The Light ofSibcrys operates in 
squads as sma II <IS three dragons or as large as legions 
consisting ofhund reds of ",yrllls. Members a re 
tasked with prolCc ting Argonllesscn and maintaining 
the prisons oft hc fiendish ol'erlords. but they occa­
Sionally conduct offcnsh'es beyond the continent 's 
borders when thc Conclave (or the leaders of the 
Light) dictate it. 

THE CHAMBER 
The Chamber is a loose allia nce of mostly younger 
dragons who seek 10 gU ide and manipulate thc 
younger races in pu rsuit of spcc Hk outcomes of the 
Draconic Prophecy (sec pagc 15). 
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CLAWS AND rANGS, 
HANDS AND EVES 
Hcligiolls cu ltists, household slaves. operath'es of 
cabals such as the Chamber- I here arc far more 
humanoid servants of dragons in the world than 
there arc dragons themsclves. Those presented here 
represent the most common (a nd SOI11C of the m oSI 

infamous) dragon scn 'ilOrs. 
Sercn Barbarians: The humanoid tribes of 

Scren worship the dragons as god s. They arc fiercely 
devOied to thei r faith and 10 keeping Seren and 
the northwestern beaches of Argonnesscn free of 
i1waders. 

Ancestral Vassals: Members of some dmgonborn 
bloodlines believc that they are descended directly 
from speci fic dragons and devotc themselvcs to 
zealolls. lifelong service to those dragons and their 
desce ndants. Although this beliefis queslioned by 
some c rit ics. Illany dragons encOllragc it . 

The Talons ofTiamat: The Daughter of Khyber 
stirs in her prison. and her drea ms corrupt the minds 
of the waking world. 

The Talons ofTia ruat is the grcmest of her cullS. 
It is led by dmgons (some of whom arc physicillly 
warped). but its ranks cont a in dragonspawn. human· 
oids. a nd e,"en demons. Many of its humanoid 
members ha\'e been mystically infused with dra· 
conic. fiendish. or a rca ne abilities Ihat ha\'e warped 
them as well. 

DRACONIC SERVANT LORE 
History or Religion DC 25: Man), of the humans 

and dragonborn of Argonnessen. and particula rly 
those from the islc of Seren, worship the dragons as 
gods. These tribes arc lruly vicious when it cOllles to 
defending the ir territorics. 

Dragonborn don't worship the dragons as gods. but 
they a rc f.m<llica ll), loyal 10 them. Some believe that 
t he dragons arc I heir di stant anceslOrs. 

History or Religion DC 30: The Talons ofTiamat 
is a cult of mad dragons and humanoids devoted to 
Tlamat.thc Daughter of Khyber. It 's said that Tiamat 
can see through the eyes of any cvil d ragon. and that 
any of her cu ltists can commune with her. 

USING DRACONIC SERVANTS 
The Serelt barbarians arc likely adversa ries of the 
PCs because oft hc ir effort s to keep groups from 
landing on Argonnessen (or escaping. if those groups 
r<lided an Argonnessen trcasure). They cou ld be long­
ter m adversaries in cx ploralOry or surviv<ll·based 
adventures. or even allies against mutual enemies. 

Servants of individual d ragons. such as the anccs· 
tra l vassals, are allies or enemies of the PCS based 
entirely on the goals ofthcir masters. 



The '1:,lons cult rnakt's an cxcelle nt long.term 
ad\'crsary. Its goals Can ra nge frolllihe simple acqui· 
silion of Ire as ti re or polilical power 10 Ihe strangest, 
maddest objecth'es of a Khyber cult . 

You can also usc these NPCs as models 0 11 which 
10 build ot her. similar characters. 

Seren Dragon-Cull Barbarian level 14 Brute 
Medium natu •• 1 humanoid. human XP 1.000 

Initiat ive +10 Senses Perception +12 
HP 171 ; Bloodied 85 
AC 17: f ort itude 28, Renex 25, Will 26 
Saving Throws +2 agalnU fear effeo::u 
Speed 6 
:D War Pick (standard: at-will) + Weapon 

+17 vs. AC: 2d8 + 7 damage(crlt 2d8 + 23). 
@ HurlingAxe (s tandard:a t.wlll ) + Weapon 

Ranged 5110: +17 vs. AC; 2d6 + 7 damage. 
+ Pounding Tide (sHllldard: reqUires a war pick: at-will) + 

Weapon 
+17 vs. AC: 2d8 + 7 damage (c rlt 2d8 + 23). the barbarian 
pushes the target 3 squares. and the barbarian shifts 3 squares 
into a square that Is adjacent to the target. 

Alignment Unaligned l anguages Common. Draconic 
Str 24 (+14) OuI6 (+10) WIs20 (+12) 
Con 21 (+12) Int 10 (+7) Cha 12 (+8) 
Equipment hide armor, war pick. 1 throwing axes 

SEREN DRAGON-CULT 
BARBAR IAN TACTICS 
The barbarian charges his foes and ocals Ihe li fe out 
ofl hem. using poulldi ll8 fide to separale weak targels 
from their guardia ns. li e isn'l a subtle wa rrior. 

Ancestral Vassal levelll Elite Soldier 
Medium n.1Iur,,1 humanoid. dr.1Ronborn XP 8,100 

tnl tl" tlve + 16 Senses Perception +I S; low.light viSion 
HP 418: Bloodied 209 
AC 40: f orti tude 37, Refl e. 36, WUl lS 
Res ist 15 lightning 
Saving Throws +2 
Speed 5, ny 4 (clumsy) 
Action Points 1 
::D Short Sword (standard: at·wlll) + lightning, Weapon 

+29 vs. AC: 3d6 + 8 damage plus ld& lightning damage. and the 
target Is marked unt il the end of the vassa l's next turn. 

(D Crackling Claw (standard: at·wlll ) + lightning 
+29 vs. AC: 2d6 + 8 lightn ing damage. 

+ Dragonblood fury (s tandard: at·wlll) 
The vassal makes both a short sword attack and Oil crllddlna dllw 
attack. 

.j. Bloodied fllry (free, when firs t bloodied: encounter) 
The vassal makes a dmgonblood fury attack agains t an adjacent 
enemy. 

~ lightning Breath {standard: recharge lll + lightning 
Close blast 3: +25 vs. Reflex: l d6 + 8 lightning damage. 

Impetuous Spirit (ImmedIate reaction, when an enemy leaves a 
squaTe adjace.n to the vassal; al-will) 
The vassal makes a melee basic attack against the triggering 
enemy. even If the enemy Is Shifting. 

Martial Recovery (free. when the vassal misses with a melee 
attilck; recharges when the vassa l uses Imp~UsOus spirit) 
The vassal makes another melee allack against the same Ia.get. 

Alignment Unaligned 
Skills History +25 
Str 27 (+19) 

Languagu Common. Draconic 

Con 25 (+18) 
De- 16 (+14) 
Int 14 (+18) 

Equipment scale armor. short sword 

Wis 19 (+15) 
Cha 21 (+17) 

ANCESTRAL VASSAL TACTICS 
In melee. the vassal focuses on one foc al a time. 
l ie uses lin ll/ ll illa bremh against foes who refuse 10 

approach hi m. 

Talon ofTlamat level 17 Controller 
M .. dlum na tur,,1 humanOid XP 1.600 

Initiat ive +11 Senses Perception +10: low-light vision 
HP 165; Bloodied 82 
AC 31: Fortitude 28, Refl ex 30, Will 10 
Resist 20 lire 
Speed 6 
<D Dagger (standard: at·wll l) + Fire, Weapon 

+22 vs. AC: ld4 + 5 damage plus 2d6lire damage. 
@ Burnlng Blood Splule (standard; at·wlll) + Acid 

Ranged 10: +21 vs. Renex: 2d8 + 7 ad d damage. 
:,- Corrupting Blood (standard: recharge 6 l!l + Charm 

Ranged 12; +21 vs. Will: Ihe target Is dominated (save ends). 
The talon of Tlamat can dominate only one creature at a lime. 
Aftereffect: The target Is dazed (save ends). 

:,- Corrupting Soul (standard: at·will ) + Psychic 
Ranged 12; targets a crea ture dominated by the talon; +21 vs. 
Will; 2d8 + 7 psychic damage. 

~~ Geyser of Blood (standard: encounter) • Ad d. Zone 
Area burst 1 within 20; +21 vs. Renex; 2dl O + 5 acid damage. 
and ongoing 5 acid damage (save ends). Eff« t: The burst creates 
a zone tha t lasts until the end of the encounter. Each creature 
other than the talon of Tlamat that staru its turn within the 
zone blls prone. 

<~ Burning Blood Spray (standard; recharge ill + Acid 
Close blast 1; +21 vs. Refl ex: 3d8 + 7 acid damage. and the 
ta rget Is blinded until the end or the talon 's next turn. 

Alignment Evil languages Abyssal. Common, Draconic 
Str 20 (+13) Dex 17 (+11 ) Wls 14 (+ 10) 
Con 21 (+13) Int 24 (+15) Cha 20(+13) 
Equipment dagger 

TALON OF T IAMAT TACTICS 
The ta lon opens bailIe wit h 8e)'SI.'r of blood. hoping to 
impede as Illany foes as possible. She uses corrupl­
iU8 blood ea rly. hoping to turn one of her foes against 
the ot hers. After that. she foc uses 011 keeping her 
dista nce and whitt li ng her enemies dow n. allowing 
all ies to take all the risks. 

A target killed whi le dominated by the talon of 
Tiamat doesn't d ie. Instead. its sou l is enslaved to 
Tiamat, and Ihe creature develops an unswerving 
religiOUS loyalty 10 the ta lon. Only Ihe ta lon's deat h or 
a HCll1o\'e Amiclion rilllal cast by someone of h igher 
Ic\'el lhan the 1:l lon can end thh ensla\'e ll1elll a nd 
domination. 
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SARLONA '. { 
• . ,~! 

Surlona is a land deflned by millcnni<l of war. ralll­
P:UlI magic. human cxodu!>. and ulicn oppression. 
Even these paillls of reference arc pieced IOgclhcr 
from legends or spcculalion. Every bit of inform:ll iOIl 

aboul Sarlona has a diflcring COulltcrpan or an OUI­
right contradict ion. 

LORE OF SARLONA 

ARCANA 
Arcana DC 20: A land OUI of pi :ICC imd pre­

carlollsly balanced in reality. Sarlollil is home to 
uncontrolled planar effects like 110 0\ her rcalm ill 
Ebcrroll, Breaches. nl<lnifcs\ zones, and reality storms 
t hal temporarily alter I he landsc:lpc arc common. 
Thc IUcdrans have managed \0 protect Hiedra from 
the worst ofthesc. making places they call"wild 
ZOnes" or "w ild rc~n'csM by walling off vast tracls of 
land tainted by planar energy. 

Arcana DC 15: Sarlona appears to be part of 
Eberron. yet outside it. The Draconic Prophecy holds 
litt le innuC'llce Ihere, excepl in Adar, No dragon· 
marb appear in Sarlolla. and no dragon .. hards arc 
found 011 it s surface: only Khyber shards. though 
scarce. can be found at all. 

NATURE 
Nature DC 10: Sarlona . the birthplace of the 

human race. is a conti nent slightly larger than Khor· 
vaire. It has all types of terrain. including t he vast 
Tashana Tundra. the plains ofSyrkarn. t he towering 
mountains of Adar. and t he desert of Riedra. The 
wemher on the continent is 1l1Irsher than that ofKhor· 
\'a irc. wit h terrible storms often focused on J\dar. 

RELIGION 
Itcligion DC 20: As the original homc ofhlllmm· 

it)'. Sarlona is also where the worship of the Sovereign 
Il ost and the Dark Six is thought to have begun. 

-
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R1EDRA '. { . .', . 
Monolithic Riedra. also ca lled the "Land of Unit)''' 
and the "Land of the Inspired." now st1l11(\s where 
oncc rmlll)' human nation .... quabbkd for power. 
ltiedra is ruled by the quori- spirit.., of nightmare who 
reached out from Dal Quor. the Itegion of Dreams. to 
dominate Sarlona through psioniC obfuscation and 
cOl\lrol. Although Riedra :tppt.~ars to be peaceful and 
orderly. this image is a lie perpetrated by the quori. 
who possess the Inspi red leaders of H iedra. 

LORE OF RI EDRA 

ARCANA 
Arcana DC 20: Hiedrims enjoy cOlwenienccs p(m 

ered by pSionics through towering monoliths of crystal 
:md metal that cO\'cr the 1:111(1. Manyofthesc benefits 
re~ell1b le the e\·eryday magiC ofKhorvaire. The mOI1O 

lilbs also broadcast telepathlc messages. providing 
news. encouragement. and Instruction to t he populace. 

Arcana DC 25: The monoliths scemto be foca l 
points for the psionic p0lI'ers of the Inspired ilnd the 
Cho'ien. A Chosen is one who can be a \'esscl for an 
enlightened soul. becoming one of the Inspired when 
stich a soul enters his or her body. 

Arcana DC 30: The m(Jn(J[ith~ <lIsa a llow the 
Inspired to control cmotions. innuence thoughts. and 
sIt:! pc d rca illS. 

HISTORY 
History DC 10: Sarlona "'OIsonce ruled by mili· 

tarist ic city·stOlles that became a do;-;en nations. only 
10 shaller again and agOlin-<I period known as Ihe 
Sumlering. Theil Ihe Inspired appeared. uniting or 
conqucring these warring states. They established the 
nation ofHiedra and launched ilthousand·year period 
ofpeilcc ilnd isolation known as the Age ofUllity. 

History DC 25: Hiedr:ms h:lve few freedoms. 
living according to the \\'111 of the Inspired . This will 
dictiltes all aspects of Hied ran life. incliiding cducil ' 
lion. livelihood. and mOlrriage. Those Hiedrans who 
violate the social order often disappe<lr ... fore\'er. 

History DC 30: While creating Riedra.thc 
Inspired stamped out all opposing belief systems and 
magical tradit ions. and they subjugated or destroyed 
non humans. They consolidated Ihc population into 
huge cities. abandoning inhospiwble lands. Those 
who wou ldn't submit were forced into the 1110st deso· 
100te pa rts of Sarlonli. Ot hers ned to Adar or Khor\,i1 ire. 

RELIGION 
Religion DC 20: The Path of Inspiration is the 

prescribed faith of the Hiedrill1 people. Hicdrans 
show no interest in other creeds. imd proponents 
of other religions arc nOl welcome in Riedra. The 
Inspired teach that spiritual enlightenment can be 
gained O\'er the course of nmlt iple lifelimes. The 
enormous monolit hs of RiedriJ :Ire re\'ered as centers 
of spiritual power. 

Heligion DC 25: HicdrOlns believe that enlight­
ened "Ollis gUide the Inspired. All other gods and 
spirits arc thought to be misguided or el'il. and Ric· 
dmns fear their innuence. Nonhumans have souls 
thai haven't advanced far enough on the Palh of 
Inspiration. but sllch creatures c:tn still progress by 
scr\'ing til(' Inspired. Loyal sen icc call mean reincar· 
n:ttiol1 as il lm man for a nonl1l1l11al1. or asone of the 
Chosen for a human. 



Religion DC 30: The Inspired deal regularly with 
the quorl ofDal Quor. [t is rumored that they a llow 
these beings to possess their bodies in exchange for 
power. 

STRHTWISE 
Common Knowledge: Hicdra isolates itsclffrom 

the out side world. It ~ Imposing rulers. the Inspired. 
hold sway over the nm ion. Thc~e I nspi red keep mOM 
of their land closed to outs iders. 

Street wise DC 20: Hie<lra's go\'Crnmelll has 
amlxtss..1dor> and property in Khorvaire. as well as 
holdings in Xl'II'drik. [{iedrans trcat the Inspired as 
living deities guided by enlightened souls. The Inspired 
enforce strict laws. but no singlc Inspired holds abso· 
lute aut hority in Hicdra. These leaders instead follow 
a hierarchy ofpccrs, similar to the lords and ladies of 
Khon'i1irc. Somc Inspired h;l\'c more authority than 
others. but 1I0ne acts as a lllonarch ofRiedra. 

Sireetwise DC 25: IUed rans [h'e their daily lives 
by the tenets of their religion. which dict:lles industri· 
ousness. honesty, and de\'otion to the Inspired . They 
reside communa lly a nd li"e by a strict moral code. 
They ilTe highly contented in their livcs. 

Nonhumans arc second·class cit iLens in Hicdra. 
t hey Gin ea rn a higher stmio., only by sl'Tvi ng in 

difncuh role .. , such as the military. Thus. shifters. 
changeling ... and ogres make up much of the IUedran 
miliwry. a lthough the oincers arc always Chosen or 
Inspired. 

Most IHcdrans view foreigne rs with a mix of dis· 
dain and pity. lor lIon·Hieclrans lack thc gU id ance of 
the Inspired. Hiedran~ arc ncccpting of the divine 
guidance of the Inspired: dissent. c rime. and hard· 
ship arc a lmost unhea rd of. 

SETTLEMENTS 
AND FEATURES 
j\1 assi,'c metropolises called bas tion cities make up 
the majority of the sculeillents in Hiedra. \,vith the 
population collected under the watchfu l eyes of the 
Inspired. these cities arc major military and indus· 
trial centers. and each has a staggering populat ion 
compared to their Khorvairi:1n counterparts. Small 
satellite scttlcments supply each c ity's basic needs. 

Ba~tion cities have concentric wards divided into 
districts bascd on indust ry. Each d istric t has central 
facilities for its industry, hOllsi ng for its workers. and 
an assembly hal1 ncar lhe district's monolith. Many 
IHedrans never lem'e their distr ict. 
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Bastion cities look as if they were blown from col · 
ored glass rather than bui lt. Complex pallerns within 
their walls and bUildings glow with inner ligh!. 

E"cry bastion city has a psionic tdeportation circle 
for the Inspired to use. 

Fortresses: Mililary forces arc located in e"ery 
bastion city. but the Inspired also maintain military 
OUlposts on every Hicdran frontier and near every 
important resource. Numerous citade ls exist along 
Ihe Adaran border, housing vast Ilumbers oflroops 
that constantly patrol lhe Hicdran periphery, Psionic 
Icleporlalion circles link many oflhcse keeps 10 bas· 
lion cities, making the movement ofpcrsonnel and 
supplies easier. 

Monoliths: E"ery cily has at least one huge 
monolith. A monolith Isa holy .. ile for the Path of 
Inspiration . a center ofpo\\'er for the Inspired. and an 
energy conduit for powering psionic conveniences. 

DAR JIN 
Primal"Y Riedran Port City; Population 400,000 

This massive metropolis extends for miles alollg 
Ihe eastern coast ofHiedra on the Barren Sea. The 
city contains six huge districts. These districts would 
be nve perfect circles cenlered on the city's inner 
fortress, blilihe outermost circle is broken in half 
where it meets the coast. Therci nlies Da r Jin's foreign 
(1lIllrter (Ihe J hod ra). foreign ha rhor (11 .lrbor ofTr.1 n· 
(Illility). and a harbor for IUed ran sh ips and business 
only (ilarbor ofTureya). 

Da r Jin is Hiedra's biggest and best·known port. 
Ilere. ships come from Hiedran hold ings in Xen'drik 
and from Khorvaire. Travelers who have business 
in Hiedra cOllle to Dar Jin nrst, :tnd few need 10 go 
farther. Foreigners aren'l allowed to 1ca\'e the foreign 
quarter without permission and proper papers. and 
1110St have no need 10 do so. since the dragon marked 
houses' Olltposts proVide all the comforts ofKhorvair­
i:m civilization. A large conti ngent ofHicdran soldiers 
maintains a highly visible prescnce in the city and 
keeps the peace. Criminal activity usually results in 
deportat ion or execut ion. 

PLOTS AND 
ADVENTURE SITES 

DiSSidents: Some Hiedrans suspect the truth of 
the Inspired and rebel againsl lhem. Others find the 
lure of ancicnt magic, lost rel igions. :tnd bygone tradi · 
tlons 100 strong 10 resist. Desire for power. wealth. or 
olher worldly pleasures draws ot hers away from the 
Path of Inspiration. 

Many dissidents lire \'ill:lil1s. suc h as the Dream 
Merchants. who ply the n:lrcotic dream lily across 
the world. The Path oflnspiratlon teaches that 
those who stray from it lire damned, so numerous 
dissidents believe that morality no longer mailers. 
Meddling with forgollen magiC corrupts others. and 
some "rebellious" groups :Ire, in relliity. fronts for 
Inspired plots. 

Edgewalkers: Ried m's wild zones spawn terrors 
that wou ld cause a typical Hiedran 10 die affright. 
As they consolidated power. the Inspired recog· 
nized that they would need an elite cad re to protecl 
Hiedra from extraplanar threats. Those brave souls. 
known as Edgewalkers. nght all sorts of monsters on 
the Hiedran frontier. Among Hiedr:tns. they're the 
best equipped to learn the truth :tbout the Inspired. 
They're also the most li kely to be infected with super· 
natmul evi l. 

Heirs ofOhr Ka luun: The Inspired tried 10 

wipe arcane magic from Sarlona. They failed. and a 
secret cabal still lurks in the hearl of the land of the 
Inspired. Although those who oppose the Inspired 
might consider th is turn of events a good thing, the 
li cirs ofOhr Kalulln :tre anything but good. 

Wizards and priests offell power ruled the ancien! 
Sarlonan kingdom orOhr Kaluun. forging pacts with 
evil forces thaI turned them Into the race oftien ings. 
The ilcirs ofOhr Kaluull delve into the remnants 
of this sin ister power. Members, many orthem tief· 
ling desccndants of t he ancient ru lers. use whatever 
means thcy can to elevate and prOleclthemsclves, 
and 10 harm the Inspired. Any d:tnl:tge to or corrup­
tion ofinnoccnt creatures is oflittle concern to them. 

THE TASHANA TUNDRA 
Frigid beneath a Vilst sky, the taiga and grasslands of the 
Tashana Tundra support nomadic tribes of humans and 
shifters, including the oldest shifter nations on Eberron. 
Goliaths and dwarf clans as ancient as those of the Mror 
Holds call Tashana's mountains home. None of these 
people bear any love for the Inspired. Tashana is also host 
to the Illost violent planar upheavals In Sarlona. 

The Kalaaks: longstanding rumors say that a rakshasa 
rajah. one of three In Sarlona. sleeps below Tashana. The 
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savage Kalaak barbarians might be evidence of this 
fact. like the Carrion Tribes of the Demon Wastes, the 
Kalaaks are Inhuman In their savagery and have dealings 
with flends. 

Whitetooth: At the mouth of the Tnki River is the port 
of Whitetooth. Once a communal meeting place for the 
Tashanan tribes, Whltetooth became a mercantile center 
when lhazaar traders discovered magical properties in 
Tashana's minerals and herbs. 
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Hcscmbling a land plucked from an ele mental real m. 
Adar rises likc a lVali arrock in southern $:lrlon3 . 
This hostile land has always supported Iwrdy folk. 
and it has long ucen the dwel ling place of lhose who 
couldn't find accepta nce in other reaches ofSarlona. 
;\low ie's the home of the kalashtar. who wish to 
throw down the nightmare age afOul Q UOT and the 
Inspired of Hicd ra alol1g with il. 

LORE OF AnAR 

ARCANA 
Arcana DC 20: Adar has strong connections to 

the plana r realms ofLamannia :md Kylhri. These 
connections could explain Adar's strange weather. 

Arca na DC 25: Some great magic prc"cnls magi· 
calt ravel into and out of Adar. 

Arcana DC 30: }\ psionic shroud covers Adar. It is 
believed Ihat Adar's leaders created Ihc shroud as a n 
additional means of protecting the area rrorn the the 
intrusions orthe Inspired. The shroud is sa id to pre­
\'e lll travcl rrom other planes illio Adar and hinder 
mtempt s 10 lise scrying rituals on people and places 
within it s la nds. 

HISTORY 
History DC 20: Hiedra docs 1101 welcome the dis­

Sidents or Ada r. and has closed its borders to that wild 
'Irea. The kalashtar explain Ihat Adar means Mreruge" 
in the Hiednln tongue. The kalashtar knowthm the 
Inspired .llm to a nn ihilate their race. but the ror­
midablc terrain . su pernatural wemher. and Adaran 
guardians kee p the Hiedrans at bay. The strongest or 
these gUil1'dians gather in temple-keeps. which il re 
hidden ciwdels ded icated to martial training. arcane 
practice. mental powers. and the Path orIjght (see 
page 255). 

History DC 25: Adar is a spa rsely popul:lted 
nat ion or those desccnded rrom ex iles. mystics. and 
hermits, as wel l as hardy mountain tribcsrolk. No 
cent ral authority rules the MLand or Heruge.M Each set. 
tlement has:1 council or ciders who sec to Ihe needs 
onts citizens and the derense or Adar. Each cOlL ncil 
comlllllnicmes with the others and offers a id whcn 
needed . 

Kasshw Keep. thc most prominent tcmple-keep. 
houses an order known as the Keepers orthe \Vord. 
rhe Keepers maintain ancient magical tradi tions 
from Sarlona's past. but their citadel includes magi­
cians or other trad itions. The Keepers ha\'c spread to 
other temple-keeps to prevent their ways from dis:lp­
pea ring ifKasshta ever ra lls. 

Elders ort his order rorm the Council orthe Wise 
and have always been considered the spiritua I leaders 

orthe land . The head orthe order is ca lled the Speaker < 
orthe Word and is the most innuent ial being in Adar. Z 
The current Spe'lker is Chanaakar. a human. C 

NATURE 
Nature DC 20: Mystics and hardy mou ntain 

people inhabit Ada1'. a storm-beaten, mountainOIlS 
land. Allar is also tile original hOllle or!lle kalashtar. 

Nature DC 25: Adar's geography and lI'eather 
aren't natural. As ir some supernatura l rorce raised 
the la nd rrOill the ocean n oor.the coast Is a line or 
sheer cliffs a mile high plunging into a sea rull or 
hidden stolle spires. Although Adar has pleasant. rer­
tile valleys. most ort he land is ariel. The wind blows 
consta ntly. and rerociolls storms 'Irise suddenly. 

Nat u re DC 30: Adarans believe thm d ragons 
dro\'e Adar lip oul of the sea 10 bury a great evil. 
Ruins rrolll the Age ofOernons support this claim. 
Some dragons lin' among the highlands. and the 
greatest among them are cal led the Storm Guardians 
orKorrand:lr. 

RELIGION 
Re ligio n DC 20: The ka lashtar religion is ca lled 

the Path or Ugh!. It is the most innuential rel igion in 
Ad:lr. although a variety of other religions lire prac· 
ticed there. Adarans also revere their ancestors. but 
not to the s:nne extent as the Aerena l elves. 

SETTLEMENTS 
AND FEATURES 
In the highlands where the kalashtar originated . most 
live in sec ret temple-keeps or remote villages. The 
eight temple·kecps- Dvaarnava. Choza. IIaztaratain 
N!onastery, Kasshta Keep. Malshashar.ltuukosi. Shal­
quar. and Tashalmora-a lso house Adar's derenders. 

DVAARNAVA 
Secluded Port Temple-Keep; Population 7,000 

This temple· keep. a massive sea cavern on Adar's 
sout hern horn. is the only poi nt in all or Adar where 
ships ca n dock Stone spi res jut like teeth rrolll the 
ocean n oor near Ovaarnava, ronning a deadly laby­
rinth m:lde e\'en more lethal by Adar's storms. 

!)vaarnava's population li\,cs in high grottos sare 
rrOlTl the mging sea. The people gle:1t1 11 living rrom 
Ihe ca lm waters that nil the lower levels orthc cavern. 
as lI'eli as by rarming in areas where sunlight reaches 
through the cracked slone. A market (an unusual rca­
ture ror a temple·keep) generates a small amou nt or 
trade with travelers. 

Dvaarnava is olle or the rew places where people 
pass into and out or Adar regularly. Ships sail to and 
rrom Ardhmen (sec the Syrkarn Sidebar) :tnd points 
west. including Khorvaire. Most ship capt:tins know 
the way to !)vaarnavi1 . but rew arc willing 10 sai l there. 
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K ASSHTA KEEP 
Renowned Temple-Keep: Population 18,000 

This fabled fortress. known ('\'en in Hiedr" and 
Khorvilirc ilS the home of the mysterious Keepers 
of I he \Vorel. lies in northwcstern Adar. All Adarill1S 

know it as the place where the kalashlur 'I~'lral:li passed 
frOllllhe world in her sialld against the Inspired. 

Carved from the heart of a mountain,lhe forlrcs~ 
has an Quler f.,cc SCI into il cJifT ,holisilnds arrect 
above the Kasshta Hi\'(~r.looki lllg wc~lward inlO 

Syrkarn. Ships from the rh'cr call be ferried by magic 
lins to a magically maintained lake ncarly a mile up 
the clifT. Frotlllhc cast. overland routes converge to 
form a trai l tha! winds to Kasshta's great gate. 

The keep is frequently engulfed by unnatural 
wcather, such as violel1l storms or mists arCing with 
lightn ing. 

Most of the keep's inhabitants live in subterrancan 
chambers. To illuminate thc dcpths, the Keepers of 
the \Vord created magic lights that nourish peoplc 
and plants as sunlight docs. Othcr magical effects 
keep Kasshta's air fresh and plcasant. 

PLOTS AND 
ADVENTURE SlITS 

Couatl a nd D ragon Ruins: Tumblcd ruins of 
draconic origin dot Adar, obvious cvidencc of thc 
wars fought during the Agc OfOCIllOI1S, Adarans 
avoid these ruins, al though many a rc sized for 
humanlike creatures and arc rumored to contain 
ancient treasurcs. Unknown to most Adarans, sorne 

SYRKARN 
Steppes, savannahs, and deserts punctuated by hills, 
mountains, and a few rivers and lakes make up the harsh 
terrain ofSyrkarn. Unnatural weather and roving planar 
disturbances reinforce the Inhospitable nature of the 
place. But life survives there nonetheless, in small villages 
and nomadic tribes. Most of the residents are ogres, goll­
aths, or humans descended from Rledran refugees. These 
races live and trade on the plains, in the mountains, and 
in pennanent settlements, interrupted by Intermittent 
intenribal wars usually fomented by the Inspired, 

Four kingdoms of old Sadona once claimed portions of 
Syrkarn. and yuan-tl ruled there before humans ever did. 
They named the land Syrkarn, and the remnants of their 
civilization linger among the ruins of the four kingdoms 
and those from the Age of Demons. Ancient lore suggests 
that a rakshasa rajah once escaped a prison in Syrkarn. 
only to be bound again, This legend, combined with the 
ruggedness of the land, explains why the Inspired never 
conquered Syrkarn, 

Ardhmen: lhazaar and Q'barran ship captains know 
the way to this lawless southern pon . Those who desire 
a way into or out ofSarlona can find it easily here. 
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orthese ruins arc inhabitcd by the shulassakar- a 
race of yualHi wit h brightly colored feathers. kin to 
the yuan·ti orK rezent (sec page 160). Servants or the 
rorccs that protcct Ebcrron from Khyber's demons. 
the shulassakar in the ruins work secretly to keep 
Adilr safe. and most who disco\'er them willingly join 
their mission. 

Korra ndar: Mighty Korrandar, the ta llest peak 
in Eberron and the holiest site in Adar, cuts into the 
sky like a massivc dragon's horn. Thc crag. midway 
bclwecn Tasha latora and Kasslna Keep. is frigid and 
mcrciless, and is usually shrouded in violent Slorms 
of CUlling icc .md snow, le'lring winds, lightning. and 
supernatur<tl forces. lis terrain is in hospitable at best. 
and made e"en worse by eldritch energy storms and 
planar breaches. 

Korrandar is home 10 the Storm Guardia ns. an 
ancient cab.1I of blue d r:lgons who watch over the 
mountain and protect its secrets, MallY belicve that 
Korrandar marks the resting place of a terrible 
rakshasa rajah, Others ha\'c had visions ofa weat her­
affecting drnconic artifact hidden deep in the 
mountain.lt·s possiblc that this device can aid in the 
protcclion of Adar. and the Storm Guardians might 
a llow Adar's defenders to access the device if doing so 
is in accord with the Draconic Prophecy. 

Hegard less of the truth of these stories. Adar:llls 
who Ih'c ncar Korrandar sometimes pray and give 
oITerings 10 the Storm Guardians in shrines ncar the 
base of t he mOl lntai n. The treasure storcs of Korr:lll­
dar must be impressivc indced. 
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THE lNSP1REU 
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The inspired arc the lords ofRiedra. They serve as 
hosts 10 immortal spirits, and through this symbiosis 
they gain access to pote nt psioniC powers. Ricd r:ms 
bclic\'c thai their leaders arc guided by ascended 
anccstors- a state to which all humans can aspire. 
Thc truth is somcthing diITerent. Thc Inspired arc 
\'essels of the (luori. nightmare lords orthc RegIon of 
Dreams. The quori seck to control all morta l drea ms. 
Ilms ensuring the survival of their nightmare rcalm. 
They ha\'e spe nt O\'er 1,000 years securing their 
empirc in Sarlona. Now they a re turning thei r g,IZC 

upon the dreams ofKhorvaire. 

LORE OF THE INSPIRED 

ARCANA 
Arcan a DC 20 : Members oflhc rttling class of 

Hiedra arc known as the inspired. Hiedrans belic\'e 
thai the Inspircd arc gUided by divine powers. und 
these individuals arc treated as living deities. 

Arca na DC 25: The powers displayed by the 
Inspired are psioniC in nature, not arcane or divine. 



Arca na DC 30: Some of the kalashtar followers 
of the Path of Llght claim that the Inspired arc pos· 
sessed by fiends and allied with the forcc known as 
the Drea ming Dark. Howevcr.becausc the In spi red 
ha\'e prm'en to be helpful allics in the aftermath of 
the war. few Khorvairians take these claims seriously. 

H ISTORY 
History DC 20: As Arcana DC 20. 
History DC 25: Throughout the reign ofGa lifar. 

the Inspi red remained isolated in Sariona. Over the 
course of the La .. t War. they made contact with the 
inhabitants of Khorvaire. providing considerable 
hu rnanilariall :lid :lnd assistance with reconstruction 
in the wake of the war. J nspired ambassadors can be 
found in all the major cities ofK horvaire; so far they 
have asked for litt le In retmn for their assistance. 

RELIG ION 
Relig io n DC 20: As i\rc:lll<l DC 20. 
Relig io n DC 25: i\~ Arcana DC 30. 
Relig ion DC 30: The Path oflll spi ralion holds 

that devoted work in life resu lts in reinca rnation to a 
higher station. The pinnacle of spi rit ual nol ut ion is 
10 become one of lhe il·altas. which is the Quod word 
fo r the spirits that :Ire s.'1id to guide the Inspired. 

GOALS OF THE INSPIRED 
The quori arc immortal. The death ofa host body 
drives the quorl within it b.'1ck to Dal Quor. and even 
if :I host is killed In DOli Quor. a quori is c\'entually 
reborn. Thirty thOU5.1nd years ago, after the connie! 
between Dal Quor and the gi:lIlts ofXen·drik. 0:11 Quor 
changed. becoming the nightmare world it is tocl:lY. The 
kalashtar believe that anot her change is com ing; they 
Ilrollhesize that the darkness will end and an age of 
light will begin. The ([lIori fear Sllch:ln evcllI.bec:luse it 
lI'ould Illeanthe rebirth ofl)a l Quor and a transforma· 
tion of all the spirits associilted with it. 

Dal Quor. also known as the Hegion of Drea ms. can 
be shaped by mortal desires. The quori believe that 
by cont rolling the waking world. they ca n prevent the 
wheel of the age from turning. Hiedra is the blueprint 
for this principle. Hiedrans are indoctrinated from 
childhood to be de"oted to their Inspired masters. By 
using the network of psi Ollie ally resonant monoliths 
~pread across Hiedra. the quori arc :lble to telepathi· 
cally determine the dreams of the Hicdran people. 
ensuring that the IHedrallS never dre:lm offreedom. 

Now the Inspired arc looki ng to Khor\'aire. They 
.Ire gaining a foothold in the Fh'e Nmions and earn· 
ing the trust of the people ofKhorvaire. They ha\'e no 
inte ntion of :ltl:lcklng d irectly. Illsteml . they intend 10 

Hike ad\'anwge of the chaos created by the wars and 
fe uds with in Khor\'<tire. Once the people ofKhor· 
\a ire destroy themselves. the Inspired will .. rrive as 
saviors and begi n thei r work. 

LIVING ON Two PLANES 
An Inspired exists in two worlds. The vessel for the 
spirit has a mind of its own. :lhhough the quori spirit 
is dominant when present. Hut at any lime. the quori 
canle:l\'e the host and return to D:l1 Quor. where it 
can discuss plans or share informat ion with other 
quori. It can C\'en return to Ebcrron in a different 
host body; as such. a quod might ha\'C a vessel in 
Hrelalld. one in Hiedra. and :lnother in Aundair. It 
lakes some time for a quori to develop the r:lpport 
with <t vessel that enables the use of the quori 's full 
psioniC abilities. Thus. the death of a host is a blow to 
11 quori . but it is not insurmountable. pes must lea rn 
to recognize an Inspired by its actions :l nd pcrsonal· 
ity rat her than by u filce. 
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FORMS OF INSPIRATION 
The Inspired arc bred to serve as hosts for the quori. 
bUI a (illori spirit can afTect the physic:!] world in a 
!lumber of ways. Ilere arc fOllr of tile most common. 

The Inspired: Over the courM' of a millenniulll of 
careful breeding. the quori have de"eloped a race of 
ideal hosts. These \'csscls (know n as the Chosen) arc 
mostly human, though their features ha,-c traces of elf 
and fiend blood that gives them ,m unnatural beauty. 
Each of the Chosen is lied 10 a particular qUOTi spirit . 
and the spirit can possess this host at any time: the 
host has no choice and no way to resist. Once first pos­
sessed. a Chosen becomes known as an Inspired and 
retains 1I1at stat us cn:n if the quod departs fOr a lime 
(only other Inspired \\'ould recognize the absence). 
While in the vessel body, the quori can make rull 
usc orboth its own skills and those orthe hosl. usi ng 
whiche\'er gives it the greatest adv,mtage. [t can 
111 .. 0 channel its psionic powers through the vessel. 
This makes the Inspired ideal hosts: however. their 
extreme beauty makes them sland out in Khorvaire. 

Voluntary Possession: The network orpsioni' 
cally resonant monoliths in Sarlona is draWing Dal 
Quor closer to Eberron, As a result. it has become 
possible ror a quori 10 possess any natural humanoid 
who agrees to let the spirit in. typically in a dream. 
The victim doesn't have 10 rully understand the 
conse(l uences orllis or her actions. but muSI know, 
ingly allow the spirillO enter his or her body, Once 
this is done, the quori gains ru ll control of the host 
and can remain until il chooses 10 leavc or is dri,'en 
out by magic. It can use the powers and skills or the 
hosi. along with its own skills. but it can't use ils own 
psionic abilities in the host body, Irthe quori leaves, 
the host has to give il permission to return. this time 
knOWing the result. 

Mind Seed: The 1II0st powerful quori are the 
kalaraq, They have the ability to devour Ihe thoughts 
or a Victim. slowly replacing !hm being's personal-
ity a nd rendering the victim a \\illing servant orthe 
kalaraq. The process is a mental diseasc thaI attacks 
the "iClim's will instead orthe body. II is used spar· 
ingly by the ka laraq, since I here have been incidents 
where the victim or a mind seed has gone rogue. 
Nonetheless. it's an effective means or placing a mole 
in an enemy organilation. 

Dream Manipulation: Dream~ arc powerrul. 
A demut priest or paladin l11ight be swayed by whal 
appears to be a divine message. Dreams can ruellm'e, 
ambition. hate, and olher elllotions, Although the quori 
can't rorce a "ictim to perform a particular action by 
manipulllting drellllls.they can plam ideas. and o\'er 
the long lerm. this device can be a powerrul toot. 

USING THE INSPIRED 
The quori are cautious and patient roes. They spent 
centuries conquering Ricdra. and Ihey are prepared to 
take an equally long time gaining control orKhon'aire. 
The Last War played to their ad,'antage, shattering 
peacerul Galirar and creating tensions and chaos. The 
(Illori would like to sec the "'<lr begin anew, !-Iowever. 
it is vita llhal Riedra be seen as a benemlent force. As 
a resu It. no Inspired ambussador engages in sinister 
actions. As rar as the world knows. the Inspired are 
generOliS all ies. helping Khormire recover rrom war. 

The qllori have agents who are act ively pursuing 
their agenda-the Dreaming Dark. Characters who 
challenge the Dark soon learn that all the Inspired 
arc allied with this rorce. but proving this ract is diffi· 
cult. The Inspired ambassador is a diplomat ror his or 
her nation and might assi .. ! the characters. even when 
both sides know the game the ambassador is playing. 

M1ND SEED 
This affliction. created by a kalaraq quori, acts like a dis· 
ease. except that the victim makes Wisdom checks in 
place of Endurance checks to recover. and the Heal skill 
can't be used to help someone who is afflicted with It, 
The Cure Disease ritual won't remove the effect. but the 
Remove Affliction ritual affecu It normally. No physical 
symptoms appear, and most victims dismiss the effects 
as the result of exhaustion and stress. 

When a PC succumbs to mind seed , several options 
exist for how to deal with this event. One method is to 

treat It like character death-the player must create a 
new character as though the afflicted character had died 
without hope of resurrection. Another method Is to let 
the player continue playing the character. but with new 
motivations hidden under the surface. lastly. it might 
be only a temporary setback; the player creates a new 
character to play unUllhe party finds a way to free the 
original character from the mind seed , at which point 
the player resumes control of the previously afflicted 
character. 

Mind Seed level 20 Dlse;)~e 

All imp/ullli'd quori rhoujJJlt slowly rakl'S rool lind 
8"'"'5 until d,e vicrim is (omp/erely umlrr ils (olllrol. 

The target is cured 
and gains Immunity 
to mind seed for 

CJ Init ial Effect: None. The 
target sleeps fitfully and 
has disturbing dreams. 

Attack: +23 '0'$. Fortitude 
Wisdom improve DC 30. maintain DC 22, worsen DC 21 Of lower 

m The target takes a -2 penalty to Will 
and to all skill checks due to poor sleep, 
difficulty concentrating. and general 
absentmindedness. 

Ct Final State: The target 
becomes a faithful 
servanl of the quorlln 
all things. 
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THE DREA'M1NG1 DARK 
~, . :~, 

The quori belic\'c Ihm they must conquer Ebcrron 
to preserve their world. ThO!oc publicly known as 
Inspired rarely engage in any wrongdoIng: they govern 
the people ofH.icdra ilnd ser\'e as charismatic em is­
saries to Khon'airc. Hut there arc other agems orDal 
QuaT whose actions arc secret and deadly. They serve 
the Dreaming Dark- the hidden hand of nigh un arc. 

LORE OF THE 
DREAMING DARK 
Kalashta r characters raised In a ka lashtar community 
automiltical1y know the following information. 

Arcana DC 30: Some mnong the kalashtar spea k 
of il force ofc\'illhey call the Dreaming Dark. The 
<lge nlS of tile Dark aTC similar 10 the Inspired lords 
ofRkdra- immans voluntarily possessed by spirits. 
\O I11 C oflhcir agents arc Hicdrans. btllihey also work 
to sub\'ertthe people ofKhorvalre. 

Religion DC 30: The kalashtar say that a COIl­

~ciousness denne .. Dal Quor. They ca ll it il-Lasllfamr. 
the great darkness that dreams. It is said that a host 
of nightmare spiri ts serve!> the great darkness. similar 
to the way angels ser\'c deities. This sinister cabal is 
),.,/low n as the Dreaming Dark. 

ORGANIZATION 
rhe Dreaming Dark is as e lusive as a dream. All 
it lakes is one person to submit to possession or be 
J JTected by a mind seed to give Ihe Dreaming Dark a 
loot hold in a new region. 

Lea ders: The leader of lhe Dreaming Dark is a 
powe rful ka laraq quori known as the De"ourer of 
Drell llls: he is Ihe oli ly bci'lgel'e r 10 have entered the 
hea rt ofU·tasIItCll'1lr and return. The Devoure r gUides 
the Dark from Oal Quor. I lis right hand on Eber· 
ron is the dorninatorTiraslwna. She is the foremost 
spreader of mind seeds among the Dark. and her 
works a rc spread acro!ioS the world. 

Headquarters: The Dreaming Da rk Is based in 
I}a l Quor. the Ilegion of Dreams. A quari ca n lea\'e 
J host ;md return to Dal Quor. For this reason. most 
of the quori's plans a rc laid in the nightmare rea lm 
I I here no mortal can spy upon them. They also have 
~trongholds in Hiedra and S<1fe houses hidden across 
the lI'orld . but si nce their method is 10 subl'ert other 
organil.ations.t hesc protections arc rarely necessary. 

Hie rarchy: The Dremning Dark has three levels of 
followers. At the top arc the (illori. The quori's ranks 
J re set by the De\'ourer of Dreams. and no quori ques­
tions the UVoice ofill./lshtCII'Clr." The nexllier is made 
lip ormortals who knowingly serve the Dark. and the 
1.I~t of mortals who have been I ricked into service. 
t.lch cell of the Dre;lllIlllg Dark folloll's its own path. 

Members: The quart that comprise the Dremning 
Dark have the !klme loyalty to their cause t hat angels 
feellOward the deities they serve. It i~ the reason for 

< 
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their existence. ;md thci r service is its own rewllrd. 0::: 
< They think that th rough thei r actions. they mighl pre· J' 

serve the existence of the entire quori host. Beyond 
that mindset. most quori a rc cruel spirits that enjoy 
playing with mortals. Their schemes arc ga mes meant 
to gil'c them a pleasant dh'ersion from immortality. 

The majority of the humans who knowingly serve 
the Dreaming Dark arc Hiedrans raised in ~shadow 
lines.~ Thcse individuals belong 10 r.lmiries dedicated 
to serving thc' Dark. They arc aware of t he nature of 
the quori. but knoll' nothi ng more abolll their maste rs 
or the goa ls of tltc Dark. Additionally, groups in Khor· 
vaire. and (,,'en a fell' rogue kalllshtar, have sworn 
themselvcs to the cause of the DlIrk. Some believe 
that the quori clln gr:lnt them irnmorwlity. Others 
lI'<lnt the psionic pOll'ers the quori bring. And some. 
of course, arc interested in t he wealth or i nnuence 
they can gain through their a llegia nce. 

Hut lIl<lny lIge nts of the Drea ming Dark never 
knoll' what they serve. Smne cou ld be gu ided by 
dreams. I:or example. a quori might usc dream 
manipulation to convince a cult of the Dragon Below 
to perform a particular act ion. Othcrs might be vic· 
tims of mind seeds. or might be tricked into lIccepting 
possession and made to lise their innuellce to tllrn 
t heir a llies into unwitt ing tools of t he Dark. 

USING THE 
DREAMING DARK 
The Dreaming Dark is engaged in dozens of schemes 
;1\ any time. Its overall goa l is to sow discord in the 
world, turning a llies il1lo enem ies and bringing 
down those that could threaten their el'e ntua l goa l 
of conquering Khorvaire. The age nts of the Dark 
arc patient. a nd they arc preparcd for this conquest 
to take centuries. Hut if II shortcut appears. they' ll 
pursue it. For ex-lIm pl!:', the Dreaming Dark could be 
sca rching for an artifact that will reopen the gales 
between Ebcrron and Dal Quor, allOWing a direct 
physica l invasion from the night mOIre realm. But it's 
more likely t hat they will act on a smaller scale. They 
cause gUild wa rs. inst igate the persecution of he retics 
or foreigners, ,md inname nationalist mOl'ements to 
the point of rioting and te rrorism. An outs ide r might 
never realize that the quori a rc Involved until he or 
she tries to stop the troublemakers and discovers that 
the leader of the disturba nce is a quor\. 

O pposi ng the Dreaming Dark might seem like an 
impossible undertaking. W hen a quor i is killed . it 
can take another host body. pes' allies might be ol'er­
come by mind seeds. Gil'en this power. the Dark is a 
daunting foe. but one that 'i till C,IIl be beaten. 

Despite Its power. the Drea ming Dark has sel'era l 
weaknesses. One oflhese is ol'erconfidence; another 



is cruelt),. The third is the scope ofits schemcs. A 
si ngle defeat means little tothe Dark. If a hcro defeats 
thc Dreaming Dark rcpeatcdly. the quod might 
pursuc vcngeance. but in general the quod don't reel 
threatcned by mortals. As a result. the)' arc more 
WKC\Y \ 0 spem\ yeaTs scning up an c\a'noTatc Tcvcngc ­
tricking PCs into killing loved ones. turning allies 
against them. and so on- than simpl)' killing their 
roes. The greater the thorn the PCs become. the morc 
thc Devourcr wishcs to see them suffer. 

FORCES OF THE DARK 
Anyone can be seduced into the service of the 
Drcam ing Da rk. and a norma l human possessed by 
a qLlori uses his or her standard statistics. The follow­
ing two creatures are Inspired agents orthe Da rk that 
have no ties to the Riedran govcrnmenl. 

Dreaming Dark Thoughtstealer level 10 Elite lurker 
Medium n"tur,,1 hum"nold. lnsplred XP 1,000 
Initiative +13 Senses Perception +12. truesight 6 
HP 164; Bloodied 82 
AC 26; FortItude 22. Reflelt 25, Will 25; see also dued mind 
Saving Throws +2 
Speed 6 
Action Points' 
CD Mindblade (standard: at-will) + Psychic 

+15 vs. A(; 2d6 + 5 damage. and ongoing 5 psychic damage 
(save ends). 

1" Thought Theft (minor l /round: at·wlll) 
Ranged 10; no attack roll: until the end of the thoughtstealer's 
neltl turn. the thoughtstealer gains a +5 bonus to AC and Reflelt 
against attacks made by the targe t. and a +5 bonus to Insight 
checks against the target. 

(0 Cloud Minds (standard; at-will ) 
Close burst 3; no attack roll: each enemy within the burst 
suffers the effect of tboll8bt tbe/t until the end of the 
thoughtstealer's neltlturn. 

+ Mindblade WhIrlwind (standard; at-will ) + Psychic 
Close burst 1; targets enemies undcr the effect of tbouSbl Ibe/t: 
+15 vs. AC; 2d6 + 5 damage, and ongoing 5 psychic damage 
(save ends). 

Weakness Revuled 
A thoughtstealer's melee attacks deal1d6 extra damage against 
any target under the effect of tbouSbt theft . 

Dual Mind 
Any creature that auacks a thoughtslea ler's Will must make 
two attack rolls and use the lower result. 

Alignment Evil languages Common. Quori. telepalhy 10 
Skills Bluff +14. Insight +11. Stealth +13. Street wise +14. 

Thievery +13 
5tr 14 (+7) 
Con 16 (+8) 

Dex 18 (+9) 
In t 21 (+10) 

Wts 14 (+7) 
Cha 18(+9) 

THOUGHTSTEALER TACTICS 
The Dreaming Dark thoughtstea[er is it spy sent to 
gather intelligence. It rema ins invisible. using /ho1l9111 
Iheft to shield itself rrom attack. I f forced into the open. 
a thoughtstealer affects as many encmies as possiblc 
with cloud minds berore using milldbladl' II'hirll' ind. 
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Dreaming Dark Assassin level 14 Elite Skirmisher 
Med,um natural humanoid. InspIred XP 2.000 

Init iative +14 Senses Perception +11 
Repulsion aura 3; while a Dreaming Dark assassin Is bloodied. 

each enemy (i ncluding a flying enemy) treats the area Within the 
aura as difficult terrain. 

HP 176: Bloodied 138 
AC 30: Fortitude 15, Reflex 30. Will 19; see also dual mind 
Saving Throws +1 
Speed 6 
Action Points 1 
CD Night mare Touch (s tandard; at·will ) + Psychic 

+17 vs. Renelt: 1d8 + 5 damage, and ongoing 10 psychic 
damage (save ends) . 

.j. Nightmare Flurry (standard; at·will ) 
The assassin makes two .lIsblmore loueb attacks_ 

+ Siayer's Puppeu (minor 1/round; at·wlll) + Charm 
+17 vs. Will: the target is dominated (save ends). 

(. Primal Fea r (s tandard; at-will) + Fear, Psychic 
Close burst 3: targets enemies taking ongoing psychic damage; 
+17 vs. Will; IdS + S psychic damage. and the target is dazed 
(save ends). 

(. Psychic Escape (s tanrlard: recharge: : :.: ! I ) + Psychlt, 
Teleport atlon 
Close burst 1: +17 vs. Will; 3d8 + 5 psychic damage. The 
assassin teieports 10 squares afler the attack. 

Dual Mind 
Any creatu.e that attacks an assassin's Will must make two 
attack rolls and use the lower result. 

Alignment Evil languages Common, Quorl. telepathy 10 
Skills Bluff +18. Diplomacy +18. intimidate +18. Insight +17. 

Stealth +14 
Str 14 (+9) 
Con 18 (t11) 

Delt 20 (t11) 
Inl 24 (+14) 

Wis 20 (+11) 
Cha 22 (+13) 

DREAMING DARK ASSASSIN TACTICS 
A Dreaming Dark assassin uses B[lIff and Slealth to 
m·oid detection. The Dreaming Dark assassin Iries to 
de;:i\ ongoing psychic darnage with ils niahrmure flurry 
before unleashing primalfeur. \>Vhen cornered by 
opponenls who aren't taking psychic damage. il uses 
psychic escape to achieve a more adva ntageolls posilion. 

ENCOUNTER GROUPS 
Dreaming Dark assassins act in small groups 10 avoid 
revealing their identit ies to any pawns they're manip· 
ulating. ThoughlsteaJcrs can be found in Ihe compall) 
of an)' sorl of crealure. Although quori possession is 
limited 10 humanoids, members or any race cou ld 
be tricked inlo serving the Drea ming Dark through 
dream manipulation or promises of wea [Ih. 

Levcl9 Encounter (XP 2,000) 
+ 1 Dreaming Da rk thollghlslea[er (level iO e[ile 

lurker) 
+ 2 dragon born gladiators (level 10 soldier. 1\ 11\ 1 86) 

level 14 Encounter (XP 5,000) 
+ 2 Dreaming Dark assassins (lcvell4 elite 

skirm isher) 
+ 1 githzerai tnindmage (level 14 artillery. MM 131) 
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XEN'ORIK ' ~ . , '/ 

I;outh ofKhorvairc. Xcn'drik is a land of mystery. This 
( ontincnl \\as home 10 the Orsllllortal ci\'ilization in 
I:.bcrron. but it has been largely ignored by the world 
for thousands of,cars. Secrets and treaSllres from the 
\ge ofGionlS s'ililie there. hidden deep within a for­
bidden landscape orjunglcs, deserts, and mountains. 
l.il ilc is kno\\ n "hoU( I he heart of the continent. and 
u ncounted schol'lr.i and ackcnlurers have gh'en their 
Ih cs in the attempt to l1l:lp that dark terrain. 

LORE OF XEN'DRIK 

ARCANA 
Common Knowledge: XCll'drik is a land of 

~cc rcts and mystery. and only the hardiest journey 
there. The continent is be .. 1 known for its impcnctra­
bk· jungles, harsh deserts. and impassable mOllntain 
ranges. Yet e,"en morc deadly arc the strange super-
11:lIural eITects that pcrmc-ale this land, many dating 
back to the Age or DeIllOIlS. 

Arcana DC 20: !luins orthe ancient giant civiliza­
tion cover Xen'drik. concealing powerrul magiC and 
relics. Xen'drik is also home to rich beds orSiI>crys 
dragonshards alld deep pockets orKhybcr shards. 
~uch wealth draws adventurers to the continent. 

Arcana DC 25: The giants were the flrst mortal 
dvili7..ation on Ebcrron, and o,'er the millennia when 
they ruled Xcn'drik. they raised lip mighty monu· 
ments. The giants gained arcane knowledge rrom the 
dragons or Argonnessen, and magiC was the rounda­
tion or their continelll'spanning civilization, 

Arcana DC 30: Forty thousand years ago. the quori 
ca me duough into the world th rough planar gates link­
ing Eberron and Dal Quor, The giants lIsed their magiC 
10 sea l those gates, but nt great cost. Xen'drik was dc\'­
dstated, and the giants' civilization shattered as parts of 
the continent s,ank benemh the seas. 

HISTORY 
Common Knowledge: XCll'drik was hOllle to 

f berroll's flrslmortal cidlil.ation during the Age or 
Giants. Giant ruins arc common , but explorers who 
seek thelll must survive the perils ortha! land. 

Pirates on the Thunder Sea have made Xen'drik 
thei r base or operations ror centuries, and it was only 
100 years before the I.ast War that the Five Nations 
routed these corsairs and raised the city orSlOrm­
reach on the site ora pirate outpost. This port is now 
the gateway through which virtually 1111 visitors to 
Xen'drik pass, 

I-listory DC 20: Scholars arc divided as to 
whether the giants orXcn'drik rorged a Single empire 
or mainlaincd an alliance orindcpendclll kingdoms. 
Some claim tl1m the gianls' inherent rivalries would 

have prevented the creation or a unined society, 
while others maintain I hat the diITerent st rains or 
giants in the world today de,'eloped only arter their 
empire's lall. 

History DC 25: Drllgon magiC was the rounda­
lion orthe Age orCiants, but slavery was its lifeblood. 
Captured cladrin rrom the Spire or Dreams (sec page 
H3) were the precursors of the original ekes and 
drow-slave races whose labor allowed the giants to 
erect the great cities and temples that survive only as 
ruins in the presellt day. 

The power orthe giants was broken by the arrival 
orthe quori. and a protracted war laid ruin to the 
giant nalion.ln the end, the connict was hailed when 
the gia nts used dragon magic 10 destroy the planar 
gateway, but the power or th is magiC desl royed whal 
was left orthe giants' domain. 

H is tory DC 30: Evell as the giants atlempted to 

rebuild in the aftermath of destruction, they faced 
open re"olt by their drow and elr sla,·es. That war or 
rebellion thwarted the recOllstruction orthe empi re 
and drove the giants to seck the elves' destruction with 
the same dragon magiC thm had crushed the quori. 

Berore that drastic step could be taken, the drag­
ons or Argonnessen atlacked. determined 10 thwart 
the potential cataclysm that the giants' single-minded 
rury might wreak. In a brutal campaign, Xen'drik 
was laid waste and the giants' civilization was 
destroyed. 

NATURE 
Com mo n Knowledge: The continent orXell'drik 

lies south orKhon'ilire, across the Tlutnder Sea. 
The most common routes between the continents 
go through the dangerous archipelago known as 
Shargoll's Teeth. The journey to Xen'drik can be 
as dangerous as any expedition in the continent's 
interior. 

Nat ure DC 20: The rolk orKhorvaire speak or 
the jungles orXen·drik. but the continent is home to a 
wide variet)' or terrains und environments. A !though 
tropical jungle does cover the northern ilTld castern 
reaches orthe continent, its western halfis domi nated 
by a blistering desert. Towering mountain ranges and 
active ,'olea noes .star the iandscal>C. and the conti­
nent's southern coast is an icy wasteland that merges 
with the leemaw Sea ,Illd the Everice. 

Xen'drik is horne to a wide variety ornora 
and rauna, including plants and animals round 
nowhere else in Ebcrron. All the varieties or giants 
arc common here, including some not round in 
Khorvaire. iiowever, these barbaric tribes a re mere 
shadows of the giants thut once ru led th is land. 

The drow arc Xen'drik's most notable humanoid 
race. Unlike their elr cousins, these rormer sla,·cs 
lingered in Xen'drik after their giant masters were 
struck down. The drow build vast underground cilies. 
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bIll arc more commonly cncoull!ercd as they tr,n'el 
t he jungles in llllilting parties that kill Khorvairians 
on sight. 

The waters around Shargon's Teeth arc home to 
sahuagin clans that make sorties against ships run · 
ni ng between Stormreach and Khorvaire. Captains 
who regularly .. ail the route across the Thunder Sea 
make arrangements with the salmagin whose under· 
w,lter terri tories they pass th rough, payi ng guides to 
guaranlee a peaceful passage and 10 help navigate the 
treacherous waters of the Teeth. 

Natu re DC 25: Thollgh origi nally nmive to Sarlona, 
the yuan·ti fled that land ccnturics ago and spread 
across Khorvaire. MosI arc found in Xen'drik now. 
living in dark euits that ambush travelers and explorers, 
using them for food and as Ihe subject.s of dark rituals, 

Nature DC 30: Xen'd rik is thOllsiltto be consid· 
erably larger than Khorvai re. but 110 nccurnte surveys 
of this land exist. A mysterious force covers the entire 
continent like a shroud. defying logical or magical 
cxpl:ll1ation. COl11lllonly ca IIcd the Tr:tvcler's Cu rse, 
this effect twists time and d istance, [f two IXlrties of 
explorers sct out for the sa ine destination along an 
identical pmh, one group might make the trip in twO 
days. while ,mother spends ncarly a we~k to cO\'er 
the same ground. Ex plorers Illight s~arch in "ain fOf 
a well·docu mented and cOUllllonly visited site. and 
anothef group might d iscovcr previously unknown 
ruins a day's walk from StormTcach. 

The Traveler's Curse is thoughl lo be a lingering 
remnant of the powerful arc:tlle forces that destroycd 
the continent. \Vhatcver its source. this effect makes 
mapping Xcn'drik all but Impossible, and il is notably 
strongcr on crc:n ures nol nativc to Ihis land. 

STREETWI SE 
Commo n Knowledge: The city of Storm reach Is 

Xcn'drik's on ly known major sct tlelllent, The front ier 
\'illages and towns scattcred across the continent 
depend on supplics from Storm reach. I:ar from the 
laws of the Fivc Nations, the city is a freewheeling 
trade cellfer where merchants, mcrccnaries. and 
expatriates from e"ery contincnt do busincss. 

SlOrmreach is a combination of ancient and con· 
tcmporary construction, a bustling modern port 
built atop giant ruins fo rty millenn ia old. Thc city 
bcgan as a haven for pirates opcrming in the Thunder 
Sea. but pirate traffic was put down by Galifar and 
the dragon marked houses. By 802 YK, the corsairs' 
fOrTnc r b,lse was cOllverted to a trading port from 
which the modern senlclI1entarose. 

St reetwise DC 20: Storm reach was originally 
scttled in the na me ofGalifar. but the city now pros­
pcrs independent of any king or cou ntry, A hereditary 
council known as the Storm Lords governs the city, 
and the peace is kept by the Storm reach Guard. I low· 
ever, everything- including the law- is for sale here. 
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SETTLEMENTS 
AND FEATURES 
Xen'dr!k is sparsely populated. and a majority ofits 
pcrmanent settlement .. can be found within striking 
distance of the Skyfall Peninsula. Settlements in the 
interior arc few and r.,r between. and the folk thcre 
arc hostile to unexpected visitors. 

STORMREACH 
Free Port City; Population 11,600 

Thc gmeway 10 Xcn'drik. Storm reach sits on the 
CO,lSt of t he SkyfalJ Pcnlnsula, bu ilt on t hc rui ns of an 
ancient giant ~ettlelllent. This port was once a haven 
for the pirates and sllluggiers who plied the Thunder 
Sea intercepting the earliest expeditions from Khor' 
v:tire to Xel\'drik. The kingdom ofGalifar drove the 
piratcs from the peninsu la. and the cit)' of Storm­
reach was founded in 802 YK. Today, SlOrmreach 
and its people arc nol part of any country. 

Nearly all mercantilc, exploratory, and scholarly 
expeditions inlo the heart ofXen'dri k begi n in Storm 
reach. There. one can purchase hlgh·quality supplics. 
hear news of the world. or get a decent meal and a 
hot bath. All the dragonmarked houses have enclaves 
In the city, as do Morgrave Un iverSity, the Libra ry of 
Korra nberg. :md the Un!\'ersity of\Vynarn. 

The Chapterhousc: This joint venture betwcen 
I louse Phiarlan :mel I louse Ghallanda provides 
accom modations and ente rtainment, and it is a favor· 
ite spot for information peddlers and high'priced 
Illerccnaries. The Chapterhousc is the place to find 
out what ships have recently arrived In or len port. 
what thcy were carrying, who was on board. and 
whatlheir business in Xen'drik is. PCs will soon dis· 
cover that their business in Xen'drik quickly becomes 
COllllllon currency at the ChaplCrhouse. 

The Black Iron: Outside the wa lls of Stormfcach. 
nomadic giant tribes occupy a shifting tent city called 
Husheme. The mack [ron, a smithy run by a fami ly of 
ha lf-giants, SCT\'CS as a trading post for people want· 
ing 10 deal wit h the giants for goods and informmioll, 
It is a lso the only place In the city that deals in eqUip· 
ment. armor, and wcapons sizcd for larger crem ures. 
For PCs returning with giant.sized plunder frolll the 
Xen'drik ruins, the Black [ron is a nccessary stop. 

The Cit adel of the Tw elve: Thi .. arcanists' 
enclave is jointly owned and operated by all twekc 
dragon marked houscs. The citadel is one of the only 
places in Xen'drik where reliablc rilllal cast ing ser, 
vices can be found, and it is an inv:t\uable resource 
for tra\'c!ers with enough coin to p.."lyits going rates, 
Members of a dragonlllarkcd hOllse, or adventurers 
work ing in service 10 one, reccive prompt attention 
and a substantial discount. paying only the compo­
nelll cost for the desircd ritual. Other clients pay an 
additional 10%-20% fee to the ritual caster, 



House Jorasco Encla\'e: The Ilcalers Guild 
mainillins what is essentially an urban hospital near 
Stormreac!t·s harbor. II provides the best medical 
attention on the conti nent. and it is the only place in 
the city thai advertises casters c:!pable of performing 
the Raise Dead ritual. (Other hospices and temples 
h .. "e that capilbility. but they do 1101 speilk ofi! openly 
for fear of Incurring the house's wrath .) 

The usc of revivifying spells in SlOrlllre:tch is olien 
accompanied by strange effecls. Tales abound of 
bodies ret urning to life but bound to foreign spirits. 
Other times. a newly re\'h'ed character h:ts unex­
plai ned episodes of clairvoyance or is pl:tgued by 
memories of (\'enI S that ne\'er occurred, 

Temples: Nu merous fai ths arc represented in 
)torm reach, and temples arc spread across the city, 
rhe kecpoflhe Silver Flame is the largest. a nd it was 
established before the beginningofthe Last War, The 
church sends numerous missions into the Xen'drik 
hca rtlimd in all attempt to spread the faith of the 
I la me 10 the <;ettlers and prospectors there. Its mis­
,[onaries' success rate remains 10\\. as do the number 
of expeditions that return at all, 

Smaller temples arc dedicated to the deities of the 
)overeign Ilost or the Dark Six. Il owever. more than 
• 1 few shrines feature those familiar deities in strange 

guist'S. including a pantheon of ancient giant gods Ihal "' 
bear a striking resemblance to the So\'ereign I lost. ... 

DAR OAT 
Inspired Enclave; Population 6.400 

Though most Khorvair ians think of Storm reach as 
the first settlement 011 Xen 'dri k. \ he smal ler enclave 
of Dar Qat was a thriving port ror centuries before 
the pirmes were drh'cn from the Skyfa ll Peninsula. 

An outpost of the far-orTRiedran Empire. Dar Qat 
is the emba rkation point for nearly all goods and pas­
sengers tra\'eling between Xen'drik and Sarlona. The 
Riedrans run Dar Qat as a closed colony. and they 
have no tolerance for intruders. Those appro.1ching by 
land or sea arc atlacked if they attempt 10 gain entry, 

LAST CHANCE 
Trave lers' Way Station; Population 45 

Dozens of minor ranning communities arc scat­
tered across the countryside around Storm reach. but 
I.as\ Chance is notable because of tile inn that gives 
the scnlemenl its name. The Last Chance is a joint 
\'enture between I'louse Ghallanda and I louse Jorasco, 
and it is the only place where guild'S<lIlctioned healing 
and :lcconunodmions can be found in the wilderness . 
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PLOTS AND ADVENTURE SITES 
Schola rly Exploration: The most common rcason 

for traveling into the heart ofXcn'drik is at Ihe behest 
of one ofKhorvairc's universities. \Vynarn. 1'I'lor­
gril\'C, and the gnome colleges al Korranbcrg send 
an end less parade of schola rs, relic hunters. natural 
historians, and mercenaries Ihrotlgh Stormreach­
IhOllgh more people hend into the wi lds than ever 
corne 0 111 again. 

Explorers who do return from successful expe­
ditions invariably corne back laden with treasure. 
Though the best spoi ls arc Iypically spoken for by the 
organization funding the excursion. Xcn'drik is rich 
in minor relics. antiquities. lind magic. pes hiring on 
to a <;cholarly expedition arc provided with leiters of 
credit and essent ia l supplies. a long with maps (such 
as exist in Xen'd rik) and ill format ion to gUide them, 

Gia nt Ruin s: Ruins frOlllthe Age of Giants can 
be found throughollt Xen'drik. both crumbling piles 
of rock and overgrown foundations where towns 
and cities once stood and templcs and other struc· 
tures protccted from the r:lvages of time by powerful 
magiC, The secrets and treasure abound, but the 
ruins ofXen'drik are not for the fain! of heart. Deadly 
magiC traps. undead guardians. and bands offeral 
drow await the ullwary, but the risks of exploring the 
ruins of the past arc oIT. .. et by the potential rewards. 

T he Lost Feys pire: Mi llennia :lgo, the feyspire 
ofShae Tirias 'Ib lai crossed o"er from Thclanis to 
Xell'd rik. where the giants used powerful magiC to 
shatter its protectivc w:lrds and destroy it. After the 
fcyspire's people were taken as slo\'es. the ruins of the 
site were quickly swal lowed by the jungle. 

Today. those ruins st:lnd :IS a memorial to a brutal 
time. Numerous expeditions seek the losl feyspire, 
but the Traveler's Curse is particularly potent in the 
dark valley where the ruins are said to st:lnd. The 
PCs might be charged wllh locating Shae Tiri'ls Tota i. 
either as part of an academic expedition or at the 
behest of olle of the feyspires bound to Ebcrron lifter 
the Day of Mourning. Perhaps the ancient magiC that 
still protect5the ruins offers a clue to reconnecting 
the existing feyspires 10 Thclanis, or to thwarting 
the \'engeance ofTaer Lian Doresh in the Fortress of 
Fading Dreams (see page 143), 

T he Law of the Jungle: Disaster can take many 
forms in Xen·drik. Bad weather and natural disas, 
ters str ike without warning. augmentcd by powerful 
maglc;:!1 effects. The Tr:lvcler's Curse can cause the 
best.prepa red party to go astray on e"en familiar 
trails, or to expend its resources as a journey of three 
days drags on for a week or more. 

An expedition that trespasses into drow, yuan·ti. or 
giant territory, or that desecrates a holy site, inevitably 
comes under attack. Nothing makes a trip out oflhe 
Xen'drik heartland more memorable than a drow 
warband hard on the PCs' heels, 
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Bad Business: The free .wheeling {,Iwironment 
of Storm reach can be a dangerous place. particularl) 
for a party making its first Xen'drik expedition. Rival 
adventurers can be a threm as deadly as any drow 
attack or yuan-Ii cult, amI the "eterans ofSlormreach 
will go to any lengths 10 cut down on the competi · 
tion. PCs looking for infornwtion and rcsources in 
Storm reach can end lip sidet racked by false di rec· 
tions, doctored m11ps, or c\'en poisoned rations and 
sabotaged gear, Sadly, scholarly expeditions are no 
less susceptible to this sort of sabotage. The sages 
and field agents of the Khor"airian unin'rsities will 
stop atllothing to be the firSlto e"plore a new ruin 
or bring back the relic that can make or break a 
reputat ion. 

DROW 
Within the cyclopean ruin .. ofXen'drik. the drow 
are the self-proclaimed inheritors of the Age of 
Ciams. The descendants of eladrin slm'es, the drow 
dwell now in the homes of their former masters. 
guarding the relics and holy places that fate has 
entrusted to them. \Vith a culture based on savager)". 
magic, and rebellion, the drow are deadly enemies to 
any who would attempt to steal or debase the histor)" 
of this land. 

L ORE OF THE DROW 

HISTORY 
History DC 20: The drow are the descendants 

of slaves of the Xen'drik giants. Spread across the 
jungles of the continel1lll1 tribal bands. they consider 
Ihe ruins and magic of the giant empire to be theirs. 

His tory DC 25: Se,'erill societies of drow have 
branched offfrorn the nwin culture. The Sulatar 
(~fl rebinders" in the Giant tongue) rema ined loya l 
to the giants duri ng the slave uprisings. Mai ntai ning 
the teachings and customs ofthcir ancicnt mastcrs, 
the Su Jatar arc the practitioner~ of an arcane trad i· 
tion that grants them mastery o\'er elemental flrc. 
Condemning other drow as faithless lrailors. they 
eschew the jungles in r.1.vor of great settlements of 
Slone, including a legendary capital known as the 
Obsidian City. 

The Umbragen arc the descendants of draw 
thm Oed the giants and fOLlnd refuge underground. 
spe ndinggenermiol1s dwelling in the caves orKhyber. 
There. they tapped into a mysterious magical shadow 
they ca lled the Umbra. and although they ha,·c since 
returned to the surface, they retain a spiritual and 
physical conllection to the darkness_ 

RElIGION 
Relig ion DC 25: The tril).1.1 drow worship a fierce 

scorpion-god called Vutkoor. whose faith is unknown 
beyond Xen'drik. Such drow reler to themselves:ls 



the Vulkoori. Some theologians orthe So\'crcign I-lost 
and the Dark Six bcline Vu lkoor to be an aspect of 
thc Mockery. 

Re ligion DC 30: The Sulatar worship Mthe Prom­
ise of Fire," an abstracl rorce that they believe will 
e\'cntually lead Ihem 10 an after! i re or elementa l fire. 
Thc Ul11 bragcn worship the Umbra as a holy rorce, 
bind ing themselvcs to iI, body and soul. 

PLOTS AND THREATS 
Drow can runction purely as onc-oITmonstcrs, such 
as a tribe guarding a ruin the PCs wish tocxplorc. At 
thc s..111lC time.lhe race's claim to be the masters or 
Xen'drik can introduce the PCs to rar-reaching plots_ A 
Vulkoori band might seek to unearth an artiract rrom 
the Age orGiants. or the Sulatar could plan to open a 
permanent portal between Xell'd rik and Femia_ 

The £I row orXen'drik comprise u runge of distinct 
'iocieties and culturcs, The Vulkoori ure savage triba l 
hunters; the Sulatar arc pseudo-civilized fanatics; 
the Umbragen are grim skulks and murderers. I low­
ever. a ll orXeu'drik's dro\\' share a ,'iolellt d istrtlst or 
outsiders. 

V ULKOOR I 
The Vulkoorl c lad themselves in leather or with 
chitin armor assembled rrom the glallt scorpions they 
revere. They cover their fles h with white tattoos or 
scorpion venom, and wield the deadly stingblilde. a 
longs word laced with poison_ 

Orow Slingblade Level 14 Skirmisher 
MedIum fey humanoid XP 1,000 

In!lhll!ve +16 Senses Perce pI ion +1 S; darkvlsion 
HP 138; Bloodied 69 
AC 28; Fortitude 22, Refl ex 26. Will 22 
Resin 10 polson 
Speed 8, cl imb 6 (spider climb) 
CD Stlngblade (standard; at-will) . Polson, Weapon 

+19 vs. AC; 1d8 + 8 damage, and ongoing S polson damage 
(save ends), 

® Xen'drlk Boomera ng (uandard; ai-will) + Polson, Weapon 
Ranged S/ 10; +19 vs. AC; 2d6 + 7 damage, and ongoing S 
poison damage (save ends). 

t Whirling De rvish (slandard; requires a slingblade; rechargel!) 
The drow stingblade shifts 4 squares, making a Sllngblade 
attack wllhln uch square it shlflS into against an enemy wilhin 
reach_ 

~ DarkOre (minor; encounter) 
Ranged 10; +17 vs_ Rener.: unlillhe end of the drow Slingblade's 
ner.t turn, Ihe target grants combal advantage 10 all attackers 
and cannot benefit from invisibility or concealment, 

Battle Dancer 
If, on its lurn. a drow Slingblade ends its move at leasl 4 squares 
aw~y from liS uardng posilion, II deals 2d6 eXIra damage on its 
melee and ranged attacks until the start of Its ner.t lurn. 

Alignment Unaligned languages GianI 
Skills Na ture +1 S 
Sir 17 (+10) 
Con 18 (+1 0) 

Dex 2S (+14) 
Int l' (+7) 

Wls 16 (+10) 
Cha 13 (+8) 

Equipment bone armor, slingblade. 10 Xcn'drlk boomerangs 

PEOPLE OF THE 
SPIDER QUEEN 

The drow of Xen'drik are markedly different from the 
traditional drow described In the Monster Manual, but 
those draw can easily be used in an Eberron campaign. 
Mechanically. the drow warrior and drew blademaster 
make perfect Umbragen wIth their martial skill and 
darkness-related powers. Changing the blademaS[er's 
cloud of darkness to smoke and haVing its sword attacks 
deal fire. damage makes It an elCcelleni Sulatar. 

I 
I , 

Alternatively, the Monster Manual's spider-worshiping 
draw can be recast as an offshoot of the Xen'drlk drow. 
Corrupted by cemuries within Khyber, these Isolated tribes 
have given up the worship of Vulkoor for the dark cult of 
lolth-- iI fiendish overlord from the Age of Demons, Z­
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DROW STINGBLADE TACTICS 
A stingbladc launches boomerang attacks from 
hiding if It can. then wades into combat with a whirl· 
ill8 derdsh attack. While it waits for that power to 
recharge. it makes scorpion chain attacks against a 
single. lightly armored foc . 

SULATAR 
With skin the dark gray of ash. the Sulatar dress in 
bronze armor engraved with patterns offlame. Sim i· 
lar patterns arc burned into their flesh. 

Sulatar Flamespinner Level 18 Controller 
MedIum fey hum,lnold. draw XP 2.000 

Initiative +12 Senses Perception +13: darkvlsion 
HP 174: Bloodied 87 
AC 32: Fortitude 31, Rene. 29, Will 29 
Resist 15 fire 
5peed 7 
<D Burning Touch (stilndard: a t·wlll) + Fire 

+23 vs. AC: 2d8 + 8 fire damage. 
@FlamlngOrb {standard;at.wlll) + Fire 

Ranged 10; +23 \IS. AC; 2d8 + 8 fire damage. and the target is 
daxed until the end of the flamespinner's ne~t turn. 

'=t Darkflre (minor, encounter) 
Ranged 10; +12 vs. Rene~; until the end ofthe flamespinners 
Ilt'~t turn, the target grants combat advantage to all anackers 
and cannot boenefit from Invisibility or concealment. 

~~ Soul Bum (standard: at-will) + Fire 
Area burst 1 within 10; +20 vs. Reflex; 2d8 + 4 fire damage. and 
ongoing 5 fire damage. 

~:. Web of Fire (siandard; recharge.!1J + Fire, Zone 
Area bursl 2 within 20; +22 vs. Reflex; 3d8 fire damage. and the 
target Is reSlralned (save ends). Effen: The bUTSt creates a zone 
that la5ls until the end of the encounter. Each creature that 
begins Its turn within the zone takes 10 fire damage. 

Allgnmenl Unaligned Languages Giant, Primordial 
Skills Religion +20 
Str 12 (+10) 
(on 22 (+15) 

De~ 16 (+12) 
Int 19(+13) 

Wis 19 (+13) 
(ha 17 (+12) 

SUlATAR rLAMESPINNER TACTICS 
A Oamcspinner slilys in conSlilnt motion on the 
baltleneld, using web offire to creme Illultiple zones 
thai hem its foes In. \Vhile that power recharges. it 
targets the strongest-looking cnemies with its soul 
burn and fllllllhl8 orb auacks. 

llMSRAGEN 
Shadows given flesh, the Umbragen are lighter ofhuc 
than the Vulkoori. Their dusky lones cause them to 
all bm disappear into the shadows. 

Umbragen Shadow Walker level 9 Elite lurker 
MedIum fey hu",,,nold. drow XP 800 

InitIa tive +13 Senses Perceplion +5; darkvislon 
HP IS4; Bloodied 77 
AC 25; FortItude 20, Rene~ 14, Will 12 
Resist see shodow form; Vulnerable see shadow form 
Saving Throws +2 
Speed 7 
Action Points 1 
Q) Shadowblade (standard: at·will) + Necrotic, Psychic 

+12 V$. Fortitude: 2d6 + 5 necrotic and psychic damage. 
@ Shadowboh (s tandard;al.wlll) + Necrotic , Psychic 

Ranged 15: +12 vs. Fortitude: 2d6 + 5 necrotic and psychic 
damage. 

+ Oouble Attack (standard; at·wlll) 
The Umbragen shadow walker makes two shadowblade attacks. 

+ Soulblade (standard; at·wlll) + Necrotic, Psychic 
+12 vs. Fortitude: 3dS + 5 necrotic and psychiC damage. and the 
target cannot spend healing surges until the end of the shadow 
walker's ne~t lurn. 

~:. Oandng Shadows (standard: encounter) + Psychic 
Area burst 3 within 12; +12 \IS. Will; IdS + 2 psychic damage. 
and the larget Is blinded unlil the end of the shadow walker's 
ne~1 turn. 

<~ Cloud of Darkness (minor, encounter) 
Close burst 1: this power creales it ,loud of darkness that 
remains In place untll the end of the shadow walker's ne~t 
turn. The cloud blocks line of sight for all creatures e~cept the 
shadow walker. Any creature entirely within the cloud (except 
the shadow walker) Is blinded until1t e.its. 

Shadow Form (minor: recharge .!1.,,::;W 
Unlll the end of Its ne~t turn. the shadow walker gains the 
Insubstanllal and phasing quali ties. gains a +5 bonus to Stealth 
checks. and gains vulnerable 5 radiant. 

Alignment Evil languages Deep Speech. Giant 
Skltls Stealth +14 
Str 12 (+5) 
Con 17 (+7) 

Dex 20 (+9) 
Int 11 (+4) 

Wls 12 (+5) 
Cha 17 (+7) 

UMBRAGEN SHADOW WALKER TACTICS 
The shadow walker aHacks from hiding whenever 
possible. then uscs Slllldowforlll to allow illo 1ll0\'C 

freely among its foes. using soulblade and doubl" aUaeN. 
It reservcs dallcillO shadows until it is surrounded. and 
is not afraid to lise thaI power or cloud of darkness to 
flee a nght il cannot win. 
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K.HYBER ," { . . ~, 

[n the time before time. the great progenitor dragons 
turned upon one another. Khyber siruck down his 
brother Sibcrys and was opposed by Eherron in turn. 
HUIlhe Dragon IJc tWCCII could not. or would nol. kill 
her only Ih'ing sibling. She wrapped Khyber in her 
unbreakable coils and transformed hersclfinlo a cage 
of stone and metal. grass and waler. She bet"amc the 
world. holding Khyber forc\'cr trapped within. 

OnlY:I myth? Probably. But if so. it's a perfectly 
understandable one. The folk of Ebcrron ca n hardly 
be blamed for seeking !oomc explanation. any expla· 
nat ion. for the a lien world beneath their feet. 

And m.tkc no mistake. it is ,Ill entire world. 
Khyber is larger than the lands of Ehcrron. stretch ing 
bCIlC~alh the 0('(':111 noors as thorouglily as it winds 
beneath the continents :Ibove. Thousamls upon thou­
sa nds of miles stre ich and wind .md bulge Ihrough 
the hea rt ofEberron. :md every person on all the con­
tinents. working IOgelher, cOllldn'l map its reaches. 

II 's an alien world. Tunnc\s wind in impossible pat· 
terns. their seemi ng randomness hid ing maddened 
designs Invisible to a Sil ne mind. G reat caverns of 
stalagmites serve as the gra.d ng flelds of basilisks and 
gorgon herds. Chasms la rge enollgh to encompass 
mountains arc home to forgotten cities of grimlocks, 
mad dwan'es. or other. older races never seen by sur­
face dwellers. Can·cd . or sometimes grown. from the 
rock. these c ities spread across t he massive hollows. 
rheir ciH..-ens subsi~ t 0 11 fie lds or fllngi grown taller 
than wheal. and think thoughts ne\'cr illuminated by 
the light of the sun . Yelthey arc thriving communi­
ties, ready to trade with visitors- at least until those 
visitors do or SHY sOlllelh ing wrong and flnd them­
!>clves sacrifked to power!> of the eternal da rk. 

Hivers sin k to depths unirnagined , feeed ing vast 
seas black as d:lfkc!>t nighL Islands, some ti ny. some 
the size of Sill all conti nents. lurk within those dark­
ened waters, a nd e\'en the eldest dragon sages don't 
know what dwclls upon them. 

Far beneath the ea rlh . f:lrlher tha n 1I10St morta ls 
dare to d ream of descending, imprisoned horrors 
of past epochs bide their time. waiting for the day 
their shack les filiI. O\erlords remain where they 
were thrown dow n in the Age of Demons. Some a re 
merc essence. imprisoned with in Khyber dragon­
shards: o thers still re la in their bodies. held within 
cell s of a rca ne device. HemnalllS from the time of 
Ihe Xoriat incu rsion. when 11l:ldness wa lked the 
surface of Ebl'rron clad in mortal n esh.the daclkyr 
and their minions st ill stalk the tunnels below. They 
too are imprisoned . pre\'cnted from returning to the 
surface, but in Khyber thei r steps arc unhindered . 
and they carve oul kingdoms of thei r own. Aboleths 
lurk in pool s offoul nuid and drea m of enslaving 

the minds of mort a ls. Mind nayc rs. the i1rsl har­
bingers of the daclkyr. O\'e rsee cities of humanoid 
slaves and hatch thei r plans to extend the borders 
of Khyber lIntil all of Eberron is a su nless. blasted 
land of madness. 

Ncar the prisons orlhe overlords, within the 
dominions oflhe daclkyr, and in the al most infinitciy 
deep reaches ofKhyhcr's passages. the world \\'arps 
and shifts into somcth ing other. Khyhcr is not Eber­
rOil . and the laws ofEberron hold no sway in the 
depths. Colors never seen by human eyes glow from 
crystals unlike a llY dragonsh:lrd and press ominously 
against the mind. Hivcrs ofliquid stone now through 
passages that follow no rules of physics or geometry. 
Tunnels opcn into a darkness so th ick thaI it has 
weight. scent. taste. and life. Some say thaI these pas­
sages le:ld to Dolurrh or Mabar. Others claim that 
the deepest reaches of Khyber drop away into Femia, 
Hisia. and the other depths oflhe Elemental Chaos, 
including the cancerous Abyss eating away at its heart . 
These :Iren't manifest zones, but trite walkways into 
other worlds where Khyber eats away <II his prison. 
And ifno people alive today C:1Il conflrm these leg­
ends. wel l. neithe r c:ln any say that the), arc fa lse. 

Th is is Khyber: p:lssage and prison. city and sea. 
bridge and barrier. darkness and deat h. 

LORE OF KHYBER 

ARCANA 
Arcana DC 20: A second world of dark passages. 

echOing caverns. sunless seas. a nd maddening hor­
rors lies beneath the skin of Eberron: this is Khyber, 
the Dragon Below. 

Khyber is the only reliable source ofKhybcr dragon­
shards. For some, the powers and \'alue of these 
dragonshards make tllcm worth thc risk ofretTicving. 

Arcana DC 25: The deepesl reaches of Khyber 
arc said to contain pathways to tile Elemcntill Chaos. 

DUNGEONEERING 
Dungeoneering DC 20: As Arca na DC 20. 
Dungconecring DC 25: Khyber is home to many 

foul creatures. including a wide variety of dcmons and 
aberrations. Some arc spawned by the horrors impris­
oned there. while others arc drawn from elsewhere. 

Dungeoneering DC 35: A character who succeeds 
at this check knows basic details and the approxi-
mate location of a speciflc prison or region of Khyber 
(including, if appropriate. the nallle of a specific dacl­
kyr or O\·erlorcl). This knowledge docsn'l include an 
exact location, but rather :In approximate or c ryptiC 
description. For example. a character might know 
that a particular overlord is Imprisoned ~bcneath the 
greaic!>t ba~tioll of dwarven grecd.HTh is description 
probably refers to one of the largest Villi Its ofthc Mror 
Iioids. but it ~ till prOVides only U slarting point. 
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HISTORY 
History DC 20: As Arcana DC 20. 
History DC 25: Momy overlords from the Age of 

Demons remain imprisoned deep in Khyber, held by 
<lncien! and powerful magic. 

History DC 30: A character who Slicceeds at 
this check knows olle or marc specific ent rances to 
Khyber (sec Doorways to the Deep, page 201). 

Oac1kyr and other horrors ofXorial. imprisoned 
by Gatekeeper druids 9.000 yea rs ago. arc trapped 
within Khyber. These creatures roam enli re regions 
orthe Underdark. rathe r than being imprisoned in a 
specific cell or dragonshard. 

1·1 istory DC 35: As Dungeoneering DC 35. 

NATURE 
Nature DC 20: As Arcana DC 20. 

ADVENTURES IN 
THE UNDER WORLD 
There's no reason a "standilrd" adventure slic h as a 
dungeon crawl or a quick trading expedition can'l 
happen in the passages of Khyber. just ilS it can in any 
mundane complex of tunnels. Doi ng so isn't '·wrong." 
On the other hand. Khyber can provide unique loca· 
tions and encounters for players. and a Khyber-based 
adventure is the perfec t opportunity to vary the feel 
of a campaign. Ilere ilre some suggestions for milk ing 
Khyber·based adventures sta nd OUI. 

Alternate Cultures: Khyber·based adventures 
are perfect opportunities to introduce alien cultures. 
Try presenting humanoids not normally seen on the 
su rface, such as kuo-lOas or grim locks, or just play 
with cuhuralmores. Want 10 have a city that corn-
hi nes the sacrificia I trad it ions and priestly castes of 
the Aztecs with the psionic "thought police" fro m the 
most nightmarish cities ofSarlona and can't think 
of a place for it in Ebcrron? An enormolls cavern in 
Khyber mighl be just the place. 

Attri tion: Many D&D campaigns don't track 
details such as fOod or ammunition: for many people, 
such bookkeeping violates the aesthetic of high adven­
ture. But a prolonged scries of advcntures in Khyber 
presents the perfect opportunity 10 experience a grit­
tier existence. The pes don't have an easy means of 
retreat and resupply. Suddenly, scavenging for food 
becomes important. and a scarcity of arrows might 
force more dose·quarters combat. or more. frequent 
retreat. It might e\'en prove difficult to find a sare place 
10 rest. forcing the party to facc morc than a day's 
wort h of encounters at a st rctch. Don'l put the. players 
through this situation too orten, because it can become 
frustrating for them, bllt a fel\' days of careful planning 
ilnd hoarding proVides a different reel to a ga me. 

Historical Importance: Khyber contai ns places 
and creatures of great historical importance. PCs who 



elller its depths could have to deal with creatures that 
devastated the world in the ancien! pas!, uncO\'er lost 
relics, or learn the fate ofpilst explorers. The chance 
10 interact with the greatest villains of'history might 
be a more memorable reward than any Ire:lsure. 

Impossible Env ironments: Some regions of 
Khyber-particul arly those near the prisons orove r' 
lords. the center ofa daclkyr lord's domain. or the 
borders of other planes- don't follow natural laws. 
\-Valll to play out a chase or a running battle through 
a series of ca\'es where a given archway doesn't 
lIecessarily take )'011 /0 the same room twice? I low 
abom an encounter on a bridge of solid flame above 
a river of rushing stone, or 011 a series ofledges 
:II dilTerent angles, resembling an M.e. Escher 
pa inting? Or a baltIc with a horde of undead that 
continue to rise whenthey're slain. until the energy 
ell1iHlating from a panicular dragonshard is con · 
tained? Khyber is the place. 

Khyber is also tlscfitl if you want to run a game 
thilt features aspects of the Elcmenlal Chaos. but 
don\ want the ad\'cnl.\\rc to fuHy cross o\'ef inl.o that 
re:llm. The regions of Khyber nearest Hisia or Femia, 
for example. might alTect cold or fire powers (sec 
page 263). 

New Ga m e Features: 'vVant to introduce a new 
mechanic to you r campaign? Maybe a new mono 
ster,:I /lew class. or an old classic you've never used 
before? It's possible to do so on Eberron's surface. but 
ifyolL don't think such a feature fits the mood you've 
established abm'e. consider using the lost cities and 
isolated islands described below. 

Wild Mechanics: Khyber is a greilt excuse to just 
go wild. Ilm'e in mind a trap of otherworldly tendrils 
~Iowly drawing its victims through the surface of an 
ot herwise solid waU? Or a chamber in which light 
is dark and dark is light? How :lbout haVing the PCs 
face:l gorgon whose breath petrifies them. yet some· 
how they rem:lin animate and mlLst lind a means of 
restoring themselves as they slowly grow more resil· 
ient but also less mobile? Such options arc possible in 
the peculiar depths of Khyber. 

DoORWAYS TO THE DEEP 
Entra nces to Khyber can be present anywhere. Nat ll ' 
r:ll crevices might descend far enough to open up 
with in the confines of the Dragon Below. Ancient 
dungeons and ruins might contai n winding stairs 
that seem to descend indefinitely. or magic porta ls 
that transport hapless travelers farther down than 
they e,'er wanted to go. 'vVestern Khorvaire. which 
was the center of the greatest battles with the daelkyr, 
has the largest number of these entrances. some of 
which were found and sealed by the Gatekeepers. 

With the proper J listory check (see Lore of Khyber 
Ilistory DC 30. page 200), a character might kno\\' of 
one or more of these entrances. 

Cazhaak Draal: This ancient hobgoblin city in 
Droaam. now ru led by a tribe of medusas, sits atop a 
shaft leading into Khyber's upper reaches. 

Goradra Gap: The Goradra Gap is:1 vast ch:tsm 
in the mountains of the Mror Holds that is over a 
hundred miles in length and deeper Ih;:111 any instru· 
ment can measure. Those who would usc this passage 
:IS an entry to Khyber must first win past the beast 
said to dwell within. reported ly larger than even the 
mightiest dragon. 

Lair of the Keeper: Located in the northern 
rcaches offhe Demon WaSl es. Ihi.,> is Ihe abode of a 
great dragon- possibly undead- believed by some to 
be a manifesl:ltion orthe deity known as the Keeper. 
one orthe Dark Six (sec page 244). In the depths of 
his lair. he keeps dragonshards filled with the souls of 
the lost. Adventurers who del"e deeper than that find 
themselves beneath the skin ofEberron. 

Pyramid of Ehon Flame: One of the scattered 
creations of the giant wizard·king Addis·Ro, the Pyra· 
mid of1~bon r1:1me is a sllnoi\'ing ruin ofXen'clrik's 
andent empifes. Although primarily a nec.rQmanc.cr. 
Addis·lto was said to have experimented with powers 
drawn directly from the depths of Khyber. and this 
huge, 1I nbreakable, black glass monolith supposed ly 
marks the passage through which he made his jour· 
neys below. 

Sharlt: This most famous city reaches for the heav· 
ens. but its roots arc pl:lllted I1rmly in hell. Through 
the deepest ofits tunnels. sea led since the \,Var of 
the Mark. int repid or foo llwrdy explorers l11ight find 
paths into Khyber. 

PLOTS AND 
ADVENTURE SITES 
Following arc a few suggestions for adventures set 
within or invol\'ing Khyber. Consider this section a 
jumping·olT point only: Khyber is vast enough to sup­
port ent ire campaigns. 

Arak Yor: In a chasm whose ceiling is higher 
than any mountain stands the abandoned city of 
Arak Vor. Up and down the enormous walls, l11ul· 
tiple 1:I)'ers of dwellings :Ire cafved into the stone. 
This :lncient but cle:lrly humanoid construction sur· 
rounds :t centf"l community of utterly alien make, 
with towering spires and pod -sh:lped Illasses grown 
or melted directly from the rock. Those who have 
had the misfortune to meet the illithid servants of the 
daelkyr recognize these centra l featllres as of mi nd 
flayer construction. yet even those fearsome crea· 
t lIres abandoned the city cent uries ago. legend says 
that something is imprisoned at Ihe peak of the city's 
central spire thai is neither demon nor dac1kyr. and 
whose presence drove even the mind Oayers to mad· 
ness. Today the city is inhabited only by golems and 
other constructs of ancient deSign. mindless caretak· 
ers of a forgotten dwelling. 
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The Citadel of Lidless Eyes: Home of 
Belashyrra, olle of t he most horrific of t he daelkyr 
lords, this citadel appears to ha\'e been molded from 
molten stone, chit in , and fl esh. From ils warped and 
liquid shape. thousands of eyes of every size and 
shape peer into the endless darkness. Beholders and 
even stra nger aberrations dwell wit hin the halls~ 
perhaps the only place where so many such creatures 
arc wil ling 10 live side by side- and set out on errall(ls 
for their insane lord and master. It 's rumored that 
anyone within the cilildel's throne room can touch 
the wa lls therein and see th rough the eyes of any 
living creature on Ebcrron or in Khyber. 

The Darkest Tides: At the edge of a great sunless 
sea, the low tide reveals the rui ns of ancient towers 
barely protrll(ling above the water's depths. \Vit hin 
th is crumbling city, an em pire of aboleths seeks 
10 rebuild the falling structures and re-create the 
ancient lore inscribed upon the walls. Their slm-es 
work tirelessly. and those who aren't assigned to the 
rebuilding cffort venture forth to find more victims 
for ensla\'cmenl. 

New Noldrunthrone: Fa r above, the dwa rven 
city of Noldru nthrone lies abandoned. a clanhold 
with no clan. Below, the pale descendants of those 
dwarves dwell in a thriving City. Magnificent build­
ings ri se from the stone and are surrou nded by great 
groves of fungi and fields where alll1lanller of lizards 
graze. The dwarves here are traders who welcome all 
10 their city. But if visitors find themselves still wit hi n 
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its walls for I he m01l1 hly ceremony of Balatham's 
I:east- a great sac rifice to some hideous power of the 
da rkness- t hey must make t heir escape I hrotlgh an 
arlll)' of ravenous, canniba I istic zealots. 

The Southwest Passage: One of the few explor­
ers to return from Khyber cla imed to have di scO\'cred 
a winding. convoluted passage that leads from sOUlh­
ern Khorvaire to northern Xen·drik. not far from 
Storm reach. If this cla im is true, stich a passage 
would proVide a means of transporting vast cargoes 
between continents without the expense of elemental 
gal leons or elemental ai rships. and without the cost 
ofnegotiatioll with the s<lhuagi n. Any who cou ld 
verify the truth of this claim and find a way to make 
such a passage safe. if that's eyen possible. would have 
one of the greatest economic finds in years. Unless, 
of course. it's just a story me,lIlt to lure fools into the 
depths for some sinister pur pose. 

FOULSPAWN 
Some of Eberron's most nightmarish and repulsive 
monsters wcre crafted by the daclkyr. As t he lords of 
Xoriat invaded Eberron. they twisted and corrupted 
the races they conquered. shaping them into forms 
more pleasing to their maddened eyes. 

Of these. perhaps the most infamous are the 
twisted corruptions known as foulspawn. These ter­
rors prefer to work with one anot her. but sometimes 
serve as leaders oflcsscr aberrat ions. or as soldiers 
serving more potent masters such as mind nayers. 



FOllLSPAWN LORE 

D UNG[ONITRING 
Dungeonecrillg DC 15: Foulsp..'lwil prefer to lair 

in ex isting caves or structures. rat her than tunneling 
or building their own. They modify and decorate their 
lairs with horrible symbols that nrc dizzying to view. 
Occasionally, they incorporate the mauled I.mdics of 
their foes. what they caU"flesh art." into these decora­
tions in rnl rnicry of their daclkyr c remors. 

Dungconcering DC 20: Doigaullts IC:ld groups 
of dolgrims :md dolgarrs. although they :lfe in lurn 

subscrvicI1110 more powerful aberrant creatures. 
D ungconeering DC 25: The daclkyr twisted the 

fou\s p<l\VIl into their current forms. The dolg<lllnts were 
scu lpted from hobgoblins. the dolgarr from bugbears. 
and the dolgrim from melding two goblins together. 

H ISTORY 
History DC 25: I\ S Dungeoneering DC 25 . 

USING FOlILSPAWN 
Foulspawn arc the shock troops of more powerful 
aberrations and the occasional Khyber cult . Those 
without leaders form such cults themselves. 

DOLGAUNT 
lJolgaunt s are grim. emac iated humanoids with 
d isease-hued n esh. Their eye sockets ga pe. open and 
empty, above a mouth with a prolruding, wormlike 

Doigaunt Monk level 8 Controller 
Ml"dIUJll aberrant humanoid (blmd) XP 350 

Initia tive +9 Senses Perception +7; bllndslght 20 
HP 86: Bloodied 43 
AC 22; Fortitude 20. Reflell 21, Wilt 20 
Speed 8 
Q) Tentacle (standard; at·wiU) 

Reach 2; +13 vs. AC; 2d4 + S damage, and the target Is grabbed. 
The dOlgaunt monk un't grab more than two creatures ilt once: 
see illso clutch of death. 

Q) Fist (standard; at·will) 
+13 vs. AC; 2d6 + S damage. 

-!- Inella, able Drag (minor: at·wlll) 
Targets .. creature grabbed by the dalgaunt monk; +12 vs. 
Fortitude: the mank slides the target 2 squares. 

Clutch af Death 
A dolgaunt monk can grab with up to two tentacles at a time. 
While grabbing an enemy,lt can act normally, but It can't use 
that tentacle for another attack. Enemies can attack the tentilde. 
An attack Ihat hits the tentacle doesn't harm the dalgaunt monk, 
but It causes the lenlacle to release the grab. The tentilcle's 
defenses ilre the same as those of the dolgaunt monk. 

Vit ality l eech + Necrotic 
A larget thai begins its turn grilbbed by the dolgaunt monk 
takes 10 necrotic dilmage. and the dolgaunt monk gains 10 
temporary hit points. 

Alignment hI! l anguages Deep Speech, Goblin 
Skills AcrobatiCS +14, Stealth +14 

Str 17 (+7) Dell 20 (+9) 
Con 14 (+6) tnt 11 (+4) 

Wls 17 (+7) 
Cha 12 (+S) 

tongue. Writh ing cilia cover their bodies. w it h longer =: 
tendrils arou nd their heads: two wi ry tentacles pro· 

'" >-trude fro m their bare shou lders. 

TACTICS 
Gracefu l and swift . dol gaunt monk s prefer to take 
advantage of their reach. using thelr tcntacles to slide 
foes arollnd or to gras p and drain the life from them. 

DOLGRIM 
POSSibly the strangest of the foulspuwlI. dolgrims arc 
sq llal , deformed things. Their skill is covered in a 
va riety of corpse-white talloos. and they wea r armor 
made of ragged leather. A dolgrim's dw:trnsh body 
boasts fOlif arills and a p:tir oftwislcd mouths that 
gibbef a nd sial her at the front of its headless torso. 
The mouths hu\'e been known. on occasion, to c:trry 
0 11 demented convcrs:ttions and arguments with one 
anothef. Despite what this behavior might imply, a 
dolgrilll has only:t Si ngle sadistic, bloodthirsty, and 
brutal personality. 

Doigrim Wafflar lev~1 4 Skirmisher 
Small ,lbl'rrant humanoid XP 17S 

InItiative +6 Senses Perception +3: low· light vision 
HP S3; Bloodied 26 
AC 18: Fortllude 16. Refl ell 1 5. Will 16 
Vulnerable S psychic 
Saving Throws +2 against charm and fear effects 
Speed 6 
Q) Club (uandard: at·wi ll) + Weapon 

+8 vs. AC; ld6 + 3 dilmage. 
® Crossbow (s land;ud; at·will) + Weapon 

Ranged 1S/30; +8 vs. AC; 1d8 + 1 damage. 
Double Actions 

At the start of combat, the dolgrlm warrior makes twO iniliilt;ve 
checks. Each check corresponds to one af the warriOr's brains, 
and the warrIor takes a turn on bach Initiative counts. The 
warrIor has a full set of actions on each of these turns, and its 
ability to take an Immediate action refreshes on each turn. 

Oolgrlm Tac tics (Immediate reaction. when nllssed by a melee 
attack: at will) 
The dolgrlm warrior shifu 1 square. 

Combat Advantage 
A dolgrlm warrior deals 1d6 e.tra damage agaInst any creature 
granting combat ildvilntage to It. 

Alignment Evil languages Dei?p Spee,h, Goblin 
Str 17 (+S) DellIS (+4) Wls 13 (+3) 
Con 13 (+ 3) Int 9(+1) Cha 9 (+1) 
Equipment light shield. dub. nossbow with 20 bol15 

TACTICS 
Dolgrim wa r riors arc straightforward. unimaginative 
combatants. They move in and Ollt of melee ra nge. 
allcmpti ng to bash their foes wit h dubs or perfo rate 
them with crossbow bolts. 
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DOLGARR 
A hulking humanoid Wilh glislClling pink flesh and 
arms Ilmt droop to its knees. a dolgarr resembles an 
ape with lis skin turned inside oul. \VateTY mucus 
d rains from a dolgarr's recessed naval cavil}' into 
thc corners ofilS mouth. which gapcs open to reyeal 
ridges ofleclh that look like jagged fingernails. 

Doigarr a ... rserlcer Level 6 Brute 
L."gl' .. berram humanoid XP 2S0 
Initia tive +5 Senses Pen:eption +6; low.Ught vision 
HP 86: Bloodied 43 
AC 18: Fonltude 19. Refl ex 16, Will 17 
Immune rear 

Speed 6 
CD Club (standard: ai -will ) + Weapon 

+9 vs. AC; 2d6 + 5 damage. 

'" Meaty Fist (s tandard: at-wlll ) 
Reach 2; +7 vs. Re fl ex: l d8 + 7 damage. 

t Foe·Hurler (standard: recharge :: :.: In 
Reach 2: +8 vs. Reflex: 2d8 + 5 damage, and the dolsarr 
berSf:rker pushes the target) squares and knocks it prone: 
the bf:rserker slams the target to the ground and then throws 
the targel al another Cfeillu.e, making a secondilry aUild 
against iln enemy adjacent to the primary target arter the push. 
5«ondory Aua<k: +7 \IS. Reflex; 2d8 + 5 damage. 

"'" Berserk Rage (free, when flrst bloodied; encounter) 
The dolgil" berserker gains 5 temporilry hll points and makes iI 
dub alliKk and a mooty Jist auack. 

Alignment Evil lolnguolges Deep Speech, Gob li n 
5tr 20 (+8) Dex 14 (+5) Wls 16 (+6) 
Con 16 (+6) Int 7 (+1) Chol 9 (+2) 
Equipment dub 

TACTICS 
Smash. Grab. Il ltrl. Smash SOl11e more. Dolgarr ber­
serkers make even dolgri1lls look like subtle tacticians: 
they umlerstand nOl hing but mindless savagery. 

BELASHYRRA, 
THE LORD OF EVES 
They arc the lords ofXoriat. a realm so lI tterly alien 
that morta l mi nds ca n't sun 'ive e\'en the briefest 
exposure. In ages past. they came to Eberron from 
the [{e:llm of Madness and shaped the world to their 
whims. At their touch. life becomes corrupt. dreams 
become nightmares. and reality warp. ils laws and 
patterns forgollen. 

They ilre the daclkyr. and though the doors to 
Xorlat have long since been sca led. a few remained 
behind. l\hhough Ihey arc trapped in the dark corri­
dors ofKhybcr by the magic oflhe Gatekeepers. their 
influence reaches into the light of day. 

Legend has itt hm six dadkyr yet willk in Khyber. 
although this number is impossible to confirm. Each 
of thcm is immortal. each schemes end lessly. and each 
is possessed ofnlgh-gocllike power. Perhaps the most 
infamous and aclive of them. although not necessari ly 

greatest. is foul l3elashyrra. the Lord of Eyes. 
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From his Citadel ofUdlcss Eyes. Ilelashyrra is 
said to be able to sec through the eyes or any living 
being. I-Ie touches the dreams of cuitisls who pmy in 
his name and cOlllmands foulspawn. mind n ayers. 
aboleths. and. of course. his personal and fa\'o r ile 
creation. beholders. 

And what docs he wilnt?To what purpose docs 
he send arcane knowledge to his cullisls and burn­
ing ambitions to his aberrant soldiers? As far as any 
1Il0rtallllind can comprehend. Bclashyrra sees him­
self as an artist. and all ofEberron and its people as 
his canvas. When Helashyrra Is done. all the world 
will be a testament to his ta lents and beautiful to his 
eyes alone - and those eyes w il l be everywhere. so that 
he might look upon his entire work and smile. 

Li ke most daelkyr. Bclashyrra appeilrs in t he for m 
ofa male human. Yet he wears his huma n featu res 
like a mask. his ex pressions faili ng tl llerly 10 malch 
the emotional content of his words and body la n­
guage. \V hen any cre;ltllTe looks into Bclashyrra's 
face, its OWII eyes stare back at it. 

BELASHYRRA L ORE 
Dungeonec rlng or His tory DC 30: Belashyrra. 

called ··the Lord of Eyes." was one orthe most infamous 
daclk}'r during the Xorlat invasion. Mosl legcnds agree 
lhat he was imprisoned In Khyber and lives to this day. 
Bclashyrra is responsible for the existence of sc\'eral 
abermlll creaturcs. the most infamous of which are the 
beholders. 

D u ngeoneering or "lIs tor}' DC 35: Belashyrra 
rules an enormous underworld realm from his Cita­
del of Ud less Eyes. It·s said that he c:ln see all the 
world from withill it. and that no threa\ or foc can 
a\'oid his allentions. 

(Sec also l listor),. page 32. Khyber. page 199. and 
the Cu lts orthe Dragon Below. page 2S I. fo r lore 
related 10 t he daelkyr.} 

S'YM'BlONTS 
Symblonts are organic Items that are grown and shaped 
Into weapons. armor, and other tools by the power of 
the daelkyr. They have enough Intelligence to commune 
with their wearer and respond to Its desires, essentially 
granting that creature additional actions_ The minds of 
symblonts are as alien as those of their creators. and 
symblonlS function reliably only for the daelkyr and other 
powerful aberrations. When used by others. they often 
act unpredictably or even d rive the wearer mad. 

Belashyrra makes use of a symbiont breastplate that 
absorbs damage, a deadly tentacle whip. and an artificial 
eye·amulet that enhances some of his own powers. These 
features are part of Belashyrra's physical nature; they 
cannot be separated from him. nor can they be claimed 
as treasure jf Belashyrra is defeated. 



Initiative +19 Senses Perception +27; all-around vision, 
dark vision, truesight 4; 
see also siyht in blindness 

Shroud of Madness aura 4; each enemy that starts its turn within 
the aura takes 20 psychic damage, and takes a -2 penalty to all 
defenses until the start of its next turn. 

HP 1,024; Bloodied 512 
Regeneration 20 
AC 42; Fortitude 40, Reflex 40, Will 42 
Resist 20 poison, 20 psychic; Vulnerable radiant (if Belashyrra 

takes radiant damage, his regeneration doesn't function on his 
next turn) 

Saving Throws +5 
Speed 8 

+32 vs . Fortitude; 3d8 + 10 damage, and the target is weakened 
end of 

Reach 3; +30 vs. Fortitude; 3d8 + 10 damage, and ongoing 15 

Belashyrra can see through the otherwise blind eyes of the 
target and use the target as the origin point for his ranged 
attacks. Second Failed Saviny Throw: If the target fails two saving 
throws against this power, the blindness becomes permanent. 
The Remove Affliction ritual will remove this effect, but the skill 
check takes a -15 penalty. Otherwise, only Belashyrra's death 
can remove the effect. 

Close burst 3; +30 vs. Reflex; 5d8 + 10 psychic damage. Effect: 
Belashyrra teleports up to 10 squares or to any square adjacent 
to 

If an enemy attacks Belashyrra's Will and hits with a charm or 
psychic attack or with a mind-reading power, that enemy takes 
20 psychic and is until the end of its 

SigJ"ltln Blip~ness .• : .. -::. ::. __ . 

When blinded, Bpl",hvTr" 

USING THE LORD OF EVES 
Although only epic tier characters can stand up to 
Belashyrra directly, his presence can loom over an 
entire campaign. Between his cults, his minions, and 
his inscrutable goals, the pes can face an almost infi­
nite variety of adversaries who are tied, to a greater 
or lesser extent, to the Lord of Eyes-while Belashyrra 
watches every moment. 

With some alteration, Belashyrra's statistics can 
also be used as the basis for one of the other daelkyr. 

TACTICS 
Belashyrra uses his ranged attacks to soften up foes for 
his allies, engaging in melee only when his enemies 
have been weakened or when he is fighting alone. 

Belashyrra is willing to retreat from danger, but his 
great power, madness, and immortality often prevent 
him from recognizing "mere mortals" as true threats. 

OTHER UAELKYR 
Accoraingtolegend, Dyrrn the Corruptor is the mightiest 
of the daelkyr;responsible for the creafionofthe aol· 
gaunts, aolgrims, ana dolgarrs. Dyrmis saiata be trapped 
beneath the Eldeen Reaches, and alleged to be respon­
sible for the horrors that lurk in the deep woods. 

Kyrzin is a prince of slime and ooze. It is said to lurk 
beneath the Shadow Marches, spreading terror through­
out the swamps. Kyrzin has created all manner of oozes. 
Stories tell of sentient slimes, and of oozes that can enter 
human bodies. In some cases these slimes control the 
actions of their hosts; in others, they simply wait for the 
proper moment before boiling out of the victim, burning 
through flesh and bone. 
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DRAGONMARKS MIGHT well be the 
defining clement or the current age. They are believed 
to be a rnanifcslmion of the mysterious Draconic 
Prophecy,yet even the draconic sages of Argonncsscn 

arc ullcertain "bOLII their truc mUll rc and purposc. 
Clea rly morc t han random genetic mUla! iOlls. dragon· 
marks h1l\'c appeared only on members of certain 
bloodlines and r:tces. In the 3.000 years that they have 
appeared on the ncsh ofliving beings. why do dragon­
marks "PI>car In some families a nd not ot hers? "Vhy 
do SOllle children of a line develop 11 mark when other 
chi ld ren do nOI? \ ,Vhat is the meaning of the aberrant 
marks that h,I\'c to begun to appear in great numbers 
throughout the popu lacc- orofthosc heroes who have 
developed dragon marks without any blood connect ion 
to one of the great houses? Is possession of a dragon­
mark a sign of destiny. branding the bearer as part of 
the greater pU7.7Je- a li\,ing symbol of the Prophecy? 

These arc among the great secrets ofEberron. and 
they might never be re"e:l led. But whatever role the 
dragon marks serve I n the larger universe. their exis­
tence hOls changed the balance of power in this world. 
O\'e r the centuries, the families that ca rry these marks 
hal'e corne to domin ate Ihe economy ofKhoTva ire, 
establ ishing gUi lds thai control every major tmde. In 
Ihe past. I he strength oflhe united kingdom of Ca li fa r 
held Ihe houses in check. Now. it remains 10 be sccn 
whet her the "mbiliotls of these merchant princcs will 
c"enlually cha llenge the dom inion of kings. 

The dragon marked houses can affect a ca mpaign in 
many ways. ThcYC:lll be patrons that drh'C an ad,'Cn­
ture. especia lly if aile or more of the player characters 
arc heirs ofa dragon marked bloodline. They can be 
a source ofscr\'ices or information. And Ihey can be 
d:lllgerollS enemies if PCs illlerfcrc with their plans. 

Although the dragon marked houses work together 
under the w.lnner oflhe Twelve. each house has ils 
OWII goals .lIIel :IInbitlons. which can easily setlhe 
houses at cross-purposes. There arc bitler r ivalries 
between I louse Tharashk and I louse Dcneith, 
I louse Thuranni and llonsc Phia rla n. and I louse 
Lyrandar and I loLise arlen. Feuds can .. risc within 
a house. as shown by the widening schism within 
I [ouse Cannit h. The follOWing clwpter exp lort~s 

each house ill turn. 
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Thc IIrst dragon marks appea red O\'cr 3.000 )'ears 
ago, and it was not until many centuries latcr that 
the hOllscs assumed their currcnt forms. During 
this timc. aberrant marks began to spread across the 
land. in part because of the mingling of pure dragon · 
marked bloodlines. The stories told by the houses' 
historians say that the bearers of aberrant marks had 
terrible pOWNS. and were often gripped b)' madness. 
The fear and en mit)' enge ndered by those tales led to 
the \Var of the Mark. More about this struggle can be 
found in the sidebar on the facing page: it served 10 
unify the newly formed hOllses. as they joined forces 
to exterminate the perceived aberrant threat. In the 
wake of the war. Illany of the current customs and 
structures of the houses were set into place. including 
the taboo on marriagc bctwcen mcmbers of different 
houses. FollOWing the war. I·louse Cannith drew the 
other hOLlscs inlO the alliance known as The Twelve. 
a fOllndation fo rmed to pursue the mutual intcrests 
of the houses and to undertake interdisciplinary 
research. 

The second major r.1.ctor in the history of the 
houses occurred when Galifar \Vynarn I united the 
nations ofKhorvaire. At the time. the houses didn't 
have the strength to challenge Galifar's rule: recog· 
nizing the threat they could pose. the king instituted 
the Korth Edicts. These laws prevent a member of 
a dragon marked house from owning land or hold· 
ing any title of nobi I ity, and place limits on t he size 
of house enclaves and the troops the), can maintain 
(wit h speCial dispensations for HOllse Oeneith). 

With the filII ofGalifilr. it is questionable whether 
the Fi\'e Nations arc sunkiently uni fled to continue 
to enforce the Korth Edicts. 

HOUSE STRUCTURE 
AND HIERARCHY 
\\lith the exception of House Tharashk. the ultimate 
power wit hin a dragon marked house is held by a 
Single individual. typically known as a baron. 

Beneath the baron stand the lords seneschal. who 
oversee all operations within a particu lar country: 
the viceroys. who manage regions with in a count ry: 
the ministers, who manage house ilITilirs: and the 
masters, who maintain the guilds. Any member of 
a dragon marked house who hilS a dragonmilrk is 
a llowed to usc the honorary title of "lord" or "lady:' 
but the presence or absence of a mark 0 11 someone 
has no eITect on that individual's standing within the 
house. The dragon marked Lord Carren d'Cannith 
could end up working the bellows of a forge. whi le 
the unmarked Cainan d'Cannith rises to the rank of 

CHAPTER 6 I D~a80lllllarks 

The mercantile holdings of a house are split. with 
one portion statTed entird)' by members of the house 
and I he 01 her made up of the licensed busincsscs of 
the house's guild. A smilh licensed by I louse Cannith 
will put that house seal on his trade sign. Ilowever. 
the smith is not a member ofllouse Cannith. Most of 
the artisans and laborers ofKhorvaire fall into this 
category-l icensed and often trained by one of the 
houses, but nOI bound 10 them by blood, 

Excoriation: On occasion, the baron of a dragon· 
marked house ban ishes a member oflhe house who 
has committed a major crime or brought terrible 
dishonor on the house,ln the past, the process of 
excoriation im'ol\'ed cutting away Ihe dragon mark 
of the oITender. which often resulted in death. Today. 
excoriation does not ca rry physical punishment. but 
an excoriate cannot hold any rank in Ihe house or 
make use of the house's name or its resources. Mem· 
bers of all dmgonmarked houses are forbidden to aid 
or associate wilh an excoriate of any house, 

THE POWER 
OF THE HOUSES 
In dealing with the dragonmarked houses, it is 
importilnt to understand the nature ofthcir powcr 
and how they gained it. [t has taken the houses over 
a thousand years to reach the level ofinnuence they 
enjoy today. and each of the following factors has 
played a role. 

Unity and \Vealth: These t\\'O clements afe 
related, The dragonmarked families were drawn 
toget her by thel r marks, Th is unifying factor (a long 
wit h the myst ical powers of the marks) gave these 
early gU ilds a competit ive edge O\'cr independent 
artisans. and so they prospered, Over the centuries. 
each house has become quite wealt hy, and Illany of 
them have lIscd this wealth to eliminate rivals. llotlse 
Cannith doesn't care aboul a Single independent 
blacksmith in Wroal. But if that smilh somehow 
began producing warforged or remarkable magical 
goods and refused to join the Cannith guild.there·s 
a good chance that the hOllse would arrange 10 have 
the smith elim inated. whether through a smear cam· 
paign or by hi ring TllU ranni aSSilssins. 

Rituals a nd Focus Items: Hituals didn't appear 
out of thin air: every ritual had to be created, and 
Illany of them have gone through llluitiple swges of 
development. as new innovations lowered the cost 
and requirements to lise them. Many breakthroughs 
in ritual magic werc pioneered by dragonmarked 
heirs tapping inlO the powers ofthcir marks: For 
example, the \Vordsmith s ofllouse $ivis were the 
Orstlo perfect the Sending r itual. Although most 



ritua ls call be used b) any ritual caster. there are 
magic tools that can be used on ly by someone who 
has a particular dragolllllark. On ly those who bear 
the Ma rk of Storm G ill reliably control an elemen­
tal airship. and only those who have the Mark of 
Scribing can use a Sivis 5J1€Clkil1,9 slOne. Eberron is 
a world in which magic is a part of e\'cryday life. 
But some of the most vital parts of that magic~tools 
used in comlllunication. transportation, med icine, 
and indlLstry~call be operated only by the dragon. 
marked houses. 

Tra ining: A fter centLlric~ of consolidation. most 
major trade schools are TU n by the dragon marked 
hOllses. An apprentice agrees to serve in a house guild 
in exchange for train i ng~t hus strengt hening the con­
trol oflhe house guild O\'er that trade. 

Industry Standards: 'vV hether it denotes a 
licensed business or a direct arm of the house. a 
gUild seal promises a certain level of quali ty that the 
people of Khorvaire hm'e come to rely upon. This is 
reflected by the standards for goods set down io the 
Players '-Ialldbook. A sUllrod made to I louse Canni th 
speciftcat iolls burns for 4 hours and costs 2 gpo If 
you go 10 an unl icensed lIJchemist,yoUlllight be able 
to get a sunTod at half the price~but it might last for 
halfthe expected time, or might not work at all. Of 
course. an un licensed business cou ld also exceed 
guild standllrds: There's no way to know. 

It is importilllt to understand that beyond the 
dragollmarks themselvcs. the infl uence of the 
houses is derived from over a thousand years of 
\\-'ork~produc t dcvelopment. propaganda. and 
the elimination of r ivals. The houses have hel ped 
shape the modern world. developing ri tuals and 

techniques now taken for granted . Although the 
houses arc neither omnipotent nor om nipresent. 
it's always worth considering whether a business 
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:r is a hOllse arm. licensed b)' the house, or indepen­

dent~and ifit"s independent. whether it meets the UJ 

standards people have come to expect. and what the I 
f­

cost might be for doing business wit h it . 

THE TWELVE 
Founded 1.500 years ago, at the end of the Wa r of 
the Mark, the Twelve is an institute of arca ne learn­
ing that enjoys the patronage of the d ragonmarked 
houses. The Twelve operates Ollt of a thirteen-tiered 
keep that nOiliS above the cit)' of Korth in Karrnath, 
pursuing its mission to study dragon marks, thei r 
magical and practical applications, and their poten­
tial for profit. 

The Commillee ofTwclve oversees the institute. 
In theory. the commillee is made up of one member 
from each oflhe dragonmarked houses, a lt hough 
its membership has nuctuated over time. At pres· 
ent, HOlLse Cannith has three represent atives (one 
for each branch oflhe house), and the split of House 
Thuranni from House Phiarlan means that the com­
millee actually numbers fifteen representatives. 

An adventurer who has a Sign ificant reput ation 
within a dragollmarked house might be able to draw 
on the vast resources of the Twelve. The institute has 
a tremendous array of mystical su pplies, il nd it main­
tains vastlibruries of arcane learni ng and ri tuals. 
Its members and fellows:lre experts on nearly evcry 
topic imaginable. 
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THE WAR OF THE 'MARK 
The War of the Mark, a terrible and bloody connlct, 
changed the face of Khorvaire. fi rmly establishing the 
dragonmarked families that hold power to this day. The 
war began about five hundred years before the establish­
ment of GaUfar, when the dragonmanced houses launched 
a sort of InquiSition to put an end to the proliferation of 
aberrant and mixed marks. The houses had the advantage 
of greater numbers. but the aberrant marks of the time 
carried tremendous destructive power. 

in the third year of the war, lord Halas Tarkanan began 
organizing his aberrant kindred into a proper military force 
to oppose the dragonrnarked houses. Tarkanan, known as 
~The Earthshaker," carried an aberrant mark that gave him 
great influence over the elemental forces of earth and fire. 
but his strategic brilliance was even more important to the 
course of the war. His consort was an enigmatic woman 
called the lady of Plague. Though she is commonly seen 
as a monster, the records of the war suggest that she was 
loath to use her power unless forced to, and might even 
have despised the aberranl mark she carried. 

Though Tarkanan's efforts extended the conflict. the 
aberrants fell in the end. Tarkanan himself was trapped 
in the siege of Sham, which he had made his stronghold 
and base of operations. When it became clear that he and 
his followers were doomed. he and the lady of Plague 
unleashed the full power of their marks-power sufficient 
to destroy the city. Terrible quakes caused pans of the 
city to collapse. and rivers of lava flowed up from the fiery 
lake deep below, Swarms of vermin and deadly plagues 
ravaged the invaders and defenders alike. Some claim that 
the lady of Plague's death-curse strrt lingers in the depths 
of Sham. 

The War of the Mark ultimately solidified the pOSition 
of the dragon marked houses in Khorvaire, and it laid the 
foundation for the prominent place of both House Cannith 
and House Deneith, which played central roles in the war. 
It led to the foundation of the Twelve as an avenue for the 
houses to cooperate toward common aims. 
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HOUSE CANNtTH . . . ,., . 

CrCOIlor orthe warforgcd a nd the lightning rails. 
I iolise Ca nnil h profiled most from the century-long 
Last \Nar-and was perhaps most hurt by the Day of 
Mourni ng a nd the Treaty of Throne hold ending the 
Wilr. Members ofllollsc Cilllni{h bea r the i\ tark of 
Making. and afC among the most gifted im"CnIOrs. 

magicia ns. il nd artiSans orthe age. But the Mark of 
Ma king compels Iiollse Cil ilnith 10 continue blend ing 
I he Illagical and the mundane-even when its crc­
ations arc forbidden or spectacularly dangerous. 

Every w"rforged PC has some connection 10 House 
Cannith- although not actual membership- because 
that PC wilsgivcn life in iI Callnith forgchold. Any 
PC who see ks powerful magic-especially magic 
corll aincd within iI cra ned ohjcct-will eventually 
encountcr the schemcs and sc hemers ofl-Iollse 
Cannith. 

HISTORY 
The Mark of Making first appeared among the 
human traveling li nkers and arlisans of the Cannith 
clan ofCyre al mosl 2,500 years ago, Between the 
magiC of the mark and its members' natural i.tl\'en ~ 

tiveness, Cla n Ca nnit h steildily increased its power 
a nd innuence, creating its own areas ofjurisdiclion 
throughout Cyre a nd centra l Khon'a irc. An active 
and enthusiastic partici pant in the \ Va r of 
thc Mark. I louse Can nith found itself 
one of the most powerful of the dragon· 
marked houses after the war. 

I-louse Ca nnith used thm power to 
fo rge partnerships. At the end of the 
War of the Mark, I iolise Can nith 
worked with the other dragon" 
marked houses to establish the 
Twel ve. T hey a ll ied with the eleme ntal 
bincle rs ofZll argo and the sc ions of 
I-louse Lyrandar to create e lemental 
shi ps to sail Ebcrron's seas. Emboldened 
by that success. I louse Ca nn it h 's mage· 
wrights collaborated with I louse Orien 
on the lightlling rail. 1 louse Ca nnith also helped 
to establish the network of message stat ions that 
House Sivis uses 10 f'lcilitale communication across 
Khorvaire. 
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The Last War: \ Vhen t he Last \ VOI r began, 1 louse 
C'lIlnith found itself acting as arms dealer 10 all fi"e 
of the combatant nations, a position that a llowed it to 

amass fantastic wealth and an unparalleled degree of 
innucnce among the Five Nations. Hut selling wcap­
ons and arlllor was only the beginning. In 965 YK, 
the first warforgcd soldiers Illil rehed out ofCanni th 's 
fo rgehold at vVhitehcart h. a nd soon I louse Ca nn ith _. > 
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was supplyi ng not only weapons but also the soldiers 
that wielded them. 

I louse Callnlth's unbounded prosperity lasted 
almos' thirty years. Hut in a single moment on the 
Day of Mourning. 1 louse Cannith lost its leader, 
Haran Starrin d'Cannith. Illany of its dragon marked 
heirs, and the Whitehearth forge hold. The Treaty 
of Throne hold Illade matters worsc for the house. 
because it SCI the warforged free and banned I louse 
Ca nnilh from Illaking more, \Vilh the Fivc Nations 
at peace, Cannith's role as arms dealer 10 the world 
diminished. 

These recent setbacks have madc House Call1lit h 's 
leaders more delermined than e"er before to rcverse 
the house·s fortunes, and have highlighted thc rivalry 
among the house's leadership. At any given momcnt. 
Cannit h 's inventors arc .. equestered in secret labora· 
tories across Khorvaire, trying to c reate somethi ng 
e'·en more dramatically world -changing than the 
towers of Sharn, the lightning rail. or the warforged. 

KEY LOCATIONS 
Sharn Enclave: Deep within the Ashblack district 

beneat h Sham's shini ng lowcrs is fo.lerrix d·Cannith 's 
personal domain. a hcavily wa rded cluster of forges. 
laboratories, siorage vault .. , and a hidden crcalion 
forge where Merrix personally oversees highly illicit 
cxperiments deSigned 10 further refine the war· 

forged form, Becl.lllse im'cntors and artisans who 
ha,'c the Mark offo.laking arc reluctant 10 destroy 

their own creation .. , the vaul ts within this 
forge hold contain fa iled cxpcriments, 
dangerous concoct ions, and strange 
devices that the Canniths havc locked 
'Iway for future st udy. 

I louse Ca nnith has iI second 
cncla" e in the Dragon 'lowers district 
ofSharn that Merrix d'Cannith uses 

for diplol1liltic purposes. 
Aundair Enclave: A sprawling 

villa jllst olltside Fa irhaven, Cannith 's 
enclave in AU lldair is home 10 lorlan na 
d·Cannilh. This enclave has almost as 
many libraries and map rooms as it does 

laboratories and workshops. Under particu· 
lar study a rc somc rare pla nts and ancient treasu res 
brought back from the Eldeen Reaches-the result of 
lorlanna's influence wilh t he druids of Ihe \ Vardens 
of the Wood. 

Korth Enclave: Zorl'lIl d 'Ca nnith is nominally in 
charge of this enclave, but many ofJorlanna's func· 
tionarlcs (and somet imes Jorlanna herself) spend 
time in Korth because the Counci l of the T\\'cl'·e is 
headquartered herc. This walled compound is the 
site of much schcming among the fac tions ofl-fousc 
Cannit h. 

; 



INFLUENTIAL MEMBERS 
Si nce 998 YK , Can nit h has been a hOllse dh'idcd. So 
many ofStar riu's hei rs and the house's ciders d ied on 
the Day of Mou rni ng that not on ly was it unclear who 
would succeed Slilrrin, but in t he weeks and months 
aner tlte d isastcr. llou!>c (an!lith cou ldn't gat he r 
toget he r enough leaders to enable the slIccessio n 10 
bc determined . Eventually three riva ls eme rged . each 
ha\.jng only a d istant link \0 Sta rr in d 'Cannilh . The 
contende rs claim roughly equal support wi th in the 
house. so the matter ca nnot be resolved through COIl ­

~cns lls. Each would-be baron is invok ed in I11u ltiple 

plots againsl lhc Olher two. 
Mcrri x d 'Cann it h : Mcrrix is Ihe gra ndson of the 

crcalOr (a lso !lamed Mcrrix) or the first wa rforgcd. 
and he is Starrin'sgrandncphcw. l ie is twe nty years 
you nger than his r lvals- :I fa ct that both his support· 
ers and hi s detractors point to. Like his g randfather. 
J\lcr ri x is a bri ll iant Inve nt or. but his ambitions go 
fa r beyond the laborato ry. Merrix has concea led a 
functiona l c reat ion forge within Ca nn it h 's cnclave 
in Sharn. and he continues to make ncw wa rforged 
therc in secre t. l ie is a lso kcen to extend I louse 
Cannith 's reach to Xen·dr ik. which promises new 
matcr ials to fuel Ca nn ith creations- a lid where t he 
prohibit ions of the Treaty of Th rone hold won't apply. 

Jo rla nn a d 'Cannith : The daughter ofSta rr in's 
second wife. Elsabet. Jorlan na ta kes a d iplomat ic 
approach to the struggle for control of the house. 
.\ \errix promises ncw creations: Jorlan n:1 promises 
better relations wit h the Five Nations and the ot he r 
d ragon marked houses. I ler detractors say those 
belle r re lat ions .. re exactly the problem. In her youth, 
Jorlanna fell in lo\'e wilh an heir of l louse Dencit h 
and might have borne a child. (Ma rr iage and inte r­
breed ing b('l wee n mcmbcrs of d i fTe rcnl houses has 
bec n forbiddcn since a ftc r the W .. r of the Mark.) 
;\ Iany scorn he r for IIwl romance. and fi nd her 100 

accommodat ing of t he othe r h OlL SCS. 

Zorl a n d 'Ca llnith : From thc house's enclave in 
Karrn .. th. Zorlan schemes ag .. inst both Merrix and 
Jorl:lIl1la. Starrin's cousin WilS Zorlan's mother. and 
whcn he was you ng. Zorla n was one ofSta rrin's ch ief 
fina nci .. l .. dvisors. !lut he is as dry a nd calculat ing 
as the ledgers he pores ovcr. say his enemies. Ot he rs 
decry his \\'orshi p of the Blood of Vol; .. It hough the 
f .. ith is com mon in Karrnalh . it is less so with in the 
ra nks ofllousc Can nith . Zorlan finds inspiration 
in the teachingl> of the Blood of Vol. however ... nd 
many of the best mi nds ill the house a rc \\'orking on 
illventing the nccromant ic creations thai Zorla n first 
conceived . 

GUILDS AND 
ORGANIZATIONS 
The hOllse h .. s twO guilds thm a re responsible for the 
lion's share ofC .. nnith·s postwar profits. 
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Fabricators Guild : This gUi ld runs shops that 
produce all ma nlier of nm ndane equ ipment . much of = 
wh ich it creates with the a id or m .. g ic. The st .. m p of 
thc gorgon- the symbol ofllousc Ca nnith- is a sign of 
good qua lity and reasonable price. and ca n be fou nd 
on itcms as "a ricd as horseshoes. longsword hilts. a nd 
watert ight barrels. 

The gUild maintai ns somc retail eSlabl ishments. 
bUI it is la rgely content to focus on production and 
leave the sc ll ing to othe rs. C:tIlIlith goods ca n be 
found everywhere. both in the emporiums of Khor­
va i re's lil rgesl c it ies and in thc gcne ral stores on the 
edges of civili za t ion. 

T in kers G uild : I larkeni ng back to thc Ca nnith 
family's o rigina l profession. members of this guild go 
from tow n 10 tow n. using magiC 10 repa ir broken or 
damaged items. l\tluch of Ca nn it h 's popu larity among 
those who do not h .. ve dragon marks can be attrib­
uted to periodic visits from Cannith tin kers. I iollse 
ciders mainta in th:t t the wandering life of a tinker 
is a cha racte r-bu ild ing exercise, and most of the 
important dragoll lllarked heirs spend some of the ir 
.. dolescencc traveling among thc lin kers. 

Cannith Magewrlght level 6 Artilluy 
Med1um niltural humilnold. humiln XP 2S0 

Initiative +S Senses Perception +6 
HP 55: Bloodied 27 
AC 18: Fortitude 16. Refl ex 18, Will 19 
Speed 6 
o Mace (standard: at·wl ll ) + Weapon 

+1] vs. AC: 'd8 + 2 damage. 
@ WandSpark {standard: at·wll l) + Fire, tmplement 

+11 vs. Refl ex: 2d4 + 8 danlage. 
:r Magewrtght's Fiery Wand (standard; at·wlll ) + Fire, Implement 

Ranged '0; +11 vs. Refl e. ; 'd4 + 4 fi~ damage. and each 
enemy adjacent to the target takes 4 fire damage. 

~} Alchemical Explosion (standard; rechil rge .!i,J!) + Fire 
Area burst 2 within 10: +'1 vs. Reflex; 'd6 + 4 fire damage and 
ongoing 5 fire damage. and the target Is knocked prone. 

<·Ughtnlng Withdrawal (Immediate reaction. when an 
enemy enters an adjacent 5quare: encounter) • lightning, 
Teleportatlon 
Close burst 1: +', vs. Fortitude. 2d6 + 4 lightn ing damage. and 
the Cannith magewrtght teleports S squares. 

Alignment Unaligned languages Common 
Skills Arcana +12 
Str '6 (+6) 
Con 13 (+4) 
Equipment wand 

Dell 14 (+S) 
Int 19 (+7) 

Wis 16 {+6) 
Cha 12 (+4) 
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HOUSE DENE1TH 
" .'. . /~I 

I louse Dcncith. whose members bea r the Mark ofScn­
tinel. is Khorl'airc's foremost provider of bodyguards 
and mercenaries. A nd in a time offragi lc peace. busi· 
ness is booming. During the I.asl War, 1 louse Dcncit h 
munaged 10 maintain its neutrality while supplying 
soldiers to all of the Five Nat ions. Today. members of 
the house guard monarchs acrO'iS Khor\'airc. hunt 
down criminals who flee across the Five Nmions' 
porous borders. and e"en guard the emply throne in 
Throllchold. Few outside Iiollsc DCl1cilh have any 
cxpcclalion thm the monarchy ofGa lifar will evcr be 

restored, bUllhc Throne \VardcllS of the house seem 10 
beliel'e thallhc day will come when the Five Nat ions 
arc united under a new dynasty. 

Irthe PCs arc capablc combatants, the}' might wind 
up aLlgmenting Ii0llse Deneith's forces in one ofK hor 
vaire's hot spots. or pilted aga inst onc ofits best cadres. 

HISTORY 
The first humans 10 exhibi t dragon marks were mem· 
bers of a militant noble family with ancestral lands 
in what is now Karrnath. \Vith the dragon mark bol­
stering their military prowess, the Deneith family 
conquered most of the region; only famine prevented 
them from carving oUltheir own kingdom in whm is 
now western Karrnath. The Dencith homeland was 
also the home ofKa rrn the Conqueror. Although 
he was not a member of the family, I louse Dene ith 
pledged fealty to Karrn dur ing his rise to power. 
\Vhen Galifa r I united the Five Nat ions, he charged 
the house with the protection ofllis \'ast new realm. 

The Last War: Most membersofllouse Dcneith 
arc cultura lly KarrnathL but the house refused to 
choose sielcs in the Last \Var. Instead. I louse Dcncit h 
olTered mercenaries from its Blademarks Guild to 
all of the Five Nations. Dencith c rafted its contrac ts 
to ensure thm Deneith fighters would nC\'cr cross 
swords with other Dcneith. (One Cyra n general was 
I nfu riated when the blademarks under his comnwnd 
wouldn't attack a Dencith-guarded ga rrison. The 
Cyra ns attacked the blademarks who refused to fight. 
but were routed by the combined forces of the blade· 
marks and the Deneith garrison guards.) 

I louse Delleith generally remains m arm's length 
from political maneuvering among the other dragon· 
marked houses. But since the Last \Var. it has started 
to make cautious moves against Iiollse Can nith and 
I louse Tharashk. T he reason is simple: In the latter 
days of the war. both made Significant inroads against 
I)eneith's dominance in the soldiers-for-hire market. 
E\'ery warforged sold ier built by I louse Cann ith and 
cyery (somctimes monstrous) merccnary offered by 
House Tharashk is d irect competition. 

KEY LOCATIONS 
Sentine l Tower: Older than Karrnath itself. the 

ancient keep known as Sentinel Tower is the main 
enelm'e of I louse Deneit h. t he headq uarte rs or t he 
Sentlnel Nla rshals. and a fortress charged with 
repul sing period ic monster att:lcks from tile Mourn· 
Iilnd. just across the ri\'er. lis hislOry i'i rich: Karrn 
the Conqueror commissioned the first of his generals 
atop Sentinel To\\'er. The keep is a confUSing maze of 
fo rt iflcations. since ils defenses have been reno\'ated 
and augmenled numerous times. 

Grilywall Outpost: Early In the Last War, HOllse 
Dencith accepled a conlract from Ikcland to gua rd a 
kcy mount ain pass in the GraywlllI Mou ntai ns between 



centrd l Breland and what is now Droaam. In 987 YK. 
when King Bordnel's armies retreated frolllthe Gray­
walls. Iiousc Deneilh remained in a stubborn eITorlto 
hold up its end of the contract. For the next nine years, 
the soldicrs of the house were oftcn ncar st:lrvatlon. fre­
qucnt ly under siege. and always surrounded. butlhey 
held the mounta in pass. Even thc w:lr'send couldn't 
dislodge I iousc Dcneith. and it has buih a sma ll but 
nearly impregnablc keep. Although Droaa m (for mili· 
tary reasons) and Breland (for political re:lsons) would 
like to see the outpost abandoned. Iiolisc Deneilh 
shows no sign oflea\'ing. 

Rhukaa n Draal Enclave: \\1anyofl lousc 
Dencith's goblin mercenaries rebelled in 969 YK (an 
e,"ent that led (0 the founding ofDargulln). 1 louse 
Dencith has carcfully reestablished relation!> with the 
Lhesh l laruuc (leader of the insurrection and 
now ofDarguun). This relationship is one 
of cOl1venit'nce; D:trguun gets diplomatic 
legitimacy through the association. and 
Iiolise Dcncith gets a steady stream of 
gobli n mercenaries. But some within 
the house are still bitter aboutllarullc'!> 
insurrection: the enclavc in Dargllun is 
a tense placc to do business. 

The Hhllk1.lan Dra1.ll enclave has 
two purts: 1I d iplomatic enclave withIn 
Hhukaan Draal called Fort Cail (ilftcr 
Lord Cail d·Deneith. who first recru ited 
goblins to fight under the Dcneith banner 
more than a century ago). and a fortress 
known as the Gathering Stone Just outside the 
City. where many blademarks recch'c their initialtrail1-
ing in large-unit tactics_ 

INFLUENTIAL MEMBERS 
Ba ron Breven d 'Dene it h : Breven commands the 

Iii rgest army rcma ini ng after t he end of the Last Wa r. 
but he's not incli ned to use it for his own cnds. lie 
is su rrounded by aggresSive advisors. howevcr. who 
wou ld like to see a Dencith Sitting on the throne at 
Thronchold. 

Sigor d 'Dene ilh : \Vhile commanding a brigade 
of I louse Dcneith blademarks on a Cyran contract 
in 994 YK, Sigor led a small reconnaissance team 
:lcross the Cyre lliver into Karrnatl! shortly before 
dawn on thc Day of Mourning- and thus was spared 
the fate of the rcst of the brigade. which was instantly 
obliterated. 

Sigor has become obsessed with finding out whm 
caused the Day ofJ\lourning. An innuellti:ll heir to 
1 louse t)cneith, Sigor has the resources to indulge 
this obsession. and he frequently leads forays into 
the Mournland to search for clucs. lie is increas­
ingly involved with House Tlmranni. hoping that the 
shadowmarked house might know something 1.Ibout 
the Day of'Mourning thm it hasn't rcvealed. 

Lalia and Tasra d' Dene ith: These identical twins 
arc the leading Sentinel Marsha ls in Sham. They 
can be inconsistent about which fugitives they chase 
down. leaving some high-prome but potentially long· 
term pursuits to other marshals. Nonetheless. they 
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arc a fugitive's worst nightmare; implacable. but likely W 

'" to toy wit h thei r quarry before endi ng the clwse. ~ 

GUILDS AND 
ORGANIZATIONS 

BladcI1l3rks Gu ild: Most ambitious members of 
the housc spend a year or two serving as soldiers in the 
B1ademarks Guild. The gUild has fewer soldiers than 
it did five years ago. (0 be sure. but those bladernarks 

under contract are as busy as ever. The end of the 
war jllstllleant that the bladerna rks were 

avai lable to be hired by entities other 
than arm ies in the field. such as other 
dragon marked housc. ... local nobles. and 

countries beyond the Five Nations. 
P rotcctors Guild: Some of the 

gap in I louse Dcneith's income has 
been filled by an explosion in the 
demand for Deneith's bodyguards 
and ga rrison troops. Tr:lde car:l\'ans, 
mining operations. :lnd ambitiolls 
noble families all need protcction. 

Senti nel Ma rsh a ls: Like many 
dragonmarked hOllscs. I louse Dencith 

\\'on major dispcns.llions in the Treaty 
of Throne hold. Perhaps Ihe most important 

was confirmation that even though Galifar is gone. 
Deneilh's Sentinel J\'larshals can still pursue criminals 
across the Five Nations. Operating out ofScntinei 
Tower in Karrnath. marshals work alone or in small 
groups to 'lpprehend Khor\'airc's greatest criminals. 
And Khor\'aire is replete with war criminals. many 
of which havc protect ion or innuencc in their home 
cOllntries ... ulllil a Sentinel Marsh:ll :lppcars. 

Deneith Blademark Grunt Level 3 Soldier 
Medium ndtur,., t humanoid. human XP 1 SO 

Initlatllle +3 Senses Perception +7 
HP 46: Bloodied 2J 
AC 19; Fort itude 17. Reflu: 14. Will iS 
Speed 5 
CD longs word (standard; at-will) + Weapon 

+10 liS. AC; 1d8 + 5 damage. 

'" Sette t he Good Ground (standard: encoun ter) + Weapon 
+10 liS. AC; 1d8 + 5 damage. and the Oenelth blademark grunt 
shlhs 3 squares to a space adjacent to the target. 

Marie of the Sentinel 
A Denelth blade marie grunt shifu 1 square before or aher it 
makes an opportunity attack. 

Alignment Unaligned l anguages Common 
Skill s tntlmldate +8 
Str 19 (+$) 
Con 14 (+3) 

De>: 10 (+1) 
Inl 11 (+1) 

Wls 1l (+2) 
Cha 15 (+3) 

Equipment lea ther armor. heally shield, longsword 
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HOUSE GHALLANDA . . ' " 

The halflings Ofl-lou5C Ghallanda control morc 
cncla,'CS than any other dragon marked house-and 
every olle of those cllcla\'cs lies beyond ,he legal 
rellch of,hc Five Nations. the other dragon marked 
hOllses. and the other great powers ofKhorvairc. 
Iiollsc Gha llanda takes the mandate orthe J\'lark of 
Ilospitalily vcry seriously. 

With the end oCtile Last War.liollse GhaUanda's 
enclaves arc crowded with dispossessed nobles. 
wrongly acclised fugitives. deserters. war criminals. 
:md other sorts of misnl5 and malcontents. Even 
though I louse Ghallanda has enclaves in all the major 
cities ofKhorvairc.lhe house is engaged in building 
enclaves 011 t he edge of c ivil izatioll as well. Although 
fel\' travelers c\'cr sec these frontier cnclm·es. the 
I louse Ghallanda leaders say lllat they're guided by 
the Draconic Prophecy to construct them. 

HISTORY 
More than 3.000 years ago. the l\olark 
ofl lospitality started ap~aring 
among the nomadic halfling tribes of 
thc Talcllta Plains. Those who mani · 
fcsted the mark lended 10 congregate 
together a nd evenl ually took the name 
Ghallanda. meaning Mhelpful hounc.ls." 
Moving from oasis to outpost across 
eastern Khorvaire, the Ghall'lIldas 
olTered food and shelter 10 any fellow 
travelers, and they were instrumental 
in quelling feuds, monster depredations. 
and other local concerns aI each stop. 

When Karrn the Conqueror e.\:plored the 
Ta lcnta Plains, the other dragonmarked hOllses 
discovered the Ghallandas. After count less hou rs at 
the bargaining table, the other houses recognized 
the Ghallandas as a full -nedged housc. and 1·louse 
Gha llanda started spreading across Khorvaire, first 
establishing inns and ta\'erns and then constructing 
enclaves from the Barren Sea to the Lhazaar Sea. 

The Last War: \Vhell I louse Deneith mercenar­
ies marched into battle early in the Last War,they 
h<ld a contingent from I louse Ghallanda marching 
with thel11 to provide food and shelter in the field. 
Ol her armies noticed how useful the magical cre· 
ations of the Ghallandas were, and eventua lly all 
sides were hiring HOllse Ghalla nda to furnish pro­
visions and supplies for their rear echelons. In the 
chaos of war. HOllse Ghallanda sometimes found 
itself on the front lines, lind its promises to remain a 
noncombatant weren't a lways kept. As a result. House 
Ghnllanda has more than a few capable veteran sol­
diers among its ranks today. 
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KEY LOCATIONS 
Gatherhold: A great stronghold on the eastern 

shore of Lake eyre. the clilT dwelltngs of Gather hold 
a re the jUlll ping-olT point for many <In adventure in 
eastern Khorvairc. The ramps that connect one cHIT 
dwelling to anothcr arc always teeming with nomadic 
Talenta tribesmen. caravam en route to Valellar or 
Q'barm. or ad"enturers embarking on expeditions 
into the eastern Mournland. The house's baron, 
Yoren d'Ghallanda, has his personal domain deep in 
the cliff-tunnels. 

Ghallanda Hall: One Deneith Sentinel Marshal 
has said that Ghallanda Iiall in Sharn (in the Under· 
look district of Middle Dura) has Mmore fugitivcs, 
SCOtl nd rels. and mysteriolls st rangers per square foot 
than anywhere else in Eberron"- and that's likely 
an accurate assessment. The Sentinel Marsha ls. the 
Dark Lanterns. the Sharn \Va/ch, spies from across 
the Fi\'e Nations. the Order of the Emera ld Claw, 
and c lements from many of the other dragonmarked 

hOllses would \'ery much likc to extract specific 
people from the hospitality of the Ghallan­

das here. but Iiolise Gh<lllanda's 
ironclad diplomatiC immunity and a 
cadre of well ·, raincd \'e(crall Ghal­

landa soldiers cnsure that the house's 
guests remain unmolested as long as 

they remain within the walls ofGhal ­
landa I-Iall. 

Wandering Inn: Moving across the 
Ta lellta Pl<lins Illllch as it has for hun­
dreds of years, the massive wagons of 
this traveling fair promise hospitality 

at whate\'cr oasis they occupy. \Vhen 
mcmbers ofllouse Gha llanda grow 

weary oflife in an enclave and yearn for the 
open sky, they spend:1 year or two traveling 

with the \.vandering Inn and living olTthe land. 

INFLUENTIAL MEMBERS 
Baron Yoren d'Ghallanda: Yoren has delegated 

responsibility for the Ilostclers and Dragontail guilds 
to regional councils of viceroys, and he spends much 
of his time on diplomatic missions to ensure the 
cont inued independence of the Ghal lamia enclaves. 
An elderly halmng. Yoren is increaSingly interested 
in the Drilcon ic Prophecy and has given one of his 
trusted heirs, Chcrvina , free rein 10 establish new 
enclaves in accordance wit h the Prophecy. 

C hervina the Architect: Il er rivals wilhin the 
house whisper that she's mOld, but most of the house's 
viceroys belie\'e that Cher\'lna d'Ghallanda, a power­
ful wiza rd . has a mystical connection to the Draconic 
Prophecy. Chervina has convinced Yoren (and, by 
extension, 1·louse Ghallanda) that there is a prophetiC 
imperative for [he house to build enclaves and olTer 
hospitality in specific places- even if those places , , 



arc al most deserted at present. So far. C hervina has 
O\'erseen const ruction of new Ghalla nda enclaves on 
Ihe southea'il border of the Demon \Vastes. the shore 
of Lake Dark in Karrnath. the midd le of the Desert of 
Blades, and even on the Xen'd rik CoaSt. 

Keslo d 'Gha lla nda: The viceroy in charge of 
Gha llanda I iall in Sha m . Kcslo is a ha r ried halfling 
indeed. Since the end of the Last War. hc has bee n 
spend ing more and more of his ti me keeping his 
guests from attacki ng each ot her (a natural conse­
qucnce when bitler enemies li\'e in proxi mily 10 one 
another). One of the few actions th .. t wi ll c .. use the 
Ghallandas 10 wil hdraw their hospil .. lity is for one 
guest to attack a not her. and Keslo has had to forc­
ibly remove more guests in the laslt \\'o years than in 
the prev ious twenty. Because his job in\'olves ca re· 
ful negotiations wit h nea rly e,-ery po\\'erfu l group 
in Sharn , he's onl' of the best-connl'cted people in 
the c ity. Not much happens in Sharn that Kes]o 
d'G halhmda doesn't find Ollt about event ually. 

GUILDS AND 
ORGANIZATIONS 

Hostelers Guild: Many of the in ns and rcstau­
ra nts across Khorvaire are run by the I lostclcrs 
Guild - and most of the rest ha\'e (or arc sccking) 
licenses from the hotlse. Displayi ng a I i0Lise Ghal­
la nda liccnsc in one's establishment adds a certain 
cachet and is an implicit promise of qua lity, 

Dragontail Guild: During thc Last War. the 
Dragomail Guild provided food and sheller to armies 
in the field in exchange for gold and a guar.lI1tee 
of neutra li t),. Since the Treaty of Throne hold. this 
gUild h<ls been shrinking d ramat ic •• lly; most nationa l 
<Irlllies and mercenaries arc garrisoned . not in the 
fi cld, Ma ny wa r vctcmns withi n the gu lld arc seeking 
their for tunes in ot her afeas orthe house's operations. 
or arc trying to find thei r own way in the world, 

Daw n-Builders: Chervina the Architect mai n­
tai ns a retinue of several hundred masons and olher 

artisa ns- and enough guards to keep thc loca l mon­
sters and b.mdits at bay-so that she ca n build new 
I louse Ghallanda cnda\·es. These Dawn-Huilders 

< 

ne,'l' r know where they']] be goi llg next. becausc 
Cherl'ina doesn't announce the location of her next 
project In adva nce. They l11ight spend thei r su mmer 
build ing an enclave in the Shadow Marches. then con. ,J 

struct anot her In the Eldeen Heilches In the iltI!umn . 

z 
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before heading to the Aunda ir- Ikehllld border to start ::::: 
an cnclave that C hervina says must be fi nished before C 
spring, Somctimes Chervina employs mercenaries 
from Iiousc Dencith or rangers from I iousc Tharashk 
to keep her Dawn· Builders safe. but often she relies on 
Iloll!>c Ghalla nda guards or loca l advcnturcrs. 

Ghallanda Endave Guard LevelS Soldier (Leader) 
Small natur.l! humanoid. hillflmg XP 200 

Inltladve +9 Senses Perception +9 
HP 58; Bloodied 29 
AC 21; Fortitude 17, Refl ex 19, Will 17 
Speed 5 
<D longsword (standard; at·wlll ) + Healing, Weapon 

+12 vs. AC; t dS + 5 damage, and Ihe ta'let Is marked unlll 
the end of Ihe Gha llanda enclave guard 's nextlllrn. One ally 
adjacent to Ihe targe t regains 3 hil points. 

® 5hortbow (standard: at·wilt) + Healing, Weapon 
+t 2 vs. AC: td6 + S damage. and the targel is marked unli[ 
Ihe end of the Ghallanda enclave guard 's neXI turn. One ally 

adjacent to Ihe target regaIns 3 hit poInts. a 
Advantageous Ground {minor; enCOU nler) 

The Ghallanda enclave guard and all allies adjacent to him or 
her gaIn a +2 bonus to all defenses untilihe end of the guard's 
next turn. 

NImble Reaction 
Halll1ngs gain a +2 r .. cial bonus to AC againsl opportunity 
allacks. 

Second Chance (I mmedia te interrupt . when the enclave guard is 
hi t by an attack; encounter) 
The attacker must make a new attack roll and use Ihe new result. 

Alignment Unaligned Languages Common 
Skills Insight +9 
Str 15 (+4) Dex 20 (+7) Wls 14 (+4) 
Con 10 (+2) Int 11 (+2) Cha 13 (+3) 

Equipment plale armor. tongsword, short bow wI th 20 arrows 

" 

SANCTUARY AT A GHALLANDA ENCLAVE 
When the pes (Inevitably) anger the local authorities, 
they can seek refuge at a nearby House Ghallanda 
enclave. Doing so buys them a measure of safety and 
time to extricate themselves from whatever trouble 
they're In. House Ghallanda won major concessions in 
the Treaty of Thronehold, making its enclaves legally 
nations In their own right. More important . House 
Ghallanda keeps a strong garrison at each enclave to 
discourage local authorities from Invading the enclave 
to seize any fugitives inSide. 

Ghal1anda enclaves aren't free - they're the eqUivalent 
of fine hotels (although depending on th .. enclave's loca­
tion, II might not have the amenities to match Its price). 
As long as the pes are well behaved within the walls of 

an enclave, they can remain until their money runs OUL 
Violence is grounds for being kicked out of an enclave 
(sometimes even when it's self-defense), and so Is repeat­
edly sneaking in and out of one. The viceroy In charge of 
each enclave is by necessity a shrewd negotiator. If House 
Ghallanda [s beIng pressured to turn over the PCS, then 
the viceroy will stand firm, but might ask the pes for extra 
compensation (probably a quest performed on behalf of 
the house) to cover the extra effort reqUired to maintain 
the PCs' sanctuary. 

( 
When It comes time for the pes to leave an enclave, 

House Ghallanda will show them the front door if they've 
been troublesome guests. or a secret way out if they've been 
well behaved and helpful. L...­
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HOUSE JORASCC> . ' .' , ,'/ . . 
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rew dragon marked houses are as si multaneously 
loved and loathed as I louse Jorasco. Khorva ire's 
preeminent healers. I louse Jorasco healers ha\'e 
ended many a plague. healed many a life·threatening 
wound. and assisted at many a dimcult birth. and 
those whose [h'es ha\'e been saved by Jorasco magic 
arc grateful. BlIt I-Iollse Jorasco has little sense of 
charilY .• md its mercenary approach to what some 
regard as ind ispensable acts of mercy engenders a 
fa ir amOllnt or resentment. 

\Vhen pes need heali ng beyoml what they can 
provide for the mselves. they might corne into contact 
with the halOi ngs ofl-Iollse Jorasco. Since the end 
of the Last \Var. HOllsejorasco has been taking all 
inc reasingly expansive view of what constitutes hea l· 
ing, so the pes might work with (or against) House 
Jorasco to maintain qUilrantines. find rare heilling 
herus. or bring an end to one of the mysterious 
milgica l plagues thai have been on the risc 
in the last few years. Perhaps the pes 
will become inmlved in a new I-louse 
Jorasco efTortto heal the la nd itself­
starti ng with Ihe Mourn land. 

HISTORY 
Like House Gh allanda. HOllse jorasco 
has its roOIS among Ihe nomadic 
halning tribes of the Talenta Plains. 
The Mark ofllealing appeared on 
thc plains not long after Ihe Ma rk of 
Hospitality. 'When Karrn the Conqueror 
ma rched southeast. he-and by extension 
the rest of cent ral Khorvaire-made contact with 
the Jorasco tr ibes and the Ma rk of I-Iealing for the 
firs t time. Arter lengthy negotiations with Karrn's 
governors and the barons oflhe other dragon marked 
hOllses, jorasco bccame a full.fledged hOllse. Unlike 
the Gha llandas. the Jorascos took pains to integrate 
themselves ill iO their new society as qUickly and 
completely as possible. In a great migration outward. 
I iolise jorasco members established hospita ls across 
Khorva ire. adopt ing Khorvairan customs and leaving 
oflheir tribal heritage behind. 

T he las t Wa r: \Vhen the Last \Var began. 
I louse 10rasto immed iately started field ing ent reat­
ies from the armies of lhe Five Nalions. each of 
which wanted medics who bore the Mark of Ilea l· 
itlg tending to their war caslLalties. House Jorasco 
quickly rou nd itself wit h Illerat ive contracts wit ha ll 
of the Five Nations-contracts that were extended 
and renegotiated over the COllrse orthe next century. 
Every major earnpilign of the war had il contingent 
ofllollse joraseo healers on the march-and many 

CII,\]>TEH 61 Dr(l80"", .. r"s / 216 \.\.~ 

ciHnpaigns had Jorasco healing behind the lines on 
both sides . 

KEY LOCATIONS 
Vedyka r En clave: Haron Ulara d"jorasco rules 

the house from a walled neighborhood in the 
Karrnilthi cily ofVcdykar. She rarely Icm'e!; her villa 
except when her expert ise is required. but she's far 
from a recluse. Advisors and funct ionaries come 
in and out of her villa in a continllOllS stream from 
sunup to sundown. 

The resl of the Vedykar enclave is a series of build· 
ings de\'oled to pan icular ailmel11s (one lor wasting 
illnesses. one for trauma. a well-guarded one for mad · 
ness and other amictions of mind and spirit. a nd so 
on). In the middle orthe enclave is a small lake that 
is one of I louse jorasco's greatest attractions. Anyone 
who bathes in the lake at dawn gains almost completc 
amnesia. remembering only his or her name and 
basic lire skills such ,IS eating. wa lking, and speaking. 
The SpOI is popular ilmong "etera ItS or the Last \,yil r 

who experienced horrors they wish to forget. 
and HOllse jorasco commands a high 

price for the pr ivilege of bathing inl hc 
lake's Willers. 

Great Healing Hall : A cit)' wit h 
hundreds of I housands of residents 
keeps its healers bus)" and I louse 
jOrilSCO has several hospitals scattered 
throughout the City of Towers. The 
grandest of a ll is in Ihe Dragon Towers 
dislrict. pes ca n find accompl ished 
ritual healers Ihere. including those 

capable of pe rforming the Haisc Dead and 
Hernove AiTIiction rituals. Healers al the 

Great Healing I-Iall arc also fami lia r wilh many 
of the exotic diseases and poisons brought back 

from Xen·drik. 
Ha ll ofa Thousand Mirrors: [n the jungles 

northeast of the Q'barran city of New throne is a 
HOllse jorasco enclave built on ancielll ruins of 
uncertain origin. The haJnings orthe enclave main· 
tain their distance from bllt arc not overtly hostile to 
the dragonborn.t he Cyran settlers. and the lizardrolk 
living nearby. They arc calil iollS ilbolltunexpected 
\'isitors. howeve r. because their enclave is built atop 
ancient ruins Ihal conta in powerful magiC. 

The I lall of a Thousand Mirrors is accurately 
named . Below the stone and wood of the enclave is 
a maze of corridors: iI full ·length mirror slands ilt 
each junci ion. Illa king nav igation difficu lt . For 1110St. 
wa lking Ihrough the I iall of a Thousand Mirrors is 
merely unnerving. Hutlhose suffering from magical 
curses or madness find Ihat the mirrors somehow 
display their amictions- and then Iheir nightm,lres 
walk Olll of the mirrors. If a cursed or maddened 
visitor ca n somehow fight offlhe images and wal k 



through the I lall ofa Thousand i\lirrors, thell the 
last mirror shows a normal renectioll, and sanity and 
normal life return. 

INFLUENTIAL MEMBERS 
Baron Ulara d'Jorasco: UarOIl Ulara is beloved 

by the rest of her house- and indeed. by many in 
western Khon'aire. Ulara is a scholar first :md fore ­
most. and her expertise In ancient plagues proved 
instrumental in cOlnbat ing an epidemic t h'lt ran 
rampant through northwest Khor\'aire a decade ago. 
But she has les!t appetite for politic'> and diplomacy 
than mo!>t of the olher leaders of the dragonmarkcd 
houses, so she prefers to remain among her tomes 
and grimoires at her Vedykar villa. directing house 
busi ness through intermediaries and delegates. 

Sahemi th e Em issary: Sahemi was one ofl louse 
Jorasco's brlghte'>t young hea lers when he was called 
to te nd to the noml of refugees and wounded neeing 
wh.1I was once Cyre on the Day of Mourning. Dealing 
with that crisis changed him somehow. and one nighl 
he starled I\alking northlle!>t. disappcaring into the 
wilds of southern Thralle. 

After atwo)ear absence. .. Sahemi returned 10 

tel l I louse Jorasco that the i\lark of Ilealil1g should 
be used nOt JUSt 10 heal people. but to healthc land 
as well. Using druidic knowledge he learned in the 
Eldecll Reaches, 5:lhemi has started tr:liningyoung 
members ofllouse Jorasco in the ways of the druids 
and shamans there. Evcnt ually. Sahemi wants to nnd 
a way to ritual1y cleansc the Mournland and make 
it habitable again. I lc has not yct learned the elllire 
ritual. but el'ery night hc gains another piece of the 
informmioll while he dreams. A charismatic speaker. 
Sahemi is .. omethlng of a polari7ing figure within 
I iollse Jorasco. Many of the elde rs distruSI him, but 
Sa hemi's expOlnsivc view of what Ihe I\!ark of Heali ng 
is ca pable or apl}('als to YOllllge r Jorascos. 

Ha nra d 'J orasco: ll ama rose through the 
ranks of the 1\ Icdics Gu ild and was inSI rumelltal 
to Breland's "lclOry 011 the siege ofOrcbone in 989 
YK, Ilsing Ihe powcr ofhcr dragollmark to keep the 
entire garrison in fighting shape throughout months 
ofDroaam onslaughts. After the war. King Borane! 
made II :Ulra an honorary l11ember of his roya l guard 
in recognition of her heroislll - and was more than a 
little surprised whell she reported to work the next 
day in fu ll uniform. Since then. she has become the 
killg's personal physician and one of his Inlsted diplo­
matic ad\'isors. 

GUILDS AND 
ORGANIZATIONS 

I-I e<l lers Guild : Nothi IIg fills I louse Jorasco's 
coITers liS capably as its network or hospita ls and 
hea ling hou~es devoted to t he treat lIlelli of Ill i nor 

diseases and traumas. Using a combi 1I00t ion of magic. 
alchemy. herbalism, and the I leal sk ill. members of 
the I lealers Guild wi ll treal anyone who can pay for < 
the privilegc. Ilealers GUild facilities can be fOllnd in ;: 
almost any town :ICro~S Khorvaire. 

Most members of the l lealers Guild arc accom­
plished at healing but dOIl't concern themselves 
ovcrmuch with house politics or the Draconic Proph­
ecy. But because el'ery Jorasco from Baron Ulara on 
down IllllSt devote at lcastlE rew days a year to assist· 
ing the 1!c,llers Gui ld. pes cOllva[e,>cing in a gu ild 
hospital might come into contact with influential 
members of ll ouse JO"ISCO. 

Med ics Guild : Original1y part of lhc I lealers 
Guild.the Mcdic~ Guild beca llle a d isti nct entity 
about fifty )'eilrsago. when the Last \OVar wa~ at its 
height. The armies or the Five Nutions wanted heal­
ers who could march with thelll. As SOOIl as the 
naliona l armies dell10llstrmed that they would pay 
handsomely for thm privi [ege. I louse Jorasco sliI rted 
establishing mobile hospi tals. relying 011 J louse Vada· 
lis for sturdy draft :minmls a nd on 1I0use Dencith 
for military training. Like 1 louse Ghal1:mda·s Drag­
onwil Guild ofneld proVisioners, the Medics Gui ld 
has contracted somewhat now thaI the Last \Var is 
O\·er. Hut I louse Jorasco has bcclllllore aggreSSive in 

finding new ways to putillobile hea lers to lise. I louse 
Tharashk. for example. is increasingly hiring the 
i\ ledics Guild to assist its drab'Ollshard prosl}('ct ing 
operations tn the Shadow Marches. where diseases 
(and bailie wOllnds. for thm mailer) run rampant. 

Jorasco ndd Medic Level 4 Artillery (Leader) 
Small nJlural humanoid. hJIfIIO)! XP 17S 

InitIat ive +2 Senses Perception +6 
HP 45; Bloodied 21 
AC 17; Forti tude 16, Refl ex 16. Will 18 
Speed 6 
CD Spear (standard; at·will) 

+11 vs. AC: l d8 + 2 damage. 
@ Hand Crossbow (nandard; at-Will) 

+11 vs. AC; ld6 + 6 damage. 
:r Emergency Healing (minor l/tound: at·wilt) + Healing 

R .. llged 10; t .. rgets one ally; the large! regains 5 hi t poinls and 
can make a saving throw. 

(- Healing Word (minor. encounter) + Healing 
Close burst 5; tngets one ally In burst; the target spends a 
healing surge and regains an additional ld6 hit points. 

Nimble Reaction 
Halflings gain a +2 racial bonus to AC against opportunity 
attacks. 

Second Chance (Immedia te Interrupt. when the fleld medic Is hi t 
by an attack: encounter) 
The at tacker must make a new a!lack roll and use the new 
result. 

Alignment Unaligned 
Skills Hpal +11 

l anguages Common 

Sir 14 (+4) 
Con IS (+4) 

De .. 10 (+2) 
Int 15(+4) 

Wis 19 (+6) 
Cha 14 (+4) 

Equipment uniform, spear, hand crossbow with 20 boll); 
( 
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HOUSE KUNDARI,,~K . .', " .", ' 

I-louse Kundarak is the ba nker orchoice ror the 
wealthy and the powerrul- including nat ional gov· 
ernments and other dragonmarked houses. Bearers 
orthe Mark onVard ing.the dwarves orthe house 
ha\'e unparalleled expertise in constnlcting vaults. 
rortresses. and strongholds. The financial empire or 
I louse Kundarak stretches across Khorvaire. and 
its influence ensures that the house has a sa)' in an)' 
major undertaking that requires great wealth. 

HISTORY 
Once a small but honorable clan within an ancient 
underground empire or dwarves. the Kundaraks \'01· 
unteered to sellie aboveground 10 walch over Iwelve 
rebelliOlls dwarr cla ns exiled to the su rrace. For 
centuries. the Kundaraks guarded Ihe sealed gates 

CHAPTER 6 I D~aHon"'''rks 

hetween the surrace world and the dwarr empire to 
prevent the exiles' return. 

The Mark orWarding emerged about 2.500 yea rs 
ago. shortly berore Karrn the Conqueror seized what is 
now the Mror I-folds and subjugated the exiled dwarr 
clans. \Vith the Kundaraks' consent. the sealed gates 
were opened . But t he empire was gOlle. desl rayed by 
the dae!kyr. This tragic d iscovery meant that the KUIl· 
daraks'lask was finis hed. \ Vith t he aid ort he gnomes 
ofZi largo and or 1-lo11se Sivis. the KUlldaraks became a 
full ·fledged dragon marked house in 106 YK. 

The Last War: HOllse Kunda rak's invokel11elll 
with Ihe Last "VOIr was financial rather thanl1lilltary. 
TwenlY years after the Last War began. the Mror 
Holds declared Iheir independence from Karrnath; 
thanks 10 an immediate financial infusion rrom 
House Kundarak. the dwarves were able to make 
their indepcndcnce stick. \Vhen ycars of war turned 
into decades, the Fi\'e Nat ions became increasi I1gly 
caslHtrappcd and turncd to Housc KlIlldarak ror 
h<1rd currency to pay, pro\'ision. and cquip t hei r 
armies. The Treaty of Throne hold guaranteed that 
the Five Nations would make good on their wartime 
obligations. Not on ly is I louse Kundarak among thc 
wealthiest of the dragollmarked houses. but it has a 
ongOing source of income. 

KEY LOCATIONS 
Korulld a Ga te: High in Kundarakhold . in the 

I ronroot MOllntai liS. the largcst encla\'e of House 
Kundarak is home to Lord Morr ikall d'Kundarak and 
nearly 20.000 dwarves. Alt hough the house's wealth 
is spread out across Khorvairc. more ofit resides in 
Ihc underground vaults below Koru nda Gate than 
anywhere clse. But Korundil Gate holds more than 
rooms full of gold and plati num. Its armorics and 
weapon arsenals contain spectacular examples of 
bolh mundane craftsmanship and magica l pOlcncy. 

T he Dee p Mine: This mining operation in the 
mountains of northern Zilargo is a collaboration 
between I-louse Kundarak, Clan MroranOIl (poSSibly 
the best miners and smelters in Khorvaire). Housc 
Tharashk (which found Ihe site in the firs t place), 
and House Sivis (which handles relalions with the 
Zilargo gm'crnment). Th is mine extracts pure plati· 
num from \'eins 1110re Ihan a mile below the surface. 
Clan Mroranon's smiths make ingofs of the pialillllill 
bullion, which !-louse Kundarak uses as illlernal cur· 
rency when transferring wealt h from a Kunda ra k 
bank to a national govcrn mcnt or to another Ku ndarak 
bank. Security is omnipresent. both to prevent theft by 
surfacc dwellcrs and because the miners sometimes 
disturb monstcrs from the dept hs of Khyber. 

INFLUENTIAL MEMBERS 
Lord Morrikan d 'Kundarak : Morrikan has rulcd 

thc hOllse ror more than a century- he is the only head 



of a dragon marked hou~ who remembers life before 
the Last \Var. Accordingly, he has an mtilUde that Ollt· 
siders would call world·weary. His memory is sharp 
enough that he remembers the last four times ovcr the 
cent ury that his advisors have suggcstcd a givcn coursc 
of action. In keeping with the nature of his house, Mor· 
rikan is cautious and circumspect. 

Allhough Morrikanls known for 
C:nll iOIl. once he has decided on a 
cou rsc of 1Iction he backs i1to the 
hilL In the last fi "cyears, he has 
been urging younger members 
who bear the Mark of\Varding to 
Iravel to the Eldeen Heaches and 
the Shadow Marches to establish 
"ties of honor" with the Gntekeeper 
dru ids. A nat ural con nection ex ists 
b('lween the work ofthc Gatekeepers 
,tnd the work of HOllse Kundarak: The 
Gatekeepers arc essentially engaged in a 
large·scale warding project. 

Daphane d 'Kunda rak: Morrikan's grand· 
niece Daphane d'Kulldarak is as aggressive a billlker 
,t~ can be found in wcstern Khorvaire. Presidcnt of the 
Hank ofKundarak in Sharn (located in the financia l 
district of Korranath), she maintains a strong voice in 
public policy by alTering or Withholding b..lnk loans for 
major projects. Her blunt style wins her few friends: 
She is seen as stubborn (by parliament) and as 100 

much of a risk·taker (by mally ofBoranel's advisors). 
BI:turat h d 'Kund arak: Morri kan's ncphew llIau· 

rath believcs his mission is to recover itcms stolen from 
1I0lisc Kundarak's vaults. Every such theft Is a stain on 
thc honor ofKundarak, Blaur'd.th bclic\'cs. so he hunts 
down the thieves. kills them. and returns the goods to 
the housc. B1aurath's horne is in Korunda Gate. bllt he 
spends his time crossing Khorvai re, pursuing thie\'es 
or perfo l"ming inspections of Ku ndarak's vaults. 

GUILDS AND 
ORGANIZATIONS 

Ba nking Guild: The interest thall'louse KUIl ' 
daruk charges for loans is responsible for the lion's 
share orthe housc's incomc, Its banks C<lll be found in 
cities across the Five Nmions and eastern Khorvaire­
all magically warded und watched O\'er by house 
guards. The Banking Guild regulates commerce in 
gem cutting and jewelry manuracture. money chang· 
ing, and moneylending. It also advises (some would 
~ay dictates to) national governmcnts about consistent 
~ ta ndards ror coinage. It works closely with I louse 
'-; Ivls on accounting mailers and with 1·louse Cannith 
on pricc stability for b .. sic goods. 

I louse Kundarak's vaults arc magically linked 
across Khorvaire and even 10 the cil}' orStormreach 
in Xen·drik. A customer who rents a safe.deposit vault 
( all ",ccess that vault from any Kundarak bank. 

Ward ing Guild: This gUild is best known as the ~ 

licensing authority for locksmiths, but it also includes ~ 
IIwgica l warders and SOIllC seCllrity guards. 1 louse < 
KlIl1da r:tk and I iollse De l1eith have a tacit .. greement: C 
Guarding things is the domain ofl'louse Kunda rak, Z 
a 11 dguarding people is that of House Dcneith. ;;;: 

Golden Door: This division of 
the Warding Guild is responsible for 

claborllle security devices, such as 
complex locks and magic wards, 
ArTord:tble only by the ,"cry rich. 
most ofits work is performed on 
beh:.lf ofKundarak itself or other 
dragonll1arked houses. 

Iron Ga te: Also parI orthe 
Vlarding Guild . the Iron Gate sup' 

plies guards 10 augment the securi ty 
devices of the Golden Door. Mcmbers 
of the Iron Gatc keep a low profllc and 
arc rarely seen beyond the localions 

they guard. Although they avoid taking 
jobs for which I louse Dencilh's Defenders 

GuIld is better su iled. they do provide bodyguards for 
most of the import:lnt clan lords oflhc Mror I ioids. 

Ghorad 'din : Th is shadowy group of sneaks and 
assassins is little known beyond the membership of 
I louse Kundarak. Answering on ly to Lord Morrikan 
and his six heredilary chieftains. mcmbers of the 
Ghorad'd in are cxpert at bypassing security- even 
Iiousc Kundarak's security- and at a varicty of assas· 
sination techniques. 

Kundarak Iron Gat(" Guard level 6 Soldier 
Medium natura t humanoid. dwarf XP 150 

Initiative +S ~nses PerCeption +10: low.llght vision 
HP 76: Bloodied 38 
AC12: Fortitude 21, Refl ex 16, Will 18 
Saving Throws +S agalnSi polson effects 
Speed S 
<D Waraxe (standard; at·wlll) + Weapon 

+1]vs. AC: ld12 + S damage, and th(" target is marked unli l the 
end of the guard's next turn. 

t Shield Bash (mInor l/round: encounter) 
+11 vs. Fortitude: ld6 + S damage. and the Iron Gate guard 
pushes Ihe target I square. If the target Is marked b)' the guard. 
the guard can shift In lO Ihe space Ihe targe t vacates. 

Guard Ward 
Wh("n within 4 squares of a Crealure or obJeCI il Is guarding, or 
wIthin a guarded area, an Iron Gate guard gains a +1 bonus 10 

all defens.es and a +1 bonus 10 altack rolls. 
Stand Your Ground 

When an effect forces a guard to move-through a pull. a 
push. or a sUde-lhe guard mOves 1 square less than lhe effecl 
specI fi es. When an atlack would knock a guard prone, the 
guard can make a savIng throw to avoid failIng prone. 

Alignment Unaligned languages Common, Owarven 
Skllls Dungeoneering +7. Endurance +10 
Str I S (+5) Dex 11 (+3) 
Can 20(+8) Int 10(+3) 

Wls 14 (+5) 
Chal1 (+3) 

Equipment plate armor, large shield, waraxe 
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HOUSE LYRANDAR 
~. '/' 

The hal f-elves of Iiolise Lyrandar. masters of sea and 
sky. bear the Mark ofSlOrm. The I.yrandars usc their 
mark 10 alter Khorvairc's weather and. with the a id of 
the gnomes ofZilar&'O, to operate elemcnlal airships 
and sail the swiftest cicmcllIal galleons in the world. 

Thanks 10 its c\cmcllIai ai rships. House Lyranda r 
is one orthe most glamorous of the dragonmarked 
houses. but ills not without enemies and rh'als. Pirates 
harry its trade routes. and [louse Odell regards 
transport of passengers and ca rgo by 
elemental airshi p as cncrO:lchmcnt on 
ils lurr Othe r dragolllllilrkcd houses 
arc starting to chafe 111 what they 
perceive as Iioli se Lyrandar's arro­
gance and recklessness. Lyralldar's 
de facto ownership ofland at Storm­
home and ill Va lcl1ar. fo r exam ple. 
is more Oagnmt in Oouli ng the 
Korth Edicts than the other houses 
would like. 

HISTORY 
According to I louse I.yrandar lore. the 
Mark of Storm fi rst appea red morc than 
2.000 yea rs ago on two ha lf-eh·es. Lyran a nd 
Selavash, who saw visions of Arawai and Kol Korran 
promising that the hal f-e k es would becomc masters 
of both nlllure and commerce. The duo tra\'eled 
across K horvalre, encouraging half-elves to dh'orcc 
thcmseh-es from both human and eh'en SOciety. 
Over time. the children ofSclavash and Lyran-the 
Lyran'dar- beca me a dragon marked house. 

The Last War: In the early stages of the Last Wa r. 
I louse Lyrandur was less involved than other dragon­
marked houses. sincc its elemental airships hadn't yet 
been in\'ented and the Fh'c Nat ions had lill ie need 
for sea transport, !lut as the war g round on. various 
go\'ernmcllls approached I louse Lyrandar about using 
weat her control to gain :Ill adva ntage on the battlefield 
or to augment limn production at home. House Lyran­
dar agreed, but limited its manipulation to improving 
the wcmher. J:or the right price. i-louse Lyrandar 
would prOVide plentiful spring rainfall or an early 
thaw in the mountains, but refused to cause a drought 
or bog down an ar ll1)' in lIlud or snow. Nations and 
dragolllllarked houses paid wel l for sllch services. 

KEY LOCATIONS 
Storm home: Just ofTt he northern coast of Aun ­

dair at the mOllth of Scions SOllnd. Storm home is 
the house's largest encl.I\·e. This weather·controlled 
island is a privilte fiefdom for I-Ionse Lyrandar and 
it s guests. 

CIIA I' rI·. 1I 6 I DrllllollnHlrit s 

In the fi nal years of the Last \Var. Storm home wa!> 
a netJtralmccting place for spies and power broke rs 
fro m a ll sldcs. After t he war, House Ghallanda can· 
structed se"eralluxu rlous inns, making the isla nd 
a popular hol iday destination for the wealthy The 
island Is more tha n a "ac'ltion destination. however. 
Large d ry docks repai r and maintain Lyrandar's 
elcmental ga lleons and its neet of demental airships. 
O ne of the oldest buildings on the island, Slate Keep. 
is where young members ofl-Iouse Lyrandar learn 
seacraft. 

Valenar Holdings: On the plains east of the 
Valena r capit a l ofTaer Va laestas are a number of 

villas a nd small kccps maint ai ned by 
important heirs of Lyra ndar. Some 
you ng members of ] louse Lyranclar 
spcnd a year r id ing with a Valcnar 
warc!an. and it's notullcomrnon to 

see one ofthc Va laes Ta irn work ing 
on the deck of a I.yrand ar elemen­
tal \'essel. 

Sharn: Aftcr Storm home. 
Sharn is the second-busicst hub for 

elemental airship and elcmental gal­
leon traffic. I louse Lyrandar docs its 
diplomatic and administ rati\'e busincss 
in the Dragon Towers district and has 

SC"cral prh·ate docks in the Cliffside and 
Lowcr Dura districts. HUlmany prefer 10 can· 

duct business at the elemental airship docking tower 
in thc Ilighest Towers district. since it has the best van· 
tage poi nt in Sham . 

INFLUENTIAL MEMBERS 
Baron Esravash d 'Lyrandar: \Vithinthc 

hOllse. the title g ive n the head of llouse Lyrandar is 
"]:irstborn." Becau se she is the youngest leader of iI 
dragollmarked hOllse. Lyrandar e lders sometimes 
Call Esr:I\'ash MJust-born" bchind her back_ But what 
an elder sees as im petuous,.1 teenage l.yrandar sailor 
ca lls bold. E"ra\'ash is adored by the rank-and·fHe 
rnembersofthe \Vi ndwrights Gui ld in particular. 

ESTa\'ash 's im mediate goal is to expand element a l 
airship service as muc h as possible, bUilding docking 
towers in more citics and p'lying House Cannith and 
the gnomes ofZilargo fo r more elementa l ai rships. To 
finance these plans, Esra\'<lsh scrutin izes the house's 
bollom line. and she docsn'ttolerate shipping losses. 

Esravash plans to stop losses to the pirates of the 
Lha/..aar Principalities, Elementa l gal leons arc now 
filled with catapults. and I louse Lyra ndar's spies a rc 
bus)' following the rumors of experimental. magic 
naval weapons said to have been developed by Au n­
dair and Karrnath nearlhe end of the Last \ Var. 

Torval Enkiliost: Ton'a!. dragon marked heir 
of an obscure branch of tile Lyrandar fa mily.le'lds 
a shadowy oper:ltlon known as the Stormwalke rs. 

, 



Througholll ihe laller ha lf oflhe Last War, the Storm' 
wal ken smuggled fugitives and spies to Siormhome, 
where they cou ld atlend clandestine meetings and 
engage in cloak·and·dagger activities on neutral 
grou lld. The intelligence Ihat Torval gathered along 
the way kept I louse Lymndar one step ahead ofils 
rivals. Even though the war is over, many sliII pay 
handsomely fo r a secrel \'oyage 10 Siormhomc, 

Solia d ' Lymnda r: Solia is In charge oftyranda r's 
affai rs in Sham. Troublcshooting va rious shipping 
crises kceps her constant ly cn routc from the elemen· 
ta l airship docking lower at the cily's pinnaclc to 
the CliffSide docks at its basc, Ever since it became 
known that Solia was considering ncw rOllles to 
Xcn'drik. evcr)' elclllenwl Hirship captain has been 
vyi ng fo r her fa\'or. 

GlIILDS AND 
ORGANIZATIONS 

Wi ndw right s Guild : Most ofl louse Lyrandar's 
members work wilh the \Vindwrights Gui ld. which 
provides crews. dockSide support, sle\-edoring. and 
repairs for seafaring and ilirborne ships. Any job on 
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an elemcntal galleon or an elemenlal airship is prized ::: 
O\'er one althe d ry docks or in lhe warehouses. 0 

The Windwrights Guild a lso allows independent 
shippi ng concerns to pay for the righlto ny the I louse 
Lyra ndar nag and to gel shippi ng contracts directly 
from the Windwrights. Mos\ independent ship cap' 
tains conside r the Lyral1dar nag to be a deterrent to 
pir<1tes. Some think that it wards off bad weather,lOo. 

Rainca ll ers Guild : Masters of weal her magic. the 
gUild 'l lso includes architects and engineers who con· 
st ruct callaIs, aq ucducts. ,I nd reservoi rs. Ma ny of the 
members arc constantly on the move, traveling from 
place to pl:lce 'lccorcli ng to clirnate and season. 

Sela's !'ath: 1 louse LYf:llldar maintai ns its own 
priesthood . yenermillg Arawal. Kol Korran. and the 
house's founders Lyr.m and Sclavash. Those who 
fo llow Sela's Path believe that Arawai a nd Kol Korra n 
sent Lyran and Selilvash their dragon marks to bring 
unity and proslX'rity to t he half-elf people. 

Ly ran 's Gift: The arca ne researchers of Lyran's Gift 
work with I louse eannith to make beller, r:15ter ele· 
menta l :lirships and ga lleons. At sccretlabor.lIorics in 
Storm home :llld on islands in the Bitter Se:l,they also 
test m:lgic catapults and other defensive naval devices. 

Storm Front : This hidden cult holds that the Mark 
of Storm is:I gift from the Devourer, nO! Arawai and 
Kol Korran. The Storm Front believes that great bea r· 
ers of lhe Ma rk ofStorrn live on :lftef deat h as krakens 
in the deeps ,mel wi ll arise when ca lled to cnsure 
Lyrandilr domi nil ncc ovcr sea, sky. and cvcn land . 

Storm Front Cultist level 8 Skirmisher 
MedIum na tur,)1 humJlloid. half elf XP 350 

Ini tiati lle +11 Sensu Perception +4; low.llght IIlslon 
HP 88; Bloodied 44 
AC 22; Fortitude 20, ReRn 22. WUt 20 
Speed 6 
CD Rapier (standard; at·wIII) . Weapon 

+20 lIS. AC; l d8 + 7 damage. 
:=,- Storm Strike (standard; at·wll l) • Implement , lightning 

Ranged S; +16 liS. Forthude; 1d8 + 7 lightning damage, ~nd the 
cultist slides the largl'11 square. 

Thundering Adllantage • Thunder 
The Storm Front cul1 isl deals 2d6 eXIra thunder damage againSI 
any creature granting combal adllantage to il. and slides the 
larget 1 square. 

Rapid Shift 
A Slorm Front cultlSI can shlfl 2 squares as a mOIll! aCllon. 

Allgnmenl Chaotic e-o it l anguages Common 
Skills Athlettcs +1 2. Diplomacy +9, Insight +6. Sleahh +14 
Str 17 (+7) Dell 21 (+9) Wis 10(+4) 
Con 16 (+7) In t 11 (+4) Cha 17 (+7) 
Equipmenl leather armor, rapier. wand 

( 
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HOUSE MEDANl ': 
" I 

I louse Medani is the smallest and one of the young­
est of the dragonrnarked houses. Yet its members. 
bearers of the Mark of Detection. arc seemingly 
e\·erywherc. acting as sentries. magic researchers. 
Old visors. incluisiti\'es. OInd spy,catchers. The half:elves 
of I louse j\ 1cdani pride themselves on their ci rcum­
spect nature and their powers of observation both 
mundane and magical. 

Moreso than most dragollmarked houses, I louse 
Medani hOI .. a strong geographical association, The 
Mark of Detection first emerged among the half-elves 
ofBrcJ:!nd, <lJtd to this day, more than halfofthe mem ­
bers of the hou .. e still1ive within Hrc.land 's borders, 

HISTORY 
The Mark of Detection appeared 
more than 1,500 years ago in the 
collection ofh:!lf,cJffamilieS that 
would become Ii olise J\"\cdani. 
Member .. of the house were so 
elTective at using their power (jui­
etly that the other houses initially 
thought they were bea ri ng lIIl :!ber­
rOlnt mark when I louse ClIIlIlith 
discovered them In the middle of 
the \Var of I he J\lark. Because Iiolise 
MedOlni had no aspirations beyond 
a few provinces in Brcl:md, it took a 
great deal ofnegotialion- and not a few 
"eiled thre<lts- to persuade it to join the other dragon­
marked hOllses. 

Even OIIter formally becoming a dragonmarked 
hOllse. the j\ ledan is remained at ar m's length from 
Ihe polities of the other hOllses. Many call them aloof 
or inscrutable. and the other dragonmarked hOllses 
question whethcr I iousc Medani is closer to the Brel­
ish crown th:1ll it Is to the other houses. The distance 
betwcell ll Olise Medanl and the other houses is the 
result of morc tha n suspicions over Brelish influ­
ence, however_ Fundmllcnta lly, <I house Ihm notices 
everything. apprehends spies (many PhiOlrlans and 
Thurannis among them). and keeps its secrets to itself 
is a house thOlt's bound to m:.kc e"cryone else ner\"Ous_ 

The Last War: Thc othcr houses' suspicions about 
I louse J\ tcdani's connections 10 the crown of Breland 
ha\'e sOllie mcrit. As the Last \Var raged on. I-louse 
Medani increOlsingly became the counteri ntelligence 
arm oflhc Brelish government. Although the house 
didn't engage in espionage directly, il did apprehend 
dozens of spies frOIll ot her nat ions and power groups. 
OInd it performed a lot of Im'estigath'e law enforcement 
wh ile most "ble-bodied watchmcn OInd guards were 
orr at WilT. That con nection between house and crown 

survlvcd the wOIr intact, and I louse Medani has a 
subtle but pervasive influence on the I3relish king. 

KEY LOCATIONS 
Tower of InquiSition: A blocky stone tower in 

Wroat midway between Brokenblade Casl le (King 
Horanel's pa lace) and P:!rli:IIIlCnl Iiall, the Tower of 
I nquisitlon Is usecl for the interrogation of prisoners 
apprehended by I louse ~ Iedani or by King Horanel's 
agents_ It is also where B:lron Trelib d'Medani man­
ages the \Varning Guild's OIITOIirs. Those who visit as 
diplomats see only a few well-appointed pavilions 
ncar the top of the towcr. Those who are subject to 
Medani interrogation in the "':trrens below rarely 
spenk of whatthey'vc seen - and since they're usually 
i rnprisoncd by Brel:nu\ or ,lIlot her authori ty after-

"'OInl.they have few opportunities to 
describe their experiences. 

Arylhawn Keep: This fort in 
~out heast Thrane, heavily damaged 
in the L1St \Var, has recentlyscen an 
Innux of I louse J\1edani personnel. 
allmembcrs of the Thousmld Yard 
Stare. which is chOlrged with patrol­

ling the borders oflhe J\ tournland. 
The house has entered into an arrange­
ment with Thrane: The 1\ ledanis will 
rqmir the keep in exchange for the 
right to garrisoll the riders of the Thou­
sand Yard Stare there, ColulIllls of 

cll\'OIlry OIre always arriving and depart­
ing to the cast- a qUick ford oflhe river, 

and the riders arc in the ~ Iollrn land. 

INFLUENTIAL MEMBERS 
Baron TreUb d 'Mcdani : i\ 10ngtil11e friend of 

King Borane!' Treli b knows exactly what this friend ­
shi p costs him: anI i-Medani sllspic ion OIJllong the 
ot her d ragollmarked houses and diplomatic diffic lll­
tics for Borancl. Yet he remains at the king's side, 

Some suspect dOlrker mot i"es for Trclib's close con­
nection to the Hrelhh crown, and wonder just how 
many MedOlni OIgent.s and sympathil.ers live and work 
in Hrokenblade COIstle, But most court observers say 
there's 01 simpler rea ... on for Trclib's omnipresence. 
King Horancl has charged Trelib with figuring out 
who murdered Borane!'s first wifc, Queen Chase"a. 
1 louse Medani ciders know that Trclib is consumed 
with finding the killer. even to Ihe point of neglecting 
house business_ 

Taldor d 'Medani: Ta ldor leads Ihe Basilisk's 
Gaze, a group charged wit h hunting WM crimi na ls 
from the L:tst \Var. Even among the cerebral Medani, 
Talelor is considered someth ing of an eccentric. 
lie claims to have sharpened his powers of obser­
Villion ilrld re"solling th rough rigorous mental 
training and to have left "extraneolls thought and , , 



counlcrproducthe eillotion" behind. If the Iypical 
I louse 1\ ledani member projects calm rationality at 
alilimes.lhen Taldor is like a living swtlle. Some 
say he doesn't even blink witholll considering eyelid 
movement first. 

Channara d 'Medani: Ilead of the Tholl .. and 
Yard Stare, Chan nar:l d'Mcdani is torn belween Ihe 
crisiH I-day 111:1tter of rebuilding Arythawn Keep 
:lIld assessing the flcld reports froll1lhe Mournland 
patrols. and willlting 10 venture Olll into Ihe field her­
self Neither Ch:ln n:lra's counterparts in the Thralle 
and Brcllsh governments nor her superiors within 
I louse Medanl have allY idea how vaSlthe Mourn· 
land's \\'estcrn border is. Thc Thousand Yard Stare is 
stretched 10 the limit. and Channa ra regards every 
Alournland monster Ihat makes it into Thrane or 
Hrcland as:l persollal failu re. 

Channllra is also aware that the Thousand Yard 
Slare doesn't venlure far into Ihe Mourn lalld, She's 
curiolls about what the intcrior of the Mournland is 
like, bill she doesn't have Ihe personnel to find Olll 
herself She's willing to contract \\itI1 explorers 10 

SCOIII deeper into the \\Iournland than her patrols ca n 
go, but gh'en the reputation of the J\1ollrnland, she 
h:ls fOllnd no takers so far, 

GUILDS AND 
ORGANIZATIONS 

Warning Guild : Bodyguards. inCjuisiti\,es, and 
sentries across K horvaire either arc members of 
the Warning Guild or pay dues to oblilin certifica­
tion from I louse i\1edani. There's some connict with 
HOllse Dcneilh over the market in bodyguards, but 
I louse Medani is small and subtle enough thai it 
hasn', caused .. major rift yet. In general. people hire 
iI I louse Dencith bodyguard when thcy expect to be 
ilttilcked. and Ihey hire a Ii ouse Medani bodygua rd 
whe n they suspect someone mighl be plolting against 
them, but they aren' t sure who, 

The \Varning Gui ld also provides some intel ligence 
functions 10 the I louse Medani leadership (and. by 
extension. to Breland), BUlthe members of this guild 
aren't spies- they're Ihe people who catch spies. Their 
information is often better at explaining the motivcs 
behind another nation's actions than it is al predict­
ing and countering what that nation will do. After .111. 
when Meda ni learns what a capt ured spy was Irying 
to find oul. that knowledge revea ls a 101 aboulwhat 
the spy's masters don't know yel but would like 10. 

Thousand Yard Stare: Iiollse Medani secured 
a contract from the gO\'ernmellls ofBrcland imd 
Thrane 10 have its members patrol the periphery or 
Ihe Mournland and proVide early warning of mon­
'iters or strange magical phenomen:t crossI ng into 
sett led lands, I louse ~Iedani ga\'e the riders a Iypi­
cally circumspect name (the ~\Ves tcrn Mourn land 
\ Vorki I1g Group"). But after the firS I p1llrols came 

back to civilization with a haunted look in their eyes. 
Z 

the Thrane loca ls started ca lling them the ~Thollsand <-
Yard Stare:' a nd the nallle stuck. In the three yea rs 0 
that Ihe Thousand Yard Slare has been watching the ~ 
border of the Mourn land, its members have provided 

"' early want i ng of everyt hing from sirangely tw isted Vl 

giants on the march to living spells spinning out of :J 
control. Bu\ the Thollsand Yard St,lTe C1111't be evcry· ~ 
where, so the dangers of the Mournland sometimes 
cross the Brcy Hh'er or the dead.gray misl. 

Basilisk 's Gaze: Sec rei codici ls to the Treaty of 
Thronchold Iisled war criminals wanted by each 
of the Five Nmions, and e,'er since Ihe end of the 
Last \Var, a group ofMedani operath'es known as 
thc Basilisk's Gaze has becn charged with tracking 
down and apprehend ing thcsc war criminals, Many 
of lhose named in thc codici ls arc living openly else· 
where in Khorvaire. In Ihe two years since the war's 
end. the Basilisk's Gaze has apprchended dozens of 
terrorists a nd war criminals. but that's only a small 
portion of the names listed in the codici ls. 

Medolnllnquisitive level 8 Skirmisher 
M ... dlum nawral humanoid. hum,," XP 3S0 

tnit latlve +6 Senses Pefteplion +14 
HP 87; 8100dled 43 
AC 24; Fortitude 18, Rene" 19. Will 20 
Speed 6 
<D Dagger (s tandard; al·will) + Weapon 

+11 vs. AC; ld4 + 4 damage. 
® Repeating Crossbow ~tandard; at·will) + Weapon 

Ranged 10/20; +11 vs. AC: l d4 + 4 damage, 
::r Inquisitive 's Eye (minor; redtarge ill 

Ranged 10: targeu one enemy; the Medanllnquisl tlve deills 
2d6 elItra damage on the nellt a ttack It makes agains t the tilrget 
before the end of the inquisi tive's next turn. 

~ 811nding Powder (siandard; encounter) 
Close bursl 3: +11 vs. Will: the targel ls blinded and slowed 
(save ends both). 

Slippery Customer (move: at-will ) 
The Inquisitive shifts 3 squares and Ignores difficult terrain. 

Alignment Unaligned Languages Common 
Skllls Insight +14 
Str 11 (+4) 
Con 15 (+6) 

De>< 14 (+6) 
Int 21 (+9) 

Wls 20 (+9) 
Cha 12 (+S) 

Equipment da&8er, repeating ( roubow with 20 bolts, 1 dO!i-e of 
blinding powder 

ENCOllNTER GROllPS 
Mcclani inquisit ives often work alolle, but if they 
expec t trouble, they join in slllall grou ps il nd bring 
some muscle along. 

Encou nter Lcve16 (XP 1,300) 
+ 2 Medani inquisitives (level 8 skirmisher) 
+ 4 human guards (level 3 sold ier, j\I /\1 162) 

Encounter Lcvel 6 (XP 1,300) 
+ 2 i\-Icdani inquisit ives (level 8 skirmisher) 
• 3 dwarfhammercrs (Icvel 5 soldier, MM 97) 
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HOU$E OR1EN .'{- , , 
• . ,'-' "'I r~, '. 

Membe rs ofl-l oLLse Orien carry the Mark of Passage. 
and they dominate the business of overland travel. 
From ca ravan trains to couriers. the members of 
I-Iollse Orien arc the masters of the road. Their trade 
has liule glamor. and the denizens ofllouse Orien 
are practical. with no patience for arrogance or COil· 
ceil. But they arc proud: They have kept the lines 
of trade flOWing across Khorvaire for nearly 2.000 
years. A It hough on Iy humans carry the J\-lark of Pas­
sage, I-louse Orien is a cosmopolitan house; Elves. 

CItAI'TFR 6 I Drayol1ntarl!s 

half·ekes. eladrin. half-orcs, and e"en doppelgangers 
and shifters hU"e all married into the line over time. 

The Trade Roads: Centuries before the creation of 
the lightning rail. House Orien built the major trade 
roads connecting the Five Nations. Rune·can·ed stolle)' 
arc buried beneath the surface of these roads. Oriell's 
caravans and the tack of their messengers' mounts are 
inscribed with arcane sigils. A bearer of the i .... lark of 
Passage can perform a ritual to increase the speed of a 
caravan or a mount that travels these roads. 

The lightning Rail: Si nce its creation in SII 
YK. the lightning rail has been the symbol ofllouse 
Oricn. Faster than any caravan. it is a sa fe and sec ure 
method for Iransporling goods and people across 
Khorvai re. Only a bearer of the Mark of Passage can 
control the clemental that powers a coach. Many 
lightning rail lines were damaged during the Last 
War, and the house is still rebUilding the network. 

Teleportation : Orien's First Step magewrights 
are the foremost experts on tcleporlatioll in t he Five 
Nat ions. They de\'eloped the linked Porta l ritual. and 
most permanent teleportation circles in Khorvaire 
arc Orien's. I lowe\'er. telcponmioJ1 is slill a fledgling 
science. and many people are nervous about using it: 
a ride 0 11 a lightning rail OJ' il Lyrandar elemental air' 
ship might lake longer. but it is seen as safer. 

HISTORY 
The Mark or Passage appeared in the region of 
Aunda ir about 1.900 years ago. The merchants and 
teamsters who developed the mark were experienced 
travelers who soon discovered their common bond. 
initially. there was some compet ition between the 
marked families. but members soon realized what 
they could accomplish by working together. 

Through a combination of magic and diplomacy. 
I-louse Orien secured safe passage for its caravans. 
As its fortunes grew. the house improved existing 
roads and developed new ones. I n the days before the 
Sivis sJleakiJl8 slone network. I louse Orien ran a post 
systelllthiu was used across the Five Nations. 

The lightning rail was developed with HOllse 
Can nith and the clemental binders ofZilargo. This 
technology rC\'olutionized I IOLLse Orien's business, 

TELEPORTAT10N C1RCLES 
Other, vanished cultures also developed portal rituals 
and left teleportation circles behind. Dragons, demons, 
the wizards of Ohl' Kaluun in Sariona, the giants of 
Xen'drik-alileft teleportation circles in the world, wail­
ing to be found. 

You could reflect the fact that the science of teleporta ­
tion is still in its early stages by having unusual mishaps 
occur. Aside from sending people to the wrong destina­
tion. a teleportation error could accidentally open a planar 
portal, or call a d,mgerous creature through the gate. 



and SOOI1 tht, J r<l i Ibl.tler\ were laying couductor stones 
across Khon'lIire. 

The Lastl\'lIr: J he l ast \\'<lr II a!. difficult ror 
I louse Orien. Ilridge,> were destroyed. Lightn ing 
raillincs were brokell. And toward the end or \he 
wa r. HOllse l.)'rrtndar took to the air. House Orlen's 
domin:mce in the field ortransporlation is no longer 
assured . \\'it h Ih i~ changing situ,lI iOIl in mind, House 
Orien has redoubled ils work with Icleportation. 

KEY LOCATIONS 
I louse Orien is one ofthe lIlost widespre<ld orlhe 
houses, with out po,,!.'> .. cross Khorvairc. II has waysta· 
lions in m.IIIY remote villages as wel l 
as OUIPOSIS in the Eldce ll Heaehes and 
Droiltun. These 11':ly stations prinl:lrily 
suppOrt the ca rava ns t hat pasS' through. 
but they arc also Iradlng POSIS, The 
original O rien ramilies were Iller· 
dmnts as well as tcamsters, after all. 
]'erl11al1cl1t Ieleportat ion ci rcles call 
be round in cvery majorcilY. 

Journey 's 1·lome: I louse Qrien's 
base or operations is loc:ltcd in the 
cily ofl>assagc in Aundair. This mas· 
sive enclavc takcs up a lmosl a third or 
the e il). Light ning rail coaches. COlll/UCIor 

SlOUt'S. and many other goods a rc produced 
here. It is Ihe heart or lhe house. a nd:ll1 Orien heirs 
come 10 Journey's 1I0lllc at some point in their lives 10 

le:lrn the ways orthe hOllse. 

INFLUENTIAL MEMBERS 
Baron Kwanli d'Oric": Baron Kwanti is a 

dynamic, energetic human who hates to st:l)' in one 
place. lI e spends mOSI orhis time 011 his personal 
lightning rail c0...1(h, the Silver Unlcorn.tfm'cl ing rrom 
enclave 10 cnc1;n·c to monitor ilffa irs. Despite his wan­
derlust. he is a clever businessman. It was Kwanti who 
diverted ru nd lng 10 the First Step program. Now he's 
sC:lrehing ror a way to gel c!lough runds to repair the 
lightning rail Jines shaltered during the wa r. and 10 

create ncw lines 10 bypass the Mournland. Il l' could 
be a patron ror a group or pcs. irhe comes up wil h an 
:I<hcnlurc Ihal could bring proflilo the house: a ""rty 
working ror the baron would have ruil access 10 the 
lightn ing rail . carala ns, :Ind tcieportalion circles. 

Jaunt: Jau nt i<; one or lhe few dadrin in I louse 
Orlen. a child of ex plorers who rell illlo,-e w il h 
f.berron :lnd cho~c to aba ndon Slwc Loralyndar Iwo 
centu ries ago. J:IIlIlI i!, one of the most respecled 
wi/.ards in the First Step: shc is rascinated by tele· 
portat ion. a nd has been exploring trad ition:ll ritual 
magiC, her human h Ollscmiltes' Mark or Passage. 
and her 011' 11 mci:ll abililies in he r ([ucst to unlock 
greater secrets. She Is brilli,lIlt, but overconfident and 
im pet uous. 

GlIILDS AND 
ORGANIZATIONS 

Couriers Guild: This guild specialil.cs in the 
delivery or small goods. including the post. The guild 
licenses independent messengers :lnd couriers, and 
maintains an elitc rorce tra ined to IIwke deliveries 
inlO dangerous locmions. The de\'elopmcnt ortelepor· 
lation circles is revolutioni7ing the Courie rs Guild. 

Transportation Guild: Perhaps thc largest of 
all the dragollm:lrked gUilds, the Transporlation 
Guild de:lls w ith both ca rgo and passengers. Tens or 
thousands orpcople work for the guild. preparing 

goods ror shi pment. running the lighlning 

! 

rail. maintaining the trade roads. and 
perronning the nl:lny unseen jobs thai 
keep people a lid goods 1110l'ing across 
Khor l'ai re. 

Tr:l il b laze rs: Someonc needs to 
lay the conductor stOIlt'S and plant the 
runic <mehors. The Trai lblal.ers are 
the scoulS who ex plore new rOUles 
,md lay tile first stones. A player 

charaCler who has ties to the house 
cou ld easily be ca lled in 10 work with 

the Trallbla7ers, 
Unicorn 's Horn: Even though I louse 

Orlen employs Delleit h TTlercen:lries ror gen· 
eml security. the house maintains an elite rorce to 

deal with high·risk sit U:ltiolls. Among the I11cmbers or 
the Unicorn's I lorn :Ire the I lllnds orOricn. dragon· 
marked heirs who hal'e lea rned to usc Iheir mark to 
w .. rp time a nd sp:lee. 

Hand of arlen level 7 Controller 
MedIUm nJlural humanoid (human) XP 300 

Inlthulve +5 Senses Perception +11 
HP 77: BloodIed 38 
AC 21: Fortllude 18, Rene~ 19. Will 20 
Speed 6 
CD Dagger(standard: at·wilt) + Weapon 

+12 vs. AC: ld4 + 2 damage. 
::y Disrupting Warp (sundard; at·wlll) + Force, Teleportation 

Ranged 10: +11 V5. Will: 2d6 + 5 force damage, and the Hand of 
Orlen teleporUi the urget 1 square. 

::y Painful Jaunt {standard: recharge .:::.ill + Teleportation 
Ranged 10; +11 ys, Will: 3d8 + 5 damage. and the Hand of Orien 
cause'i the target and one ally withio range to swap Pl»itions. 

-!:. Temporal Disruption (standard: encounter) 
Area burst I within 10: +9 YS. Will: the target 1'1 da~ed and 
slowed (save ends both). Aflerejfecl; The target is slowed (save 
ends). 

Dimension Hop {standard; recharge ;: .{;m + Teleportat lon 
The Hand of Orlen leleports 3 square'i and gains a +2 bonus to 
all defenses unlilthe start of Its ne~t turn. 

Al ignment Unaligned languages Common 
Skills Endurance +9. tnsight +11 
Str 13 (+4) Dell 14 (+5) 
Coo 13 (+4) Int 19 (+7) 
Equlpmenl dagger 

Wis 16 (+6) 
Cha 13 (+4) 
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The elves or! lousc Phiarlan carry the Mark of Shadow. 
a girt that lends ilsclfto illusion and dcr:cption. h 
comes as no surprise that Iiolisc Phiarlan has two 
faces. To the public. it is the house of entertainment. 
a source of actors, b.'mls. and artists of great skill. Bul 
those who h:l\'c thc wealth 10 afford ils services might 
learn orthe housc's dark side- the Serpentine Table. an 
organization of spies with eyes in evcry shadow. 

The Entertainers and Artisans Guild is more than 
a (Cl'er for Phiarlan spies. Its Ovc demesnes arc the 
foremost ccnlcrs for the arts in the rive Nations. 
and Phiarlan bards arc found in every city 
ill Khorv .. irc. or course, sOllle of these 
entertainers arc spiel>. or have agent s in 
their retinues: a skilled entertainer can 
gain access to places a spy cou ld ne\'er 
reach. 

llollse Phiarlan has close ties with 
II Ollse Ghallanda. becallS(' Ph iarlan 
performers orten work at Ghallanda's 
hostels. The houses generally stand 
together when there are disagreements 
among the Tweke. 

HISTORY 
1l0llse Phiarlan traces its history back to when the 
enslaved ekes ofXeu'drik rose up against their giant 
masters. A traveling band of scouts and bards ra ised 
morale and brollght news and information to the SCOlt­
tered tribes. They called themoselves Mphiarlans.~ an 
Elven word that trOlnslates roughly as ~spir il keepers.

M 

'A' hen the dves founded the island nation of Aer­
e11:l1. the PhiarlarlS tra\·clcd between the city·states 
as troubadours and med i.ttors, Sometimes mediation 
worked, bllt the Phiarl:tlls also leOlrned the power of 
passing information to the right people_ With the rise 
of the Undyi ng Cou rt . they served the Sibling Kings as 
spies in OIn effort to help maintain order in the land_ 

Then the dragon marks :tppeared_ Though their 
nature was a mystery. it was clear that they were con· 
nected to the Draconic Prophecy-and the dragons 
had long been enemies of Aerenai. Suspicion fell 
upon the dr:tgonmarked and grew worse when it 
was shown that the line or Vol (bearers orthe A<\ark 
of Death) were allied will, dragons. Fearrul thai they 
might share Vol's fate, the Phiarlans ned to Khor­
vaire. where they joined to become I louse Phiarlan. 
Their artistic skills earned them a place in the Five 
Nations. and intirne the Serpentine TOIbie offered its 
services to those in power there, 

The Last War: During the Last War. House 
Phiarlan served every nation in the connict. As t he 
war raged 011. however. different family lines within 
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the house developed connicting loyalties and found 
themselves working at cross-purposes. The result­
ing Shadow Schism split the house. resulti ng in the 
creation of l louse TiUlranni OInd the ncar exterm ina­
tion of the Paelion family, In the wake orthe Shadow 
Schism. I louse Phiarlan retains greater resources 
and better intelligence-gathering capabilities. while 
Ilouose Thuranni has trained assassins and the will­
ingness to u~e them. 

KEY LOCATIONS 
Phiarlan innuence is ~trongest in Aundair. Thrane, 
and Hrcland: the house lo"t Illost ofils holdings in 

Karrnath and the Lhazaar Principalities during 
the Shadow Sch ism. 

The Demesnes: Phiarlan tradition 
divides the arts into rh'e diSciplines. 
Although l'hiarlan enc laves can include 
those who practice any of the disci­
plines. the most important encla\'es arc 
the flve centers known as demesnes 
where the gre:ncst anists and teachers 
of each diSCipline can be fOllnd. 

The Demesne of Memory is loc1lled 
ill Fairhaven in Aundair. Embodyi ng 
the discipline of the written word. it 
houses Phiarlan's stories and history. 

-I he Dcme~nc of Alotion in Breland's capital. 
\Vrom. focllses on physica l arlS such as dance. 

gym nastics. and contortion. Acrobats of the Carnival 
of Shadows. a traveling circus sponsored by the house. 
and spies of the Serpentine Table study here. 

The Demesne of Music is in Flamekeep. t he capital 
ofThranc. This discipline includes both vocal and 
instrtllllentallllllslc, and the demesne's vaults hold 
instruillents and works from every culture. 

The Demesne of Shape is in Thaliosl, in Thrane. 
It is rocll~ed on materialllrls such as sculpting and 
painting. Most masters of these arts left the house 
during the Shadow Schism. 

The Deme~ne of Shadow. Originally located in 
Metro!. the one·time capital ofCyre. was reeslilblished 
in SIUlrn follOWing the Day ofMourtli ng. This demesne 
teaches the arts of deception- illusion and puppetry 
as well as oratory and acting. A storyteller learns his 
la les at the Demesne of Memory. but at the Demesne or 
Shadow he learns how to bring them 10 life. 

Taer Syraen: T he elvcs of ll ouse Phiarlan dis· 
em'cred Ihis feyspire. and over the course of several 
centurics. a mixed clan of eladrin and elves bear-
ing the Mark ofSh:tdow grew to prominence there. 
Unhi ndered by the Korth Edicts. this clan serves 
the prince ort hc Winter Ciwdc\ as spies and secret 
police. Now that they appear to be stranded in 
Karrnath.thc clan lc:tders a rc exploring their rela­
tionship with their distant kin in I louse Phiarla n and 
1 louse Thuralll1l. unsure how 10 proceed. 



INFLUENTIAL MEMBERS 
Baron Elvillar Elorrcnlhi d 'Phlarlan: I lead of 

Iiousc Phiarlan and leader of the Demesne of Shadow. 
Elvinor h a bard of exceptional sk il l. Iler years weigh 
upon her. and she is looking for a successor- not some· 
one to Ic.:1d the house. but someone to learn the secrets 
that she has borne for cCnlu rics. She knows ta les long 
forgotten- storics that might be the key to great adven­
tures. If she takes a PC Phiarlan as her apprentice. 
these sec rets cou ld inspire a ca mpaign. 

The Hydra: A pOlcllIial customer cannot coni act 
the Serpentine Table di rectly. Instead. the Table 
COnt:lCIS the cl ient. Usi ng the Disguise Self ritua 1. the 
Table's spokesperson ca n appear in any nu mber of 
guises. bllt always refers to himself o r herself as t he 
I lydra. les possible that there is only one Ilyd ra. but 
in il lllikclihood many agellt s assu me th is role. A Clill ' 
ning PC cou ld falsely represent himself or herself as 
the Ilyd ra- bLH those few knowlllo hm'C dOlle so were 
all assassi nated shortly thereafter. 

GlIlLDS AND 
ORGANIZATIONS 

Ente rt aine rs and Art isans G u i Id : This guild 

z 
< 

< 
is Il ou~ Phia rla n's public r.1ee. It rUIlS 1II0S1 oflhe ::r 

"­theaters. music halls. circuses (illcit1(ling Ihe traveling 
~ 

Car niva l of Shadows). and si milar establishments in 
K horvairc. wh ieh employ only guild ·l icensed talenl. 
Phiarlan he irs arc among the nnesl performers in 
the world. but anyone can be licensed who meets the 
guild's sta ndards and pays its a nnual fcc. 

T he Serpentine Table: The agents Of lhis co\'ert 
espionage organiLation are spies. not assassins. Even 
lower-echelon agents of the Serpentine Table know 
little ofils structure and membership. Its deep agents 
have spell t centuries establishing thei r covers. 

Every l'hiarlan cncla\'e has" liaison that acts as 
the go-be tween wit h the Serpentine Table, butlh is 
agent knows little of the ope rations ill the City: the 
trlle spymaste r will a lways be hidden. The services of 
the Table ilre available by invitation only. Those in a 
position to benent from the Table's services might be 
\'isited by the II),dra. who negotiates terms. 

Phi;ulan Spy lev@1 6 lurk@r 
MedIum fey hum,mold. elf XP 250 

InItiative +11 Senses Perception +13: da rkvislon 
HP 55: Bloodied 27 
AC 20: FortilUde 17. Reflu 20. Will 19 
ResIst see shadow/arm 
Speed 7 
Q) Dagger (standard; at-wilt) . Weapon 

+11 vs. AC: ld4 + 5 damage. The Phlarlan spy shifts 1 square 
before or after the attack. 

t Shadow Blade (standard: requires dagger and combat advantage 
against the target: at·will) • Weapon 
+9 vs. Reflex: 3d4 + 5 damage, and the larget is slowed and 
takes ongoing 5 necrotk damage (save ends bOlh). On a hil. Ihis 
attack recharges shadaw/arm . 

Shadowform (minor; see shadaw blade) 

The Phlarlan spy assumes a shadowy form untillhe end af 
115 neXI turn. In Ihis form. It gains tOlal concealment and 
Insubs tant ial. 

Veil of Shadows (minor; at·will ) • illusion 
The Phlarlan spy can disguise Itself to appear as ~ny Medium 
humanoid. A su«essfullnsight check (opposed by the spy's 
Bluff check) pierces the disguise. 

Elven Accuracy (free; encounter) 
The Phlarlan spy (an reroll an attack roll and must use the 
second roll. 

Wltd Step 
A Phlarlan Spy Ignores difficult terra in when It shifts. 

Alignment Unaligned Languages Common, Etven 
Skills Acrobatics +13. Bluff +15. ln5Ighl +11. Nature +8. Stealth 

+13. Thievery +13 
Str 13 (+4) Dex 20 (+8) 
Con 14 (+S) Int 14 (+5) 
Equipment dagger 

Wls 16(+6) 
Cha t8 (+7) 
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Bearers orthe Mark of Scribing. the gnomes of I-louse 
Si\'is arc masters of communication. It is the arcane 
mark of a Sivis gnome that proves the veracity of a 
Kumla rak leiter of c redit. and the speakilll.l stones of 
5i"is that lei a person in Sham send a message to 
someone in Q'barra. 'vVorking as mediators, transla­
tors. and vessels for long-d istance communication. 
the heirs ofl-Iouse Sivis have played an invaluable 
role in bringing people and nations together. They 
ha\'c maintained a reputation for absol ute neutral· 
ity and confidentia lity for nearly 3.000 years, il vital 
shield for a business that carries the messages of 
spies. criminals. and kings. Yet some wonder 
what secrets the house might have. \Vho was 
responsible for the dealh ofKing Jarot? 
Who deslroyed the Glass Tower of 
Sharn? l(s possible that the answers 
lie hidden in the vaults ofl-Iouse Si"is. 

House Si"is is divided into tweke 
families. including the Torralyns. 
Se\'er ins, Lyrrimans. Syrralans. Cor­
ralyns. and SanlOrs. The gnomes of 
I-louse Sivis 100'e political intrigue. and 
al though this penchant is rarely allowed 
to threaten the operat ions of the hOllse. 
any heir might be drawn inlO the 
schemes of his or her family. 

HISTORY 
Zil soc iety has long been dominated by innuential 
clans, and the families within Chm Siv is were well 
established long before their mark appeared. To avoid 
the jealollsy of rival cla ns. the 5ivis gnomes made 
themselves as lIsefullO their neighbors as possible, 
establishing the code of neutrality that they hm'e 
upheld to this day. I-louse Sivis has always been a 
sensible. impartial \'oice among the Twelve. and has 
often helped mediate disputes between the other 
dragonlllarked houses. 

The greatesl turning point in the history of the 
house carne ill 783 YK, when Tasker Torralyn d'Sivis 
imented the first speakina stones. 'Ibday, Sivis meso 
sage stat ions arc found in every major city in the Five 
Nations. carrying words SWiftly across t he continent. 

T he Last Wa r: J louse Si\'is prospered during the 
wa r, as genera ls and kings relied on it to transmit 
messages to officers in the ficld. House Sivis held fast 
to its neutral stance. and in those cases where meso 
sages were intercepted. it was never the fault of tile 
hOllse. This refusal to take sides resulted in record 
profits for the house. and Baron Lysse Lyr riman 
d'Sivis has ilwested this gold in a new project­
un locking the secrets of the Draconic Prophecy. 

CHAPTER 6 I D raHo .. ", arks 

KEY LOCATIONS 
The La byri nt h : The anceSlral citadel ofl louse 

5ivis is located in Korranberg. The name refers not to 
the towers that rise toward the sky, but to the maze of 
ca\'erns stretching out below the endave and under 
the Seawa1l1'l10untains. Once home to Ihe ances· 
tors of the clan, these caverns are festooned with 
carvings- historical records dating back to the Age 
of Dhaka an, etched carefully into the stone walls. 
Today, these tunnels also serve as the vaults of the 
house, holding records of vital COllllllun icalions and 
ot her secret lore. 

INFLUENTIAL MEMBERS 
Doye nne Lysse Lyrr iman d'$ivis: Lysse Lyrri· 
man is a brill iant administrator and a cunning 

sirategist. as demonstrated by her having 
held her post for the last ninety ye<lrs. [n 
addition to maintaining the traditional 

businesses of the house, she has im'esled 
considerable capital in Tasker's 
Dream. It is under her direction thai 

this organization has been in\'estigal' 
ing the Draconic Prophecy. 

Ta li a Torra lyn d'S ivis: Talia is an 
agent ofTasker's Dream. and the young· 
cst heir to master the potent skil ls of 
the vVordsmith. She prefers 10 conceal 
her true intelligence and power from 
strangcrs. playing the part of a curiOllS 

apprentice or an absent·minded sage, 

GUILDS AND 
ORGANIZATIONS 

Nota r ies Guild: The Notaries Gui ld oversees 
services tied to the written word. In addition to 

producing legal documents and authenticating let· 
ters of credit for I-louse Kundarak, the gUild licenses 
cartographers. bookbinders. scribes,trilnslators. 
accountants. and others in related professions. A. 

S1VlS STONESPEECH 
The gnomes of Tasker's Dream created the artlflclal 
language known as Stonespeech for the purpose of con· 
deming large amounts ofinfonnation into small linguistic 
packages. It Is a difficult language to master, and counts 
as two languages for the purpose of the Ungulst feat (PH 
198); however, when someone who knows Stonespeech 
uses Sending or any other power or ritual thai carries a 
limited word count, he or she can triple the length orthe 
message by using Stonespeech to communicate II. (The 
recipient of the message must also know Stonespeech for 
the communication to succeed.) The language is a trade 
secret of House Sivis, and It would be quite unusual for 
an outsider to know il. 



number or smaller branches within the Notaries 
Guild handle specialized work: Ameon's Press is 
the primary source or arcane ritual scrolls ill the 
Hve Nalions, and the Ilidden Word is a division 
that works on cryptography and code.breaking 
techniques. 

Spea kers Guild : The Speakers Gui ld maintai ns 
and operates the network or SJ)I?Ilkirl8 stones and 
provides Send ing ri tual services. It also o"ersees 
a numocr orproressions tied 10 the spoken word. 
The guild tra ins and licenses barristers. mediators. 
heralds, interpreters. and other similar proressions. 
Although some orthcse services ovcrlap with those or 
I louse Phiarlan, as a rule the Speakers Guild hand les 
practical matlers or communication, while I louse 
Phiarla n roc uses on artistic endeavors. 

Oversig ht : O,'ersight is the security arm on louse 
Sivis. Ovcr!>ight is charged with protecting the house 
rrom al l rnanner orspying ilnd thert orinrormat ion. 
but it also policcs the housc's members. I louse Sh'is's 
reputation relics on the assurance or absolute con· 
Odent ia lity ror clients: ir an heir leaks cOI,Odcntiai 
inrormation. Oversight will act swirtly and ruthlessly. 
Oversight has strong ties to I louse Phiarlan.llouse 
r hmlmn i, and the Trust orZilargo, and might call on 
these groups ror assistance. 

Taske r 's Drea m : Tasker's Dream is a lhink ta nk 
ded icated to developing new rorms or magical and 
linguistic commu nication. In addition to working to 
il11pro"e upon the Sending ritual and the spellkill8 
Slones. Tasker's Dream is exploring the potelllial or 
telepathy a nd e,'cn developing new languages. 

These pmctical projects provide covcr ror the 
true work of the unit. Tasker's Dream is dedicmed to 
unlocking a ll sccrets orlinguistic magic, including 
Ihe Draconic Prophecy itsel f Thc \oVordsmiths or 
rasker's Dreilm wi li pu rsue any lead that could shed 
more light on the Prophecy, and ure especially inter· 
ested in Prophecy marks rou nd etched into the earth. 
r\ PC \\'ho has tics to I louse Sivis cou ld be recruited 
to help the Dream unlock the secrets orthe Proph· 
ecy. or to undermine its work irthe Dream's plans go 
beyond house interests. 

Slvls Wordsmith Level 11 Controller (Leader, 
5maU fey hUAlJnOld. gnome XP 700 

tn illa tive +7 Senses Pen:eption +8.low·light vision 
HP 121: Bloodied 61 
AC 26: Fort it ude 25, Reflex 24, Will 15 
Speed 5 
CD Dagger (standard: at,wlll ) + Weapon 

+16 vs. Renex: 2d8 + S damage. 
::r Word of Stasis (standard: at·will) + Charm, Psychic 

Ranged 10: +16 vs. Will; 2d8 psychic damage, and the larget is 
dazed (save ends). 

:r Dktale Dest iny {standard; recharge ill .. Charm 
Ranged 10: +16 vs. Will: the tar~t Is dominated (save ends). 

(. Voice of Reason (minor. encounter) 
Close burst S: each ally in the burst Coln make a saving throw 
against any charm 01' fear effe<:t. with a +1 bonus. 

Fade Away (lmmedlale re"ct ion, when the wordsmith takl!5 
damage: encounter) + illusion 
The Sivis Wordsmith becomes Invisible until after he or she 
attacks or until the end of his or her next turn. 

Reactive Stealth 
If a Slvls Wordsmith has cover or concealment when he or she 
makes an Inllla!!ve check althe star! of an ern:oUriter, he or she 
can make a Stealth check to remain hidden. 

Alignment Unaligned Languagu Common, Elven. Draconic, 
Giant. Stonespeech 

Skills Arcana +18, History +16. Religion +16. Stealth +9 
Str 8 (+S) De x 13 (+7) Wis 1S (+8) 
Con 19(+10) Int 20 (+1 1) Cha 21(+12) 
Equipment dagger 

ENCOllNTER GROllPS 
Player characters might encollnter a Sivis Vlordsmith 
anywhere the Prophecy is manirested in the world­
in a Prophecy mark that appears in an enormous 
cm'ern in Xell'drik: in Ihe Sky Caves orThicrcn Kor. 
lirted rrom the dust orthe Mourn land to nOll! in 

Ihe sky ror a bricrtime,their tw isti ng passages both 
inscribed with and actually forming letlers or I he 
Prophecy: or in an ancient vatl lt whcre Ihc Ireasure 
or a dragon is unearthed, A Wordsm ith tliways travels 
wit h prolection appropriate to the utllic ipaled danger, 
which might include hired muscle or even monstrous 
mercenaries. 

Encounter Levelll (XP 3,400) 
+ I Sh'is Wordsmith (level 12 controllcr) 
• 3 minotaur warriors (le,'eI 10 soldier, /\IM 190) 
+ I ogre warlmlk (level I I elite brute. i\lA! 199) 
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The humans and half-orcs ofllouse Tharashk have 
the Alark of Find ing. a gift they lise as prospectors. 
il1'l " isilh'cs. and bOllnty hunters. They arc olle of 
the younger houses, ambi tious and energetic. and 
dragonshard prospecting has brought them consider­
able wealth. An alliance with J)rO;H11ll has increased 
their innucnce. allowing them to broker the scrvices 
of monsl roilS mercenaries and laborers. 

The families that form I iolisc Tharashk include 
milny full·blooded orcs. It might be the Mark afFind­
ing that locates a \'ein of dragonshards. but i(s orc 
strength that rcco\'crs the precious crystals. Many 
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orcs also serve in Droa:IITl. since the natives are often 
morc comforlable with orcs lhan with humans. 

Ovcr Ihe years, a rivalry has de\'eloped between 
Iiousc Tharashk and I louse Deneith. Tharashk 
bounty hunters compele with the Sentinel Marshals 
ofDeneilh. and Ihe Liondrake'~ Roar has broken 
Dcncil h's monopoly on lhe mercenary Irade. Arro­
gaTll ,md ambilious. I louse TIl1Il'<Ishk also seeks 10 
increase its own innuence alllong Ihe dragon marked 
houscs by laking I IOlise Can nith down a notch. par· 
licularly since Cannith's oncc·prominent position 
has already been diminished by the catastrophe of 
the ]\ lourning. To date. I louse Ca n nit h's need for the 
dragonshards provided by I louse Tharashk has kept 
Ihls feud from esca lating. but thai could change. 

HISTORY 
The Mark of Finding manifested about 1,000 yea rs 
ago among three Shadow i\larches dans~lhe Torrns, 
the Vclderans. and the Aashtas. The exploils of dragon· 
marked hunters quickly became legendary. Three 
hundred years ago. a team ofSivis gnomes came 10 

the Shadow l\larches searching for thisdragonmark. 
Assisted by the gnomes. the clans bearing the Mark of 
Finding joined to form their own hOllse. They named 
the house Th(lrashk~a Goblin word mean ing ~united:' 

The newborn house quickly can 'cd out a niche 
for itself. The heirs ofThamshk havc always been 
survi\'ors. and they quickly ad:lpted to life in the I:jve 
Nations. The Shadow Marches ha\'e rich depoSits of 
drilgollshilrds. and upon learning thc \'alue of these 
stones the dans ofTharashk used this mineral wealth 
to emft a foundation for their house. Si nce thcll.their 
power and innuence has slowly grown. There are still 
those in the Five Nillions who distrust the ~gra.}'bloods.~ 
but by and large I-louse Tharashk hilS nourished. 

The Last War: Initially. the war had little impact 
011 I louse Tharashk; its prospecling work occurred in 
the wilds. far frOI11 the bmtlef'ields. The house was often 
called upon for se:lrch·<lnd·rescue work. but the profits 
from this activity were minor comp.1red to prospecting. 

The aspect of the war that had the greiltest 
impact on the housc was the rise ofDroaam. I louse 
Tharashk has formed strong ties with the Daughters 
of Sora Kell. The hOllse is helping the Daughters 

THARASHK CLANS 
AND NAMES 

Clan lineage is very Important to Tharashk heirs. and few 
use the dTharashk name In dally life. The three primary 
dans are Velderan, Torrn, and Aashta, but t here are a 
number of lesser dans tied to the house, so a PC heir 
doesn't have to use one of these three names. Although 
the dans work together for the good of the house, heirs 
also work for the good of their dans, and PCS could be ! , 
caught up in dan feuds. ~ 
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locale and mine Ihc resources ortheir lands, and bro­
kcring I he service!> or monst rous mercenaries . .. and 
profiting from both. 

KEY LOCATIONS 
Zaras h'ak: The seat ofllouse 

Th:lrashk is locatcd in the port city 
ofZar:lsh 'ak in the Shadow Marches. 
Gil'en the difficulty of overland travcl 
through the Marches, the port is a 
vital point of contact with the olllside 
world. and ships arrive regularly frolll 
Sharn and Stormreach. 

Graywall : Gr:lywall is the home of 
the Liond rake's Roar, and it is here that 
Tharashk recruits its monstrous merce­
naries. The Daughters of Sora Kell have 
given IIOlise Tharashk authority over the 
foreign quarter ofGray",a ll: the half-arc 
Khundran Torm <ldm inistcrs just ice in the quarter. 

INFLUENTIAL MEMBERS 
The Trium virate: Tharashk is governed by a coun· 

eil of three, one represclllmive rrom each major clan. 
J\laa8rim Torti!: The remale half-orc ~laagrim is the 

oldest of the triumvirs. A skilled druid. she has tics to 
the Gatekeepers orthe Shadow Marches. 

Kllalldar'aashra: Cle\'er and charismatic, the male 
half-ore Khanclar has grem ambition and a dark 
he:lr!. l ie is ruthless in matte rs related to expand ing 
the powcr ort he house. 

Dark Ve!dl'rall;Th is male human is the gentlest 
or the triu mvirs. Dark would like to sec the house 
become a positive force in the war·torn \\'orld . 

Ka va Velde ran : A human heir orthe house. Ka\'3 
makes her home in the Drugan Towers d istrict of 
Sham . She ru ns the Globe Information Agency. the 
la rgest inquisitive service in the city. Ka\'a is utterly 
dedicuted to her \\'ork. und once she takes on a case, 
she will go to any lengdl to see it through. 

GUILDS AND 
ORGANIZATIONS 

The Finders Guild : The Finders Gui ld oversees a 
range or differenl scrvices. The 111051 lucrati\'e of these 
is the prospecting division. In addition to locating 
d ragonshards a nd ot her precious resources, the gUild 
undertakes morc mundane tasks. such as helping 
Villages find sources of water or helping archaeolo­
gists locate relics. The gUild has even worked with 
Hiedrans in Xen·d rik. finding the crysta ls that the 
Hiedrans use in their architecture. 

The Finders Gu ild <l Isa dominates the urban 
inquisitive trade. proViding a wide range orin\,estiga­
tive services. Its primarycompctition in this field is 
House ~'I cdani, but where.ls Med:UlI proVides counter-

espionage to wea lt hy clients. the Finders Gui ld makes 
its services available to the common folk. 

Film]]}'. the Finders GUild trains and licenses 
bou nty hU lllers- both those who hunt rugitives (and 

who must compete with the Selllinel 
Marshals or House Deneith) and those 
who elim inute dangerous monsters. 

liondrake's Roar: A new branc h 
orthe house. the Llondrake's Hoar was 
established to broker the services or 
monstrous mercenaries from Droaa m. 

The group includes soldiers and labor­
ers, and it is through this service that 

some orthese crealLlres hm'c become 
more common in the wider world . 
Thanks to the Hoar. ogre laborers can 
be scen hauling goods in many western 
cities-p];lces where berore the war. 
they wou ld likely have been attacked on 

Sight. A portion orthe profits returns to the 
Daughters or Sora Kefl; the hags believe that the Roar 
will mise Droaam's slandlng in the eyes of the world. 

Cults of the Dragon Below: The Cults orthe 
Dr<lgon Below ha\'e deep roots in the Shadow 
Ma rches. Ma ny among the Aasht a clan ami its all ies 
cling to these old ways. Every sect is different. <lnd 
Illany <Ire not actually dangerous- but they can cer­
tainly be disturbing to outside observcrs. Some among 
them da hope to use the resou rces of the house to ca ll 
up the ancient darkness rrolll the world below. 

Thc Gatekeepe rs: Although some Tharashk heirs 
follow the p:u h ofthc Dragon Below, others respect the 
teachings orthe Gatekeeper druids. This tradition is 
espeCia lly strong in the 'I'arrn clan; pes who have tics 
to the Gatekeepers might receive aid from 'Iorrn heirs. 

Tharashk Hunter level 6 Artillery 
Medium natural humanoid. hum.m XP 250 

InitiatIve +7 Senses Perception +1 1 
HP 56: Bloodied 28 
AC 18 (20 vs. ranged ;lIIacks): ForUtude 19. Rene.- 19, Wi ll 18 
Speed 7 
CD l ong5word (standard: at·wlll ) + Weapon 

+1' vs. AC: , d8 + 4 damage. 
@) l ongbow (standard: at'will ) + Weapon 

Ranged 20/40; +13 vs. AC; ldl 0 + S damage. 
Pinpoint the Prey (standard: recharge:: :': .!!.l 

+13 vs. AC: I dlO + 5 damage. and the target grants combat 
advantage to each ally that can see It (save ends). 

Cripple the Prey (nandard: recharge lD 
+13 ¥s. AC: 2dl 0 + S damage. and the tar8i-'tls slowed (save ends). 

Ranged Awareness 
A Tharashk hunter gains iI +2 bonus to AC agains t ranged attacks. 

Swift Stalker 
A Tharashk hunter can move its speed without taking any 
penal t)' to Steal th checks. 

Alignment Unaligned Languages Common. Goblin 
Sktlls Athle tiCS +12. InSight + 11. Nature +11. Stealth +12 
Str1 8 (+7) On 19 (+7) Wls 16 (+6) 
Con 14 (+S) ln t ' O{+3) e ha 10 (+3) 
Equipment hide armor. longsword. tongbow with 20 arrows 
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Once part orl louse Phiarian, the elves orl louse 
Thllranni arc now the rivals of their kin, compet· 
ing in the fields of entertainment ilnd espionage. 
The Thuranni elves bear the Mark of Shadow. and 
they have the same skills and powers as their Phiar· 
Ian cousins. 1-lowe\·<'r. I-IOllse Thuranni is sm;:dler 
than I louse Phiarlan and has fewcr resources. This 
discrepancy gh'cs Phiarian an edge when it comes 
to entertainment and information-gathering. Hut 
Thuranni is unmatched in one field: assassination. 
Like the displacer beast they use as their seal.llOllse 
Thuralllli elves are deadly and all but untouchablc. 

HISTORY 
Even t hough the agents of I louse Phiarlan's Ser· 
pentine Table are spies and espionage experts. the 
leaders of the house have always sOllghlto be a force 
for order and balance, On more than one occasion 
they helped a rightful hei r ofGalifar defeilt would-be 
usurpers. and ifQuecn Mishann had called on the 
house for help, the Last \ ,Var might ha\'e corne to illl 
abrupt end, HOllse Phiarlan did good business during 
the war: Every nation needed intelligence. However, 
this work put the house under tremendous pres-
sure. Shadowmarked elves from diITerent families 
often found themselves working al cross·pu rposes. 
and some lost Sight ofthdr neutra lity and developed 
attachments to a particular nation. 

This situation came to a head in 972 YK, whell 
Thuranni assassins turned on another family within 
I-louse Phiarian- the Paelion line. The few raelions 
who survived t his attempt at extermination went 
into hiding, Baron Elvinor Elorrenthi d'Phiarlan con­
dern ned the action and ca lled for the excoriation of 
the entire Thuranni family, Elar Thuranni refused to 
accept this judgment. declaring his family to be a new 
house. After years of argument, the Twelve agreed, 
and House Thuranni was born. 

This is the official story of the Shadow Schism, but 
many questions remain. What triggered the massa­
cre of the Paelions? Elar claims to ha\'c lLllcovered a 
Paelion pIotto assassinate kings and dragonmarked 
barons, But there arc those who say that both Elar 
and Elvinor wanted the split , and used the P<ld· 
ions as scapegoats, If this is true. what could be the 
reason? 

The Last War: For most of the Last War, thc 
Tlmranni were part of HOlLse Phiarlan. The Tlmranni 
line was concentrated in northwestern Khorvairc 
and performed much ofils work for Karrnath. It 
worked closely with the Order of the Emerald Claw, 
<lnd some say that House Thur<lnni continues to work 
with the Emerald Claw today, 

KEY LOCATIONS 
The Shadow Network has safe houses hidden across 
Khorvai re. bUllhe major enclaves ofllouse Thuranni 
arc found in Karrnath and the Lhazaar Principalities. 
Since the Schism, House TlmTllnni has been expand­
ing its operations and has established small enda\'es 
in Q'barra and Droaam, 

RegaJport: The oldest and largest J-Iouse 
Thuranni enda\'e is in Hegalport. the capital ci ty of 
the Lhazaar Principalities. This is the horne ofl3aron 
Elar dTlmranni, who divides Ilis lime between th is 
city and a sm'lller outpost in the Dancing Shadows 
district ofSharn. 

Stonespur: There arc rumors th.lI Baron Elar has 
been construeti ng secrel enda\'es for activi t ies that 
the Shadow Network wants to hide even from trusted 
clients. Sailors claim to have scen a black dtadelnear 
the island ofStoncspm, protected with powcrful 
magic: this could be one ofElar's secret fortresses. 

Tantamar: This lown, centrally located i.1l the 
mainland pori ion of the Lhazaar Principalities, is the 



hcart of I iousc lhuranni's act ivitics on Khorvaire 
proper. The hou'iC has establ ished a grand theater in 
Tantamar. and thc flnest arlists of the Shadow Net· 
work perform on th is qagc. 

The True Shapers: When the 
Tlmranni were pn rt of I louse Phiil r­
Ian. I hey oversaw I he Demes ne of 
Shnpc. horne to Ihe material arts. 
Following Ihe $hlldow Schism. 
Iiollse Thuranni ret ained pos­
session of the demesne. located 
in Atur in Karrnath. \Vhen 
I ionse Phiarlan established a new 
Demesne of Shape in Thalios!. 
I louse Thuranni renamed its 
enclave the True Shllpers. It is home 
to some of the fines t maslen; of 
architecture. co:.tu ming. SCII lpt ure. 
and pa inting; students corne from 
across Khorvaire 10 learn from them. 

INFLUENTIAL MEMBERS 
Ba ro n Ela r d 'Thura nn i: Haron Elar is al1 enig­

m:!tic flgure . driven :! nd chilrismat ic. It was Elar 
who ordered the exlcrmin:!tion orthe Pilelion line, 
and who fo rced the Twel\'e to accept (I new dragon­
marked hOlL'ie. Always working to ~trengt hcn his 
line. Elar is will ing to make greH! sac rifices to 1Iccom· 
plish hi s goals, and he expect'ithc same of lhose 
around him. 

Elar's connection to the t1 lark of Shadow is excep· 
tionall), strong. lie is accompanied b)' two sword 
wraiths named \Vrem and \Vrek, who scrve as 
bod)'gu:!nl .. :!nd :!d\'isors, The origin of thcsc spirits 
rem:!in" a mystery: some say that they arc embodi· 
ments of the Mark of Shadow itself. made lIlilnifest 
to gUide Ihe baroL!. (These sword wrait hs do not 
ha\'e the sl'ClIvrlll'rail1i power, but arc ot herwise as 
described in I he j\ lOllster j\I tullwl,) 

The nature of Elar's schemes could am~ct a 
Tllllranni PC drawn into his service, If yOll decide 
that Elar sceks only to expand the Innuence of his 
family. pes might be called "1>O1l to hunt down su r· 
viving Paelions or to undermine I louse Ph larliln. 
But ifyOll decide that Elar has lies to the Order of 
the Emerald Claw- or to the Shadowfell itseif- il PC 
miglu 111Ivc to decide whether to cmbrace Elur's pur­
poses or chal lenge thelll . 

GUILDS AND 
ORGANIZATIONS 

Shadow Network: Unlike I louse Phiarlan, 
House Thuranni combines its espionage :! nd artistic 
:!ctivities in u single guild. Allhough sOllie heirs spe­
cia li lC in one path or the ot her. e\'ery Thur:!llIIi is to 
somc degree involved in espionage, As wit h I louse 

Phiarlan, I louse Thuranni's covert services arc made 
available only to clienls chosen by the housc; one 
can't simply hire a Tlmranni spy. 

I iollse Thurannl excels both in the shaping arts 
and in the field of assassination. Members 

of l lollse Tlmmnni ilrc concerned 
with the prosperity of their house. 
not with lIhstmct idea ls of order or 
ba lance. 

The Bloody Shadows: Although 
there is a strong rivalry between 
I iolise Thllranni and I iolise Phiar· 
lan, there is a strict limit to the feud: 
no ilssassinatioll. If:! Phiarlan inter· 
feres with the mi:.sion of a TlllIranni. 

he' ll try to prove his superior skills. 
but he won't expose the ri wll spy. It's 
a game. BUlthere Is" third player. 
ilnd it doesn't follow the rules. The 

Bloody Shadows arc the survivors of 
the Pae llon linc,lhose skilled or lucky enough 

to escape the e>. termlnation attempt. Though rew in 
number, the Bloody Shadows arc lei hal assassins. 
carefu l and patient. The Shadows wa nt to make their 
cOll:.;ns suffer; a Hloody Shadow might draw Ollt his 
v('ngeance against a Phiarlan PC over monlhs or 
yea rs. callsing as milch pain as pO'isible berore st rik· 
ing the nnal blow, 

Thurannl Assass in Le"e!10 Lurker 
MedLum fey humanoid. elf XP sao 

Inllluille +15 Senses Perceplion +14. darkllislon 
HP 160: Bloodied 80 
AC 24: Fortitude 20. Rene)( H, Will 21 
Speed 6 
(!) Dagger (s iandard; al·will) + Weapon 

+13 liS, Refle~ : ld4 + 7 damage. 
® Crossbow (standard; ai-will) • Weapon 

Ranged 1 51l0: +1 5 liS, AC: l d8 + 5 damage, 
::r Shadowblind (Siandard; recharge ~l!!J 

Ranged 10; +11 liS. Will: 2d6 + S damage. and the largel Is 
blinded (salle ends). 

Clo,ak of Shadows (Slandard: at·wlll) 
The Thuranni assassin gains total concealment from all 
Healures unlllll hits wilh an a!lack. 

Combal Adllantage 
A Thurannl assassin deals 2dS niTa damage on allacks agalnSI 
an)' crealure granling combat adllantage to II. 

Mark of Shadow 
When a Thurannl assassin misses wllh an attack while hIdden, 
it remains hidden, 

Elllen Accuracy (free; encounter) 
A Thurannl assassin can reroll an attack ro ll and muS! use the 
second roll. 

Wild 51ep 
A Thurannl assassin ignores difficuilierrain when it shifts. 

Allgnmenl Unaligned languages Common, Eillen 
Skills Acroballcs +16, Bluff +13. 5teal1h +16, Thlelll!r), +16 
5u I 6(+8} Dexll{+l1 } Wls,S (+9) 
Con 12 (+6) Int 12 (+6) Cha 16(+8) 
Equlpmenl leather armor, 1 daggers. crossbow wilh 20 boilS 
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HOUSE VADAL1S ~ 
, ~ , 1'/' 

The hUlllans ofl-lousc Vadal is bear the Mark of 
Ilandling. which gives members a bond to natural 
creatures. The mOSI signi rlcant business orthe house 
is the breeding and sa le ofa nil11a ls. Through usc 
of the mark a nd pr imal magic, Ii ollse Vada lis has 
dC\'clopcd the art oflllilgcbrccding- wcavi ng magic 
into natural bloodlines, bind ing lIew stre ng ths into 
lIlundane crcalUrcs. The ~la rk or! land ling has also 
allowed Vadalis to dOlllcsticmc creatures that few 
ulllllarked trainers could manage. I r one wants a grir· 
[olllllOunt or a warhorse with preternat ural st rcnglll 
and speed. i-louse Vadalis is t he place to find it. 

I louse Vadalis is a fami ly fir!>1 a nd a business 
second . Alt hough many heirs c hoose to 
work on onc of the nlossh'c rllllc hcs. 
others prefer to wa nder the world . a nd 
arc ortcn found in places too sma ll to 
support dragon marked enclaves. A 
\' illage with no Si\'is message station 
might have a VaclaUs heir who raises 
birds. using the Anim .. 1 Messenger 
ritual to hel p his cOlllmunity speak to 
thc olltside world. W herever they go. 
whet hc r thcy work for a house busi · 
ness o r find thcirowl1 paths. V .. dalis 
heirs arc ex pected to rcspect the 
bond of blood and to help OnC anothcr 
In times of trouble: the fa mily comes 
bcfore all else. 

The M .. rk orJ-landli ng has 01 primal aspect. and 
I louse Vada lis has produced 01 nu mber of girted 
druids. Over the course of the 100st century. the house 
11:I 'i sought to strengthen tics to thc druids of the 
Eidecil Reaches. The WOIrdellS of the Wood arc on 
good ter ms with I louse Vadalls. blltthe Ashbolllld 
drUids despise the magcbrccders. a nd have a!lacked 
Vada lis ra nches 011 many occasions. 

HISTORY 
Around 2.000 years ago. a few human fam ilies tra\" 
clcd west to sell Ie ill what is now I hc Eldecn Heachcs. 
[t was a hard land. but they elld ured~and two cell­
turies later. thc Mark of I land[ing appearcd 0 11 their 
childre n. Thise\'ent was seen as a girt rrom the Sovcr· 
eign I lost. a way to help the Vad .. lis f'll11ilies Sllrvi\'e 
a nd prosper in the hard la nds. 

Today Iiollsc V .. dalis is seen .. s f."1irly benevolent. 
but I he re .. re d .. rk secrets in its p."1st. The Seryan linc 
of the house has always been interested in the dark 
power orthe natural world. Whilc others rocused on 
brced ing bener lin·stock. the SerY .. lls studied the dis· 
placer beasl and the dire wol( Their research came 10 

the rorc during the Wa r ofthc M .. rk. I louse Vada lis 
takes bloodlines seriollsly. a nd it was quick to join 

thc ot her hOllses in Ihe effort to eli minate 
bcarers or .. berro nt dragon marks. 
During that war, Ihe Serya ns re"ealcd 
the rru its orlhcir I .. hors: horriOc liv ing 
weapons. l\\uch orlhei r work was so 
terrible that records ant have been 
suppressed. FollOWi ng the war.thcir 
c reat ions werc destroyed and their 
praclices out lawed by thc new Cou nc il 
orthe Twelvc. 

Following the War or I he Mark. 
the heirs on 10llsc V .. d .. lis SCH lee! 
into thefr work. brccding mounts and 

li"eslock and wandering thc world. 
Housc Vadalls has ne,'er becn one orthe 

IllOSt powerrul or profitable hOIl 'ies. and it has never 
tried to be. The Vad .. lis heirs arc a ram ily. a nd they do 
what they Im'e. 

The Last War: The Last War was good for house 
business. 1·louse VadaBs produced Illagebred bears 
for the Brelish spccial rorces. dragonlwwks ror Aun­
da I r. a nd .. II man ncr of mOlltlt -; and Wi! rbeasts. It 
was during the war that thc organizat ion known as 
the Fcra ilicart rosc within thc hOllsc~a group that 
sought to re·create and imprm'e lIpon the rorbidden 

MAGEBRED ANIMALS 
Vadalis magebreeders combine ritual magic and science In 
their work. drawing on both mystical power and ancient 
traditions of animal husbandry to strengthen a breed and 
draw out those characteristics that will prove most useful 
to the clIents of the house. 

As fa r as the publlc knows. Vadalrs magebreeding tech· 
nlques can be used only on natural beasts. The Simplest way 
to approach magebreeding is to add one of the improve· 
ments below to a standard creature. The most superior 
beasts have templates. The DM could certainly create addi· 
tional and unusual magebred creatures by adding fantastic 
improvements or allowing templates that can normally 
be appllcd only to humallOlds to be applied to beasts. For 
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example. a magebred war tiger might have the savage ber· 
§cric:er template from the DunBfOO Masters Guide. 

MAG[BR[D IMPROVEMENTS 
Improved Physique: t 2 bonus to Strength. Dexterity. 

and Constitution. 
TIreless: .. 3 bonus to Endurance checks. 
Sharpened Senses: t 3 bonus to Perception checks and 

InSight checks. 
Bred for Speed: -1 bonus to speed . 
Durable Beast: an additional healing surge. 
Quiet + 3 bonus to Stealth checks. 
Hard to Hurt: + 1 bonus to Forlitude. Reflex. or Will. 

! 



techniques of [he Seryanlinc,lnciuding [he practice 
of Ilwgebreeding Immans. 

During the Last \Var. the Eldecn Reaches seceded 
from Aundair. E"en though its scat of power lay within 
the newly independent Eldeen Heaches. I louse Vada· 
lis rcmaincd neutral in this struggle and still takes no 
side in the clash betwcen the two nations. 

Toward the end of the war. thc hunters of Balin or's 
IlIcssed ignited a biller feud between 1·louse Vada lis 
and the Valenar eh'es when they sOllghl1O steal a 
herd ofValenar horses. House Vada lis is fascinated by 
thcsc animals, and is always intcrcsted in acquiring a 
Valcnar steed: howevcr, to dmc it has not managed to 
brced one ofthc fey horscs, 

KEY LOCATIONS 
I louse Vadalis has a smaller footprint than most of 
the other dragomuarked houses. A cily might have 
a small outpost wherc Vadalis breeders come to 
scll their stock. but the housc has only a few major 
enciaves-tilc mnciles where breeding occurs, 

Foalswood: The ancestral scm of the hOllse and 
thc largcst ofits ranches lies ncar the city of Varna 
in thc Eldeen Hcaches. Foals\\'oo<l has come under 
attack by thc Ashbound druids on multiple occasions. 

The Hearth: This ranch is located ncar the city of 
Wroa!. Since the destruction ofCyre in the i\'lourn' 
ing, the Hcarth has become the new horne oflhe 
Fcral Heart. 

INFLUENTIAL MEMBERS 
Dalin d 'Vadalis: Dalin is the current leader of 

1 louse Vadalis. but like Illost of his kin, he doesn't 
bother with titles, Dalin is a friendly man with a good 
heart, who truly belie"es that his house is helping to 
make the world a better place. lie is only beginning 
to uncover Ihe activities of the Ferall-!cart. and might 
employ Vadalis PCs in efforts to investigate or shut 
down the organization. 

Mazina d'VadaJis: The chiefmagebreeder ofthc 
l!carth, Mazina is also a driving force behind the 
Ferailleart", ami a faithful cultist of the Dr:lgoll 

Below. She is drawing on the forces of Khyber and 
binding them to the beasts of the Feralileart us part 
of a greater scheme 10 spread chnos across the world. 

Sasik d'Vadalis: Dalin's brother Sasik is the con· 
sort ofQuecn Aura la of Aundair. Although he has 
formally scvcred tics to I louse Vadalis and fort.>Olle his 
birthright. he has held onto the family name- an act 
forbidden by the Korth Edicts. Some fcar that Aurala 
intends to abandon the Korth Edicts. and that Ihis mar· 
riage is an effort to bind I louse Vadalis to her throne. 

GUILDS AND 
ORGANIZATIONS 

I-Iandlers Guild: The Ilancilers Gui ld oversees 
research into the breeding, sale, care. and training of 
animals, In addition to managing the HOllse Vadalis 
ranches. licensed handlers can be found working with 
farming communities. stables, and ca ravans across 
Khorvaire, seeing to the care and training of animals. 
Although magebrccders might ha\'e the higher public 
proOle, guild members also scrve as drO\'ers, shep· 
herds, and stable hands. Anything tied to the clIrc of 
ani mals is within the purview oflhe Handlcrs Guild. 

Balinor's Blessed: These dragon marked Imlllers 
specialize in the live capture of cxotic animals, Bal · 
inor's Blessed bring griffons' eggs and live displacer 
be<lsts back to the ranches, :lIId when some new and 
illlercsting beast is discovered, it Is the Blessed who 
arc ~ent to invcstigate. A PC who is a member of the 
Blessed could have many adventures tied to the cap' 
ture of such Ill<lr\"c!olls cre:llu res. 

The Feral Heilrt: This is the dark shadow hidden 
with in House Vadalis. The magebreeders oflhe Feral 
Ileart seck to un leash the full potential of the natu· 
ral world- no matter how horrific. They have been 
IInco\'ering the forbidden tecillli(llieS of the Sery:m 
line, and even searchi ng for the tools oftilc d:lclkyr in 
hopes of crealing living weapous of war, The Dr:lgon 
Uclow cuh ist Mal.ina is sccretly using the Ileart as 
a covcr to bring Oendish spirits into the world. Will 
PCs who Oght the beasts of the Feral Heart disco\'er 
the secrets of their makers"? 

HOUSE VADALlS AND THE DRUmS 
With Its headquarters In the E1deen Reaches. House Vada· 
lis is in frequent contact and occasional conflict with the 
druidic sects of the Reaches (see page 132), 

House Vadalls makes extensive use of primal power In 
Its work, and claims a signlflcant numbt>:r of druids, sha· 
mans, and wardens among Its members. The Handlers 
Guild generally gets along flne with the Wardens of the 
Wood and the Greensinger sects, who view the work of 
the house as an acceptable use of nature's power to serve 
the needs of civilized society. 

The Ashbound sect, however, views all the operations 
of House Vadalis as an abomination, a warping of nature's 

pure and perfect state, The Ashbound wage a constant 
war of sabotage and vandalism against Vadalis holdings. 
and they have been known to slaughter magebred ani­
mals wherever they find them. In certain areas of the 
Reaches. farmers refuse to buy magebred draft animals 
from House Vadalis. fearing that the Ashbound will simpty 
kill the animal. 

All of the druid sects oppose the practices of the Seryan 
line and would condemn the Feral Heart and its operations 
If they were aware of that branch of the house. There's a 
good reason the work of the Fer.lt Heart is centered out­
side the Eldeen Reaches, 
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. HOU$E TARKANiAN 
• • ,', -II /"/ ',. 

A shadow has fallen across the Draconic Prophecy. A 
dark lime lies ahead. This assertion might be borne out 
in the resurgence in aberrant dragon marks. unpredict­
able marks ,hal hold deadly magical powers. Fifteen 
hundred years ago, the founders of 
the modern d ragollll1arkcd houses 
fought a war 10 eXICrtllinalC a ll who 
carried aberral1l marks, and for 
centuries it seemed thai the), had 
succeeded. Now aberrant marks 
are returning 10 Ebcrron. This 
time, the aberrant lords intend 
to be ready for baltic. [l ouse 
Tarkanan is both a haven for 
abcrrants ilnd an assassins guild: 
here. those with aberrant marks 
are taught !O harness their powers 
and prepare for the baulcs ahead. 

HISTORY 
The War orthe Mark occurred 1.500 
years ago, when the dragon marked houses exter· 
minated the bearers of aberrant marks. The greatest 
abertamleader was Iialas Tarkanan. who look refuge 
in the city ofOorasharn with his troops and his con­
sort. the Lady of the Plague. vVhen it became clear 
thatlhe war could not be won. I·-lalas and his lady 
destroyed Ihe city with their death curses. shattering 
the lOwers with earthquakes and calling up hordes of 
vermin from the depths. Modern Sharn was e"entl!­
ally built IIpon the ruins ofDorasharn. 

For O\'er 1,000 years, aberrant marks have been 
rare and relatively weak. Over I he 1.lst decade, how­
ewr, aberrant marks have been appeilrillg in r:1r 
greater Ilumbers. some with remarkable power. House 
Tarkanan was founded in defiance of the Twcke; it is 

aClively searching fOf those who bear aberrant dragon· 
marks and training them in the use of their powers. A 
criminal guild specializing in assassination and thert. 
House Tarkanan is sct up as a mockeryofa dragon· 
marked house. Most ofllouse Tarkanan's members 
usc the surname Tarkanan as a sign of their allegiance. 

Un I ike at her dragon marks. aberrant marks are 
not bound to any bloodline. and 
can ilppear on anyone, of any 

race. Members of House Tar­
kanan corne from a ll walks of 
life. Those whoscrve in the 
house gui ld are expe rienced 

killers and thie"es: Some arc 
fo rmer spies and soldiers. and 

others have been trained by the 
gUild itself. Members of House 
Tarkanan come from many 
nations a nd a II levels of soci-

ety. Some have lost everything 
because of their marks. Others 

have managed 10 hide their marks 
from the world <It large. and these 

agents serve the interests ofl-'Iouse Tar­
kanan in the wider world. 

KEY LOCATIONS 
At the moment. House Tarkanan is far smaller than 
any orthe other dragonmarked houses, Hut it is 
ilct i\'ely expanding, as Tarkanan seekers roam Khor­
"aire looking for aberrant heirs. 

Sharn: HOllse Tarkanan is based in the city of 
Sham. Thora Tarkanan rLLns the business side of 
the house out ol"her mansion in the Dragon Towers 
district ofSharn. Other operations arc based ill a 
buried tower in Khyber's Gate. below SlliIrn~an 
old remnant of Dorasharn uncovered by the Son of 
Khyber (sec below). Recently the hOLLse has begun 10 

expand operat ions. and it has cstablished safe houscs 
in Fairha,·cn. Korth. and other cities. 

US1NG HOUSE TARKANAN 
ff the PCs are dosely allied wtth one of the houses of the 
Twelve, House Tarkanan can be an enemy. The Son of 
Khyber seeks vengeance against the other houses and plans 
to sabotage house holdings; PCs could easily be caught In the 
crossfire of such actions. Other houses-particularly House 
Thurannl-want to eliminate the aberrant house, and PC 
heirs could be placed in the vanguard of such assaults. 

On the other hand, if one or more of the PCS have an 
abenant dragonmark they could be recruited Into House 
Tarkanan. House Tarkanan can provide the PCs with valuable 
resources, but will expect them to help the house If they 
aren't willing to be assassins, the Pes could be asked to help 
in other ways- finding other aberrants and bringing them to 
a Tarkanan safe house: battling Thuranni assassins: acquiring 
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lost treasures from the War of the Mark; or stopping House 
Cannilh or HouseJorasco from developing weapons or dis­
eases designed to attack aberrants. 

The choice is yours. House Tarkanan can easily be a 
sinister cabal of assassins with disturbing powers. Or it 
can be a courageous band of outsiders Joining together to 
battle the oppressive power ohhe dragonmarked houses. 
Do what best suits the story you want to tell. 

Whichever path you take, aberrant dragonmarks should 
be frightening; there's a good reason why common folk 
are afraid of them, and until a character learns to control 
his or her mark , that character is a threat to others. You 
might use House Tarkanan as an unexpected savior- but 
it should always be a grim house. ~ 
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INFLUENTIAL MEMBERS 
T hora Tarkana n: TIte house was founded by 

Thora 'ravin-now Thora Tarka nan-in 990 YK. In 
998 YK . Thora relinqu ished her leadership role to a 
huma n known w it hin the organi7ation as the SOil of 
Khyber. Eve n though the Son of Khyber now leads 
the hOllse . Thora remains its public face. [t Is Thora 
who <lrr"11ges assassination contracts wit h Ihe nobles 
or the Five Nations. while the SOil of Khyber r('mains 
oul of Sight . bUilding a n aber ra nt army. 

T he So n of Khyb er: linle is known ahout th is 
I1gure or his rckuionship wit h Thora , but he bears 
Ihe strongest aberrant mark seen inlh is age and the 
skills of a milila ry commander. Some say t hat he is 
Ila [as Ta rkanan born aga in. a nd that he is preparing 
to lead h is people into ba ttle. 

GUILDS AND ORGANIZATIONS Z 
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Tarka nan's opera tions fall inlO two calcgorics. The 
business side of the hOllse sells the services of assas· 
sins a nd thieves. Senior assassins a rc known as 
ba rons:j ull ior members arc called lords and ladies. 

The hOllse also recru ilS people with aberra nt 
d ragollmarks a nd tCHches them both to use t heir 
marks a nd 10 fi ght or s lea l. 

Tark,man Soldier levelS Soldier 
Medium nalu ral human",d. human XP 200 

Inil la tl ... e +6 Senses Perception +3 
HP 63: Bloodled ]1 
AC 20; FortItude 19, Renell 17, Will 16 
Spt!ed 5 
CD Bauleax" (standard: at-will ) + Weapon 

+12 vs. AC: ldl0 + 4 damage. and the target Is marked until the 
slart of the larkan .. n sold ier's nex t tu rn. 

® Handue (standard: a t-will) + Weapon 
Ranged 5/10: +12 VS. AC: ld6 + 4 damage. 

<~ Khyber's Grasp (standard; encounter) + Necrot ic 
Close blast 3; +9 vs. Fortitude: 2d8 + 4 necrotic damage. and 
the targe t Is immobilized (5.<I\Ie ends). 

Watchful Eye (Immedia te reaction. when a marked enemy leaves 
an adjacent square: at·w ill) 

The Tarkar'liln soldier makes a melee bask allack against the 
enemy. even If the enemy is shihlng. 

Alignment Unaligned Languages Common 
Skills Athle t iCS +11. Int imidate +7 
Str 18 (+6) Dex 15 (+4) 
Con 15 (+4) Int 10 (+2) 
EqUipment chalnmall. bauleaxe. handaxe 

Wls 12 (+3) 
Cha 10(+2) 

Tarkanan Assassin Level 9 Elite Skirmisher 
Medium natural humanoid. human XP 800 

Inltla tlYe +11 Senses Perception +10 
HP 152: Bloodied 76 
AC 26: Fortitude 22. Refl ex 25. Will 25 
Saving Throws +2 
Speed 6 
Action Points 1 
CD Dagger (standard: at·will) .. Weapon 

+14 vs. AC; l d4 + 5 damage. 
'" l ear through Space (n andard; recharges when fi rst bloodied) " 

leleportatlon, Weapon 

The Tarkanan assassin teleporlJ up to 6 squares, and each 
enemy adjacent to the square where It appears gran ts combat 
advantage to It; the assassin then makes the ro llowlng attack: 
+1 4 vs. AC: 2d4 + 7 damage. 

(. Khyber's Veil (minor l / round: at·will) .. Illusion 
Close burn ] : targe lS one crealu re; the Tarkanan assassin Is 
Invisible to Ihal targel un lillhe end or the assassln's next lurn. 

Combat Advantage 
A Tarkanan assassin deals 2d6 exira damage against any 
creature grallling combal advanlage 10 II . 

Fearsome Blade 
A larkanan ilSsassin un score a crillcal hit on a roll or 18-20 
when making a dagger attack, 

Alignment Unaligned languages Common 
Skills Blurr + 13, Stealth +17, 5treelwlse +1] . Thievery + 14 
Str 14 (+6) Dex 20 (+9) Wis 12 (+5) 
Con 16 (+7) lnt 13 (+5) Cha 18 (+8) 
Equipment dagger 

( 
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CHAPTEH 7 

EBERRON J5 a world of many (eligions. half a 
dOl.cn cont ll1cnlS. and all uncountable array of races. 
cultures. and creeds. Faith is a potent force: a shaper 
of his lory. an instigator of wars, a source of magic. Not 
everyone chooses 11 faith. and many who choose do 
not devoutly practice-bllt for those who do. religion 
sta nds above government. above mortal law. above 
even arcane magic as the ultimate power ofEberron. 

This c1w.pter discusses the seven major faiths of 
Ebcrron in turn. and concludes with a discussion of 
the planes that surround the world. 

+ The Sovereign Host: The most widespread faith 
ofKhorvairc.lhc nine gods orthe Sm'crcign 1I0st 
rule o\'er evcry aspect of civilized life. This faith 
is highly Inclusive, Icaching I hat e"ery rcligious 
belicfls an echo of the teachings of the So\'e reigns. 

+ The Da rk Six: The malign shadows of the Sover­
eign I lost, these six deities embody the destructive 
aspects of the natural \\'orld and the worst aspects 
of ci\'ilized life. 

+ The Silver 1;la l11e: The Church of the Silver 
Flilllle Is perhaps the greatest force for justice and 
good in the world. The greatest paladins oflcgend. 
mighty heroes who dedicate thcir lives to purging 
the world of demon ie horrors and other great evils. 
wcrc c1mmpion<o of tile Silver Flame. 

+ The Blood of Vol: Often misllnderstood and 
feared. the faith of the Illooel of Vol teaches its fol ­
lowers to seek divinity through uneleath. 

+ Cults of the Dragon Below: Not a unified reli­
gion. these $CaHered cu lts servc forces of madness 
and destruction embodied in Ihe Dragon Below. 

+ The Path of Ught: The teachings of the kalashtar 
encourage their followers 10 usher in a new age of 
light and peace. 

+ Elf Religion: The ekes of Aerenal and Vale­
nar rc\'crc Iheir ancestors. eilher embodied 
in undead forms or incarnated in their heroic 
de<ocendenls. 

+ The Planes: Though they arc 110t the homes 
of Eberron'~ gods. the pl:1I1es above, below. ilnd 
ilround the world hilve a profound innuence 011 
the world. 
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Tlu,' 8lood of Vol Culls of Khyber 

The Dark Six 

• • 

The Pal" ofLi81'I 

T"e Undyin8 COllrl 

THE PANTHEONS AND DEITIES OF EBERRON 
Faith, Pantheon, or Deity Alignment Areas of Influence 
The Sovereign Host 

+ Arawai 
+ Aureon 
+ Balinor 

• Boldrei 
• Dol Arrah 

• Dol Dorn 
+ Kol Korran 

+ Olladra 
+ Onatar 
The Dark Six 

+ The Devourer 

+ The Fury 
+ The Keeper 
+ The Mockery 

• The Shadow 

Good 

Good 
Unaligned 
Unaligned 

Good 
Lawful good 

Unaligned 
Unaligned 
Good 
Unaligned 
Evil 

Chaotic evil 
Chaotic evil 
Evil 
Evil 
Chaotic evil 

All the world, focused primarily on aspects of civilized life 
Agriculture, fertility, the wilderness as natural resources 
Knowledge, law, arcane lore and magic 
Beasts, the hunt, the cycle of life 
Community, home, hearth 
Light (physical and metaphorical. the goodness of the soul). honor, 
selnessness, military strategy, war 
Courage, duty, physical prowess, soldiers and warriors, war 
Wealth, trade, commerce 

Fortune, luck, success 
Forges, crafts, industry, fire 
All the world, especially the primal wilderness and nature's destructive 

forces 
Storm, nood, famine , other aspects of nature's wrath; also, the sea 

Wrath, passion, vengeance 
Gluttony, greed, necromancy 
Violence, betrayal, dishonorable victory, love of carnage, war 
Ambition , dark magic, corruption 

+ The Traveler Unaligned Change, cunning, innovation, deception 
The Silver Flame Lawful good Protection, generosity, destruction of evil and the unnatural 
The Blood of Vol Unaligned or Evi\" Divine power of the blood, immortality, undeath 
Cults of the Dragon Below Chaotic evil Madness, destruction, aberrant creatures, darkness 

The Path of light lawful good light, progress, self.improvement, freedom 
Elf Religion Unaligned The e lf people and society 
+ The Undying Court Unaligned Immortality, elven society, history 
+ The Spirits of the Past Unaligned Glory, elven history and l1eroes 

• Althougl1 the general precepts of tl1e Blood of Vol are grim, they are not necessarily evil, and the majority of its 
worshipers are the same. Those who are aware of and revere the t rue figures at the heart of the faith, however- Vol herself 
and the Crimson Covenant-a re of a far darker, more malicious bent. 
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THE 'SOVERE1GN HOST , , 
°1' .... , '.,." /~! . 

The worship of the Sovereign Il ost is the most wide· 
spread orEherrol\ '~ religions. particularly across 
Khorvaire, and also one of the oldest. Throughout 
its history it has been challenged by newer. more 
dynamic faiths. split by a great sch ism. and wracked 
by strife as the Lasl War pitted worshiper against 
worshiper. Yelthe faith of the Sovercign Hos\ is infi· 
ni tely adaptable and easy to follow. and it is these 
traits that have allowed it not merely to sur"h'e but 
to thrive. 

LORE OF THE 
SOVEREIGN HOST 

HISTORY 
History DC i5: Faith in the SO\'ereign I lost has 

spread :IS far as il has and lasted as long as it has not by 
converting others to the religion. but by adapting other 
religions to it. Irlhe Vassa ls come across a tribe of gob· 
lins worshiping a strange god of war. the)' assume that 
the god is in fact a primitive version of Dol Dorn. They 
tllen appro:lch the goblins as comrades in faith. intro' 
ducing thellt to the Olher gods in "their" pantheon. 
Although this tactic is criticized by members of other 
faiths as p'lIronizing, it is clearly effective. 

History DC 25: As Religion DC 25. 

RELIG ION 
In addition to Ihe informat ion presented here. a 
charactcr can attempt a DC 15 Heligion check 10 

delermine whether he or she knows the specifics of a 
holiday. a ritua I. or another aspect of the fait h. 

Com mon Knowledge: The Sovereign I lost is a 
pantheon of nine deit ies: Araw:!i. Au reon. Balinor. 
Holdrei. Dol Arrah. Dol Dorn. Kol Kamin . Olladra. 
and Onalar. The O\'erwhelming m:ljority ofVassa ls~ 
as worshipers of the Ilost are knowll- re\·ere the 
entire pantheon. not jusl one or two ofits number. 

Religion DC 15: A character who succccds al 
this check knows the specific pcr!>Onality and areas 
oflnnuence of each god of the pantheon. (Sec the 
table 011 the faCing page. as well as the £/lfIlIlO.\ !'/(IYeTS 
Guide.) 

The gods of the Dark Six and the gods of the SOy· 
erelgn I lost were once part of the same pantheon. 
but the D:lrk Six were banished In a gre:lt c\'ent 
known ilS the Schism. E\'cll today many Vassals still 
ofTer prayers to the Six as wel l, if only to stave ofT 
their \\ rmh. 

Tales of precisely what caused the Schism differ 
from one sect or temple to the lIexl. Many Vassa ls 
believe it 10 have been a simple COnniC! between good 
and evil. Others pOinl out that most orlhe gods of the 

Ii0SI nrc gods of civilization (and Ihal C\'cn Arawai 
and Halinor.the two exceptions. represent the wi I· 
derness through ch' ili7..ation·s eyes- agriculture and 
hunting being obviolls necessities of civi lized life). 

>­
VI 

o 
:r 

and most of the Dark Six are gods of the wild . This 
view maintains that the Schism was a conniet not 
between good and evi l, but between progress and 
barbarism. 

Hellgion DC 20: Religious texts refer to the Sov­
ereign I lost and the Dark Six as "Nine and Six and 
One." E\'en though many Vassa ls today belie\'e Ihe 
"Ninc" and -Sis:- are ob\'ious references to the IWO 
separate pantheons. these references predate the 
Schism. Some speculate that they refer to the nine 
gods of civilization (most of the I lost plus the Mock· 
ery and the Tra\'eler) and the six gods of the wild (the 
remaining four Dark Six plus Arawai and Bali nor). 

\Vh", oflhe "One:' then?The most common 
bcllefamong the Vassals is that the One refers to the 
Sovereign Iiosl as a whole (and indeed. some texts 
translate the phrase as -Nine and Six ill One-). This 
bcliefholds that the pantheon is ca pablc of acting as 
a single unit. withoulthe nced for discussion. debate. 
or delay. The Schism. then. was the ba nishment of 
the Dark Six from this communal entity. 

Hcllgioll DC 25: Through a careful st udy of 
faiths around the world, scholars can bllild a rough 
map or t he evolution or t his religion. The draconic 
faith ofThir maintains that in the Age of Demons 
sixteen great or infamous dragons. COL lied Sovereigns. 
i.1.'>Cended to godhood to watch O\'er the world. 

As the dragons spread across the world, legends of 
those Sovcreigns took root in humanoid cu ltures. For 
cxample.the dragon Ourelonastrix. discoverer of the 
Prophecy. is represented in fai ths across the world in 
the form of a divine bringer of knowledge and magic_ 

Following the fall of the agnostic empire ofDha· 
k:1ll n. "OIllC gobl ins created 11 pa nt heon of sixtcen 
god~. In<.pired by the sixteen dragon Sovcreigns. 
When humans first reached Khon'aire from Sar· 
lona. they brought with them their own pantheon of 
nine deities. \"hen these humans encountered and 
mingled with the goblins. they equated their deities 
with nine ofthc goblins' own. adopting the remaining 
six- the Dark Six- as sinister gods. 

Dcspite the likely innucnce of the dnlconic faith . 
few human worshipers ofthc Sovereign Host know 
anything aboul Thir. or bel ieve that the Sovereigns 
ha\'e anything 10 do with dragons. (The Temple of the 
\Vyrm Ascendant. popular in Storm reach a nd among 
the dragonborn. is an exccption. Its followers hold 
th:lt through their actions they too call join the Sover' 
eigns in the hea\'ens.) Most Vassa ls who know ofthis 
history view the sixteen dragons. thc Nine of Pyrine. 
and the goblin pantheon as early and primilh·e mis­
IInder~tal1dings of the true pant heon. 
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PRACTICING THE FAITH 
Even though religion is part of daily lifc for most Vas­
sals. il normally lakes the form or minor prayers and 
r iles. Formal worship and complex ceremonies an' 
occasiona l observances. 

The Celesti a l Crown: Almost c"eryone is falll il· 
ia r w il h the blue and gold symbol of the Sovereign 
Ii osi. also known as the OClogram. Less well unde r­
stood Is the meaning behind a sy mbol of e ight poi nts 
fo r ,I pa ntheon of nine gods. Theories abound: one of 
the most common suggests that the symbol predates 
the birth ofKol Ka rran, the only "second generation" 
god of the pantheon. Thc most Widely acceptcd belief 
in liturgical circles. ho\\'c\'cr. is thallhc combination 
of eight points and 1\\'0 colors represents all sixteen 
entities-the Nine and Six and One. 

The fact that the Celestial Crown is the symbol 
of the Sovereign 1·lost is common knowledge; urnler· 
standing the possible meanings behind the symbol 
requires a DC 20 Hcligion check. 

CORE DoCTRINES AND BELIEFS 
A cha racter who makes a successful DC 15 Heligion 
check is familiar with the core doctrines and beliefs 
of t he Sovereign Ilosl. 

+ The Doctri ne of Un iversa l Sovereignty: As is the 
world. so Clre lire gods. ;\5 are ,he 8ods. so is the lI'or/d. 

In essence. this doctrine maintains that nothing in 
Ebcrron exists outside of the knowledge and innu· 
cnce of the gods. Although they arc divine beings 
with their own ide ntities. they arc a lso a part of all 
thi ngs. ATawai doesn't merely inOuencc the crops. 
she is part of them. A farmer who prays to her wh ile 
sowing his ncld isn·t trying to allract her altention, 
since she is already there: he is honoring her. hoping 
that his devotion will inspire her to bless his e fforts. 
Onata r dwel ls in e"ery sp .. rk in every forge. Dol Dorn 
in the n ow of every battle, .. nd so forth. 

+ The Doctrine of th e Divine Host: The Sowrell)tJ 
I/osl is one name, and speaks with aliI' mice. The 80ds 
are lire leiters oj thaI nallle. and the sound oj thai l'Oiel'. 

The pantheon is more than the sum onts parIs. and of 
far greater importance even than Its individua llllem· 
bers. Most Vassa ls worsh ip the entire pantheon rather 
,han chOOSing a single patron. That's not to say thatlhe) 
don·t have their fal·orites; a blacksmith likely feds closer 
to GnaW r than to thc other SOI'Creigns. for instance. 
and many priests are better I'('rsed in the ceremonies of 
one than the ot he rs. But the Vassals acknowledge this 
relationship as one of preference and el'en intimacy. not 
ofirnportallce. Although the blacksmit h devotes 111051 

of his attention to the Sovereign of Fire and Forge, he 
sti ll rccogni/es that Gnatar is no more important in the 
world than the other gIXls of the Host. 

A minori ty of Vassals. called Disciples. devote the 
entirety of their worship toward a si ngle god rather 
than the pantheon as a whole, whilc still acknowl· 
edging the Doctrine oflhe Divine I lost. A rare few, 
ca lled Hicrocrats. refute the doctrinc and believe 
thaI their chosen patron is more important and 11I0re 
powerful than the ot her gods. ~ Iost Vassa ls consider 
these individuals to be misguided. 

Sou ls a n d t he Afterli fe: Vassa ls bclic"e thm 
the soul is a tiuy spa rk oflhe divine. but that over 
the course of a mortal life. the soul's divinilY slowly 
fades. Because II therefore Call110t return 10 the gods. 
it moves 011 to Dolurrh (sec page 262)- not a place 
of punishment. but a place from which the di vine Is 
tru ly absent. Becausc Va~sals foresee no reward In 
this a ft erlife. they consider the blessings of morta I 
existence nurch more importa nt. 

R IITS AND PRAYERS 
J\ lost of the following information is com mon knowl 
edge. A DC IS He ligion check is reqlrired to know basic 
prayers and minor rites. It requires a DC 20 Religion 
check to know how toconeluct major rites of the faith. 

Most rites of the Sovereign I lost arc quiCk. simple 
affairs that a Vassa l can perform a lone. Prayers 
and paeans arc ent irely verbal (a n)'t hing im·oll'· 
illg gestures is considered a rite). and are offered in 
grat itude: as thanks for a good harl'cst, for pleasant 
weather. or ('ven for luck in avoiding those who mean 
do to one harm. Prarers arc not used to request favors 
of the gods: th is is done through rites. 

M1XlNG AND MATCH1NG 
The flexibility of the Sovereign Host and its undeniable 
links with the Dark Six allow worship of the pantheon 
to assume a wide variety of forms. A strange. death· 
obsessed sect known as the Restful Watch worships 
Aureon of the Host and the Keeper of the Dark Six. 
claiming that the former identifies and empowers great 
sou ls, while the latter keeps them for future return to 
the world of the living. Dwarves of the Mror Holds hold 
Onatar. Dol Oorn, and Kol Korran over aU other gods: 
the goblin temples of Rhukaan Draal worship the bloody 
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combination of Balinor. Dol Arrah. 001 Oorn, the Mock· 
ery, and the Shadow. 

Although most Vassals can accept such "lesser pan· 
theons" when they are made up exclusively of gods of the 
Host. they repudiate any mixture of the Sovereign Host 
with the gods of the Dark Six. The suggestion that the two 
pantheons are equal strikes at the heart of their faith; even 
those Vassals who offer prayers to the Six on occasion still 
believe those gods to be separate from. and lesser than. 
the Sovereign H~t. 



Hites can be basic. with simple gestures added to 
prayers. but they can also be more complex affairs 
intended 10 a!>k the blessings of the 110sl. Such rites 
might i.,volve ceremonial litanies. colored candles. 
the wearing of specific garb. or the burning of minor 
sacrifices. (Sacrifices might include bits of food or 
sma ll good .. ofpersollal imporwllce. Animal sacrifice 
is limited to major riles. and the Sovereign I lost docs 
not accept the s'lcrifice ofsentienl beings.) 

Only priest!> arc permitted to conduct major rites. 
These include the fesliva ls oflhe gods and high 
holidays. Priest!> sing paeilns. perform bened ict ions. 
and offer sacrifices. These ceremonies occur at fixed 
times. whether or not iI congregmion has gathered. 

Priests arc also responsible for ceremonies han· 
oring births. milrriages. coronations. and funerals. 
Even these. howe\'er. cannot be scheduled on a whim: 
they must take place during ri tes dedicated to one 
or mOTe of the gods. Most marrillges. for instance. 
ta ke place during sacrifices to Araw.li or Boldrci 
(ah hough weddings during festivals ofKol Korran arc 
not unknown). Birth celebrations and funeral obser· 
vances occur during lite festivals of "hiche\'er god 
the family reveres most strongly. 

H OLIDAYS 
A character who makes a succes!>ful DC 15 Hcligion 
check is familiar with the holiday~ of the Sovereign 
I lost. 

[.leh god has a number of hoi), da)'~ throughout 
the year. days on which priests and Vass.tI~ con­
duct minor rites and prayers. These honor not only 
the god. but a lso thc god's area ofinflucnce: for 
inSlance. the festiva l of Dol Darn honors warriors. 
Eac h god has a fa\'Ored season .• md when the god's 
fes tivals occ ur dur ing Ihal season. they arc offa r 
greater Intr icacy and importance. with major rites 
and sacr inces. 

In add ition to these regu lar ceremonies. tile Vas­
sals celebrate the following holidays. 

Sun 's m essing (15 T herendor): A celebration of 
Dol Arrah, and a day of peace on which encmies SCI 
aside their differences. 

Au reon's C row n (26 Dravago): A ceremony 
of knowledge. with lectures and sermons of either 
great intcrest or great boredom. depending on 
one'" preferences. This has also become a common 
dll)' for related secular events. such as graduat ion 
cerelllOllies. 

Ilr ightblade (12 Ny mm): A day of athletic com­
pelitiol1s and gladiatorial contests. dedlcilted to Dol 
Dorn. 

T he Hu nt (4 Ba rra kas): A day of communal 
lmnts. often of particularly dangerolls beasts. in cel­
ebration ofiJalinor. 
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( Ilold rc i's Feast (9 Rhaa n): A celebriltion of com· 
Illll nity feat uri ng great fcas ts and ext nl\'agalll pa rties. 
It Is also 11 dily for sec ular elections. z­
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THE CLERGY 
A character who succeeds on a DC 15 Religion 
check understands thc basics oCthe Vassals' religious 
leadership. 

The Vassals ha\'c no single religiolls hierarchy. Dif 
(crelll regions arc gUided by liturgical councils. but 
a council's role is 10 .. dvisc the region's temples. nOI 

to diclalc their practices. For all practical purposes, 
c .. ell temple of the Ii0SI is an entil)' unto itself 

There arc inslillilions Ihallrain and ordain priests 
in the ways of the Sovereign I iosi-and indeed. it 
is from these locations Ihal most of the liturgica l 
councils operate- bul formally ordained priests arc 
the minority of religlolls leaders among the Vassals. 
Many priests. part itularly those in sma ller communi· 
tics. cOllie inlO their posts nat urally. A wise ind ivid ual 
might wind lip giving advicc to neighbors more and 
morc often. Ullt il he or she becomes a de facto priest. 
Ot hcrs are fo rced into service. as somethi ng about 
them-a skill. a mannerism, or the ability to cast 
minor Ill:lgic- convinces the people of the COllllll llllity 
that thcsc beings arc blcsscd, As long as these imli­
vidua[s make an efTorilO learn sllfficiell1 doctrine to 
condllct the Sovereign Ilos(s rites, other priests are 
quick to recognize them. 

Thc dllli("s of a pric!>1 of JJlC Sovcrejgn 1 J05I .1re 
~traightforward enough: I-Ie or shc must pcrformthe 
rile'> 10 thc gods on their holy days. conduct major 
ceremonies such as weddings and funerals ir asked 
to do so. advise the failhful on spiritual matters. and 
prolect Vassals rrom harm to the best orhis or her 
ability. 
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The Da rk Six a re the savagery to the Sovereign 1·lost's 
civility. the gloom to their brightness. Once part or 
the s'llne p.l1Ithcon until the Schism cast them out. 
Ihey arc the primitivc, the bloody, and the crue\. Yct 
the Dark Six arc no less vi tal a part of the world than 
their more belovcd counterp.lrls. no mattcr what the 
priests of the I iosl would have the faithful believe, 

LORE OF THE DARK SIX 
Becausc thc two filith .. arc essentially the same in 
terms of his lOry and de\'elopmcll1, charactcrs seek· 
ing 10 Icarn about the Dark Six must know the samc 
historical and religioLis lorc prcscnted inthc Sover· 
eign I lost entry. Also as ill thai cntry, characters can 
attempt Religion checks to sec what Ihey know about 
the Six's rites, pr<lctices. and beliefs, 

A character who makes a successful DC 15 Hcli· 
gion check knows the specific persona lity and areas 
ofinnucllcc of each god of the Dark Six. (Sec the table 
on page 240. as well <IS the EBI.IIIID.\ Players Guicie.) 
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PRACTICING THE FAITH 
It's somcthing of an open secret that most Vassa ls of 
thc Sovereign llost also ofTer occasional prayers to 
the Dark Six, if only to avert their wrath. A farmcr 
might pray to Arawai for a good crop, but hc or shc 
might also ofTer prayers to the Dc\'ourer to a\'ert nood 
or drought. Doing this is only sensiblc. given the Dar~ 
Six's sway O\'cr the raw forces of the world, and as 
long as the faithful arcn't blatant about it. the pricsts 
of tile I lost do not objcct. 

But ",hat of those who actually ofTer their dc,'o· 
tion 10 the Dark Six? Priests of the I iosl say that only 
monsters. prlmith·es. and the insane do so-and 
indeed. those groups do make up a sizable Illlmbcr of 
t he Six's worshipers. Yct quite a few perfectly ralional 
beings a lso devote themselves to the Dark Six. They. 
too. ca ll themselves Vussals-partly because t he ti tle 
pred<ltes the Schism, and partly to hide beliefs that 
arc frowned upon inl110st civilized regions. The fo l· 
lowersofthc Dark Six arc not neccssarily evil or cyen 
violent (although lllallY arc). Rather, they have comc 
to belicve. either through upbringing or experience. 
thalthc powers of the caprieious wild a rc superior to 
thosc of civilil.ation, 

Unlike Vass<l ls of the I lost-who rcvcrc thc pan­
t/U.'OfI .15 II whole, l'I'l'lIlf (he), /Cd piJr(iculllrJ),dosc (0 

one deity-a worshiper of thc Six normally grants one 
god the greater portion of his or her devotion. 

T he Dark Star: Also called the IIcxagram, Ihe 
bulky. six· pronged s)'mbol of the pantheon holds 
obvious mcaning, Each point and cach dark huc 
represents one of the conSliluent gods. Thc fact that 
the "bar" of the Shadow and the Tra\·cler bisects the 
others is taken hy many to suggesl that they arc the 
symbolic Maxis" that supports the reSI of the Six. 

Idenli fying the Dark Star as the symbol of the 
Dark Six requi res a DC 20 Religion check. since it is 
fa r less we ll known than the Celest ial Crown of the 
I losl: knowledge ofthc meaning behind the symbol 
requires a DC 25 Hcligioll check. 

CoRE DoCTRINES 
A character who succeeds on a DC 15 Heligion chcck 
is famili(l( \\uh the core doctrines and bel iefs of the 
Dark Six. Because they ha\'e evcn lcss formal struc, 
ture than the I lost. the Vassals of the Dark Six do not 
properly namc or codify their doctrines. but in brief. 
they arc as follows. 

• As is Ihe wor/II, so (lfe Ihe 800s. ;\s Ilre Ihe800s. so is Ihe 
1I'0r/d, 

Although worshipers of the Six despise the litle "Doc· 
trine of Universal Sovereignty:' this beliefis ident ical 
to thc Sovereign I lost's prineiple of that name. 



+ Th(' lor oj mort a/.' is r('ruence. obedience. acceplilllce. 
andfear. 

Mortals mighl pra~ to the gods for Iheir f:tvor or 10 
averltheir wrath. hut ultimately the place of mortals 
is to rc"ere and to obey. to fear the gods rather than to 
lo\'e Ihem. I\lortals have no more righllo cX]lCCllhe 
favor of the gods than the)' do to expeclthe we:tlher 
10 bend 10 I heir" hims. 

+ Dill)' obedience /ltul re'·erence 'Ire rewarded afler dealh. 

Unli ke Vass:t l .. of the II 0Sl. who beliel'c tlwt the soul 
is dcst i ned for Dolurrh because it loses ils divinity, 
worshipers of the Dark Six believe that a I'cry few 
mortals arc chosen by Ihe god .. - parlicu larly by the 
Keeper-for a greater paT:ldise. a place of primal 
chaos but also ofintense natural beauty. Only those 
who truly revere ami accept the primacy and power 
of the Dark Six, and who arc fully obedient to their 
priests, can hope to obtain this reward. 

RITES AND PRAYERS 
A successful DC 15 Religion check is suffiCient for 
a characler 10 know most oflhe fo llowing informa· 
tioll. A DC 15 Heligion check is required 10 know 
basic prayers or minor rites. It requires a DC 20 
Religion check to know how 10 conduct major rites 
oflhe faith. 

Like worshipers of the Iiosl. Vassa ls of the Six 
offer prayers enti rely as Ihanks-part icularly in grati· 
tude for avoiding misfortune. Prayers arc chanted in 
peculiar cadences that arc as important as the words 
themselves. Hequesls for the favo r of the gods. or cer· 
emonies to ward off their ire, arc considered minor 
rites and arc marked by oflcrings. Offerings need not 
be va luable, but t hey must be sy mholically appropri· 
ate: sacrifiCing all il nimalto cn~ure the sufTering of 
an enemy. or injuring oneself as an offering of pain to 
bring good fortune in a coming battle. 

Major rites reqUire the participmion of a priest. 
Alt hough held in secret. these rites ncvertheless 
ilwoh'c a large number of worshi pers and large or 
multiple sac rifices. (In rare cases these do include 
human sacrifice.) 

In addition to the I'arious socia l ceremonies per· 
fo rmed by clergy of the I lost (funerals. weddings. and 
the like). priests of the Six are also responsible for 
lIIed ialing disputes. since Vassals of the 5i ,\; ca nnot go 
to olher aut horities in Cilse thei r religiOUS proclivities 
should come 10 light. Priests are al .. o responsible for 
requesling the gods' blessing on wars and for al'eng' 
ing insults 10 the faith. 

H OLIDAYS 
A character who makes a Sllccessfu l DC 15 Heligion 
check is familiar with the holidays orlhe Dark Six. 

During the COllr .. e of a year. vassals conduct mul· 
tiple feslivals to honor each of the Dark Six and his 
or her areas of innuence. In some regions. festil'als 
occur weekly, while in othel1l they arc far less fre· ~ 
quell!. Priests conduct rites to the appropriate god on ::. 
fcstil'itl days whether or not any worshipers all end. 

In addi tion. the Vassals celebratc the followi ng 
holidays. 

Wi ldnighl (18- 19 Sypheros): This wild festival 
to the Fu ry begins at su nset. and offers the faithful an 
opportunity 10 I'ellt passions both violent and ca rnal. 

Long Shadows (26-28 Vult): This threc·day cel· 
ebration of the Shadow i .. a time of dark magiC. 

THE CLERGY 
A character understa nds the basics of the priesthood 
of the Dark Six with a slIcccssful DC 20 Religion 
check. 

Mosl lemples of the Dark Six are entirely indepen· 
dent . They are led by a high priest. who mailllains 
the pOSition only as long a .. he or she has the persona l 
power and liturgical knowledge to keep another 
priest from usurping the title. 

In areas where the Dark Six are worshiped openly. 
such as portions ofDarguun . tem ples might form 
liturgica l cou llcils like t hose of Ihe I lost. Unlike their 
Sovereign cou nterparts, howe"er. these cou ncils arc 
del·oled to a specific god, 1I0ttO the whole pantheon. 

Priests of the Dark Six can come into their posi· 
tion.:; in several ways: through being brought up in 
a powerful religiOUS family: th rough personal apo· 
theosis, such as a sudden experience that gr:mts an 
individua l a heightened del'otion 10 one of the Six; or 
at the whim of .. higher priest. since the credo of obe· 
dience permits religious leaders 10 command Vassills 
to assume imy duty. 

-.-~ 

I 

THE SlLVER FLAME 
. • "J 

The priests and champions of the Silver Flame have 
battled the forces of darkness for hundreds of years. 
A relati\·cly )'ou llg religion. the Church of the Silver 
Flame has found staunch support across Khorvaire. 
especia lly in the nation ofThrane, Its followers wage 
a never.ending 51 ruggle against cvil. light ing demons. 
del'ils. a nd .. II manlier of monsters. Corruption 
wifhill the church itself. IIOII'e,'er. continues fO be (he 
organiLation·s most relentless foc. 

LORE OF THE SILVER FLAME 

HISTORY 
Common Knowledge: Thrane became a theoc· 

rac), ru led b)' the Keeper of the Flame and the Council 
ofC.mlinal!. in 914 YK. when the last Wynarn heir. 
King Thillin, died. 
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H istory DC 15: Thc Church of the Silver Flame 
was born in 299 YK. whcn the paladin Tira 1\1 iron 
and a couat! mergcd with a sil\'ery pillar offire to 
stop a dcmonic o\'crlord from escaping from Khybcr. 
Tlra is now thc immortal Voice of the Flame. an 
intcrmcdiary bctll'ccn thc mortal world a nd thc 
divine Flamc. 

H istory DC 20: 111 832 YK.the Church ofthc 
Stlvcr Flal11e laullched a crusade againstlycanthropes 
thmlasted for fifty ycars. Thc crusade brollghllycan· 
thropes to the brink of cxtinction in Khorvaire. 

l'l istory DC 25: Although thc Church of the 
Silver Flame is a relatively young institution. other 
religions in various parts of the world have sprung up 
around worship of the couails that bind demons in 
Khyber. In Xen·drik. giants. cl\'es, drow. goliaths. and 
other races all developed serpent cults in their early 
histories, and the yuan·tt ofKrczent in the Talenta 
Plains arc a surviving cxamplc ofa similar religion. 
In addition. thc religion of the Ghaash'ka la orcs of 
the Demon \Vastes is similar to the faith of the Sikcr 
Flame- similar enough that somc consider thcm to be 
thc samc religion. 

RELIGION 
In addition to thc informmion prcscnted here. a 
character can attempt a DC 15 Rd igion check to 
determi ne whether he or she knows the specifics of:1 
holiday. a ritua\. or anot her aspect of the faith. 

Commo n Knowled ge: The Church of the Silver 
Flame is dedicated to protecting the world from evil. 
Its mcmbers include militant clergy and members of 
knightly ordcrs dcvotcd to waging physical and spiri­
tual war against evil and monstrous threats. 

Relig ion DC 25: As l listory DC 25. 

PRACTICING THE FAITH 
Followcrs of the Church of the Silver Flame call 
thcmselves the Puriflcd. whi le olLtsidcrs call thcm 
Flamites. The Purified believc it ts thcir duty to 
nnish the work of creatioll by purifying the world of 
darkness and e\'il. Thcy don't delly the cxistence or 
divinity of other gods. particularly the gods of the 
Sovercign Host. but they do contend that only the 
Sih-cr Flame can perfect creation and transform the 
world inlO a paradise frce of wicked ness and pain. 

Sy mbol of the 1~ lal11e : The most com mon symbol 
ofthc Si lvcr Fla me is 11 stylizcd representation of a 
name. simi lar to 11 cand lc n1llllC or a bonfl re. often 
inscribed on siker or in laid with silver. The shape of 
an arrowhcad is also frcquently uscd in Silver FI'llnc 
iconography. representing shafts of sunlight that 
picrce thc darkness as wcll as weapons striking truc 
against evil foes. jI,·Icmbers oftllc Ordcr of Temp lars. 
in particular. display their faith wilh an image of a 
namc engra\'ed on a silver arrowhcad. 
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CORE DoCTRINES 
A character is familiar with the core doctrines ofthc 
Sikcr Flame with a successful DC 15 Religion chcck. 

+ Trust in the Silver Flame. The Voice of tlte Sill'er 1:lallle 
never lies. /tll'il/ !i811f your 11'{I), 10 nlory {Ind sall'a/ion. 

+ Ileeel tlte words oflhe Keeper. The Keel,el' oflhe Flame 
iSlhe emissary of till' Silrer Flame speakiuS 10 you. 

+ Fi8/1f evil in aI/ ilsforms. Not el'erY0tle can /ial'e the 
stren81" of a paladin. bUI there are rrwlly \\'a)'s 10 P8ltl 
el·iI. AI/fol/owers of Ihe Silver Flame /TIUSI re/TIain vi8i· 
IIIIII.jor tile one II1h18 evil ,lOt's lI'eli is hide in plain SiS/II. 

+ !.eat! II noble life. and encour"Se others 10 do l/ie same. 
Templaliolls abound. but the wise (all recOBnize lind 
(l\'oid them.ljyoll die wilh a pure spirit. you will be 
joined wilh tlte Si/l'er Flame 10 burnforewT briylu. 

+ Shllre the failh. Tlte Sill'er 1:lallle (arl purify die darkest 
spiTil. Shllre Ihe pOll'er of Ihe F/{Itrle lI' ilh those who /J(JI'e 
tlOI yel embraced il. 

R ITES AND PRAYERS 
A DC 15 Religion check Is suffidcl1l for a character 
10 know Illost oflhe follOWing information. A DC 15 
Religion check is rcquired 10 know b.'lsic prayers and 
minor rites. It rcquires a DC 20 Hcligion chcck to 
know how to conduct major rites of the fait h. 

The Purifled beliel'e thai the proper way to vener­
ate thc Si lvcr Flamc is to IIvc In accordance with its 
prccepts-virtue, constant vigi lance. and st ruggle 
ag:tinst evil whercver it is found. A life that embodies 
thesc ideals does not need rites and prayers 10 sanc­
tify It. for it is holy in its own right. 

The ccremonies performed in the church rcml\'c 
around aCls of purincation. Priests arc ca lled IIpon to 
perform rites 10 purify thc faithful dead in prcpa r:t­
lion for buriaJ.to purify the bodies offa llen foes after 
bailie (symbolic of purging I heir evil from t he world). 
to purify the sick and rid thcm ofillncss. and to pu rify 
aspira nts to the priesthood in the act of ordination. 
Ncwborn children of Pu rificd parents are dedicated 
to a life of purify in the dltlrch's most elaborate rites. 

In Thrane. the Church ofthc Si lvcr Flame also 
pcrforms rites to commemorate occasions of state. 
in\'oking the Sih'er Flame to purify the hearts and 
mimls of I he people and of thc mcmbers of the go\'­
ernmcnt to make Th ranc a truly holy nation. These 
r ilcs arc not per fo rmed in othcr nations. 

H OLIDAYS 
A character who makes a successful DC 15 Heligion 
check is familiar with thc holidays ofthc Church of 
the Sih-er Flame. 

The Purified observe thc first day of eycry wcck. 
SuI. as the Day ofClcallsing Fire. a day to recommit 
ollcselfto a life of purity. On SuI. dcvout worshipers 
of the Sih'cr Flame fast for allcast one meal. spend 
t he mea ltime in praycrs of clemt ion and repcntancc, 



and spend [he money [hm would o[herwhe pay for 
that meal on alm~ for the needy or donations to the 
church. 

In :tdd itioJl to this \\eckIy observance, the cllUrch 
marks sc\'eral significant holy days throughout the 
year. 

Bright Soul's Day (18 Ola rune): As the dark 
days of wintcr dra\\ [0 a close. thc Pu rified celebrale 
the Ih'es :tnd the sacrifice ofthosc who gavc their 
livcs to fight e\,j] and protect the faithful. 

Tirasday (5 There ndor): This holiday celebrates 
the birth ofTira Miron. the Voice of the Fla me. 

Promiset ide (18 Dravago): As nat ure's beauty 
reaches its height in late spring, the Purified honor 
the Silver Flame for the promise of the paradise to 
come. when the world Is made pu re and perfect for 
Ihe faithfu l to in habit. 

Firs t Dawn (1 1 Nymm): This observa nce com­
memorates the day in 9 14 YK whell ihe Church of the 
Si lver Flame assllllled cont rol ofThrane's gm'ernmellL 

Silvertidc (14 Lha n 'ion): This highest holy day of 
the faith celebrates the sacriflce of the couatls and the 
bi rt h of the Si l\'er Flame. 

The Asce nsion ( I Sypheros): On th is day. wor­
shipers remember the sacrifice ofTira Miron. who 
joined with the Sih'er Flame 10 become ils Voice. 

Rampa rtid e (14 Ary th): As nights grow longer 
and the world turns toward winter.lhe Pu rifled steel 
themselves agOlinsl evil. both wit hout and within. 
Obeying Ihe scriptures thOlt enjOin them to Mt\ lake 
yourself a basllon. a rampart against wlckedness.M 

they atone for p.lst sins .md fast to fo rtify themselvcs 
for the year ahead. 

Khyberse f (1 1 Vult): On the longest night of the 
year, when light and goodness seem to be ill their 
weakest. the pur lncd bel ieve that the bonds hold­
ing Ihe Oendish overlords in Khyber are also aI their 
weakest OI nd t l1:l1 the world is in it.sgrealest danger. 
Many quests and crusades arc launched on Khyber­
sef(a shortened. dialec tical form of "Khyber's Eve"). 

CHURCH HIERARCHY 
Agents of the church can be ordained by th ree dis­
tinct orders- the Order of Min isters. the Order of 
Templars, and the Order of Friars. J\ l inisters include 
priests. who le:ld loca l temples. aCI as community 
leaders. and serve as chaplains In the mi litary and 
other inst itutions. Templars arc the wa rriors of the 
clm rch, including temple guards. crusaders against 
evil creal mes. wandering adventu rers in search of 
wrongs to r ight , and soldiers in the armies ofThrane. 
Mosl ind iViduals with character classcs who arc 
ordai ned to the cllUrch's service (part icularly cler­
ics. paladi ns, ICmpkl rs. I nvokers. and ot her divine 
classes. but also includ ing characters who usc other 
power sourccs) arc members of the Order ofTelll­
plars. Members of t he Order of Friars are missionary 

priests, t raveling agents or t he clllIrch who lcnd \0 the 
spiritual needs orlhe fa ithful and bring the light of ~ 

< the Flame to d:lrk places. 
The spiritual leader of the Church of the Silver 

Flame- and the political ruler orThra ne- iS the 
Keeper orthe FI:une. That post is held at present by 
Jaela Daran. an cleven·year-old girl. In praclice. a 
COllncil ofCardina[s oversees most affa irs of both 
church and state. 

Most members of the Council of Cardinals are 
drawn from the Order of"liniste rs. with:l notable 
few comi ng from the Order of Temp lars. The counci l 
exerts its aut hority through archbishops. who :Ire 
members of tile Order of Mil Ii siers. I\ rchbisilops arc 
regiolml OIluhorities who in turn oversee bishops (a lso 
ministers) and prefects. the highest ra nk among the 
templa rs. Thesc le:lclers hold spiritual .lUt hori ty over 
priests within C1 single large city or cluster of smaller 
towns and Villages, :lnd in Thrane they are local gov· 
ernors as well. 

SECTS OF THE SILVER [ LAME 
Some sects of the Sil\'cr FI:Illle :lrc f:lctions within the 
church. obeying the same hierarchy btu emphaSiZ­
ing slightly different fo rms of doctrine. Others arc 
heretical sccts: still others arc 'ieparme religions that 
\'ellemte Ihe same divine force . 

Order of the Radiant Fla me: Tht' monks and her­
mits of this contemplative branch of the clm rch seek 
spi rit ual union with the Silver 1:lame in this life. in 
anticip:llion oflile true un ion that comes :lfter death. 

Kn ights Milita nt : This r igid order maint:lins 
extreme sta ndimls of purity and morality. alt hough 
it emphaSizes heroic S'lcriflce in batt le rat her than 
imposing its moral standard!> on others. 

Servants ofthc )lure Flame: F'1I1:1tics and 
ext remists. the Serva nts (:llso called Puritans) 
espouse forced conversion and somctimcs employ 
qllestionable methods to achieve thei r goa ls. This scct 
is mosl powerful in Aunda ir. alt hough it has sym pa­
thetic cars at every [e\'cl ofl ile church's hierarchy. 

The Whispering Fla me: A few small cults. pri­
marily based in Timme. re"cre 110t the Sil\'er Fl:lme 
and TirOl "liron, bUllhe evil spirit imprisoned within 
the Flame. Although the priests and knights of the 
Silver Flame "igorol1~[Y eradicate any hint of these 
cults. the \'ery real presence oflhe Shadow in the 
Fi:lme (sec p.,ge 19) contributes to the continual 
resurgence oflhe \Vhisperlng Flame. 

Kalok Shash : The GlllIash'kala orc tribes of the 
Demon WaSles bclie\'c thallhcy ha\'e a divine duty 
to pre,'ent evil from escaping the \V:lstes and polltn-
i ng the world. These orcs worsh ip a powcr they call 
Kalok Shash.lhe "Rinding Flame:' which Ihey belie,'e 
is ulOIde lip ortht' souls of allt he righteolls who have 
died fighti ng against evil. Many scholars and priests 
belkvc that Ka lak Shush and the Silver FI'lIlle arc 

ellA!'] hH 7 I Go d s (l nd Cos mol 

> 



one and the same. and most among the Purified arc 
happy to accept these orcs as kindred spirits who 
have a mission akin to their OWI1. 

Serpent Cu lts ofXc n 'drik : The ancient legend 
oflile couatls who sacriflced themselves to imprison 
the fiends within the earth is depicted in the earliest 
inscriptions found in Xen·drik. Througholllthe mil· 
lenni:l.this talc has formed thc foundation of manv 
religions :lmong t he native races of that continent. J 

including the giants. their clrand drow servitors, and 
the goliaths orlhe Titan's Teeth j\ lount:lins. r-.lost or 
the .. e serpent cults espoused high ethic:l1 ideals. orten 
lortier than those prevailing in the domimmt culture 
ortheir time. Altho11gh no current serpent cults arc 
known, some scholars have arglled that the Church 
orthc Sllver Fl,lITle is really a contemporary rorm or 
thc .. c ancient rcligions orXcn·drik. 

~-::-~ , 
THE BLOOD OF VOL . . ' ., 
Onc orthc most pccLlliar or Ebcrron's raiths.lhe 
Hlood orVol worships no god or higher powcr. butlhc 
divinity that lics within all mortal beings. It seeks to 
overcome death and reveres those who ha\'e already 
dOl1e so through ascension to the ranks orlhe undead. 

[t is a dark raith. driven and grim. Yet not all ont~ 
adherents arc wicked. and many would be shocked 
to learn orthe real evil that lurks at the heart ortheir 
religion. 

LORE OF THE 
BLOOD OF VOL 

HISTORY 
H is tory DC 20 : The rnith orVal wns initially an 

ch'en raith. but the 13100£1 orVol and the railh orthc 
Acrenal elves arc now qui te d ifferent. and orten find 
themsclves in opposi tion. 

History DC 25: The war that rcsultcd in the 
destruction orthe Mark orl)cath wasn't just about 
the mark; it began wilh thc rc\·clation lhat a child had 
becn born or clr and dragon. This was Erandis Vol. 
who was killed in the war. 

History DC 30: With" successful check agaim", 
this DC. a clliIracter knows the basic history orlhc 
line orVol. the r-.lark or Death. and the war that ulti· 
mately wiped Ollt the line. 

!\lore inrormation about Erandis Vol can be round 
in the entry ror Lady Vol 011 page 249. 

R ELIGION 
In addition to the inrormation presented here. a 
character can attempt a DC 20 Hcligioll check to 
determine whether he or she knows thc specifics ora 
,ho,lid,,·,:p ritua l. or anot her aspect orthe raith. 
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Rel ig ion DC 20: As Jlistor)' DC 20. 
Rel ig ion DC 30: The priests or Vol believe that 

the undeild are champions or their rait h. 

PRACTICING THE FAITH 
Followers orthe Ulood or Vol (a title that rcrers to thc 
bloodline orVol: Illost worshil>Crs do not know Ihal 
Erandls hersclr yet exists) call1hell1scl\'es Seekers. 
They believe ill no divine beings blu instead seek to 
harness the -divinity within,Hthe lire and godliness 
thm nows through the blood itself. 

[kcillise ortts rocus on inner strength. the Blood or 
Vol appeals to people who arc p<lrticu larly drh'cn or 
interested in personal improvement. and those who 
<lrc disillusioned with the gods orot her rait hs. The 
rilith abo holds an obviolls attraction ror necroman­
ecrs. de(lth retishbt~, and seekers orimmorta lity. 

Sy mbols or thc Blood : Although the B[ood or 
Vol rre(lllemly makes usc onts traditional symbol-a 
dragon skull !>urrounding <I blood-red gem-ind i\'id­
ual priests arc al lowed to choose their OWI1 symbols. 
This practicc is encouraged partly to hide the religion 
in areas where Seekers lire persecuted. but primar­
ily to highlight the ract that Ihe Seckers arc praying. 
not to any higher po\\cr. bulto the dh'inity within 
themselves. 

CORr DoCTR INES 
A character who makcs a succcssrul DC 20 Heligion 
check is ramiliar with the core doctrincs and bcliers 
orthe Blood or Vol. 

+ Look Ilot 10 Ihe skies. lIor to Ihe depths below. rlor e,'clI 10 

the dislallllllisl or future. Seek rhc dh'ine \\"ilhill.for Ihe 
blood islhe life, an" in ils ((111 fan be heard Ihe promise 
of life rteT/wl. One Iws but 10 IiSlell. 

Th i<; 111:1111 ra. recited ilt the stilrt or many rill'S a nd 
prayers, enGIpsul1lles the b1lslc Irut hs or the raith. 
True divinity exists only with in the blood orliving 
things. A person's power comes rrom within. mani · 
rested as physical strength. mental acuity. or thc 
ability \0 usc m:lgk. r-.1cditate on and pray to the 
divinity Within. not to raIse gods or prophets without. 

Dolurrh is ror those who rail to mastcr and COIll­

prehend the Dh'inity \\'ithil1. Those who succeed 
in doing so arc destined ror a greater eterna l lire- a 
p<lradise, tailored to the individual in question. The 
..ect"~ highest echelon .. are made lip orundead. Seck· 
er .. who know orthese undcad revere thellI. belie"ing 
th1llthcy IUl\'c sacrifkcd I:,.,radise 10 remain behind 
and guide others. 
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RITES AND PRAYERS 
Seekers rarcl~ pra~ in a literal sense. The closest they 
come is a Ill.ultra illlcndcd to illmkc the Dh inll)' 
\Vithin,:ls a 111cans of granting Ihcmscl\cs strength 
or forI ilLlcic for 1 rials to come. 

PriCSb of \ ·01 O\crscc a number of major riles. held 
before ga1hcril1g~ of Seekers. These rites: do 1101 com· 
rnclllormc most life events or social occasion'> (such 
(IS weddings), bWlhcy do commemorate birth :md 
death- not onl.1 of Seekers. but ofil11port;1Il1 Ogurcs in 
the local culture or in the hierarchy of the faith. 

Seekers also gather for IwO primary holy d .. ys. 

HOLIDAYS 
A character II ho slIcceeds 011 a DC 25 Hcligion check 
is familiar wilh the holidays of the Blood orVol. 

Sacrament of Blood: Occurring irregularly 
throughollllhc year. this observance is the corner­
stone of the Hlood of Vol. In each ofthcsc hidden 
ceremonies. a priest recites a religious lit:lny (part ly 
in Draconic). then moves through the assembly with 
a ruby chalice alld a ritual daggcr cnlled a blood fang. 
Each p:trticipant cuts himself or herself and bleeds 
into the chnlice: most Seekers believe th is gesture 
to he purely ceremonial. an acknowledgment of the 
Divinity Within that unites them all. In fact. the 
blood Is uscd by the sect"s highest priests and undead 
leadcrs for a va riety of necromantic purposes. 

Revelation Day (13 Zarantyr): Also called 
Ascension Day. this ceremony allows Seekers to 
mcditate on their spiritual progress. Seekers gather 
for a Sacr:ll1lent of Blood; once the chalice is nllcd. 
the priest conducts a ritllal to purify the blood. (On 
rare occasions. some priests secret ly ahcr it ill other 
ways :IS well. dcpending upon their ambitions :tlld 
abilities.) The chalicc is then passed through the 
assembly. and each Seeker takes a sip. The result is 
a religiou!> trance during which an imbiber cxperi· 
ences visions ,md waking dreams; these experiences 
are said to impart some clement of truth or re\'elmion 
about the Seeker·s life. faith. or future. but only if the 
Seeker interprets the visions properly. 

THE CLERGY 
With a successfttl DC 20 Religion check. a character 
knows that the Blood of Vol's followers believe that 
the Colith h a disjointed collection oflargcly indepen­
dent sects with a shared doctrine. \\lith a successful 
DC 2S Heligion check. a character understands the 
multiple Ic\"(~ l s of the religion·s hierarchy. 

Priests: Most priests of the Blood orVal arc no 
more aware orthe true hierarchy of the religion. or 
the true nature of Erandis Vol. than anyollc clsc. 

Abactors: Servallls ofthc Crimson Covenant. 
abactors arc pricsts-usual ly the hends oftctllples­
who arc fully indoctrinated in the truth of the faith. 

The Crimson Covenant: Thirtcelt indiViduals. 
all of \\ hom arc either undead or powerful necro· 
mancers. o\·crsee the activit ies oflhe ab:lclOTS and the 
priests and take their orders from Vol herself: 

Erandis Vol, Q ueen of the Dead: The ultimate 
power althe heart of the Blood of Vol. Erandis Vol 
pmsues schel11es and goals known on ly to herself and 
her l1Iosttrmted advisors. 

LADY VOL 
Thousands of years ago. it was revealed that the 
eken linc of Vol-a house Ihat had long practiced 
the arts of necromancy. and had recently developed 
the Mark orDealh- was engaged in secrel dealings 
with a clan of dragons. This knowledge triggered an 
unprecedented alliance between ArgOllnessen and 
Aerenal. as dr'lgon and e lr worked side by side to 
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wipe out the bloodline of Vol. The sibling kings pro­
claimed that the honsc would be exterminated to the 
last member, because a single drop ofits blood could 
destroy aU living things. 

The war was bitter. but its result was never in 
doubt. The line of Vol was exterminated. and its 
allies from other li nes fled to Khorvaire. bringing the 
beliefs that would form the basis of the Blood of Vol. 

Most assume that the elves feared the power of the 
Mark of Death. But a close study of the records chal­
lenges this assumption. If the mark was so deadly. 
how was the house defeated? In fact. elfand dragon 
d idn't fea r what the line of va I was; they were afmid 
of what il might become. In the mingling of elf and 
dragon. there was the potential 10 cre:lte something 
new- a being who could become the avatar of death 
itself. 

They were right to be afraid . The war began with 
the birth of just stlch:l being: Erandis. last scion of 
the line of Vol. Horn of elf and dragon. her Mark of 
Death was unlike any alher. In time. it cou ld have 
been her gateway to immortality. But she was killed 
long before she could master its power. liN mot her 
1\'1inar<l refused to let her daughter die forever. and 
used her powers to raise Erandis as a licil. thell sent 
her to Khorvllirc with a handful oftrllsted allies. As 
an undead being. Erandis cannot lise her lllark: thlls. 
the Aerenal diviners reported that the Mark of Death 
had been sllccessfully destroyed. Erandis has spent 
thousands of years brooding O\'er her loss. realizing 
the destiny that should ha\'e been hers yet being 
unable to seize it. 

Few followers of the Blood know that Erandis 
ex ists. but those who do know revere her as the 
eldest and wisest of their c.hampions. The Order of 
the Emerald Claw knows of her. and believes that 
the Queen of Death could bring glory to Karrnath. 
Erandis also has her own personal retinue. the elves 
of 111m arrow. who are fanatically devoted 10 her. In 
truth . however. Erand is has little interest in the fai th 
she has helped to spread. It is a 1001 that helps her 
manipulate her followers. but her one desire is 10 
achievc her persona l apotheosis-to truly become the 
Queen of the Dead. 

In most respects. Erandis appears 10 be a withered 
elf. but skeletal wings rise from her shoulders, and 
long t:llons speak of her draconic herilage. 

BLOODY CLAWS 
The Order of the Emerald Claw answers to Erandis Vol 
herself, though none but Vol. the Crimson Covenant. and 
the highest leaders of the Emerald Claw are aware of this 
ract. Erandis uses the Emerald Claw as her paramliltary 
arm. to conduct operations that she cannot afford to have 
directly linked to the hierarchy of the faith . For more on 
the Emerald Claw. see page 86. 
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LORE OF LADY VOL 
Sec ret Knowledge: The war that resulted in the 

destruct ion of the Mark of Death wasn't just about 
the mark: it began with the revelation that a ch ild had 
been born of elf and dragon. Th is was Eramlis Vol. 
who was killed in the wa r. 

The priests of Vol believe that the undead arc 
champions of their failh. [t is sa id thai the greatest 
oflhese champions is Erandis Vol. who survh'es as a 
lich and guides the religion from the shadows. 

U SING LAD Y VOL 
In many ways. Erandis is a tragiC figure.lle r birth 
caused the destruction of her hOllse. and she has been 
robbed of her destiny: The mark traced ilcross her 

Lady Vol Level 19 Elite Controller (Leader) 
Medmm natural hum~nold (undead) XP 4.800 

Inlt tative +11 Senses Perception +12: dark vision. 
low.tlght vtsion 

Bolster Undead aura 10; each undead aUy within the aura gains a 
+2 bonus to all defenses. 

HP 356; Btoodied 178 
Regeneration 10 
AC 35; Fortitude 31. Renex 34. Will 35 
Immune disease. poison: Resist 10 necrotic: Vutnerable radiant 

(I f lady Vol lakes radiant damage. regeneration doesn't funct ion 
on her next turn) 

Saving Throws +1 
Speed 6. fly 7 (clumsy) 
Action Points 1 
(!) Dl':ath Grasp (standard; at·wlll ) + Necrotic 

+13 vs. Reflex; 3d8 + 7 necrotic damage. 
® Shadow Ray (standard; at·will) + Necrotic 

Ranged 10; +23 vs. Reflex; 3d8 + 7 necrotic damage. 
;:. Enfeebling Burst (SliIndard: at-will) + Nl':crotic 

Area burst 1 within 20; +11 vs. Fort itude; 1d8 + 7 necrotic 
damage. and the targe t Is weakened unti l the end of lady Vol's 
next torn. 

;!- Spectral Claw (standard; at·will ) + Fear 
Area bursl 3 within 10: targets two creatures tn burst: +21 vs . 
Will ; 2d8 + 7 necrotic damage, and the targel is immobilized 
(save ends). 

+ Drain life (standard: encounter) + Healing, Necrotit 
Close blast 5; targe ts li ving creatures; +21 Vi. Re fl ex; 4d8 + 7 
necrotic damage. and lady Vol regains 5 hit points for every 
creature damaged in this manner. 

+ Queen of the Dead (standard; at·will) 
Close burst 5; three of lady Vol's allies In the burst can each 
make a basic attack. 

Death Makes Me Stronger (free: when first bloodied: encount l':r) 
lady Vol's drain life ability recharges. and she uses It. 

Indestructible (when reduced to 0 hi t poin ts) 
lady Vol's body and possessions crumble into dust. but she 
Is not destroyed. She reappears (along with her possessions) 
in ldl 0 days Wi thin 1 square of her phylactery. un less the 
phylactery is also found and destroyed. 

Alignment Evl( languages Common. Draconic. Elven 
Skills Arcana +14. Bluff +19, Diplomacy +12. HIstory +11 . InSight 

+17. Religion +11 
Str 12 (+10) 
Con 18(+13) 

Dex1 4(+11 ) 
Int 14 (+16) 

Wls1 6(+12) 
Cha n (+15) 



wit hered nesh is as dead as she is. The only way she 
can redeem her fa mily is by becoming the Queen of 
Death. and she is prepared to sacrifice everything she 
has built over the centu ries to accomplish this- even 
destroying Eberron. if necessary. 

The statistics below represent Lady Vol"s abil i· 
tics in her cu rrent state . Should she succeed in her 
apot heosis. ~he will have powers rivaling a gmi"s. It 
is Lip to you to decide what steps arc required fo r her 
to risc to this le\'e l. but it shou ld be a serious cha l· 
lenge: she has been working toward it for thousands 
of years. She·1I need ancient artifacts. books offor· 
gOllen lore. or possibly to make deals with demonic 
o\·erlords. She might create eldritch mach ines with 
the apparent goal of turning everyone in Sham into 
a zombie- bul thc true goa l of whic h is to weaken 
the borders between Eberron and Dolurrh (a goal 
she ca n <lchicve e\'en ill defeat). Her apot heosis 
should be the cu lm ination ofa long story arc. It ·s 
also up to you to decide what happens ifE ra ndis 
ascends. \Vill she terrorize the world until she is 
defeated? Or. with her dest iny sec ured. will she 
retire to Dolurrh and become a worthy ruler of her 
new real m of death? 

LADY VOL TACTICS 
In baule. Lady Vol uses elifeeblin8 burst to weaken the 
most da ngerous foc and then uses her slwdoll' ray to 
target combatants from a distance. She uses queen 
oflhe dead to spur her underlings' attacks. As a lich. 
Lady Vol docs not fear death in battle and so docs not 
hesitate to engage in melee combat. 

Outside combat. she is a skilled ritual caster and 
lIses magiC for many purposes. She has access to 
secret necrom'llllic rituals developed by her house 
and a few rituals of her own design. including a varia· 
lion of the wizard uti lity power dis8uise self (PH 162) 
that allows her to clO<lk her t rue mllure when she has 
business in the Ollter world. 

~ ~ 
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CULTS OF THE DRAGON BELOW 

, 
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The Cults of the Dragon Below arc a spreading 
cancer COlli ng away at society·s nesh. Some ca ll them 
Kh)'bcr cult ists. or worshipers of the Dragon Below. 
but evcn those basic descriptions arc Oawcd. They 
<Ire worshipers ofinsanity.iunat ics who devote them· 
selves not to Khyber proper. but to the horrors. the 
demons. and the aberrant nightmares imprisoned 
withi n. They arc the mad who revcre an ever greater 
madness. 

LORE OF THE CULTS 
OF THE DRAGON BELOW 

ARCANA 
Arcana DC 20: Because the)' freque llt lydelve 

into uncient texts that saner scholars wisely amid . 
Khyber cu ltists onen ha\'e access to r iluuls and ot her 
magic unscen outside their ranks. 

HISTORY 
History DC 20: Dur ing the daelkyr·led inva· 

sion from Xoriat. the orcs and goblins of western 
Khor va ire w('rc a mong the first to be enslaved. 
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So great was the powcr of their aberrant maste rs. 
and so twisted and traumalized wcrc thc sl.n'es. 
that ta les of the daelkyr's powcr O\'crshadowcd-or 
wcre lIsed to justify-thcir depravity. Particu larly 
in smaller villages and isolated rural communities. 
awe of this power slowly turned to worsh ip. \"' hen 
humans arrived in western Khorvaire. bringing 
the ir own religions with the m.thc combinat ion of 
thcse bclicfs and the darker deities of the human 
pant heons spawned many of the Khyber cu lt s that 
still exist today. 

His tory DC 25: Most ofthc oldest cults are 
based in thc Shadow Marches. Some takc the form 
of extended families of orcs. half·orcs. gobl ins. 
and humans. Madness runs in thc blood ofthcse 
fami lics. sometimcs accompanied by physicll 
dcformities caused by both deranged magic and 
inbrceding. Somc ofthcse clans spcnd so much time 
feuding with cach other O\'er diffe ring religious 
interpretations Ihat they posc lillie thrcat to outsid· 
ers. Othcrs. however. arc among the most imidious 
ofthc Khyber cults. sc nding their more norma l. 
secming members ou t into Ihe world to gat her 
information and to form offshoots of their cults 
wi thin civilization's borders. 

His tory DC 30: Cultists infiltratc gO\'crnmcnta l 
and merca ntilc institutions. as well as thc hicrarchics 
of other fai ths. 

A few tiny religious factions that worship Khyber 
itself might slill cXist-they once did. in thc ancient 
past- butthesc wcre limited primarily to the lizard. 
folk. troglodyte. and kobold tribes ofQ·barra. 

R ELIGION 
Religion DC 20: CIl ItS ofKhybcr do no( worship 

Khyber itself. Hather. they arc del'otcd to one of the 
dark powers imprisoned within- most OOCIl the dacJ· 
kyr or some othcr abermnt bcasts ofXori'lt. 

Religion DC 25: Mcmbers of a cult oftcn share 
a specific madness. particu larly when they are 
also scions orthe same bloodline. For inst'lncc. the 
members of one familial cult might all show signs of 
paranOia. and the memOcrs of anot her might share 
all unsavory obsession with the dead. 

Religion DC 30: Most Khyber cults rcvere aber· 
ralll creatures. and it is 110( uncommon to find an 
intcJligelll aberration at thc hea rt of such a cult. 
m.mlpulllling the worshipcrs for its own ends. 

STREETWISE 
Streelwisc DC 30: As History DC 30. 
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PRACTICING THE FAITH 
SO who in their right mi nd II'ould join cults such as 
these? Well. nobody: that's the poillt. Every Khyber 
cultist is mad in some way. Sllbtly or extravagantly. 
Somc cultists hope 10 shatter thc bonds ofthcir 
masters' prisons. Othcl's seek to dcstroy the world as 
an ultimate sacrifice. or so that a ncw paradise call 
arisc. shaped by their aberrant masters. Some Khyber 
cultists ('I'en believc. in their madncss. that they :Ire 
doing what is best for their fam ilies or their n:ltions. 
A Cultist might delvc into dark and tortuous lorc with 
the best ofilllcntions. certain that hc or she has thc 
mental fortitude to learn just what is needed and no 
more . . .. 

Many Khyber cultists are born into fami lies 
alrcady sworn to. and II'arpcd by. alicn lords. Othcrs 
are drh'cn mad by d rcillTlS about incomprehensi ble 
desires and horrors. Yct with this madness comes 
anc ient knowledge and pcrsuasivc charisma that can 
attract fanatical and powcrrul circlcs of worshipers. 

No universal icon represents all the Cults of the 
Dragon Helow. M.my pcoplc associatc these cults 
with a peculiar. twisted symbol. an inky blot that 
rescmbles an abcrrant dragollmark. This was the 
symbol of onc of the greatest Khyb('r cults of old. and 
it is associated by most outsiders with the cults as a 
whole. but each indil'idual cult h:ts its own symbol ­
or nonc at all- :ts bcfits ils prererences. its rites. a nd 
its unique madness. 

CORE DoCTRINES 
The Khybcr cu lts have no corc doctrines. bccause the 
cults hal'c 110 unified beliefs or objcctil'es: there arc 
as Illany gods and as ma ny goals liS there are cults. 

Some Khybcr cu lts hal'e goals that arc. although 
clearly mad. at least I'aguely comprehensiblc 10 those 
outside their ranks. SOme want to ra ise a particul:t r 
daelkyr. dcmon. or other POW('r from Khybcr. Some 
Willlt to acqu ire power for thcmselves in their pil tron's 
namc.to destroy thc world. or to bring Xoriat back 
into cOl~u nclion with Ebcrron. Crazy. yes. but thcre's 
sOllle method to this madness. Others hal'e goa ls that 
are so Illad a~ to be ullerly unfat homable. A pricst 
might send Cultists forth 10 rip the tongues from 
anyone who has cver u\ll.'red a certain na me. One of 
the lunatic fillnilics foundcd in the Shadow J\ larchcs 
might belicl'c that ifit sacrifices cnough semients 
during the birth of a child. that child will be born 
perfect. el'en divine. Some cults' actions ilre impos. 
sible to predict becausc they arc being driven by thcir 
lcader's drcams. or they are acting on the commands 
ofc rcatllres thilt arc not human. 

RITES AND PRAYERS 
Each cult has its own riles and practices. Somc teach 
thcir members formal praycrs and chants. inl'olving 
alien or I.'I'cn l1leanlllgle .. s words and foul cadenccs 



displeasing to the l'..lr. ,",0111(' cu ltist'> might have 
their o\\n pra)('r~, ~ll[h..l~ the :>imple repetition of a 
pat ron's name or ;J t.J\ orile ex pression, 

Rite:. range fwm wbde c('r('llloni(':.. sueh as pre· 
pari ng food in a Cl'rt.lin \\a.l or never touching a 
certain t)'P(' of object,!o major sacrifices :llId sacra· 
men!s conducted in ! he midst of screa ming. chanting 
worsh ipN:>, ,\gai n, it all depends on the Cllit in 
question , 

CLERGY 
The leaders of these CIlItS are often ab('rrant beasts. 
A mind na)er, for instanc(', might S('rvc as the high 
priest ofa Khyber cult-or C\'CIl as th(' object of its 
worship. having convinced t he cu lt's Illelllbers that it 
spe:lks for, or even is, :I divine elltit)', 

W hen the leader of such a cult is hUlll:lllOid, how· 
ever. it c:m be almost a nyone. The head ofa Marcher 
family. fo l\ow ing traditions and beliefs laid down 
generat ions gone: a vagabond off the street whose 
drea m:. ha\'e suddenly begun to ofTer his life some 
meaning; a professor <II Morgra\'(' Universi ty. whose 
studies have taken him beyond the hounds of sanity; 
an adventurer returned from the deplhs of Khyber. 
having left Ihe be .. t part of himself behind. This is 
the greatesllhreat of the Cult s of the Dr:lgon Below: 
Anyone Cil n he a member. anyone canlcad. All that is 
required to sp:trk a cult is the touch ol" madness and 
Ihe eloquence to convince others that there is trulh. 
or power. iI, the ravings. 

THE FAMILY FINCH 
The Finches reside on the outskirlS ofZa rash'ak . 
where civili l.ation pretends to dwell in Ihe hearl of 
the Sh"dow Marches, Their est ate is sprawling and 
gr:lnd . but it .. fences arc rusted. its paths overgrown. 
imel its walls pecting. 

The Finch family has long laid claim to titles of 
aristocracy within the scallered. clannish society 
of the Shadow Marches. How much of that claim is 
genui ne. and how much a pretense to mask the POl" 
erty that has slowly o\'erlaken them, nell the Hnches 
themselves no longer know. But they ha\'e their pride. 
They have their lies 10 the community ofZa rash 'a k, 
where Ihe people :Ire bappy 10 t:tke their coi n e\'en 
as they whbper behind upraised hands. And the 
Finches h:l\'e Iheir gods: dark. alien powers who they 
believe will restore the family's weallh ane! power 
and sct the Finches to rule :ltop the festeri ng gra\'e· 
ya rd of twislCd nesh once ca lled Eberron. 

Oh. yes. and one other thing: E\'ery Finch for 
generations uncounted has a burning. in herited 
madness. 

LORE OF THE FINCHES 
Streetwisc DC IS: The Finches are Olle of the 

region's oldest famil ies. They dwell 011 the Finch 
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Estate, just outside Zarash 'ak. Family members 
mostly keep to themsekes. except when they send 
servants or younger members into town to buy 
goods and supplies, T hey're a stiff. proper, unsmil­
ing bunch. but they've been decent enough to the 
community, 

St reet wise DC 2 0 : The Finch family is ruled 
with iron fis ts by Thdonius and Luc retia, They ha\'e 
one son. Julius. who's not known for his intellectual 
ca pacity. Their favored heir is Lucretia's niece. Eliza 
\Vinthropc. who came to live with them when she 
was just a child. 

Street w ise DC 25: Humor has it that the Finch 
estate is haunted. but that the Finches won't admit 
to it in order to avoid shaming the fam ily, This, some 
locals say. is the reason for their stern. unbending 
demeanor. 

The Finches have a bit of orc blood quite a ways 
back in their ancestry. They seem dete rmined to hide 
it. despite t he fact that it's not particularly shameful. 
especially in the Shadow M<lrches. 

U S ING THE FAMILY 
The ]:inches are the perfect cand idates for every 
creepy, insular. da rkness-worsh ipi ng. backwoods 
family story you've eve r imagined. They can serve as 
a ty pical evil cult. as a slow cancer eating away at a 
(mostly) decent society. as political and mercant ile 
rivlI\softhe PCs. or as the hear! of a Lovecraft ian 
nightma re. The Fillches kill. to protect their secrets 
or as silcrifices to their dark gods. They corrupt. 
spreading their in n uencc O\'er loca l go\'ernments. 
They raid and steal. acquiri ng wealth and magic 
items. They delve deep into sec rets mortals were nOI 

meant to know_ But because none of the Finches arc 
overwhelmingly powerful ind ividua lly. the PCs can 
face them at early levels, introdUCing the characters 
to the larger threat of the Khyber cults. 

By changing the na\'or. the stats here can easily be 
used to represent other. more traditional Cults of tile 
Dragon Below. 

TH E F INCHES 
Thelonius and Lucretia look to be in their early nf· 
ties. I-Ie dresses in som ber blacks and grays like an 
undertaker, and wears a wel l-kept but thick bea rd to 
hide the deformed shape of his jaw. She dresses in 
fancy gowns with extravagant trai ns. long enough to 
hide the fact that her left leg ends not in a foot. but in 
a grotesque, neshy nipper. Both have dark hair and 
soulless eyes. 

Juli us resembles a younger version of h is father, 
but with an exaggerated Illusc ulature. He is inca· 
pable of smiling and is well known fo r his temper. 
I-Ic's not partic ula rly intel ligent, and he looks unin­
te ll igent- more primitive than h is parents-and he 
knows it. 
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Eliza lacks the physical quirks of her relatives: she's 
a Irim. attractive young woman. I ler eyes. however. 
burn with a madness that the rest of the family has 
nurtured in her since her childhood. 

Th~lonius ilnd lucr~tla Fin(:h lev~110 Controller 
MedIum nalural humanoid. human XP SOO each 

InitiatIve +11 Senses Perceplion +9; low.light vision 
Repellant Presence aura 3; enemies Ireal each space within the 

;lIltil as difficult terrain. 
HP 104; Bloodied 52 
AC 24: Fortllude 21. Refl ex 2]. Will 22 
Speed 6 
CD Dagger (standard: at-will) + Weapon 

+15 vs. AC; 1d4 + 7 damage. 
® Sluice of Corruption (standard: at-will) + Necrotic 

Ranged 8; target5 two creatures; +14 vs. Fortitude; 2d6 + 5 
necrotic damage. and the targel grants combat advantage to 
the Finch (save ends). 

~::- Hands of the Void (s tandard; encounler) + Necrot ic, Zone 
Area burst 2 wi thin 10; +14 vs. Reflex; 3d8 + S necrolic 
damage. and the target Is immobilized (save ends). Effe<t; The 
burS! creates a zone of difficult terrain thal lans until the 
end ohhe Flnch's nextlUrn. Each creature that narts il5 turn 
immobilized wi thin the zone takes S necrotic damage. 5ustoin 
Minor. The Finch repealS the allack against an)' (features in the 
zone that are nOI Immobilized. and the zone persists until the 
end of the Finch's next turn. 

« Tide of Shadow (minor; at·will) 
Close blast 3; +14 vs. Fortitude; the Finch pushes the target 3 
squares. 

Alignment Chaotic evil Languages Common. Deep Speech 
Skills Bluff +11, Intimidate +11. Religion +1 S 
Str 10 (+5) Dex " (+5) Wls 18 (+9) 
Con 16 (+8) Int 21 (+10) Cha 12 (+6) 
Equipment fine clothing. dagger 

Julius Finch level 8 Brute 
Medium natural humanOId. human XP 350 

Ini tia tive +6 Senses Perception +6; low·light vision 
HP 107; Bloodied 53 
AC 20; Fortitude 21. Renex 19. Will 19 
Speed 5 
CD Greatsword (standard; at·will) + Weapon 

+11 vs. AC: 4d6 + 5 damage. 
(0 Deadl), Sweep (standard: recharge ~[D + Weapon 

Close burst 1; +13 YS. Fortitude: 2d6 + 5 damage. and the largel 
is knocked prone until the end of Julius's next turn. 

~ Feed the Void (standard: encounter) + Ne(rot1c, Weapon 
+11 V5. AC; targe ts a bloodied. living enem),; 6d6 + 5 necrotic 
damage. 

Brutal Bruiser 
Julius deals 1d6 extra damage on a!tacks made against slowed 
or immobilized foes Or against an)' creature granting combat 
advan tage to him. 

Alignment Chaotic evil 
Skills Intimida te +9 

La nguages Common 

Sir 20 (+9) 
Con 17 (+7) 

Dex 15 (+6) 

Int 9 (+J) 
Equipment scale armor. greatsword 

W is 15 (+6) 
(hOI l' (+4) 



Eliu Finch Level 8 Artillery 
Medium nollur~1 hum'mold. hUm.ln XP lSO 

Initiative +9 5enul Perception " 12; low· light vision 
HP 69; Bloodied 34 
AC 20; Fortilude 19 Renu 21. Will 20 
Speed 6 
CD Short Sword lUol ndolrd; u .... ill j + Weapon 

+15 vs.AC; Id6 . 6 dolm~ge. 
® Crossbow (standard: al will ) + Weapon 

Rilnged I S 30; I S vs . AC: 2d6 - 5 damage. 
~ Polson Shard (Slandard; requires a crossbow; rechilrge ;; ;.; I D 

+ Polson, Weapon 
Rilnged 15 30; - I 5 \'S. AC: 2d6 .. 5 dilmilge. ilnd the tilrgel 
tilkes ongoing 5 poison damage. 

~ Hole In the World (standard; encounter) + Cold, 
Teleportatlon. Weapon 
Rilnged 15/ 30 ; - 13 V$. R~ne~: 3dl 0 + 5 cold damage, and 
the targel fail s brieny thr:lugh iI gap between the planes, 
dlsilppearlng [removed from plily) until the end of Ellla's next 
tum, then reappearlllg In the same square (or the closest 

unoccupied square). Aftereffect: After reappearing, the target is 
dOlled until the Sian of IH nextllJrn. 

::r Back Off! (Immediate Interrupt. when an enemy shiflS or moves 
adjacent to Ellla: recharge :.: ! t) 

Ellu shifts 2 squares and makes a crossbow attack againn the 
triggering enemy. 

Alignment Chaotic evil 
Skills Bluff +10 

languages Common. Deep Speech 

5tr 11 (+4) 

Con IS (+6) 
On 20(+9) 
Int13(+5) 

Wls 17(+7) 
Cha 13 (+5) 

Equipment leather armor, short sword, crossbow with 10 bolts 

Finch Household Guard Level 8 Minion Soldier 
MedIum n.1lur.lI hIUIl.UIOld. hurn.Jn XP 88 

Initiat ive +6 Senses Perception +6 
HP 1; iI missed auack neve, damages a minion. 

AC 12; Fortitude 10. ReHel 18. Willi S 
Speed 5 
(l) longs word (s tandard; at·wiU) 

+13 vs. AC;6 damage. 
Weight of Numbers 

If two or more Finch household guards hit the same target In 

the same round. the second auack also slows the tilrget until 
the end of the second attackers nut lurn. 

Alignment Chaotic evil languagu Common 
Str 20 (+9) On 15 (+6) Wis 14 (+6) 
Con 16 (+7) Inll1 (+4) Cha 11 (+4) 
Equipment chalnmail, longlword 

TACTICS 
Thclonius and Lucretia bcgin with hands oJlhe roid. 
trying 10 immcdlately slay or imlllobilize as many 
foes as possiblc. Thcy thcn lurk bchind their allies. 
striking from a distance. Julius charges into combat 
Wildly. as do most of the household guards. while 
EIi;.'..a maneuvers around t he outside of the fray. glec· 
fully picking ofT foes one by onc. Thc guards fight to 
the death if any mcmbers of the f:tmily :trc present. 
and Julius is too arroganl to rClreat, butthc others 
flee j f combal til filS :tgainst thelll. 

-~ 
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T.HE 'PATH OF LlGHT 
. ' . .~ 

Followcrs of the Path ofUght- a misunderstood and 
often pcrsccutcd sL'Ct- worship no deity. Lightspca k· 
ers. the followers ofthc Path of Light. worship a 
world to come, a reality thai does not yct exist. Thc 
Dreaming Dark, the I>o\\·cr at the heart of DOl i Quor, 
must change with the shifti ng of t he age. becoming 
a source oflight rather th:tn one of da rkncss-but 
only If the forces that seek to keep Eherron's drea ms 
shrouded in shadow can he overcome. Through acts 
offaith.the Ligluspeakers hope to brillg about this 
ncw world. [fthey arc correct in their beliefs, then 
thc Path of Light is nOI merely Olle of the st rangest 
faiths of Eberron. but also its most vita l. 

LORE OF THE PATH OF UGHT 

HISTORY 
The history of the Palh of Light and the history ofSar ­
Jona are, in many ways. onc a nd the same. 

History DC 25: Thc first of the q uod to leave 
Dal Quor wcre adherents of what would become 
the Path orUght. renegades fleeing thc forces ofthc 
Dreaming Dark. The hosts they took among Ebcr· 
ron's people became the kalashtar (sce the ESt:RRON 

Players Guide). 
During the chaos ofSarlona·s carlier age. a 

Illimber ofnonkalashlar turned 10 the Path of Light. 
The Path cOllli IIItes to :tItract members of other races 
evellioday. as people in other lands become awa re of 
the oppression of the Inspired. Sti ll. the majority of 
worshipcrs arc k:llashtar. 

History DC 30: Perhaps the greatest of the quori 
rebels WilS Taratai. She was al1lot tg the first 10 flec 
to Eberron and tojoin with mortals in what wou ld 
becoille t he kit [ashla r race. !\ It hough illl her ancient 
hosts were slai n and she is believed to be dead, her 
example inspires the Ughtspeilkers to Ihis day. 

RELIGION 
In additiollto the infonllillion presented here. a 
character Cllll ,lIIempt a DC 20 Religion check to 
determine whether he or she knows the spcciOcs of a 
holiday.:1 ritual. or another aspect orthe faith. 

Religion DC 20: In the heart ofDal Quor is the 
dre,lIn thai shapcs reality: the Dream of the f\ge. or 
QuorTClmi. It influences the world of Eberron. since 
it shapes the minds of all who dream. The current 
Dream of the Agc is iHashrClI'Clr, the Dreaming Dark. 
which weighs down reality with shadows and despair. 
Adhcrcnts of the Path orUght seck 10 transform Ihis 
dreaming hearl into a better. more hopeful ent ity: 
when i1·Yalllluh.lhe Dreaming Light. comes to be, all 
the worlds wi ll find Ihemsclves uplifted. 

l­
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Relig ion DC 15: The transformation sought by 
the Ughtspeakers is a natural one, held at bay by 
u nnatural mea ns. The heart ofDal Quor undergoes 
its own regular eyeles. The current existence. the 
Dreaming Dark. is supposed to be fading away. The 
majority of the quori . lerrined of the idea of losing 
their current personas and sense of sel£: seek 10 halt 
the cycle. to keep Dal Quor. and thus Eberron. il1:1Il 
age of shadow. nVannall is t he d rciun to come. but it 

wi ll ne\'er be if those of the Path cannot thwart the 
Dreaming Dark. 

Religion DC 30: Some kalashtar believe that 
Taratai lives on. haVing surv ived the deaths of her 
mortal hosts. a nd works to aid those who oppose the 
Dreaming Dark. 

STREETWISE 
Streetwise DC 20: The P:llh ofUglu is heavily 

persecuted within Ried ra . It enjoys wider acceptance 
In other Sarlonan regions. part icu larly in Adar. where 
it is practiced openly. On Khor\'aire. the faith isn', 
pcrsccUled .just largely misunderstood. 

PRACTICING THE FAITH 
Practice of the Path ofUght means living e\'ery day 
by its core doctrines. In thi s. at least. the Path of Light 
and the Path of Inspiration agree: True belief requi res 
litt le in the way of ceremony. hut simply adherence to 
one's core morality. 

The Light Made Manifest: The symbol of the 
I)ath of Light. a glowing. roughly t riangu lar crystal. 
represents both the light ofll·Yannah and the psionic 
powers oCthe kalasht ar. Of equal importance. 
however. is the fact that it Ciln be represented by a 
simple sketch of an uneve n im'erted triangle. some· 
thing easily overlooked or hidden in a more complex 

draWing. This sort of ca mollnage allows lightspeak­
ers wit hin Ric-dra to hide their true a llegiance from 
servants of the Dreaming Dark. 

A suc(:essfulDC 25 Hdigion check is needed (Q 

recognize th is symbol. 

CORE DoCTRINES 
A dlaracter who succeeds Oil a DC 20 Religion check 
Is fami liar with the core doctrines and beliefs of the 
Path of Ught. 

+ 1\5 the Dream oj tile ABf' shal)es Ilu' world. Ihe world can 
shape fhe Dream in furn. 

The core principle of the Path of Light is the belief 
that a practit ioner need not necessarily pray. nor take 
up arms against the servants of the Dark. Living a life 
de\'oted to the Light- improving one's ow n spiritual 
understanding. aiding one's comrades to do the same. 
and follOWing the precepts of goodness and frccdom­
will invariably cause the world to tilt away from the 
darkness. 

That sa id . many of the Path ofl.ight's ad herents, 
particu larly in recent generations. believe thaI a 
more acth'e stance is in order. They. too. devote 
themsel\'es to battling the darkness. but they do so 
direct ly. For some. this mea ns fighting specifically 
the Dreaming Dark a nd the Path of Inspiration. 
but ma ny light speakers oppose evil in whatever 
for m it takes. in the belief that r idd ing the world of 
allY darkness means anot her step toward unh'ersal 
light. Less militant LightsJ>eakers worry that s llch 
acl i"i tic-s l11ight corrupt their fellows. causing them 
to take dark actions that out\\'eigh the good the)' do 
by fighting the enellly. 

THE PATH OF l NSP1RAT10N 
The quori masters of Rledra and their Inspired servants 
maintain control though the manipulation not only of 
people and history. but of faith. The Path of Inspiration 
Is the official state religion of Rledra, and its practice Is 
embraced by the people there. Rledrans are raised to 
accept its tenets, and few would believe the truth even If 
conrronted with it. 

The antithesis of the Path of Ught, the Path of Inspi· 
ration teaches that the Inspired are the possessed and 
empowered servants of great and benevolent spirits who 
saved the Sarlonan people from the great wars and hor­
rors of the past. (That it was the qUOT! themselves who 
Instigated these wars and horrors through dreams is never 
mentioned.) The Inspired thus speak. literally, with the 
voices of higher beings. and their word Is law. 

Practice or the Path of Inspiration consists of hard work 
and obedience: a properly devoted life results in rebirth 
ever higher up the spiritual chain. from beast to human 
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to Chosen-the pre-possessed rorm of the Inspired-and 
then finally to becoming a great spirit. or /I-alta, oneself. 
Practice or even tolerance or any other faith Is a departure 
from the Path of Inspiration. earning punishment from the 
Inspired In this life and a lower position In the next. 

The Path of Inspiration teaches that some of the il·altas 
rail from grace themselves. These evil spirits. or altovan. 
Indude the gUiding quorl or the kalashtar and the gods of 
all other pantheons. They suffer eternal torment . which 
they assuage by corrupting and misleading others. 

It is Important to realize that although the quod and 
the Inspired at the heart of this faith are certainly evil, 
the majority of its adherents are not. Most Riedrans truly 
believe what they have been taught. and trust that they 
are doing the right thing by accepting their lot in life and 
granting their devotion to th£' Impired. 

For more information about Rledra and the Inspired, 
see pages 184 and 188. 



Rm,s AND PRAYERS 
Lights l>cakcf" do not pra). bUllhcy do recite mantras 
intended 10 focus them .,pirilua lly. meillally. and 
physically bcror<'lhc~ participate in a r ile or under­
take a strCllIlom task. 

Livi ng a life ill accordance with the Path of Light is 
a consllllll ri le Orf~lilh. Still. Lighlspcakcrs do have a 
few specifk ri les that I hey practice 011 occasion. such 
as com mu nal prap'rs ,md meditations. 

Each orlhe shty-sb: quori whose spirits still sur­
vh'c among I he ka lashla r has a n\'c-day ceremolly 
of rcmcmbrallcc dedicated 10 it each year. The first 
four days arc a period for contemplating 111m spi rit's 
family. aCliviti('s. and accomplishmcllIs. The flft h. 
called a Day ofHclllcmbra ncc, is a major rite of com­
mLLnal [mlyers, purificat ion throllgh incense and 
herbs, and solem n recitations bot h or:ll :lnd lllenWI. 

HOLIDAYS 
In addition 10 the Days of Remembrance. Ught. 
spea kers obsen'e:l five -day period called the Void of 
Taratai. to honor the deceased spirit and her line. It is 
a timc to contcmplme onc's own comm itmcnt to the 
causc, to honor the S:lcrifices of those who have gone 
before. and to commu nally renew the Dream oftbe 
Age to corne. 

THE CLERGY 
Most pries t ~ anI Yallllllh a re simply Lightspeakers 
who ha\'c pro\"cd thei r dc\'otion to the fait h and their 
ability to take steps to advance the coming of the 
Ught. The highest priests dwell in /\da r, in monaster· 
ies protected by artificial fortification. geographical 
isolation. and myslical storms. I [e re they spend their 
time in cOll te mplation. communicating with each 
ot her or wit h Ughtspea kers beyond the monaster 
ics through tclcpHthic contact. when c ircll lllsta nces 
demand . 

- -~ , 
ELVEN RELlGl0N 

• 'J 

The ekes ofKhorva ire practice a va riety ofrdigions. 
In Aerenal and Valenar. anc ient custom" on ifc and 
death . ofherit .. ge and immortality. hold sway. Aer· 
e l1:11 and Valcna r elves revere the ir ancestors. but 
see k to preserve their heroes by difTe ring means. Two 
major sects rcn ecl lhis disti nction in ch'en rcligion­
the Undyi ng Court .. nd the Spirits of the Past. 

HISTORY 
The history of the e lf religion is entwi ned with the 
history of the elves. and the follOWing applies to bOlh 
the Undying Cou rt a nd the Spi rits oft hc Past. 

I-lislory DC 20: The ekes brought their beliefs 
wit h them when they ned from Xell'drik to the isla nd 

contillcnt of Aerena l. and those beliefs ha,"c shaped 
the hislOr), of the nation to thisda)'. 

THE UNDYING COURT 

RELIGION 
[n addition to the information presented here. a 
ch:tracler ca nllttempt a DC 20 Hcligiol1 check to 
detcrmine whether he or she knows the specifics of 
a holiday. a ritual. or .. not her aspect of the f .. ith. 

Religion DC 15: Aerenai's elves re"ere the dead 
and the undying. They do not fear death, which the)' 
see as one more slep on a spiritual journey. Actua l 
death allows a spirit to rcmain in the world as a gu ide 
to the liVing, or to pass into death .. nd rebirth" For 
numerOLIS elves in Acrenal. however. death oflhe 
body i!io not the end of physical exi!iolence. 

PRACTICING THE fAITH 
]{e\,crclll;e for ancestors, living and dead. makes 
most Aereni ' "cry devout compared to t he .. "erage 
citizens of ot her lands. Elves honor the ir forebeilrs. 
including living elders. and this respect h:ts pro­
duced a society Ihat features strong tics of blood and 
faith. A desire to please the ancestors who walch o\"er 
them and their Jiving ciders drh·es elves to excel al 
whate\'e r t hey do. 

Individu:tl families kcep certai n days 1IS sacred. 
The!ioe days include the birthday ofiln)' living lilmily 
member.:ls wcllas the dying day of an honored 
:tllcestor.lnnuent ial Aereni families and noble 
houses might ha\'c daily observances of this sort. 

El\'es who rc\'ere the Undying Court pray 10 and 
swear b)' their ancesto rs. When praying in this fash · 
ion. an elf orten names a JXlrticular anceslOr who has 
powers or influences appl icable to the situation in 
whic h the prayer is ullercd. Sometimes. t hough. an 
elf simply invokes all ancestors. No elf prays to the 
Undying Court as a wholc. 

According to the w ill of the Undying COllrt as 
spoken through the Priests of the Transition. a fallen 
elf might be given one of three great honors. An elf 
who ha!io great potclltial o r who h:ts performed grand 
deeds might be restored to life through a ritual. Onc 
who has important knowledge or great wisdom eolll 
allow hi .. soul to be tied. sleeping. to his c lnbalmcd 
corpse. (Such a "solll idol"· is easy 10 spe:tk to. granting 
anyonc performing a Spea k with Dead ritual on the 
corpse a +10 bonus to the associmed Itcligion check.) 
The greillcst honor is the Transition. in wh ich illl clf 
becomcs olle of the undying. 

Bccoming an LIndy ing doesn't mean that one is a 
member of the Vnd) ing Court. Only the court can 
ad mit mcmbers. It docs so only after an undying df 
has demonst rated devotion to the spi ritual journey of 
existence and 10 the idca ls of the ehren people. 
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CORE DoCTRINES AND BELIEFS 
A character who makes a successful DC 15 Religion 
check is familiar with the corc doctrines and beliefs 
of,he Undying Court. 

Acrcnal ekes sec life as a spiritual journey. Living 
in the world is a great triillthnt hastens the spirit 
toward perfection. Those who h<lvC cOllle before can 
show those now al ive tile way. I I0w('\'cr,lhc journey 
10 perfection is so long Ihm 11 single life span. even an 
cken one. isn '( enough lil11e to accomplish it. 

To complete the journey. an elf must move 
beyond life. dying and yet continuing 10 exist in the 
world by undergoing the Transition and becoming 
ol1e of the undying. As one of the undying. an elf 
Ors! ~crvcs the Undy ing Cou rl . E\'c llIually he or she 
joins the COllrt as a peer and becomes an undying 
cDllnci lor using his or her lI' i<;doll1 for the beneflt of 
Aerena I. Such an cl f evenl ua Ily Ira nscends deat h as 
well. becoming a n immortal being that can tra\'el 
Ihc planes at will. 

Elves believe that souls bcgin their journey before 
incarn,lIing in mortal form. Although the world is 
the best place for strengthening the soul. il is bUI one 
realm of existence. ~Iosl ekcs die normally. and they 
:Ire honored by their heirs. The spirits of the dead 
ilre thought to watch over and ,lid Ihe living. Only 
they ilnel the undying councilors can understand the 
nat u rc of divinity ami intercede on behalf of mortals. 

Thus. alllong el\'es. clemh is to be desired. as long 
as onc dies in sllch a way as to be remembered or 
becomes one of the undying. An important sllblicty 
to the eh·cn veneration of the undying is that elves do 
not regard all undead with the <;amc esteelll. In fact. 
destroying e"ilundead is considered virtuous behav· 
ior :lmong those who \·cnerme the Undying Courl. 

RITES AND PRAYERS 
Most of the follOWing inforTll:ltlon is common knowl­
edge. A DC 15 Heligion check is required to knoll' 
prayers and minor rites. It rcquires a DC 20 Heligion 
check 10 know how to conducllllajor rites of the failh. 

Each family has its own way of honoring its ances· 
tors. but gUides. aided by initiates. perform most of 
the religiOUS rites in Acreni culture. All such rituals 
ilwolve the lighting of fires. lm'ocation of t he undy­
ing. challiS or songs. and slow d:lllces. Many gu ides 
perform magical rituals as well. 

Hirths and deaths arc partlcularly important to 
the elves ofAerenal , Guides celebrate a birth with a 
joyous ritual marking t he sl,lfI of a lIew stage of the 
newborn's spi ritual journey. FUllera Is are long affairs 
that commemorate the lire Orlile deceased. 

Guides arc also masters of the eken embalming 
art and of the scribing oflifc chronicles. They spend 
days prep.tring a dead elf fo r interment in one orthe 
many necropolises below Aerena l: IWO accounts of an 
clf .. life arc wrillen during th is time. One account i'i 
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buried with the deceased. ,lnd the other is sheh·ed in 
the libraries ofShac .\\onlai. 

THE CLERGY 
A ch:lraCler who .. ucceed~ on a DC 20 Religion check 
understands t he basics of t he Unclyi ng Court·s reli· 
g iolls leadership. 

The priesthood of the Undying Cou rt has three 
levels- initiate (crSl'itollr). guide (SOU/l8ml). and priest 
(mort/ral). These le\'els arc more practieallhan formal. 
Each level of priests serves the faith In its own way. 

~\OS I sen"ants of the Undying Court arc guides. 
Rather than seeking the Transition for themseh-es. 
guides act as spiritual ad\'isors to other Aereni. A 
gUide encourages other elves to beh,n·c in ways 
worthy of their ancestors. lcads religious rites. helps 
administer cJ"en law. and advises important heads of 
families as wcll as rulers. 

To become a guide. an elfmu .. t approach an ex ist· 
ing gUide and ask for training. A guide usually assents 
10 such a request. making the ::.eeker an initiale. All 
initiates arc expectcd to perform their duties and 
learn the ways of the priesthood with diligence. An 
individual initiate sen'e::. under many guides. and ill 
time. these teachers decide whether thc initiate is 
worthy to become a gUide. 

The Undying COllrt chooses guides to bccome 
priests. known as Priests of the Transition. These holy 
personages act as alllba~sadors of the Undying Court. 
They roam Aerenal. and sometimes other lands. to 
determine who is worthy of joining their ranks. They 
also recommend candidates for the Transition and 
perform the rites Ihat trans form an elfinto one of the 
undying. 

Few true places of worship are dedicated to the 
Undying Courl. The proper tcmples to one·s ancestors 
arc ones heilrt. home. :lnd cOlllmunity. Most eh'en 
homes ha\·e shrines dcdlcuted 10 the fillllily"s ancesto l"S. 
Elvcn towllS have monuments to the honored dead. 

The clergy maintains stone bUildings called SOUl' 

Toull.the largest of which have multiple Ic\'c1s and 
resemble step pyramids. Some priests live cOlllmu­
nally within these locations. The bUildings arc used 
for rit uals involVing large groups and for embalming. 

SPIRITS OF THE PAST 

RELIG ION 
[n addition 10 the information prcsented here, a 
character can aHempt a DC 20 HeBgion check to 
detcrmine whether he or she knows the specifics of a 
hoBd'IY. a ritual. or another aspect of the faith. 

Religion DC 15: The Tairnadal eI"es of northern 
Aerenal and Valenar respect the Undying Court. but 
they share only a portion of the beliefs that their kin 
in southern Aeren:l l hold dear. ~lost significant.lhey 
do not seck to become undying. Instead. they bclic\'e 



that the sour~ journey in life is ful fill ed byelllulating 
the glorious c'\amples set by one's heroic anceslOrs. 

PRACTICING THE FAITH 
Even though religion is part of daily life for Illost 
' 1 ~"1 irnad a l cI\'c!>. it normal ly takes the form of minor 
praye rs a nd rites. Forma I lI'orsh ip and complex cer· 
emonies arc occasional observances. 

'I)' plea l follO\\crs of,his faith live with respect 
toward their ancestors. They resemblc the faithful of 
the Undying Court. but fol lowers ofthc Spirits of the 
Pasllivc more for the present tha n for the pas!. They 
estecm immediate action and ilchievcment more 
I han the patiel1l pursu it of perfection. 

An individual practitioner learns a ll he or she can 
about his or her pat rOil a ncestor. This study Is not 
only for in"pirlllioll; a practitioner attempt s 10 surpass 
the deeds of his or her patron ancestor. 

CoRE DOCTRINES AND BELIEFS 
A character who makes a successful DC 15 Religion 
check is fam iliar with the core doctrines a nd bel iefs 
of the Spi rits of the Past. 

This veneration of eken ancestors is focuscd on 
legenda ry figures of the ancicl1l past. Ilcroes from 
the revolution against the gi,lIlts ofXen'drik are 
prominent in this pantheon. likc the followers of the 
Undying Court. those who fo llow the Spirits of the 
Past don't wor.,hip tlwir ancestors so milch as they 
rely on those for('bears for guidance ,lIld protection. 

Followers oft he Spirits of the Past place no empha· 
sis 011 the survival of the body. which is a poi nt of 
content ion between t he two elven faiths. Those of 
the Undying Court believe that their kin allow them· 
selves to die \\'astefu Ily. Practitioners of the Spirits of 
the Past sOllleti niCS sec their counterparts as stagnant 
or hidebou nd . 

More so than the faithful of the Undying Cour t. 
those who revere the Spirit s of the Past belie\'e in 
reincarnation. This is especially true among you nger 
elves. These elves belie\'e that rel iving the exploits of 
their pmron ancestors can awaken memory of pas I 
Ih'es, movi ng them closer 10 completing the single 
spirit ual journey of olle multiply reincarnated sou l. 

RITES AND PRAYERS 
Most of the following information is comlllon knowl· 
edge. A DC 15 Hcligion check is required to know 
praycr~ and mi nor rites. It req uires a DC 20 Religion 
check to kllOw how to conduct major rites of the fa ith. 

Obscrvances in the Spi rits of the Pasl sha re many 
similarities with the fa ith of the Undying Court. Each 
family, each indiVidual. honors the ancestors in dif· 
ferent ways. Specia l reverence is reserved for birth 
a nd death, and priests are practiced emba Illlers and 
ri tual casters. 

Significantly different is that. at the birth of a child ;,r 

or upon an cJrs joining the religion. pries!!. consult z 
< signs and sta rs. They name for the newcomer a spe· 

cific heroic ancestor, a patron to be a model for the 
newcomer's words and deeds. 

THE CLERGY 
A chaTilctcr who succeeds on a DC 20 Religion check 
understands the basics of the Tairnadal religiOUS 
leadership. 

Priests of the Tairnadal religion are known as 
Keepers of the Pas!. These holy persons maint:lin 
shrines. monuments, and temples as their cou n· 
terparts in the Undying Courl do. They not only 
particip:lte ill the evcryday expression ofthd r fa ith, 
but they also nl1lintain records and help others keep 
in touch with the departed. Most are w<lTrlor' poets 
who ca n express the history ofthcir people in song 
and story. 

- ---
• THE PLANES " 
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The world ofEbe rron.like the world of the D&D 
game described in the DUlI8eolllUasfer 's Guide, 
stands at the center of the universe. between the 
Eleme nta l Chaos :lIId the Astra l Sen. The people of 
Eberron ha ve their own stories of the birth of the 
world. and the planes themselves differ in some 
details from those described in the DWW('oll Masfer's 
Guide, 

PLANAR INFLUENCE 
The angelic aslral cities of the Sea ofSiberys. 
the echo planes of the Coils ofEberron, :md the 
elemental forces of the Chaos of Khyber all innu· 
clIce the world of Eberron. Like the complex tidal 
forces of the world's twelve moons, the power of 
ench plane wa).:cs a nd wanes, afTecti ng the world in 
dramatic and su btle ways. Sages often spea k of the 
planes:ls drawing nea r to the world or becoming 
remote from il. as if the planes were satellites orbit· 
ing the world. 

Certai n regions of the world. ca lled manifesl 
zones, are closer 10 certain planes or planar regions 
than others. and they demonstrate this influence 
in a variety of ways, For example. the Gloaming. a 
reg ion within the Eldcen Reaches. has a close con · 
ncct ion to the region of the Ast ral Sea known as 
J\'laba r. the Endless Night. That con nection has cor· 
rupted life with in the manifest zone, creati ng deadly 
plants. monst rous verm in , and pen'asivc sickness. 
Not too far distant. the Twilight Demesne is a 
manifest zone tied to the Faerie Court ofThcla nis: 
this demes ne sc n 'es as a sort of planar crossroads 
for traffic between the world a nd the Fcywild. 
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L:lrg~. perll1an~nt m:lnir~st zon~s such as th~s~ :lr~ 
described in more dew il in the region descriplions 
in Chapters 3 through 5. Permanent manirest l'ones 
h'l\"e a proround influence on the land around thcm 
and on the people Ih'ing there. 

Smaller and less important IlHlnirest zones appear 
across Eberron, a nd new ones can appear cvcn:ls old 
ones wink out or existence. Eldritch machines and 
exotic ritua ls can create manirest 1011(,S. ampliry their 
effects. or draw 0 11 planar cOllnections to create d nJ · 

lll:ltiC new r~'l lures. 

Usc th~ aspects or pl:lnar influcnce described 
here as ad,-enlure seeds or as interesting reatures 
ror adventure sites. Villains might bui ld an cld ritch 
machine in a manirest zone linked to Mabaror Sha­
varath. Dragons orthe Chamber might be waiting 
ror the Eternal Day orJrl:U1to draw ncar. rulnlling 
an aspect orlhe Prophecy. An ancient goblin ruin 
might hold a crumbling Gatekeeper seal that cou ld 
allow Ihe raul innuence orXoriat to seep into the 
world. or it mightlic in a manifest zone linked to 
Fernia, making it a sweltering place haunted by fire 
archons. 

CII I\I'TE.n 7 t God5 .. "d Cosmo l 08Y 

CREATION 
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In the mythic paSl.lhe world was onc. Siberys. Eber­
ron. and Khyber. the first and greatest of dragon kind. 
ruled over this mystical unity or all things. In their 
illlerrclationship these progenitor wynns discovered 
or crea t~d the Prophecy, and its words brought reality 
into being. 

Siberys danced through the void. one legend says. 
selling the st'lrs in their places. Khyber prowled 
behi nd . cOIl ~lIming stars lIe'l rly as fast as Siberys 
could scalier them. Ebcrron sang. apart rrom the 
others. and lire began to blossom in the void. 

Finally, Siberys 11Irn~d to confront Khyber. to 
stop the dark d ragon from consuming the stars. The 
two dragons fought. tearing at each other in their 
hatred. At laSI Khyber emerged victorious: Siberys 
was torn asunder. her body broken into numberless 
rragments. Then. thi rsty ror blood, Khyber wheeled 
upon Ebcrron. 

Whcr~ Khyber lunged, Eberron snaked aside. The 
bloodless battle. a Oerce dance. continued for cons. 
lleither dragon gaining ascelldancy over the other. AI 
!;ISt. Khyber grew tired. and Ebcrron enfolded ,md 
illlprison~d Khyber in her own body. The struggles of 
the progenitor wyrms callie 011 last to an end. 

Hoth d r'lgons slumbered aftcr their long war­
ring and hardened into earth. And so the world was 
born. Ebcrron forming its surface and Khyber its 
dark. dept hs. The rragmellls ofSibcrys's brok~1l body 



encircle Eberron in <lgrl'<lt r ing thaI shines in the 
night. (For m OTc inform.ttion about the cosmology of 
the progeni tor dr.lgon,>. ,>ce pagc 8.) 

Thc Dragoll. \ bu\l'. the Dragon Below. and the 
Dragoll Bel\\ ccl1 MC morc than ancicnt dragons of 
legend. and t1l('~ .trc not mercly thc physical seg­
ments of the \\ orl(L rhe~ are ;lIsa the three great 
divisions of the unin' r!>e; the Astral Sea abm'e. the 
Elemental Chao!> be1(}\\. and the world between. 

THE DRAGON ABOVE: 
THE ASTRAL SEA 
The shauered physical body ofSiberys is visible 
across the sk) of Eberron at night as a glowinggoldcn 
ring. but the Hing ofSiberys points to a greater reality 
beyond~t he Ast ral Sea. a Iso called I he Sea ofSiberys. 
If the gods e"ist in any kind of physical or manifest 
form, their homes arc hidden deep within the Ast ral 
Sea or. perhaps. beyond it. 

The beings that live in the Astral Sea arc the 
angels. immortal servants of the gods who claim to 
ha\'e a more perfect knowledge of the divine will 
than mortals do. Their crystalline cities gleam in 
the end less expililse of ilzure sky above the Sea of 
Siberys. reflecting the ch'ilizations of the world but 
also embodying the principles of the divine realm. 
Mortals imagine these angelic realms to be a nearly 
perfect paradise. and Ilwny of thelll arc. 

Daalwi , the Perfect Order: Daalwi is ruled by 
angelic represclltati\·es of Aureon and Boldrei. A 
well·ordered toWIl surrounded by square fields mlr­
turi ng neat rows of crops. Daal1Vi welcomes tra\,clcrs 
and planar merchants a~ long as they respect its 
strict laws. Among its streets imd fields, angels a nd 
other immortal beings Ii\"(: in peace and harmony 
born of order. 

lliflueIlCt': Superstit iOll links historical periods of 
peace and stability to the prox imity ofDaalwi. but 
ot herwise the region has little impact on the world. 

Irian, the Eternal Day: Irian is a shining domain 
ruled by agents of Dol Arrah and Dol Dorn. Forests 
of crystalline growt hs. mountains of shining quartz, 
and rivers ofl iquid glass form the landscape sur· 
rounding the gleaming spires of the angeliC City. 

"ifJtlellce: Life blossoms in places where Iri an is 
said to touch thc world. Days arc brighter II"hen it 
draws ncar, colors are more \'ibram, and sensat ions 
are more intense. Creatures might gain a +1 bonus to 
all radiant attacks. while necrotic attacks arc weak­
ened. These eni::cts are most COllllllon during the 
hour surrounding noon. particularly in the spring­
time month of Eyre. 

Syrania, the Azure Sky: Syraniil is a grand 
metropolis that serves as an important crossroads for 

planar trade. The city·s majestic towers and spacious 
plazas drift together through a sky of perfect blue, 
unmarred by cloud. Epic denizens of every plane 
make their way to the Azure Sky to buy and sell in 
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the universe's largest and most diverse marketplaces. -' 
The angelic rulers of the city serve Onatar. Olladra, 
and Kol Korran. 

hifJucnce; When streaks of good luck occur in 
a limited geographical area, the locills arc apt to 
ascribe that fortune either to Olladra·s blessing on the 
place or to the proximity of the Azure Sky. 

Lamannia, the Twilight forest: I.amannia is 
not a c ity but it vast expanse of pristine wilderness. 
almost fey in its natural beauty. Its angelic rulers 
serve Arawai. Balinor. and the Devourer. and SOme 
angels devoted to the Fury also dwell here. 

Influcnce; Periods of great natural fertil ity. when 
plants grow more vcrdant and animals reproduce 
prol ifically. are sometimes attributed to the proximity 
of Lamannia. whi Ie periods of small litters a nd poor 
crops arc blamed on its distance. 

Mahar, the Endless Night: Mabar is anyt hing 
but a perfect paradise. Ruled by angels devoted to the 
Mockery, the Keeper, and the Shadow, the city is a pit 
of darkness and evil to rival the depths of the Abyss, 
devouring every spark of light and life that dares 10 

intrude on its e ternal, starless night. 
"iflucIICl': When the Endless Night stretches dark 

tendrils into the world. shadows grow blacker and 
colder. and in some regions creatures gain a +1 bonus 
to all necrotic attacks. while radi ant attacks arc 
weakened. 

Baator, the Nine Hells: Hilator is populatcd not 
by angels but by devils, and ruled by the archdevil 
Asmodeus. Unlike the angelic rulers of the ot her 
astral dominions, who claim only to be dedicated 
servants of the gods. Asmodeus claims to be a god in 
physical form, ruling his territory and his own sen'i­
IOrs with an iron grip. 

Il iflul'lIC1': The presence of t he Nine Hells in the 
world is felt primarily as an innu.'\ of evil. Where 
Baator's innuence is strong. evil and chaotic evil 
creatures feel empowered to make attacks on their 
enemies. 

Shavarath, the Battleground: Shavarat h is nOt 
all inhabited angelic city. It is the most important of 
se\'eral contested territories within the Sea ofSiberys. 
It issaid that Shavarath is the heart of the primordial 
dragon Siberys. and anyone who can claim uncon­
tested possession of it would control the power of the 
world's creation - or destruction. For this reason, the 
various angels of the astral domi nions. the dcvils of 
the Nine I lei Is. and even demons and c1cmentals 
from the Elemental Chaos believe thilt posscssion of 
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this crystalli ne arch ipelago is vastly important-so 
important. in f<lCI, Ihat warfare constantly rages o\'er 
ils expanse. 

hif/ueuce: \ ·Vhen Sh<lvarath draws nca r, echoes 
ofi ls endless b<lttles manifest in the world. In some 
regions innucnceu by Shavaralh , weapons deal 
more damage or score critica l hits more orten. In 
others, warriors slip into battle frenzies that last 
until they or every other living creatu re in sighl arc 
slai n. OccaSionally. storms of whirling metal blades 
appear at the sites of great battles past or present, 
slicing indisc riminately into both sides of a connie! 
or anyone that happens (0 be present. 

WHIRLING BLADES OF SHAVARATH 
Adve nt urers miglll encounter this threat on Sha· 
varath. in a permanent manifest zone linked to 
Shavarath sllch as the Va ltey of Blades (a remote 
valley inlbe Byeshk Mountains betwcenlhc Eldeen 
Reaches and Droaam), or on any ancient or modern 
battlefield when Shavarilth draws close to the world. 
YOll can adjllst the level of the swarmlOSllit the char· 
acters in you r ca mpaign. 

Whirling Blade Swarm Level 11 Skirmisher 
Medium Immortal ammate (blmd, sWMm) XP 600 

, \ dowl of spinllitl8 mefUl shards Ilorls lliral/oh tile air like ° flOlk 
of birds. with a sound like II kll ifeollllll'liet5tOtw. l.itJhlall'lltllS on 
tile ruzor·sllorp edae5 of these whir/ilia blades. 
Initiative +12 Senses Perception +6: blindsight 10 
Swarm Attack aura 1; each enemy that starts its turn within the 

aura lakes S damage. 
HP 114; Bloodied S7 
AC 2S; Fortitude B. Refle:r 25, Will 20 
Resist half damage from melee and ranged anacks: Vulnerable 10 

against dose and area auacks 
Speed lIy 10 
CD Swarm of Blades (standard; at·will) 

+16 vs. AC; ldS + 5 damage. 
~ Relentless Bladestorm (standard; at·will) 

The whirling blade swarm shifts up to 5 squilres and can move 
through enemy·occupled squares as It moves. It makes a melee 
bask anac\( against any creature whose space It enters. The 
swarm cannot anack a targe t more than oace in this fashion, 
and It must end its movement In an unoccupied square. 

Alignment Unaligned Languages -
Str 16 (+8) De:r 21 (+ 10) Wis 12 (+6) 
Can 18 (+9) Inll (+0) Cha 1 (+0) 

WHIRLING BLADE SWARM TACTICS 
A whirling blade swarm is all bltllllindless, moving 
to attac k the nearest livi ng creature it can sense, If no 
creatu res are within range ofits blindsight. it darts in 
a random direction, attacking anything thaI comes 
into range. 

WHIRLING BLADE SWARM LORE 
Arcana DC 20: Wh irling blade swa rms arc one 

ofl ile hazards ofShavarath, thc astral domin ion 
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sometimes called the Plane of\Va r or the Battle· 
ground , They appear in Eberron in locations where 
Shavarat h 's in fluence is strong, usually in places 
where great battles havc been or arc being rought. 

THE DRAGON BETWEEN: 
EBERRON 
Between the spi rit ual realm of the Astra l Sea a nd 
the raw phYSicality of the Elementa l Chaos lies the 
world ofEberron. EberrOIl feels the COllstalH pull of 
the ot her planes as they exert their innuence through 
cosmic conjunctions and manifest zones, but it 
remains in balance in between, truly part of neit her 
the ast ral realm nor the elemenl al, 

Alongside Eberron stand its echo planes. imperfect 
reflections of the world at the celller oflhe cosmos. 
viewed through diITerelll lenses. These three planes­
the Shadowfcll. the Feywild. and Dal Quor- are 
sometimes called the Coils of Eberron. 

DOLlIRRH, THE SHADOWFELL 
Dolurrh. also called the Shadowfell. is a place or 
gloom and despair. ne\'er brighter than twi light. 
Within this dark world is the desolate Realm of the 
Dead. where souls go at the end of lire on Eberron. 
Some say that the ultimate fate or souls is to rema in 
in Dolu r rh and rade into the shadows, wh ile others 
cl ing to a hope that soul s eventually pass beyond the 
Shadow fe ll. beyond even the Astral Sea. 10 the place 
where the gods reside, Dolurrh is also home to crea· 
tures of darkness sllch as shada r·kai. nightwalkers. 
and death titans, 

hifluence: \Nben the Shadow fell draws ncar to 
the world.lhe boundaries between life and death 
grow Ihin. Ghosts become com mon on Eherron then, 
because il is as easy for spirits to remain in the world 
of the living as it is for them to pass into the Ilealm of 
the Dead. Rituals that call the dead back to life some· 
times go awry, bringing ghosts or other undead along 
with the desired spirit. 

At times. the Shadowfell grows remote from the 
world , and it becomes harder to cross between death 
and life. The Ilaise Dead ritual might not function 
al all. requiring characters to Ira\'el to Dolurrh to 
retrieve the soul or a departed companion , 

THELANIS, THE FEYWILD 
Thelanis. a lso ca lled the Feywild. is a place of natura l 
beauty and arcane power. Its fo rest stretches farther 
than any woodland orthc world, a realm of wild 
nature unbounded and untouched by civi l izatiotl. 
The Faerie Court is a gathering place for the civi lized 
races who ca ll thc Fc)'w ild home. Its shadowy spires 
of enchanting beauty arc surrounded by mesmerizing 
lights that look like dancing lanterns. 



Lycanthropt·" Oet' ing the crus:lde that nearly 
exterminatcd their kind from Eberron made new 
homcs in the I {'~ \\ ild. 

"ifluel1ct'; The appearance of the feyspires in the 
world is said to coincide with times whell Thclanis 
d raws nenr to Iberron. for:l period of ~e\"en years 
every 225 )("H~. On a Slll<l l1er level. faerie rings 
(c ircles oftoad.'>tool .. ) and faerie mOlillds (small bulges 
in the earth) "ppear in groves and wild forests. often 
accompanied b~ my.'>terious lights. These features 
point 10 the Ihinning bound .. ry between the world 
.. nd the I'CY\\ lid. and the innuence-benign or hos· 
tile-of eladrln, gnomes. spriggans. fomorians. and 
other fey creatures. Tra\'e\ between the Feywild and 
the world b Cd.'>} at these points. 

D AL O llOR, 
THE R EGION or DREAMS 
Dal Quor b the Region of Dreams. S0111e say that 
mortalminci.'> or spirits travel there in sleep. while 
others belieH' that all that is dreamed accumulates in 
this aliell plane. Some say that Dal Quor is the dream 
of Eberron itself. It is the home of the quod, the night· 
Illare lords of Hiedra. From their domed cit ies called 
up from the formle"s \"oid of dream stu IT, they feed on 
t he psyc hic energy of dreaming Illorta ls. 

lr ifluCllc(': Dal Quor last drell' nca r to Eberron 
some 40,000 )e'lr~ ago. at which time the quori 
c rossed o\'er into Xen·drik. The giants ofXen'drik 
finally m:maged to end the war and se\'er the con· 
nections between the planes. but at great cost-the 
devastation ofXen'drik and the fall ofthc giants' civi· 
Iization. ln tile process, Dal Quor was thrown out of 
phase with i:berron, Ill:tking physical tra\'c! between 
the t\\'o realms impossible. The quori ha\'c found 
other means to work their wi ll in the world. howcver 
(sec the Dreaming Dark. page 191). and it is sa id that 
morta!"" mind, still trawl to the Region of Dreams 
when their bodies arc asleep. 

THE DRAGON BELOW: 
EUMENTAL CHAOS 
Passages in the deepest parts of Khyber open inlO the 
Elemental Chaos. also called the Chaos of Khyber. 
Full of destruction and danger. this is the birthplace 
of the fiendish O\erlords of the Age of Demons. These 
overlords include beings that are identified as pri· 
mord ials, demon princes. and even deities in the core 
D&D rules. and include Lolth and Tiamat. 

Infl uence: The innuence of the Elemental Chaos 
is felt most strongly in the subterranean realm of 
Khyber, bul it occasionally reaches as far as the 
surface ofEbcrron. The most common effect orits 
proximit y is the manifestation of an affinit)' related to 
cerwin powers. sitch as the following effects: 

Fire: Crelltures gain a +1 bonus on nrc attacks. and i,I"l 

cold attacks 'lre weakened. 
Cold: Creatures gain a +1 bonus on cold attacks, 

and nrc a\lacks arc wcakened. 
Storm: Creatures gain a +1 bonus on lightning 

z 

aHacks and thunder attacks. .J.. 

A few regions with in the Chaos of Khyber have a 
certain permanence that is fundamentally alien to its 
entropic nature. 

Fern ia, th e Sea of Fire: Fernia is a large realm 
of name and ash where thc air ripples with the heat 
of continual nrcstorllls. oceans of liquid name ebb 
amI now. and nrc rages across the landscape of 
ash and debris. The mythical City of Brass is said 
to stand at Its center. home to the efreets and other 
creatures of fire. 

Risia. the Pla in oflce: Hisiu Is all enormous 
glaCier drifting through the Elemental Ch.lOs. stud· 
ded with mountains of solid icc. lakes and streams 
formed of air congealed into liquid. and layer upon 
layer of cold and icc. 

Kyt h ri, the Churning C haos: Kythri is a great 
sea within the Chaos of Khyber. roiling with elemen· 
tal forces in constant. violent motion. This region is 
said to be the homeland of the slaacls. 

T he Abyss: The Abyss is the deepest part of the 
Chaos of Khyber. swirling with evil and destruction. 
home to demons of cvcry kind. 

XORIAT, 
THE REALM OF MADNESS 
Ebcrron's Far Healm is called Xorial. tht' Healm of 
Madness. Ik)"ond description or com prehen!>ion. it 
is ruled by the beings called dlldk)'r (sec page 204). 
whost' outward ly pleasing h1ll11l1ll0id forms Illask 
the utter alienness of their true nature, O\'er 9,000 
),ears ago, Xoriat's innuence spread into Eberron and 
nearly shuttered the world. as tht' d:telkyr sent their 
minions into the Shadow Marches and beyond to con· 
quer all ofKhorvaire, Before the druids known as the 
Gatekeepers managcd to separate the worlds :Igain , 
the mind nllyers and lesser minions of the daclkyr 
had dCclmated thc b>obiin Empire of Dhaka an. 

Iriflut'lIu; \Vhen Xoriat draws neilr. madncss 
literally bursts forth upon the world. During the inva· 
sion of the d:lelk),r. magiC went wild throughout the 
Shadow Marches, timc n owcd str:lngcly, and nati\'(' 
creatures were warped into monstrous aberrations. 
Thc intervention oflhe Gatekeepers caused Xoriat's 
innllence to recede from the world. and their dimen· 
Slonal seals stll\'e off that innuence. But it is surely 
only a mailer of time before the Realm of~1:Idness 
rcturn!>, bringing clltastrophe in its wake. ( 
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APPENDlX: THE MARK OF PROPHECY 
. ,". ~ . -, i ,of ,_ 

The following pages present a 1st-level ad\'elllure 
as a possible starting point for your EnF.RIION" cam­
paign, beginning with a flashback to the Day of 
Mourning and concludi ng with encoullIers in Sham 
four years later. 

GETTING READY TO PLAY 
I lave you r players creine I st-level characters using 
the rules in the Player-s Handbook and the EH~R-

RO.\ Plilyers Guide, as well as any additional source 
material of your choice. As they think about their 
characters' backgrounds. encourage players to focus 
on the question ofwhatlheir characters did during 
the Last \Var. 

At the stilrt of the adventure. the characters 
approilch il ruined tower in the mountains at the 
border between Cyre and Breland, white .mnies 
clash Oil the Saerun Hoad far below. The date is 20 
Olarune 994 YK-Iater remembered 1IS the Dayof 
Mourning. 

SOLDIERS 
Characters who were sold iers during the war arc 
fighting at til{' Bait Ie of Sa crull Hoad just before 
the adventure begins. Attackers from Thranc and 
Breland have been reinforced by Zil wands. Valena r 
cavalry. and a haJldful of f\unda irian sold iers. and 
now vilstly OlJlnmnber the Cyra n defenders. J\oler· 
cenary forces recruited from all nations (i ncluding 
monstrOllS forces from Droaam and goblins from 
Darguun) hare been present ill the bailie, fighting on 
cit her side. 

II's all right if different players want to play char­
acters from opposi ng sides of the balllc. No matter 
which side they're on. the characters can be ordered 
to scout a tower o\'erlooking the battlefield (sec 
"'-look: Scout ing the Tower"). I3relish soldiers might 
be ordered to find an otncer held captive in the 
tower: sec "I look: Finding the Captive." A Karrnathi 
soldier could be a deserter necing the battles with 
Cyre in the north. or an eSC<lped prisoner of war. 
looking for refuge in the tower. No mailer how the 
characters .Irri ve at the tower. once they gel there. 
they'lI have a good reason to cooperate against a 
common enemy. 

SPIES 
Characters might have ties 10 the espionage forces 
of any of the nations-the Royal Eyes of Aundair. the 
King's Dark Lanterns of Breland. the Silver Torch 
ofTh ralle, one of the smaller networks of spies that 
serve the warlonls ofKa rrnath. the Trust ofZilargo. 

or any other spy agency. \Vhate\'er their allegiallce. 
the "Finding the Caplive" hook is designed for char­
acters embroiled in espionage. 

DRAGON MARKED 
CHARACTERS 
The dragonmarked houses provide services to all 
nalions during the \Var. Jorasco healers, Callnith 
artificers. Vadalis beast masters. and many others 
can be found in every army. Characters' dragon­
marks can also make the tower important to them 
for other reasons. You can usc the "I nvcstigating tIle 
Prophecy" hook for any dragonm:trkcd cha racter. 
Dragonmarked characters from House Phiarlan or 
IIOlise Timranni might be acting as spies. and could 
be drawn to the tower lIsing the "Finding the Cap­
tive" hook. 

OTHER BACKGROUNDS 
Characters who lack other obviolls ties to the Battle of 
Saerun Hoad might bc writing about the b:lltle for onc 
of Khorvaire's ncws chronicles (stich as the Korral1bers 
Chronicle or the Slwru /tuluisilil'e). scholars or t reasurc­
seekers drawn to the ruincd tower at an inauspicious 
time. adventurers hired by an agent of the Chamber 
(see page 26) to illvcstigate t he tower for signs of the 
Prophecy, or heroes hircd by relatives of Lord Major 
Rrell ir'Gaddcnto rescue him. The hooks below Ciln 
be adapted for a variety of characters. 

MAKING A PARTY 
The events at the Tower of Scars arc intended to turn 
a disparate group of soldiers. spies, dragolllllarked 
heirs, and whatever other character backgrounds 
your pla)'ers come up with into a grmlp of comrades 
with a COlllmon, tragiC pa ... t. The chilracters do not 
ha\'e 10 know each other before the ad\'cntllTe bcgins. 

Howevcr, it's il good idea 10 encourage the pl:1)'­
ers 10 iulcast consider what their party will look 
like when:1ll the cha r:lcters meet. so Ihat all the 
charac ter roles arc represented. Sec pages 15- 16 in 
the Player's // alltlvook and page 10 in the DUf1OCOll 
1\laster's Guide for information about the roles. advice 
about building a party. and suggcstions about how to 
adapt an a(kenture for a party that doesn't co\'er all 
the roles. 

If the players want their characters to have other 
connections before the adventure begins. they can 
invent those conncctions. Two or 1110re characters 
might be soldiers in the same army and rclated by 
blood. by friendship. or by the chain of command. The 
entire party could be members of a Single mercenary 



compimy. Some of the dlilrilcters might even be r ivill!. 
in enem), armies (or spy ilgencies) who have clashed 
before but are forccd to cooperate whcn the adventure 
begins. C haracters con nection!> such as these ca n help 
you develop your c.unpalgn as it progresses and gh'e 
you hooks to hallg fulure stories on. as wel l as giving 
the pla)'er~ matC' ria l lo work with in developing and 
rolepla) ing thei r characters. 

CHARACTER HOOKS 
The advcnture begim tiS the charac ters approach 
the rui ned tower on til(' hillside. Use one or Illore or 
the followi ng hook .. to explai n In the cha racters whal 
Ihey're doing there. 

H om:, SCOUTING THE TOWER 
Your WlIlIIhtttt!iu}/1 'llica Mila",] nw 10 ~(Olll till' h)lrl.'r on 

1/1(> IIjU~jJ,· Jr, 1"'"rl>l.- rlhU rlJ(" I'nl'IrJ.l b u,jllll il'l~ 1lI"'lCt' 

h) ~"'n' ~UI"'!II'S or ilS oJ 800J l'allrll/l'" r,';111 j)l't'r III", ruull' 
IiclJ. I II,' '1th cr JiJ,,'1 sur 1111.1 fllill/l' bw , ... IIu,drilltJ Hln-.~ 
you Ih"}I'dm,'lth, rt' lI1i.'lhl b,' lIlure lIoilW 011 inlh.1I /(IIH'r 
tlliIlIll'Il.l,lIr. II iIr ,l1ll11il, 

You can me this hook ror a sold ier or spy on eit he r 
side of the conflict. i Ilclud i ng a mercenary. 

M inor Quest (leve l 1, 100 XP): Scout the tower 
for sign!> of enCIll) auhit)', 

HOOK, F IND ING THE CAPTIVE 
)'I'U hurt' 1, .... 11 rJl'Tt'J hI II'~ ll.rtl\IIlior BrclI iT'Guddell. 
,I IJrdish "//'1 ' ,I. ,m \1,111' Wtl~ (oll'lIlTC'] in a 
skinlli,,/! tl j 'II' ,I"l "':" Iil-'s bl'lIIlI'II'/,1 in flrl' ft'II'I'r 011 
llrc Iri/l,i.le 

Thc Lord 1\1ajar has imporlanl inrormat ion about 
Brclish opcnu ions in thc region,l>O I' I'I'T)'OIII' In\'Olved 
In the Last \\'ar \\O\J ld like lOge! the ir hanels on him , 
You can JJ~C this hook for ~p ies fro m a ny nation, for 
Brelish soldiers, or for \\el l-mea ning ad n~n t lJ re rs 

who\'c heen hired by ir'Cadden's fa mily, (Iflhe char­
acte rs havc been h ired, they recci \'e 12.0 gp as a quest 
reward,) 

It 's not a good idea to give Ihis quest to multiple 
charaCler .. and ilsk Ihc II1 10 bring ir'Caddell 10 dif­
fe renl pl ace" You dan', wa nt 10 create a situation 
where the characters lIrl' iKt ivcly competing with one 
another, 

M inor Quest (Ie\'el I , 100 XP): Rescue Lord 
1\Jlajor Hrcn ir'Gadde n and bring him to safety, 

HOOK, 

INVESTIGATI NG THE PROPHECY 
I ~I' ruinl't! 1I111"t'r olllhl'lrill,i.I" J, II1Mt' Ilrall ir III'I •• 'M~, 
I ht' "'11',', .. 1'1Il Ilill~ 0 II r/.'/Il.'1It '~'-thl' D'O'-"'11 i, i'wl'hl -I 

<lIIJ.I 011 \'( b,'ell St'llt I,' nk.m [I", Sl't r,'ts i\ 1I1)IJ~, 

YOII can use this hook ror any d rilgolll1larked charac­
ter, or adapt it for a va riety of otlle r siluation~. Agcllts 
of t he Chilmber or the I.ords or Dust could hire an 
unwill ing characte r 10 bring them a record of the 
Ma rk of l' rophecy in the tower, proViding a spec ially 
prepared d rllgomh:m l ror the purpose, The umly' 
ing elders of Aere nal might give the same charge to 

one of their elf descendants. A characler II ho has a 
persona l I11Ic rcst in the Prophecy might also have 
le:!Tned " bollt the Signi ficance of lhe lower, 

Minor Q uest (level 1, 100 X P): Find the 1\'l a rk 
of Prophecy in the lo\\'er, 

HOOK, AGAINST THE E MERALD ClAW 
Ilildli8t'",1' %ly~ I}"U till' ()rJI'r of fir. l:mrrolld ('/iI\I' i!> up 
1(1 <OIIlI',hi"ll IIear Ihe rullle on ,'iilerull RtJtIJ. 'he,l-'re send 
ill8 rhu,' t!likers IIml '1llIlIldr oJ :;,.mruit's up Ihf hill. I,'s 
Wlir job 111f;ml out II'IlIIlll,,'r're lip 10- lind 11\1/ II SlOp 10 II, 

Agents of the Emer'lld Claw a rc on Iheir way to the 
Tower of Scars, hoping to seize Ihe t\\'O captives a nd 
ta kc Ihcm aWil)' for their OWIl nefar iOUS purposes. 
You ca ll u"e Ihis hook fo r a member or a llY l1:ttioll'S 
illlcllig(' lIc(' service (such as Ihe Hoyal Eyes of Aun· 
dair or Hre land's King's Dark La nte rns), A character 
might have a longslanding grudge "gains! the Emcr­
aid Claw, or mighl ha\'e had a rece11l brush with these 
agents, 

Mi nor Quest ( level I , 100 X 1') : Find oul what 
the Emera ld Claw agents arc LIp to i\nd slap the m. 

TREASURE 
Thi s ad venlure prOVides enough ex perience points 
fo r cha rilcters to reach 2. lId le\'el. Over t he course 
or the ad\'cnture, make su re you d istribute Ireasure 
to match, The ten treasure p:t rccls ror an assumed 
part) orO\'e Ist·lcvel characte r,!. " ppea r in these 
10cat iom in t he adventurc, For it party w ith more or 
fewer cll:lral'lers, use t he guide lines In thc DUll8eol1 
Master's GuidI'. 

• Encounter 2: pa rcels 2. and 4 (lcvcl4 ami 2. magiC 
items) Oil l\J a llora and a sergeant 

• Encounter 2 or 7: parcel S (12.0 gp) as a (I llest 
reward for -Hild ing the Capth'e M after Encoull ter 2. 
or :ls:l rewa rd from the c ily COUllCil for completi ng 
the advcnture afte r Encounte r 7, 

+ En cou n ter 3 : pilrcel 10 (40 gp) as a quest reward 
for MA Protec lion Job" or as a rewa rd from the 
bysta nders in Encou nte r 3 

+ Encount e r S: parcel 9 (60 gp) 0 11 the ha lf- orc 
+ Encoun ter 6: pa rcel 3 (leI'eI 3 magiC item) on a 

dolgaull t and pa rcels 5, 6, and 7 (500 gp tota l) in 
Ihe rorm of residuullI fro m the cldritch machi nc 

• En counte r 7: parcell (levelS Illilgle item) 
on Ar tc 
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ENCOUNTER 1: 
HORRORS OF THE TOWER 
Encounter Levell (598 XP) 

SETUP 
2 dol g rim wa rriors (D) 
8 huthik hatchlings (K) 
Aric Blacktree , captive (A) 
Rrell ir'Cadden , captive (8) 

The poster map included with (his book fealmes [J 

map of this encounter area. 
Irthe characters have already [ormed a team (for 

example. if they're all soldiers in a single unit. or all 
spies for the same nation), they can approach the 
tower as a group. [[they're coming indcpendenlly. 
have them roll initiat ive and enter the area of the 
map from diOcrcnl directions in init iative order. The 
encounter with the horrors orthe tower doesn't start 
until at least one character enters the tower. At that 
point. roll initiative for the monsters as well. 

The map shows starting positions for only four 
kruthik hatchlings- the ones that attack the first 
characters who enter the tower. On the second round 
of combat. the other fOllT kruthiks burrow up from 
the ground to att ack any characters that remain out­
side the tower. appearing in squares adjacent to those 
characters. The dolgrims wait fo r the cha racters to 
enter the tower before attacking. 

2 Dolgrim Warriors (0) Level 4 Skirmisher 
5m~II.lberrilnt humilnold XP 175 each 
Initiative +6 Senses Perception +3; low·light vision 
HP 53: Bloodied 26 
AC 18; Fortitude 16, Refle>: 15, WillI G 
Vulnerilble 5 psychic 
Saving Throws +2 against {harm and fear effects 
Speed 6 
<D Club (standard; at-will ) + Weapon 

+8 vs. AC; l d6 + 3 damage. 
® Crossbow (s tandard; at·wlll) + Weapon 

Ranged 15/30; +8 vs. AC: ld8 +' damage. 
Double Actions 

The dolgrim wardor rolls Initiative twl{e. gelS two turns during 
a round. and has a full $et of actions (standard. move. minor) 
on each turn. Each set of actions corresponds to a differem 
brain. The dolgrlm warriors ability to take immediate act ions 
refreshes on each of its turns. 

Dolgrlm Tactics (immediate reaction. when missed by a melee 
aHack; aI-will) 
The dolgrim warrior shifts 1 square. 

Combat Advantage 
The dolgrim warrior deals ld6 e~lril damage against any 
creilture grilnllng combat advantage to it. 

Alignment Evil Languages Deep Speech. Goblin 
Sir 17 (+5) De>: 15 (+4) Wls 13 (+3) 
Con 13(+3) Inl 9 (+1) Cha9 (+1l 
Equipment light shield, dub. crossbow with 20 bolts 

8 Kruthik Hatchlings (K) Level 2 Minion 
5milll natural beilst (reptile) XP 31 each 

Initiat ive +3 Senses Perception +0; low.llght viSion, 
tremorsense 10 

Gnashing Horde aura 1: an enemy that ends Its turn In the aura 
takes 2 damage. 

HP 1: a missed attack never damage.o; a minion. 
AC 15; Fortitude 13. Reflex 15. Will 12 
Speed 8, burrow 2 (tunneling), climb 8 
<D Claw (s tandard; ~t'will) 

+5 vs. AC; 4 damage. 
Alignment Uoallgned languages -
Stt 13 (+1) De~ IG(+3) Wis l0(+O) 
Con 13 (+1) Int 4 (-3) Cha6 (-2) 

As the characters approach the tower, read: 
1"111' ruint'.! f(llI"t'r juts III'frorn the Ilwllutuill'i,ie. ,i/lwu 
eUI'.! tllJuirz~t fht' ,limy ~ky. \ .frll·It'lljlt"~ Irees WOW "II/cr 

IlwII rl1l' wwt'r's frurnhlil1iJ Il"<dk IUld II mowu/ "r ruM!/t' 
is pilt',1 nellr fh .. t'rrlnBl(c. lhert"~ flO si~11I ~r the dMrs I)ldl 
Ollfe ~n"l'J Iht' t'ntrance. IUlel you (lilt ~I'l' ol1e OrilL" p ldCl.' 

where Ihc a'all", /1IIn' broken l"Hlllllh f(I 111/(111' r't~""BI' illlO 

the/ower. 

Perception Check 
DC 16 f.()("lkiltll 0/ !Ill' rllhb',' piled outside Ihe /OIl·l'r, .\"I1U 

~l'l' rullllemus smull 8afl~ . whidl mi/lhl hI' IUlllleI ,'lIfrtUl(C'S. 

TACT ICS 
The dolgrims try to remain as mobile as possible. 
They use the two passages betwee n the inner and 
mller chambers. and the two openings between 
the outer chamber and the tower exterior. to ci rcle 
around and keep the fight going on multiple fronts. 
They rely on the knnhiks to hold characters in place 
while the dolgrlms allaek. 

The kruthiks avoid bunching up. No Illore Ihan 
three ,,"ack a single foe, and they nank for combat 
advantage whenel'er possible (making them harder w 
catch in area attacks without also hitting their target). 

FEATURES OF THE AREA 
Illumination: The areas both outside and inside 

the roofless towcr are illuminated by daylight. 
Trees; Each trec's trun k fills 1 sq uare. A character 

can climb the tree with a DC 12 Ath letics cheek. A 
character perched in the branches is considered to 
be cli mbi ng (tlms granting combat advantage to all 
attackers). but the bare branches grant the character 
concealment against ra nged attacks. 

Kruthik Mound; This heap of rubble outside the 
tower is impassable exccpt for the kruthiks·t unncls. 
Small characters cou ld move through t he tunnels 
by squeezing. but they would be easy targcts fo r lhe 
knlthik hatchlings. 

Rubble: Hubble-fil led squares in and around the 
tower are difficult tcrrain. 



Ma nacl es: Rrt'n ir·(;.ldden and Ark BlacklTee 
are chained to IIll' \\.Il1~ in the lower's inner room. 
Charactcr" (.Ill hrl',lJ... till' mall:lcles with a DC 
22 Strengt h dlt.:lJ.... or picJ... the lock with a DC 14 
Thiever~ ("hn k. (1m' lIf the dolgrims ha s a kcy to 
open the mall.R!n in a pOlich at its helt. 

Ark i ~ in ,I '> lIIp(lr twm O\ercxposure 10 the Proph· 
ecy ma rl.. and dlln nOi rCCOH"r during the encounter. 

Iflhe char.tu lT '> Irt't' BreI! while they're still Oght. 
ing the dolgrilTh .md J... ruthiks. he offers what help 
he can. I lh ~tathli<,> appea r in the next encountcr. 
The doigrilll '> Il'l l him in hi!> armor. but his shield and 
sword lie on the floor illthc northeast eornerof the 
room, so hi s fir,>t aulon is to ret rie\ 'e a nd ready them. 
I-Ie is bloodied <lJ1(1 h.1~ no healing surges avai lable. 

Prophec) ~ I ark: Four squares at the south end 
of the inner rOOlTl,lfe bare ea rth , not covered with 
the nagston('~ th.1( p.1\l' the rest of the tower interior. 
Swirling lines li l.. (' \ci n,> in the ea rth can be seen in 
these sq ua re,>. bulging upwu rd and viSibly pu lsing 
with Illagical po\\ er .. \ cha racter who enters one of 
Ihese square, is mOlllenta rily overwhelmed wit h diz­
zying visions of pa~t or ftllllre e"ents. 

Prophecy Marie level 1 Obstacle 
H<lI<l'tl XP 100 

A symbol ilkI' 'hI' 41rchh18liut's ofll dranOlllnark tIIlorns tlrt' 
8roUlIII. not w n ·r.l bU I dCW,IU)' riSillH UI' f rom IIl1' lrar,! earth. II is 
faint~' blue tlnd pub...s wilh fWlIl'T. 

Trap: A l·by·l section of the floor dazes any creatures that enters II. 
Perception 
+ DC 10: The character nOlkes the power flowing through the 

lines of the Prophecy mark. 
TrIgger 

The hazard aHacks when a creature enters one or its squares. 
Attack + Charm 
Immediate Reaction Melee 
Target: The ( reature thaI triggered the trap 
Attack: +4 vs. Will 
HIt: The targ(!1 is dazed (save ends). 

T HE MARK OF PROPHECY 
A clmraclcr who st ltdie,> the Prophecy mark for 5 
minutes can begin to learn its secrets. Such exami­
nation revea ls thc follOWing bit of verse (which the 
character understa nds in his or her nmi"c language): 
Fh'l! at rhe brink of Ihe desolatioll stand as olle aaUinSllhe 
tempest S rollr. 

If your group includes more or fewer than nve 
characters, use the appropriate number in the verse 
of prophecy. 

A character who has a specially prepared Eberron 
dragoll shard (see the "Ilwcstigati llg the Prophecy" 
hook. page 265) call record the contents of the Proph­
ecy mark by placing the shard on top oft hc mark. 
The shard glows bright red for a moment. then the 
lines of the Prophecy mark are reproduced inside the 
shard . S1Udying the shard revca ls the same inrornm­
tlon as studying the mark. 

TH E CAPTIVES 
Assuming that he sur" h'cs the encounter, Lord Major 
Bren ir 'Cadden is grateful for hi s rescue. Once he 
pu lls himselrtogether. he regains hi s noble-born 
pride and demands to be returned to the ca re of 
Hrelish rorces. lft he characters express thei r inten­
tion to do so, hc's grateful and coopcrativc. lfthc), 
don't. he cooperates only until he can get sa rely away 
from the tower. 

IJren explains that the other prisoner is his aide, 
Aric Blacktree. who comes from a wea lthy merchant 
ram i I)' in Sl,., rn. The dolgrims captu red t hem. slaugh ­
tered their escort or soldiers, and brought them to 
the tower bou nd and blindfolded . While Bren lan­
gUished in olle corner of the rOOm , the dolgrims kept 
Aric cha ined in the area of lhe Prophecy ma rk and 
seemed interested in ilseffects. [n particular, they 
kept checking his skin. as ifwmching ror the appear­
ance or a dragon mark. 

Aric rcmains more or less catatonic. I Ic can stund 
independently, and he walks if a character takes his 
hand and pulls him a long. Left alonc. he sta nds still 
fo r :l wh ile. then sits. then curls Into 1I ball on the 
ground. 

By virtue orhis presence. Aric presents the churac­
ters with another mi nor quest. 

Mino r Quest (level I , XP 100): Bring Aric to 
sa fety. ~ 

! 
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ENCOUNTER 2: 
COMPETITORS 
Encounter Level 2 (704 XP ) 

SETUP 
8 zombie rotters (Z) 
2 Emerald Claw sergea nts (E) 
Mallora, Em era ld Claw necroma ncer (M) 

Th is encounter takes place as the characters leave 
the Tower of Scars. having w kcn a short rest. exam· 
incd the Prophecy mark. and freed the pr isoners. 
Usc the same map. but place the Emerald Claw 
agent s on the posit ions shown on the map on the 
next page. 

Whe n confronted by the Emerald Claw agents 
outside the tower. Bren helps the pes as mllch as he 
is able. since he would rather go wherever they plan 
to take him than fa ll into the clutches of the Emerald 
Claw. Lacking other stimu lus. Aric CllriS into a ha ll 
on the ground, and the Emerald Claw agents ignore 
him fo r the moment in favor of more aggressive 
opponents. 

Bren ir'Gadden (8) level 1 Soldier (leader) 
Medium n~lural hUnl<lnOld, half elf XP 100 

Inltlatille +4 Senses Perception +5: low-light lIision 
HP 31: Bloodied 15 
AC 16: Fortitude 14. Refl ex 13. Will 12 
Speed 5 
CD l ongs word (st<lnd<lrd: at·will ) + Weapon 

+B liS_ AC: 1dB + 3 damage. and the target Is marked unlil the 
end of Bren's next turn. 

@ MaglcMlssile {standard:ellcounler) + Arcane 
Ranged 20: +5 liS. Reflex: 2d4 + 1 damage. 

+ Inspiring Strike (standard: requ ires a 10llgsword: recharge :.: I;) 

+ Weapon 
+8 liS. AC; 1dB + 7 damage. and Olle ally within 5 squares of 
Bren gains a +2 power bonus to its nex t attack roll against the 
larget before the end of Bren's next turn. 

Alignment Unaligned languages Common. Ei llen 
Str 16(+3) Dex 14(+2) Wis 11 (+0) 
Con 15(+1) 1", 10(+0) Cha 12(+1) 
Equipment chalnmall. heally shleld.longsword 

As the cha racte rs e merge from t he tower, read: 
,~Irarrfle (lnUl8e !ia!Ultirl8.(1ashl.'s dCro~) Ihe sky.fo!/owe.l 
lIy u rumble oflhulldcr Ihul slwkes Ihe wound bl.'l1radt 
YlJur./cel . . \ IJII5I oI willi!. unsl.'a>LlIt<lhly \Wlrtll, slwkl.'s 
rill.' (lry brandies c~r Ihe Irees-aruilhe'l you 110fiee I!lt' 
corpses shIHllbli118 IOwarJ )'ou, 111"0 hWfHIIl lIJen wear-
ina rhe illsi811ia offill' OrJer f!(fhe !-:Inera/J ('IIIW Will III 
youIrom b"hind lite ::ombil'S, hl'(fiIl811!,·ir./lails. Bellilill 
Ihem. 118'IUt!/lI"lJ""11i clres,;!'d in wrrn (ifill /IIIICk s(OI\'I.~ in 
YOllr Jir!'cIiOIl. 

8 Zombie Rotters (Z) level 3 Minion 
M~dlum naturdl dnlmal~ (und~~d) XP 3B each 

Initla tille -1 Senses Perception - 1: darhision 
HP 1; ~ missed ~ltack neller damages a minion. 
AC 13: Forlltude 13, Refle x 9, Will 10 
Immune disease. polson 
Speed 4 
CD Slam (standard: at·wll l) 

+6 liS. AC: S damage. 
Alignment Unaligned langudges-
Str14 (+1) Dex6(-1} Wls8(·1} 
Con 10 (+O) Int 1 (-5) Cha 3 (-4) 

1 Emerald (law level 1 Skirmisher (Leader) 

Sergeants (E) 
MedIum natllrdl humanoid. hu", .. n XP 11S each 
Initlati lle +6 Senses Perception +1 
HP 37: Bloodied 18; see also /an(lli{ 
AC 16: Fortitude 14, Reflex 11, Will 12 
S~ed 5 

CD FI .. jI (standard: at·wlll) + Weapon 
+4 V5. AC: 1dl0 + 1 damage. and one of the Emer .. ld Claw 
sergeant'S .. Illes within 5 squares of It can shift 1 square. 

::r Crossbow (standard: a t·wlll) + Weapon 
Ranged 15/30; +6 IIs.AC; l dB + 1 damage. 

Combat Advantage 
An Emerald Claw sergeant deals ld6 e~tra damage on melee 
and ranged attacks agains t any neature granllng combat 
adllantage to It. 

Fanatic (immediate reaction. when reduced to 0 hit points) 
The Emerald Claw sergeant makes a basic attack against an 
enemy that Is adjacent to It. 

Alignment Ellil Languages Common 
Skills Int imidate +7 
Str 17 (+4) 
Con 13 (+2) 

Dex 12 (+2) 
lilt 10(+1) 

Wls 11 (+1) 
Cha 12 (+1) 

Equipment scale armor. heally shield. flail, crossbow with 10 bolts 

Mallora, Emerald Claw Level 3 Artillery (Leader) 

Neuomancer (M) 
MedIUm ndcural hUmilnOld. human XP 150 
Initiat ille +1 Senses Perception +3 
De .. lh 's Cowl ~ur .. 3: lilling neatures within the aura grant combat 

adllantage to undead nedtures within the aura. 
HP 3B: Bloodied 19: see alsofonatie 
AC 15; Fortitude 14. Reflex 15. W ill 16 
Speed 6 
CD Bone Quarters taff (s tandard: ai-will) + Necrotic, Weapon 

+10 liS. AC: l d6 + 2 damage plus ld6 necrotk damage, and 
Mallora gains 5 temporary hit points. 

::r Ray of Enfeeblement (s tandard; at·willj + Necrotic 
Ranged 10: +B liS. Fortitude: 1dl0 + 4 necrotiC damage. and the 
target Is weakened un{ilthe end of Mallora's next turn. 

-i:. Death Burst (standard; recharge.::;li!.!J + Necrotic 
Area burst 2 within 10: affects enemies: +6 liS. Fortitude: 1d8 
necrotic damage. Effea; Each undead ally in the burst gains 5 
temporary hit pOints and can shift 1 square as a free action. 

Fanatic (Immedia te reaction. when reduced to 0 hit points) 
Mallora makes a basic attack against an enemy that is adjacent 
to her. 

Alignment [1111 
Str 'O{+lj 
Con '4(+3) 

languages Common 
Dea13 (+1) Wls ' 5 (+3) 
lnt 17(+4) Cha 12 (+1) 

Equipment robes. bone quarterstaff 



TACTICS 
The Emerald Clan agents want the prisoner for thcm­
scl\'cs. \"hile the lombics Iry 10 pin down as mUll)' 
characters ii' pos~iblc.lhc sergcallls aHack Sren 
iT'Caddell. If the} reduce him to 0 hit poilus or fewer. 
they knoe!., him ullconscious rather Ihan killing him. 
but thelllr) 10 lise the threat of killing him to secure 
their escape from the player characters. 

Mallora lise., her "el1th burst power as often as pas­
siblc. placing It to benefit as many orthe zombies as 
possible. She II"C5 my of t'rifet'bletlU-'1I1 011 PC strikers 
and controller.,. ThroughOlu the fight. she Illullers 
curses again,! the pes. instilling them and their 
fighting abilil}. and t3unling them with the superior­
ity orthe FrncraJd Claw. She retreats if the sergea nts 
capture Ikcn. treating it as il clcar victory, 

Malloru and one Emerald Claw sergeoult carry two 
magiC Items )'ou can award as treasure: a levcl4 item 
and a II:-"el 2 item of your choice, 

THE MOllRNING 
While the characters face the Emer .. ld C law agents 
outside du.' ro\\er of Scars, lItier de\'astation is sweep' 
ing .. cross eyrc - the ;'I\ourning h .. s come. Each round. 
the character!> ~cc the ,\\ourning progress until the 
armies 011 the Saeru n Road far oclow urc annihilated 
and, visible from the tower, a wall of deold'gray mist 
surround~ the neldy formed Mourn land, 

At til(' end of each round of com hat. re .. d onc of 
these sentences to the pl .. yers. (You might want to put 
RThe Mourning" in your initiative tracking behind all 
the clwracters .. nd monsters. as a reminder to read 
the next description,) 

J h. j ..... ,'l'r . h' judi oll}iu -dt)ud~,.1otl. <Inti 

tilt' lJ,r if)!'//lt ,' ., III ,I.'rrib!.- ,.11l/ld1;lnUilm, 
Ihl' ,~.\ I.' IIlulllilhlli'" iulurid OfIJIWI' dl1l1 '1.'.1, wstintl 

str.mlJI.' s/lI/,l"11 s til T!'S$ rtll1itty {I"nb oJ 8"lyI<JIJ. 
(;rC,1I !t'/IIJril, (~/.Iit'r\ li,'1llll1iI11;1 T!'illl, ,II 'O.'~ til{' douJ 

,lrl'I'(,.I,h'. 
\ 111.11/1.'" l'o.IlIk or sr,n ",hl/iffrom wirJlin h.1 il TIlHilllffirl.' 

b )\\'t'('I'III,IJ d,m'n I'~ 1i,'aIHl HO<1dfr(lln Ihc f'lSl. 

,'ou ulll rw /'''It''' r S('C lit.' tlrmi('S ji,IJlilin8 011 the road 
bt·/"w Iht') 'rt' hldJ"11 ill IIII.' .'1m.' ./1"'8' 

O('-,I,I<JJhll /1.1'/U') '1.1lrl' un' till ),"11 (llrt Sit' ill tlte lIIi'l 

Ih.u/li.ll" tilt' ",,11/.:/1.-/.1. bul "it, t'.htll'S tlJ .Iisl'lfiI ,(rrtlnt.'; 
rl.'d.1i Yl'ur .'''r~. 

W hen t he characters defe ... t he Em erald C law 
age nts, read: 
D<'<1lhl,' silt'lIt' -};d/s ol·l.'r t1I,' /Iif!sid", "ro1l11l1 tlte rllim'd 

Iowa, YtlU .'IiI! (Il/I'I ~t',' Ihe m'hl bdl'"', tUlIllIO more nies 
rl.'"d, you .Inlll1 tilt· blllll,:fi..r.l. J It''I ,I,',1o1 /I'll,\ IIIht 1hJrt8' 
in "If elir lik,' tI Willi tlrt'UrtJ ( r, too 51il/, 1.-.,. qUi"I . lillllle 

1111118 !t'rri/'/l' Iitl5lt<lI'f.'t'rl.'J. 

CONCLUD ING THE ENCOllNTER 
If the charac ters fight ofTthe Emera ld Claw agents 
.. nd keep Brcn sa fe , they manage 10 cscape from 
the tower, Ilowc\'cr. the armics that wcre fighting 
on the Saerull Rood below ha\'e been annihilated 
by the Illysterious Mourning. Characters who travel 
ill that directIon quickly find their p:!ths blocked by 
the dead'gray mist of the Mournl .. nd (sec pagc 94), 
which should dissuade them from moving f,lrlher in 
tholl direction, 

Once the eh.mleters sec Ihc efTects of the Mourn­
ing.lakc them forward four years to 998 YK. Spend 
some lime with the players to help the1l1 decide what 
their char .. cters did during Ihe four yea rs .. fter the 
nenlS of the Day of Mourning, It's s .. fe to assume that 
they delivered Bren ir'Cadden wherever he was sup' 
posed to go (unless the Emerald Claw agents made ofT 
wit h him) .. nd ncver heard from or ':I I)()lIt hi m again, 
Iflhey had othcr quests le .. ding them 10 the tower, 
they com pleted those as well, and gOI all the prom, 
ised rell':lrds. Butlhen what? 

The rest of th is chapter is full of tools you can 
lise to build your first :!dventures set in the City 
orTowers, The rest of'The Mark ofProphecyH 
adventure appears on the follOWing p'lgCS. Then 
a few encounter sites .. re detailed, which you can 
usc to stage your own encolillters as YOII expand 
your c:lmpaign, 

N 

" ~ .... 
Z 

;;­
( " 

~ ':. 
Z-

' 2 \ ~J 69 



A TIME TO MOURN 
Four ri'IIrS l iller, !Ill' memories {~r Ihe 1)/1,\ oJ ,\Iournillll 
Slilll;<II1I1t\our siee,!. You wert' lucky. ,(you had bct'll <I 

few hundr~.I.I<lrJsJilrfher ea~l. you Il'ould hUI'!' dird like 
'so mum OIlICTS did n~ur friends. colllr.1Jt's. dllli enemies 
in rhe \~'ar. the ridlij;ns ojT' rt'. anillhe ~oIJil't~ who 

JautJllf Ih"re. 
Your an'IulIS oren', JUS! UhDUI tilt' FI!yhlllli.lre dllli W<l~ 

Ihe\lournilllJ. ,\ ·on.l~ run dmJli8h ,/lrm. u'1IcII1 whisras 
,full remind \'lI1! Ihlll rOl/lI"ere sparr" Jor SimII' purpose: 

Fin' ,II rite brink of !lIE' JcSOI(llj,lII sl,me! (IS ollr ilHaimr rhl' 
Icrnprsr's rOdT. 

YOllr goails to bring thc characters toget her in 
Sham on thc annil'crsary oflhc Day of Mourn­
lng. four years artcr thc e"ents at the lower. \Vhat 
brought thc charac ters therc. and what brought 
them togcther again? 

Did they st ick together, united eithcr by their 
shared experiencc at the tower or by prior connec­
tions? Or did they go their separate ways, trying 
to make sense of what happened to Cyre? Did the 
soldiers among them return to their units, assuming 
they had units to return to? Or did they dcsert. nee· 
ing a war thm no longer made scnse? 

Why have they come to Sharn? Virtually any 
rea ~on will do. since Sharn is an enormous city with 
much to offer any visitor. Perhaps it is home for one 
or more of the characters. Or maybe cha raclers came 
looking for their fa milies. in the hope Ihat they some­
how survived the Mourning and came to Sharn with 
so mimy other refugees from the smaller disasters 
of the war. Perhaps an cmployer-a chronide or a 
d ragolllllarked house. or even a secrct agent of t he 
Chamber- <;ent characters to the city with a specific 
purpose in mind. or maybe some characters came to 
ShilTll to find Brcn ir'Cadden and call In the favor he 
owes them for saving his life. 

The conclusion of this adventure introduces the 
characters to the city ofSharn. In the course of a few 
encounters. thcy'll fight a living embodiment oflhe 
Mourning. illtempt a skill challenge to investigate the 
source ofthm cremure as they delve lower among 
thc towers ofSharn, rush to deactivatc a terrible 
cldritch machinc while fighting the villaln's agems. 
and be attacked from the air as they ride a skycoach 
through the city. In the end, they'll confront thc evil 
mastermind behind both the events in Sharn and 
their experience 011 the Day of Mourning. But wi ll 
defeating him answer their questions. or leave them 
asking more? 

SYNOPSIS 
Aric Hlacktree-the Lord Major's catatonic aide whom 
thc characters resclled from the tower- is the villain 

Ii a(h·enture. Unknown to the Lord Major or 

the characters, Aric planned his own capture four 
years ago. working with the doigrillls to get himself 
and Ilren ir'Cadden into the tower and away from 
the bailie. lie sought exposure to the Prophecy mark 
in the lOwer for one reason: He hoped to manifest 
a dragonmark of his own. Since the characters S.'tW 

him last. he has atllie\'ed his goal. and an aberrant 
dragonmark now adorns his left shoulder. 

Aric has constructed an eldritch machine in his 
town home al the base ofl)alannan Tower, in the 
Center Bridge district of the Lower Menthis Plateau. 
The machine is an implement of dcvastation, selto 
destroy 1l1llch of the Menthis Plateau. Depend ing on 
your plans for your campaign. Aric might be ;'Icting 
independelltly (driven Illad, perhaps. by the aberrant 
mark he carries) or acting on helml r of some greater 
villain-perhaps whatever force is represented by "the 
tempest's roar" in the versc of prophecy the chawc· 
ters encountered. Ilecausc of that "ersc of prophecy, 
Aric views the characters as a threat and sends a 
monSlrous assassin to kill them before they call inter­
fere with his plans. 

The ad\'enture in SIUlTIl begins with the characters 
attending a cercmony of remembrance. observing 
the fourth anniversary of the Day of Mourning, The 
attack of a strange mist-shrouded creature interrupts 
the ceremony. however, .lIld the characters must 
defeat thc creature while preventing it from killing 
too many innocent bystanders. 

Once the creature is dead, the characters are faced 
with (be question ofwhcre il came from. At its death. 
its dissipating body manifests the same Prophecy 
mark the characters saw in the tower at the edge of 
the Mournland four years ago, This leads them into a 
skill challenge in which they must usc various skills 
to relrace the path of the monster. Evelltually. the 
characters follow its trail to Aric's IOwnhome, where 
his fiendish plot is unfolding. 

Aric's eldritch machine is about to complete Its 
work. destroying Dalannan Towcr and much of the 
surrounding arca in thc Menthis Platcilli. The char­
acters must disable the machine bcfore it causes 
horrible destruction. 

After neutralizing the eldrit ch machine. the 
characters are still faced with finding the machine's 
creator. If you want. yOll can expand the adventure 
with more encounters as thc characters search 
for Aric. Eventually, though, Aric al1acks thcm: A 
retinue of goblin archers nits through the air on 
soarsleds as the characters ride a skycoach through 

the city. 
\Vith Aric defeated, the characters can mo\'e on to 

other adventures yOll devise. Perhaps Aric was work· 
ing for an evil cabal such as a Khyber cult (see pagc 
151), the Dreaming Dark (page 191), or the Lords 
of Dust (page 18). Ifhe survived. Aric might even 
return to trouble the characters in a later adventure. 
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AnVENTUR [ H OOKS AND QUESTS 
YOli Gill use 011(' or more of , ilc'iC qllCSlsas hooks to 

draw character'> ill to Ill(' rCSI of this adventure. You 
don't need a hoo\... for cn~ry c har:lctcr in the party. 
Assuming 111>llllu.' characters have come togethe r as 
a group offricnd~ 1\ ilh a shared past. giving one or 
I wo c1lilrilttcro. '!TOng reasons to be at the cere mooy 
should be .'IlJffick'Jlllogcllhc wholcgrollp there. 

HOOK, INVITATION ONLY 
\ "ou- Uri •• , h'lIrit'r ddil't'fS 1111'1It'r rot'(Ich l!fyou.II's 

11/1 irn'ildli"IlJr 1111 oJ 11' ... 11111.\ .md ft'spl·(rt·.lllOb/(·IIlUII by 
the nunu' of Urrn ir '( "ld,h'll. I .mf .H'dfS (1110. you r(,~UlI.'J 
him Inllrl ,hi' 1,'ln',.1I III,' ""111' or dlt' ,\llIl/fuin/l. lind he hilS 
jlll'ilL'" you 10 'THt'llll'l n'rt'III(lI1Y of rt'lII£'mbmua' Cl~ his 
~p('(hll 8IH:"". 

This hook works for a llY o r all of the characte rs, if 
they re'iClted Iken ir 'Gadde n and returned him to 
safety, If the characte rs del ivered ir'Gadde n to other 
captors, he is I<,'is li kely to show such g rat it ude. 

HOOK, A PROTECTION JOB 
You \.~ l't,,'11 \I kiltfl.1 U !'''thtJuilrJ, llml ((1(111_1 hrillfls II 

simple j<lh: \ I ullfll ,lwf 11<,bl" 1111111",1 f)llrU1 irT<1ill is 
8<'i1l8 fv II 'Trt'11llM1 til till' { lIi1trsif.1 f)iSfrifi ill rcmcm 

bTllllct of till' 1)<1, {If \1,)urniI18. \'our j •• h is to lily alollB ilnJ 
nlUke ,lin' hI' ,1000SlI" W' illll' 1111_1 Irtlllf,lr, \ \" h.u kill.1 of 
Ir('ubl,'( III ,I J £-tJf<'1 mlo.' 1'1"111.'. 

Th is hook work .. p:!rticul:!rly well fo r a c ila r:!clcr who 
is :!member ofl lousc Dcncith, but CQuid a lso lit any 
c haracter \\ it h a military background. 

1\1.inor Quest ( [c \'cll , 100 XP): Keep Dari k 
ir'Tai n a li \'{' through the ceremony and ma ke sure he 
gets home safely. Tilt, ir'T1Iin f:!mily wi!! pay the cha r· 
ac ter 40 gp fo r th is day's work. 

HOOK, A SIMPLE TAIL 
Uk do' 1111 jlll/lli_itil'" ill III .. ('HI II/knil'('s nlrlsbfS of enJ­

Ie" borilill fll,b rUIIIIIWlr,1 ".1 lI((IlSiOlllll mOlllrllb of 
sherr terrllr. lil.III.I, ,I m,lUl,'/If 1!/ll'rrOr w~'ul.-l be U lI'l'imme 

rdi~f sillce yvu'w llt'rll fllllinli II .\ lvrWllI'r l-IIi1'rr5if~ 
prl'(r~'llr SIIS ,'r< fl',l of Jelllill}J ill ill''8.11 iJllI ilillil irs, ,\ f 111l' 
1110111('111. thllt lIle.ms IllI/I)Wi"H )Iim 10 ~,'mt' ~illJ ofar('-

111(111) ill rt'mnnbrLlIICt' oJ till' 1).1.' ",- .\lvuTIlintl, _\111.1 ht' .1,," 
(11118,'1 in tl '1IIi(k lIt1r whjle III.' \I'etlkt'r JronE'S, 

Th is hook is ideal fo r a characte r connected to House 
~ l edan i or I louse Tha rash k, o r any other characte r 
interested in thc life of an Inquisitivc, 

Minor Quest (Ic, 'c[ I , 100 XP): Kcep a n C}'e on 
Professor Gydd Nephrct. 



ENCOUNTER 3: 
INTERRUPTED OBSERVANCE 
Encount e r Level 3 (750 XP ) 

S ETUP 
1 Mourning haunt (M) 
15 bys tanders (B) 

The ad\'cnt ure begins at a lowcrtop ce[clllony in 
observa nce of the Day of Mourning. on the fourth 
anniversary of the catastrophe !Ililt wiped eyre fro m 
the map. The characters arc there as invited guests 
participating in the remembrance. as bodygua rds for 
a guest. as i nqu isilivcs keepi ng an eye on a guest. or 
for <lnOlhcr rcason you have created. 

The ceremony is j llst getting under way when 
a demon conjured by Ark Blacktrec appears and 
begins iI!lacking bystanders. 

To beg in the e ncounte r, rcad: 
Srl'era! inl'iled Bursts h(.II'e Bathered on this p/caSOJJf roof 
tol' in a r(lrc 1II0/l1("U of wil1ll.'r slllIshine. rlre 8111'sls oj 
lIonor- i/i51,111(('11 errol! 1I0bles arlli8c1Il'ra/s- ~it arrayed 
behillli a ~liIIJoulIl{lill as a ariz.<!IcJ Wllr l'('lenln drones on 

abOUI remcmbrance. 
SUlMellb'. III/! door be/walh the Imlcorn" .,Iams opell alld 

a sickly WI'llllisf \\'IJjrs auf. Someone scrcams. lias lilt' 
."ournin.'! collie to rhe {'ily of Towers? 

TACT ICS 
The Mourning haunt targets as many creatures as 
possible with hOlllllill8f08. The haunt avoids mdee. 
shirting away from adjacent foes and using rcaoin' 
swipe the firsllime it is hit by a melec attack. Once it 
is blood ied. its misl aura v,lnishcs and it can no longcr 
use IWUllfiflBjo8. I nSlcild. it uscs whir/wind frellzy or 
biles adjacent foes. 

The Mour ning haunt was sent to kill the player 
characters. but it also wanlS to c reate as much havoc 
as possible, Initia lly. it tries 10 kill as many bystand· 
crs as it can. Once the pes attack it , it turns its rull 
attent ion 10 them. but continues 10 catch as many 
bystanders as possible with its dose allacks. 

The bystanders use their actions 10 nee as far away 
from Ihe miSI allra ilS possible. A bystander caught in 
the lIouI1I1118j08 dies with no opporfUnity fo r escape. 

Mourning Haunt (M) Levell Solo Lurker 
Med,um elemental humanoid (demon) XP 750 

Initiat ive +6 Senses Perception +7: blindsight 3. 
darkvision 

Min Aura aura 1: the aura grants the Mourning haunt 
concealment from creatures adjacent to It and total 
concealment from other creatures. The aura ends while the 
Mourning haunt is bloodied. 

HP 196: Bloodied 98; see also mist aura and wllirlwind frenzy 
AC 17: Fortitude 17, Refl ex 16, Will 16 
Resist 5 variable (1/encounter: see MM 181) 
Saving Throws +5 
Speed 6; phasing 
Action Points 1 
CD Bite (standard: at·wi ll ) 

+8 vs. AC; 1d6 + 4 damage. 
+ GnashlngJaws (standard; al·will) 

The Mourning haunt makes three bite attacks, 
<~ Haunting Fog (s tandard: usable only while no t bloodied: al·will) 

Close bUllit 1: +4 vs. FortItude; the target is restrained and 
takes ongoing 5 damage (save ends both). 

<- Whirlwind Frenzy (standard; usable only while bloodied: 
at·will) 
Close burst 2: +6 vs. AC: ld6 + 1 damage. and the Mourning 
haunt pushes the targell square. 

+ Reactive Swipe (I mmediate interrup t. when the Mourning haun t 
Is hit by a melee attack: at·wfll) . TeleportatJon 
+6 vs. Reflex: 1d6 +4 damage. and the Mourning haunt 
teleports 3 squares. 

Alignment Chaotic evIl 
Skill s Stealth +10 

languages Abyssal 

Sir 14 (+3) 
Con 17 (+4) 

De l< 12 (+2) 
lnt 14 (+3) 

Wis12(+1) 
Cha 15 (+3) 

1S Bystanders (B) Levell Minion 
MedIum natural humanOId. various ran's XP-

Iniliatlve +0 Senses Perception +0 
HP 1: a mined attack never damages a minion. 
AC 15: Fortitude 13. Refl ex '1. Will 11 
Speed 6 
Alignment Unaligned languages Common 
Str 14 (+3) Del< 10(+1) Wis10(+1) 
Con 12(+2) Inl 9 (+0) Chall (+1) 

MOURNING HAUNT LORE 
A Mourning haunt resembles a white-furred ape, and it is 
about 7 feet tall. Tendrils of dead-gray mist unwind from 
its fur, concealing it in a cloud of fog. Its eyes are blank 
white orbs, and its mouth is full of long, sharp teeth. Four 
curling horns Jut from its skull. 

Arcana DC 10: Mourning haunts are demons that 
have a peculiar connection to the Mourn land. No one 
knows whether they originated from demons that were 
in Cyre at the time of the Mourning, or if the Mourning 
had effects that reached far beyond Cyre to touch even 
the Abyss. Some say that every event in the world has 
echoes and reflections In the other pla nes, and that 
the Mourning haunt is such an echo. Perhaps. instead, 
Mourning haunts are somehow related to whatever 
caused the Mourning. 
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One square .. 5 fccl 

Lower Roo fs 

" 

FEATURES OF THE AREA 
Illumination: IlrighllighLll"s an unseasonably 

su nny day. and the ~lIn light illuminates evell the illic' 
riors of buildings through archways and windows. 

Balcony: A large b:l1cony overlooks the western 
part orthe rooftop. and five ortile guests obscrve the 
cerelllOIl} frollllhat pO'iition. The balcony is JO fect 
above the rooftop. so a character who r.,lIs frOIll the 
balcony to the rooftop or the wide stair takes Id 10 
damage. If a character fal ls olTthc north or west side 
orthe bakollY. he or ~hc falls 30 feCi dOWI11o a lower 
rooftop, taking 3d 10 damage. and must lind II way 
back up to the fight (sec "lower Hooflops"). 

Fountain: The fountain is a large stone basin 
with walls about 2 feCI high. Elllering or leaving the 
fountain costs I extra .. quare ofmm'ernelll, A crea­
lure pushed inlO the fOlllllai n can make a DC 10 
Acrobatics check 10 H.'main slanding; i f the creature 
fails the check. it trips over the \\all and falls prone 
in the fOlllllaill. 

Trees: E'lch tree's trunk ntis one square. A cha r­
acter can climb a tree with a DC 12 Athletic!> check. 
A characler perched in the branches is considered to 
be climbing (thus granting combat advantage to all 
att ackers), but the branches grant I he character COIl ­

cea lment against ranged allacks. 

Lower Rooftops: The lower in which the cer- ...J 

emony lakes place Is surrounded by shorler towers. ~ 
If a charaCler falls frOl1llhe rooftop. he or she falls 20 ~ « 
feel down 10 a lower rooftop and lakes 2d 10 damage. > 
(Falling from Ihe balcony adds 10 feel 10 the drop ~ 
and ld lO to the damage.) The challenge is nndinga ~ 
way back up, A characte r can use the Athletics sk ill to 0 
climb. but it's a difficult ascent (DC 20). Alternalh-dy, 0 
a character can na\'igatc the ma .. clike stai rs, bridges. w 

t-ilnd passages of Sharn's towers wit h two success- e.. 
ful Street wise checks (DC 13), each one requiring = 
a stanclard action. A fter two successful checks, the c:: 0: 
character arrives m the bottom of the wide stairs with ..... 

t-
a mo\'e :I(:tion 10 spare, Z 

CONCLllSION 
When the Mourning haunt dies, any character 
within 3 sq uares of it sees its body dissol\'c into gray 
mis\. I3ricny.the wisps of mist form an image of the 
Prophecy Illark that the characters saw in the Tower 
of Scars four years ago. 

III addition to the XP rcward for defeating the 
Mourning haunt, award the characters 10 extra XP 
for each surviving bystander.lfyoll didn't lise ~A Pro­
teclion Job" as a hook for the ch:lr:lclers. the survi\'ors 
ofTer the characte rS:l gift of 40 gp to thank them for 
their efTOTts. 

The next encounler is a skill challenge represent· 
ing the characters' efTorts to identify the demon and 
discover where it came frOI11. 
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• ENCOUNTER 4: 
HUNTING THE MASTERMIND 
Encount er level 1 (500 XP) 

SETUP 
This extended sk ill challenge represents the player 
characters' sea rch for the instigator behind the 
Mourning haunfs a!lack. The characters make usc 
ofthcir investigati\'e and dcducth'c powers (Per­
ception a nd Insight). their abili t), 10 navigate the 
bridges. towers, and denizens ofSharn's lower wards 
(Strcclw isc. Diplomacy. and Intimidate). and to a 
lesser extent their knowledge of or research aboullhc 
demon itself (/\ rca na). 

HUNTING THE MASTERMIND 
You (Ire ll:{r willi 111(·1",,'111151)' r('",nil/us of Ill(' rr!'olllTe's 
corpse 111111 n/wIttJj'u/ (~ffrillhlrll('J lI'il1l6ses. -\ \ -Ihlt Wd5 
,IIUIChilll/,M ~or'lI'ortr lI'h. Rmlll wlu'rr did if (olllt' froll1r 

The eil.mlelers IIlllst assemble what clues they have 
into:l coherent picture of the threat th:lt faces them 
:IS they l11:1kc their way down to the lowest levels of 
the city to flnd the source of thai threat. 

Leve l: I (XP 500). 
Complexity : 4 (rNluires 10 successes before 3 

failures). 
Primary Sk ill s: Diplomacy. Insight. Intimidate. 

Perception. Sircetwisc. 
Diplomacy or Sfreefwise (~C J O. S/alldard aClion): 

The character cO:lxes useful information from:l wit­
ness althe sccne or in the tower below the a!lack: 
either an indication of which w:ly the demon came 
(pointing down toward the base ofDa lannan Tower) 
or a desc ription of its haunting whisper as it I11m'ed 
through the city, which includes the words from the 
Prophecy m:lrk: "Five m the brink of the desolation 
stand as one against the tempest's roar." 

After the cllilracters have achicvcd 5 successes. 
they're dose enough to Ihe base ofl)a lannall Tower 
that theyc;m learn more about A ric's ac tivities ill the 
area. \'Yltnesses in the lower ward describe the suspi­
cious :lc tivity of a mall with long black hair who has 
been seen surrounded by an escort of gobli ns. and the 
strange lights and sounds emanating from a town­
home IIcar the b:lsc ofDalannan Tower. 

Jllsi8/u (DC 10. siandard aClion): The cha racter 
pieces together some of the informmion the group is 
le:lrning. Characters c:ln't attempt t\\'O InSight checks 
ill:l row; after a stlccessfullnsight check. the party 
lIlust score a success with a different skill before 
anyone can auelllpt another InSight check. \Vith a 
successfll l check. the character synthesizes informa· 
tion toward a more coherent pictllre of the threat 
they face: the demon made its way toward them 
from somewhere near the base ofOalanna n Tower, 

explicitly searching for them but apparently knOWing 
where they were with some degree of accuracy. 

Intimidate (DC 15. stamfarc! actiOtI): A characte r can 
lise Intimidate as a substit ute for Diplomacy to extract 
information from wit nesses. Intimidate effecti\'ely 
substitutes for Diplomacy. although at a higher DC. 

Perception (DC 15. standard aCfioll): The demon 
left some traces ofits passing as it mO\'ed from the 
base ofDalannan Tower to the site of the attack. The 
character can lise Perception to follow this trail. \Vit h 
a success. a character might find a wisp of white fur 
that dissolves into mist when touched. a corpse tossed 
in a dark corner. or a witness describing the haunt's 
passage. Such witnesses ca n then be the subjects of 
Diplomacy or Intimidate checks. 

Secondary Skill: Arcana. 
l\ rC(II1lI (DC J 0, s/(llulard aClion): A cha racter who 

nwkes 01 sllccessful Arcmw check identi fles the 
Mourning haunt as a demon lhat must hm'e been 
summoned into the world. A second successful check 
revea ls no lingering magical energy in the area oCthe 
demon's attack: it W:lS not stlnll11ot1ed directly to that 
location. This sktll ca n't grant any further successes 
tlntilthe characters have achieved nine successes. but 
at that point it allows a character making a successful 
Arcana check to pinpoint the location of the eldritch 
machine at tile base ofDalanna n Tower. based on tile 
powerful arcane energies emanat ing from the build­
ing. This skil l can be used to gain a ma_" imum of3 
successes in this cllOlllenge. 

Success: If the pes earn 10 Sllccesses. they find 
their wOly to the bOlsc ofDalannan Tower. where 
Aric's eldritch 1lI00chine threatens to explode. \Yhen 
they enter the !Ower, they begin the next encollnter. 

Failure: Each time the characters fail a ski ll 
check. they can have one of the brief combat encoun­
ters described below. I r they nlil three checks, you 
can let them continue untlJ (hey get \0 successes. 
throwing comb"t encounters at them with each addi­
tional fa ilure. Either way, the ch:tractcrs still find 
(heir w:ly (0 A ric's cldri(ch machine. but Aric's agents 
arc on the lookollt for their arriva l. and the encounter 
there will be more cha llenging. 

CoMPLICATING ENCOUNTERS 
Sharn can be a dangerolls place, :tnel asking the 
wrong qucstions or poking into the wrong dark cor­
m.~rs can quickly get characters into trouble. Each 
time the cha rac ters fai l a skill check as part of this 
challenge. (hey ha\'e a minor combat encountcr. 
Choose one oft hcsc groups of opponents and sct 
the b'lIIle in one of the generic street settings on the 
poster m;.p Included with this book. If the characters 
fail their flrst skill checks. you can choose to wait 
unti l the characters have moved beyond the scene of 
the last encounter before presenting them with these 
complicat ing encounters. 



ROUGH CROWD 
Encounter level 1 (299 XI» 

.1 human berserker 
4 human rabble 

The character, If.1 to inti midate the wrong person. 
leaning 100 hard IJIl a human berserker whose cronies 
back him li p in ' l fig ht ag .. imt the characters. 

Human Berserlcer level 4 Brute 
Medium ndtura l humanoid XP 175 

Initiative '" 3 Sense!! Perception +2 
HP 66; Bloodied 33: see a lso boulefury 
AC 15: Fortitude 15. Refle.. 14, Will 14 
Speed 7 
<D Gruta~e (standard: at-wIll ) + Weapon 

+-7 vs. AC: ldll ~ 4 damage (erlt ldl1 + 16). 
+ Bailie Fur), (free, when flrst bloodied: encounter) 

The hum'ln berserker milke! a melee basic alla(k with it +4 
bonus to the attack ro ll and deals ld6 enrOl damage on it hit. 

~ Handaxe (standard; at-will) + Weapon 
Ranged 5/1 0 ; +S vs. AC: ld6 + 3 damage. 

Alignment Unaligned Languages Common 
Skills Athlelks +9. Endurance +9 
Str 17 (+S) Dex 12 (+3) 
Con 16 (+S) Int 10 (+1) 

Wls 11 (+2) 
Cha 12 (+1) 

E~uipmen t hide armor. greataxe. 2 handaxes 

4 Human Rabble level 2 Minion 
MedlunI na lUral humanoid XP]1 each 

Init iative +0 Senses Perception +0 
HP 1; a missed attack never damages a minion. 
AC 15; Fortitude 11. Reflex 11 . Will 11; see also mob ruJ~ 
5pH d 6 
CD Club /standard; at·will ) + Weapon 

+6 'IS. AC; 4 damage. 
Mob Rule 

A human rabble gains a +2 power bonus to all ddenses while .11 

leastlwo other human rabble are within 5 squares of It. 
Alignment Any l anguages Common 
Str 14 (+2) Dell 10 (+0) Wls 10(+0) 
Con 12 (+1) Int 9 (- I) Chal1 (+0) 
Equipment dub 

THIEVES AT WORK 
Encounter Leve ll (375 XP) 

3 halfling thieves 

The chilraclcr\ follow a suspicious Sight or sOllnd into 
the middle ora crime in progress. 

3 Halfling Thieves Levell Skirmisher 
Small natural humanoid XP 125 each 

Initiative +6 Senses Perception +1 
HP 34; Bloodied 17 
AC 16; Fortitude 13. Reflex 15. Will 14; see also nimble reoetion 
Saving Throws +5 against fear effects 
Speed 6: see also mobile mel4>eOllock 
CD Dagger (standard: at·wlll) + Weapon 

+7 'Is. AC; ld4 + ] damage. 
@) Dagger{standard;at.will) +Weapon 

Ranged 5/10;+7 'Is. AC; ld4 + ] damage. 
t Mobile Melee Attack (standard: at-will) 

The halfling thief can move up to] squares and make one 
melee basic allack at any point during that movemen!. The 
halfling thief doesn't provoke opportunity attacks when moving 
away from the target of its attack. 

Combal Advantage 
The halHing thld deals 1d6 extra damage on melee attacks 
agains t any creature granting combal advantage to II. 

Nimble Reaction 
HaWlngs gain a +2 racial bonus 10 AC against opportuni ty 
allacks. 

Second Chance (immediate interrupt, when the halfllng 1$ hit by 
an allack; encounter) 

v 
Z 

z 

The attacker must make a new attack roll and use the new result. Z 
Alignment Any languages Common. one other 
Skills AcrobatiCS +11. Stealth +9, Thievery +11 
Sir 12 (+2) Dex 16 (+4) Wls 11 (+1) 
Con 10 (+1) InI10 (+I) Cha14 (+]) 
Equipment leather armor. 4 daggers. th ieves' tools 

THE WRONG PUDDLE 
E n cou nt e r Levell (3 00 Xl' ) 

] oc h re jelly 

The cha racters slUmble into a wet . dark place where 
an ochre jclly i!> feedin g. 

Ochre Jelly level 3 Elite Brute 
l arge natural bea~t (blind. oOle) XP ]00 

Inltlallve +0 Senses Perception +2; blindslght 10. 
tremorsense 10 

HP 101; Bloodied 51 ; see also split 
AC 18; Fortitude 16. Reflex 14. Will 14 
Immune gale; Resist 5 acid 
Saving Throws +2 
Speed 4; see also POWins/orm 
Action Points 1 
(f) Slam (standard; at·wlll) + Add 

+8 'IS. AC; 2d6 + 1 damage. and ongoing 5 acid damage (saW! 
ends). 

Flowing Form (move; a t·wlll) 
The ochre jelly shifts 4 squares. 

Split (when firu bloodied: encoullter) 
The ochre jeJly splits into two jellies. each with hit points equal 
to one·half iu current hit points. Effects applied to the original 
ochre Jelly do not apply to the second one. An ochre Jelly can't 
splltlr reduced to 0 hit points by the attack that bloodied it. left 
alone, the two halves recombille Into a single creature ~t the 
end of the ellcounter. 

Alignment Unaligned languages -
Str 1] (+1) Oex 8 (+0) Wis 12 (+2) 

( 
Can 11 (+1) Int 1 (-4) Cha 1 (-4) <. 
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ENCOUNTER 5: 
RED JACKALS 
Encounter L e v e l] (500 XP) or 
E n counter Leve l 3 (750 XP) 

SETUP 
2 Red Jacka l ra zorclaws (H) 
4 goblin cutte rs (G) 
I ha lf-oTc archer (1-1) 

If the characters failed the skill challenge in encoun­
ter 4. add these monsters: 
2 gua rd dra kes (D) 

Arlc has taken over a IQWllholl1c ncar the bottom 
of Oala nnan Tower. in the Center Bridge district of 
the Lower J\ lcnth is Plateau. and built his eldrilch 
machine there. \Vhen the machine's work is com­
plete. it will destroy the tower- which holds Margrave 
University at ils lop-and lllallY orlhc surroundi ng 
towers as well. causing tremendOliS damage to the 
Mcnthis Plateall. 

When the characte rs finis h the skill challenge 
in Encounter 4 . read: 
rour ~I'ilrdt Im~ broliH'H you/rom (11(' Iriflhcsr [Ow('r /(ll'~ ttl 
tltt' { lJiI'l'r,ily District to IIII' rMI, vf rllll<;c StUll,' ItJII'('rs,/;"r 
"do\\" in II rrsitwmwl \\',Ird "lilt'<! ( " 'II/a Bri.ltJI'. ,\'IUCC:I'II 
b"I\\'{"'1l Ji .~frids.flill ~, /tIlWIl'. ,IIC,lh'f', 8I.1mb/intl/lIIl1.-. 

IIml,,!hl'f t'11h'rftlilllllt'l1 r~, iI 's II tIIu: i r11f dUll { ','Ill,'r BfiJIf" 
tIIUlltl,'j"S lil f't' ,b qui,'! tiS il i~. 1)011"11 hat' Iltt' b.l"CS 11 Ihe 
!"lI"as tlfe hUlldreds '1-'~ef dews.,. IIndllt"y', .. rin}:/I'J lI"i,h 
"'11"11110111,'$ Iltlll jill olilfrolll 1111' 11'1\ l'r~ ' oult', walls lik.· Ih,' 
/t','lh ~( {,lIorrrwus ("t'~ ' Om' t!/lhl"~ Iwm,'~ (UuHlir \'Our ".1 I 
II~ ,hi' f'i'~~iblr 50llrfl" oJ Iht' ,r{'lllure .1·<1u/oIl8hl. IInll you 
hilI'" rCllcll,'" ilsJnllll dWf. 

Perception Check 
DC 16 _ \ ~I"lnllt', ru",blitlt/ hUrl! Ctlml'~froll1'he u/'I'a 
~/tlr.l {l/IIIC hOllle. 

A single door offers the only easy means or el1lering 
or cxiting Ihe townhomc. Arie has scaled the upstairs 
windows with boards and iron bars. The rront door is 
locked, requiring a DC 15 Thievery check or a DC IS 
Strengt h check to get Ill(' door open. NOlle ofthe mon­
sters arc visible when the characters open the door. 

When Ihe characters open the door, read: 
" I,l{lks likr 1111 cm.'rUfjI' "om(' JWfII rllt' outside.l'ul llit' 
imi,l" is <;(llfletliill8 d .... {'nliTl'h . POII"t'rJid tklor~-'l/! flit 
,lIr- tI mltSl·y. ImimiJl o;(tlll tllIJ "·or ... · ~rndh liS wdl· -.m.! 

lill'</"rjllH wi.<I''' C!f 9'11.1· misl in,lkilh' I/ldllhis I""'t' is Ihe 
(lri,tlill ,!f Iht at'llture .1 011 lill1t/hl,d"'I·l'. rhr li('l(Ir It.'iJJ~ f,lll 
''''111' VUler rOOIll will! IltIlIlI"t.l.\ s 1I,t1,1i1l1/1!1I ill fWO JircCliollS. 

Sc\'en ruffians guard Aric's precious project. u nawa re 
orthe threat the machine poses to their own safety. If 
thc characters failed thc skill challenge ill encounler 
4, these ruffians have obtained two guard drakes to 
help prOlect the cldritch machine. Whcn the char­
acters enter. the shiners arc In one bedroom. the 
hair-ore is ill anolher. and the goblins ilre spread out 
in the back room and the IwO hallways. If the d rakes 
arc presellt. they arc posit ioned in front of the door 
and hiss when the characters enter. alerting the ot her 
creatures on this floor. 

TACTICS 
The t\\'oshiners burst OUI ortheir room atlhe IIrst 
sound of trouble. They aflack Ihe nea rest foes with 
their .. eimita rs and shift away if the attack is suc· 
ces!trul. Ifboth shifters arc blood ied.lhey lise their 
rtl zorc!(I\v shifti1l9 speed in 1111 allcmpl to n ee. How­
e\·er. ir one shifter ralls before the other is blood ied. 
thc sur\,i\'or lights tOlhe death in a bl ind quesl for 
vengeance. 

rhe halr-orc also emerges rrom his room when he 
hears the sound of combm. l ie circles around. using 
Stealth to hide from the characters until he Ji nes up a 
clear shot. lie tries to nee ifboth shiners fall or flee. 

The two goblins in the ha llways shollt for hel p 
when they sec the door open. If the guard dra kes 
arc present. the goblins charge rOf\\'anl and attack. 
attempting 10 gain fl anking positions with the drakes. 
If the guard drakes arc not present, the gobli ns pick 
a Single target and attack. trying to flank that target 
themselves. The remaining goblins arrh'e a round 
later and lise similar laclics. 

2 Red Jackal R,;norclaw$ (R) Level 2 Skirmisher 
Med,um natural humanoId. shifter XP 11S each 

Inillalille +6 Senses PerCeptIon +2: tow-Ught IIlsion 
HP 37: Bloodied 18 
AC 16: Forlflude 12. Reflex 14, Wtll l1: see also fazardawshl!tlng 
Speed 6: see also mzordaw shlfllng 
<D Sclmltar (standard; at wlll) + Weapon 

+4 liS. AC: IdS + 1 damage (nit 9 + IdS). and the Red Jackal 
razarclaw shifts 1 square. 

Charging Paunce 
When the Red Jackal razorclaw charges. it deals IdS extra 
damage and knoch the target prone. 

Rnorclaw ShIfting (minor, usable only while bloodied; encounter) 
Unttlthe end of Ihe encounter, the Red Jackal razorclaw's speed 
Increases by 2 and it gaill5 a +1 bonus 10 AC and Refle~. 

Alignment Ellil Languages Common 
Skills AClObat ics +11, Stealth +1 1. Streelwlse +7 
Sir 11 (+1) Dex 17{+4) Wls 13 (+1) 

Can 13 (+2) 1nt l0(+I) Cha 12{+2) 

Equipmenl leather armor. scImitar 



4 Goblin CutteB(G) Level 1 Minion 
Small n"tula' ........ nokI XP 15 e,,(;h 

Initiative -3 StMU Pel(;eptlon +1; low-light vision 
HP 1; , missed all.Kk ne-tr d,mages a minion_ 
AC 16; Fortitude 12. Renu 14_ Will 11 
Speed 6; see 011\.0 goblm tactin 
<D Short Sword nandard: at-will) • Weapon 

+5 vs. AC; 4 damage I:' damage iflhegoblln cutter has combat 
advantage agalnu the target l. 

Goblin Tanks rimmedillle reaction, when missed by a melee 
attack; at wil lI 
The gobli n shlhs 1 square_ 

Alignment Evil l anguagu Common, Goblin 
Skills Slealth ... 5, Thi~ry - 5 

SIr 14 (+2) Dex 17 (-l) 
Can 13(+1) InI8(-1 ) 
Equipment lealher armor. short swold 

Wls 12 (+1) 
Cha 8{-1) 

Half-Ore: Archer (H) Level 3 Artillery 
M,.dlum natur," humanoid XP 1 SO 

Initiative - 7 Senses Perception +8; low-ligh t vision 
HP 38: Bloodied 19 
AC 17: Fortllude 13. Reflex 15. Will 13 
Speed 6 (8 while charging) 
<D Handaxe (stan.dard; ai-will) • Weapon 

+6 vs_ AC; 1d6 - 3 damage_ 
@) longbow (standard; ill-will) + Weapon 

Ranged 20 40: ... 9 ~. AC: ld10 + 4 damage. 
~ Furious Assault (free. when Ihe half-ore archer hits an enemy: 

encounter) 
The triggering attack deals 1d6 extra damage If II was a handaxe 
attack or ldlO extra damage ifit was a longbow attack. 

Half-Ore Resilience (when firs t bloodlcd: cnCoullter) 
The half-ore archer gains 5 temporary hit points. 

Alignment Evil languagu Common, Giant 
Skills Endurance +5, Intimidate +8. Stealth +10 
Str 16 (t4) Dex 19 (+5) Wis 14 (t l) 
Can 14 (t l) Int 11 (+1) Cha 10(-t· l) 
Equipment leather armor, handaxe, longbow wlth]O arrows 

1 Guard Drakes (D) Levell Brute 
5m~1I natur,]1 beast (repllle) XP 12 5 each 

Inltlallve +3 Senses Percepllon +7 
HP 48: Bloodied 24 
AC 15; Fortitude 15, Reflu 1], Will 12 
Immune fear (while within 2 squares of an ally) 

Speed 6 
<D Bite (standard; ai-will) 

+6 vs, AC: ldlO + 3 damage, or l dl0 + 9 damage while within 
2 squares of an ally, 

Alignment Unaligned languages -
Sir 16 (+4) Ou. ts (tl) Wls 12 (+2) 
Can 18 (+5) Int 3 (-]) Cha 12 (+2) 

RED JACKAL LORE 
Streetwlse DC 15: These shifters' dyed fur suggests 

that they might be members of the Red Jackals, a violent 
d an of shlhers and half·orcs who live in the sewers of 
Sharn. They survive by rummaging through the trash and 
waste that pass through their home territory and by raid­
ing other dans of sewer-dwellers, 

w 

One square .. 5 reci 

CONCLLlSION 
At the ('nd of the encou nler, there's no pa rticular 
indication of any trouble upstairs, where the c1dritc h 
machine is neil ring the completion ofits work_ (The 
humming sollnd that the characters might ha\'e 
perceived Is s till audible, bUI it has not cha nged in 

volullle or frc{llIency,) The characlers can take a short 
rest without incident. 

The characters find GO gp in a pOlich on the hal f. 
on: archer's body_ 

Just as the cha rac ters finish their rest , read: 
. \ crack likc thunder echocs from lIlt.' upl'tr sri'''.'' above you , 
IolI"'H'd h.1 rltr rumble of sroneJrom "I/around. ' ·ou feel 
tlte j1ol,r slIiJRC. 

Perception C heck 
DC 12 \()Il1fOl1e ~hollts ur~hlir~. hUI hIli " IIl'r maRl' out 
rIll' words l.I\·er /Iu' rUlIlbli,W rou ,ul. 
DC 17 III ( ·ommoll, someOT1f shouts. M\ \ · 'lIIr '~ 11dIl!,enill8? 
(" he(k r/w!><.' ,)I·er fherer 
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ENCOUNTER 6: 
DoOMSDAY MACHINE 
Encounter lev e l 2 ( 700 XP ) 

SETUP 
I cldr itch machine t rap 
I dolgaunt warrior (D) 
2 doppelganger snea ks (S) 

In the upper story o(this town home. Aric B1acktrce 
has SCI up the device he hopes will destroy Da lan­
lIan Tower and a significant I>oriion of the Mcnthis 
Plateau. As the player characters arrive, lite device 
is nea ring the end of its operating cycle and the 
completion of its work. Ark has abandoned the resi­
dence. putt ing a Slife dista nce between himself and 
the doomsday machine. A dolgmmt warrior and two 
hired doppelgangers guard the machine - and u nwit­
lingly await t heir own doom. 

When the characte rs op en the door at t he top of 
th e s ta irs, read : 
Dark !i8'uniIlH crackles around a bblrr" Clsst'mbla8l' oj 
,ubes. bra~.:; orbs, embedded 8t1llSrOlU'5. dryoont'5, and 
formless stone r/mt SII1mb jusllnslde Ihe door. ,\ hideous. 

ey"'ess monSler IIICII minhl OIICt' hal'e bern a natural 
IUIllItUl or hobtloblin stands n('nr ,he IIl11chil1e. runnill8 

'r5 hands alld Iwo 10llBlenlllClt's Ol'cr 1111' surface with tin 

uir offramic tlrsperatioll. 'au can see similar mncliines 
dowlllwo hallways. e(lch one aflendcJ by a rOllIJldooltln8 
rnalehuman. 

Dolgaunt Warrior (D) level 3 Soldier 
Medium ~berrolnl humanOId (blind) XP 1 SO 

Ini tlat ille +7 Sense~ Perception +2; blindsight 20 
Harass ing Tentacles aura 1; each creature In the aura tha t Is 

marked by the dolgaunt warrior Is also Immobilized (save ends). 
HP 45; Bloodied 22 
AC 19; Fortitude 14, Reflex 16, Will 13 
Immune gaze 
Speed 6 
<D Claw (standard; at·wlll) 

+'0 liS. AC; Idl0 + 2 damage. and the target is marked until the 
end of lhe dolgaunt's nellt turn, 

t Tentacle Lash (standard: usable only against a marked target: 
a l·wlll) 
Reach 2: +8 vs. Reflex; ,d8 + 2 damage, ongoing 5 damage 
(save ends). and the target is marked unlll the end of the 
dolgaunfs neXI turn, 

Alignment Ell il Languages Common, Oeep Speech 
Skills Acrobath:s +10, Athlet ics +8 
Str 15 (+3) Oex 19(+5) 
Can 13(+2) Int l0(+1) 

Wis 12(+2) 
Cha ll (+1) 
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One StllHi re '" S ree l 

2 Doppelganger Sneaks (S) level 3 Skirmisher 
MedIUm naluroll humanoid Ishap['changer) XP 1 SO each 

Inil latille +6 Senses Perception +2 
HP 45; Bloodied 22 
AC 18: FOrl ltude 14. Reflex 16, Will 16 
Speed 6 
<D Shari Sword (standard; al·wlll) + Weapon 

+8 \/$. AC; 'd6 + 3 damage. 
t Shapeshlfter Feint (minor; al·wlll) 

+6 vs, Refle~: the doppelganger gains combat advantage against 
the targel unlillhe end of the doppelganger's next turn. 

Combal Adllantage 
A doppelganger sneak deals ld6 e_tril damage against any 
creature granting combat advantage to It . 

Chilnge Shilpe (minor, at·wlll) + Polymorph 
A doppelganger can alter Its physkal f01'm to lake on the 
appearance of any Medium humanold, lncludlng a unique 
Indlllidual (~fi!' "Change Shape: MM 280). 

Alignment Unaligned Languages Common 
Skills Bluff ... 10. Insight +9, Stealth +9 
Str " (+1) Oell 16{+4) 
Con 13 (+2) Inl 'O(+I) 
Equipment short sword 

Wls '2 (+2) 
Cha 15 (+3) 



Eldritch Machine Levell Elite Blaster 
Trap XP 150 

\Vllh (I plc,dt18 shrh'k. om' ofllwfour Slmt18c dCI'lces Ihm ma.h' up 
Ihe machine rdras."'/I bolt of cmcklins ruei'll)' ,hm/mllS 10 IIIJoII]('r 
dl'VICl. As il (Jbsor~ Ihr IllIrl.: /itlhfllin.!l. 'he second dl'licr s/nuldcl'S. 
sendinB ",nl·.'S of slOne ril'pliulJ oUllhrouSh 'ht' }Ioor nrotltl/I il. 

Trap: Each round. a boh of energy elrtends belween two portions 
of Ihe machine. followed by a minor earthquake around one 
part of Ihe m~chlne. 

Perception 
• DC 10: The ch~racter nOllces Ihat the energy crackling Mound 

each part of the machine Is concentrated In a specific loution 
In that section of the device. 

InItiative +5 
Trigger 

When the characters enter the room. milinitlatl~ fOf the trap 
as well as the monsters. On the trap's turn. randomly determine 
which part of the machine the bolt of e~rgy originates from (roll 
a d4~ and which of the two parts the boltlravels toward. (The boh 
moves ellher In a north-south direcllon Of an easi-west direction. 
as Indicated by Ihe dashed lines on the map.) The trap first attacks 
each creature occupying a square on lhe path of dashed lines. and 
then attacks each creature In a burst 2 around the second part. 

First Attack 
Standard Action Ranged 6 
Target: Each creature occupying a square on the path connecting 

the two parts of the machine 
Attack: +5 \15. ReHel( 
Hit: IdB + ] lightning and necrotic damage. and the target Is 

weakened until the end of the trap's next turn. 
Second Attack 
Minor Act ion Close burst 2 
Target: Each creature In burst 
Attack: +5 \15. Fortitude 
Hit: l dB + 3 thunder damage. and the target Is knocked prone. 
Miss: Half damage. 
Countermeasures 
• A character adjacent to one of the squares where the boils of 

energy originate can drain some of the force from the energy by 
making a successful DC 10 Arcana check 01$ a Sl3ndard action. 
Unti l the end of the encounter. the damage dealt by that part of 
the device is h~lved. 

+ A character adjacent to one of the squares where the bolts of 
energy originate can disable that f)ilrt of the device by making 
a successful DC 10 Thievery check as a standard action. A part 
that Is disabled can no longer produce a bolt of energy. 

TACTICS 
\Nhell the characters eiller the room. the gua rds set 
aside their concern about I he eldritch machine. 110t 
rully belieVing that it's going to explode. They attack 
Ihe characters whok'heartedly and fight to the death. 

The dolgaullI rocuses on one character with a 
combination or claw and teutade lash attacks. The 
doppelgangers da rl around the rooms. altering their 
appearance e<tch lime tll(~y leave the sighl orthe 
characlers 10 give t he impression or grealer numbers. 
Alllhree monsters keep their distance rrom Ihe 
lll11chines arter the start orthe fight. and slay out or 
the squares affected by the nee rot ic light ning. 

The characters ca n persuade Ihe doppelgangers to 
nee ror their lives (see Ihe skill cha llenge below) as an 
alternative to killi ng them. 

When lhe characte rs disable the machine, read: 
\\'ilh {lilt' IllsI rumbliu8 'jI/lJb- tll1d Jeeble ,Ilsdlllrw I~( 
l.'ucr"I", lilt, ,Icvi':l' fillls still_ I Itt' sudden 5ill'IICI' is Ul1l1en·llltl."'= 

~ - ~ 

< 
F RIGHTEN orr THE DoPPELGANGERS :; 
Convinci ng the doppclgungcrs to nee Is a skill chal­
lenge equivalelltto deretlling them in combal. The 
dolgaunt is unaffec ted by attempls to persuade illo 
abandon ils post. 

Level: 3 (X i> 300) . 
Com plexity: 2 (6 successes berore 3 railures). 
Primary Skill s: Diplomacy. lmimidate. 
Diplomacy (DC J 2. 51andard (lclion): The characler 

poi nls out the obvious danger rrom remaining near 
the machi ne. slress Ih,lI whoc\'er hired the dopl'd­
gilllgers obviou~ ly set them up 10 die. or otherwise 
persuade the doppelgangers to nee. On a successru l 
check. the doppelgitllgcr!i obviously hes itate. Neither 
doppelga nger uses its shapeshifler feint ability on its 
ncxtlurn. This skill can be used to gain a maximum 
or 4 successes in this cha llenge. 

Inlimillale (DC 13. slandard acrion): The characler 
takes a morc aggreSSive approach. sl ressi ng that Ihe 
characters themselves arc a signincallllhrem- bul 
the machine will get Ihe doppelgangers e\'en ir, he 
characlers don'\. On a sl lccessful check. the doppel· 
ga ngers arc clearly daullled . Each doppelganger takes 
a ~2 penalty to atlack rolls on it~ next turn. Th Is ski ll 
can be u .. ed to gain a maximuill or 4 successes in this 
challenge. 

Secomlary Ski lls: Bluff. InSight. 
Hlu.ff(DC 12. standard ,wion): I r the characters Ia ke 

it deceptive approac h- ror exa mple. clai ming Ihat the 
doppclga I1ger~' em ployer sent t hem to lell l he dop­
pelgangers to get Ollt-t hey lise ilIu ff instead or olher 
skills. They race a harder DC. Ihey call't achie\'e more 
than I success in th is way. a nd theydoll't gel any 
additiOllal bCllerll ror 'iuccess. 

In siBll1 (DC 14. minor anion): A character who 
makes an effort to pay atlenriOlllO Ihe doppelgangers' 
allilude and reacl ions gets a +2 bonus 10 his or her 
ncx t DiplomaC} or IllIilllidate check in the challenge. 
A successru ll nsight check docsn't count as a success 
ill tlte ski ll challenge. 

Success: The doppelgangers nee rrom the fight. 
rhe charncters recei\'e the sa me XP award ror com· 
pleting the skill cha llenge that they would ha\'e 
e"rned ror dereating the doppelgangers in combat. In 
addition. the ch,lracters lea rn thc nilmc orthe dop­
pelgangers' employer: Aric Blackt ree. 

Failu re: The doppelga ngers right to Ihe death. 

TREASlIRE 
The dolgilulll ca rries a level 3 lIIagic item oryom 
choice. In add ilion. "hell the characters disable the 
eldritch machine. they ca n sa lvage 500 gp worth or 
residuulII rrom Ihe remaining pieces. 

Z 
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ENCOUNTER 7: 
FIGHT IN THE SKIES 
E n c ount er Leve l 4 (900 XP ) 

S ETUP 
Aric Blacktrce (A) 
6 goblin archers (G) 
1 skycoach pilot (S) 

The encounter begins wit h the characters on iI sky­
coac h. which is somethi ng like a fly ing longboat 
used to transport passengers and small cargoes 
through the air bctwccnlhc towers ofSharn. The 
characters might hire a skycoach to lake them frOIll 

Center Bridge back up (0 the upper wards of lhc city. 
Alternatively. a skycoach might arrive wherever the 
characters arc. sent (the d river explains) by the city 
council 10 bring the characters to the COll ncil hall to 
recci\'c a com mendation. vV hatc\'cr the reason fo r the 
charactcrs' , ra\'cl. ATic Blacktree and his gobli n seT­
\'ants altack the skycoach as it nics through the cit)'. 

When t he encounter begins, re ad : 
Tlte skycollch IlrUij Ihrou8h 111(' cdr, ri~ i '1fI8efHly to\\'arJ 
Ihe upper reaches o( fhe fO\\'('r~. COni/,ured 10 Ihe pCICt' of 
li (e on ,he briclscs und (I(I /conil's of tif t' lI reuI IOl\·ers. Ihis 
snIoolh ride feels sloll', alrnOSII'f'anJill. el"t'n thou8 h fh i' 
~k}"coadl is ncrunltl' nlllltin8 at !I r('~ l'ecl <lb l e d ip. 

Perception C heck 
DC 15 \ fJUS'1 ,?(blue lillhl .Imll's your t'.ve; i\ 8obUII 
srands 011 a 8!OId'lfl,lisk ofb/ue eUl.'rB.l", aimill8 (I drull''' 
bOll'al you. 

If any charactcr's passive Perception check is high 
enough to not icc the gobli n. Ihat character can shout 
a wil rll ing to the ot hers. Let the other characters roll 
Percept ion checks. Aric, the goblins, and a ny charac· 
ter whose Perception check result is 15 or beller can 
<lct in the su rprise round. 

SOARSLEDS 
Ark and the goblins are flying on soar.;leds, which are 
temporary magical constructs, WhJle the soarsleds 
remain, they grant a creature riding them a fly speed of 
8. They don't allow the creature to hover, so Ark and the 
goblins must use a move action each round to fly at least 2 
squares or crash, and they can't shift or make opportunity 
attacks while flying. The magk that created the soarsleds 
expires one half hour after the end of the encounter, at 
which time the soarsleds vanish. 

Refer to pages 47-49 in the Dunyeon Master's Guide 
for rules about flying in combat. 
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Aric Blacktree Level 3 Elite Artillery (Leader) 
Medium nalur.:11 hunlanold. human XP lOa 

Initiative +2 Senses Perception +7 
HP 76: Bloodied 38 
AC 17: Fortitude 14: Reflex 1S: Wilt 18 
Saving Throws +2 
Speed 6, fly 8 (soarsled) 
Action Points 1 

ill Mate (standard: a t·will) + Weapon 
+9 vs. AC: 1d8 + 2 damage. 

::y Withering Blas t (s tandard: at·will) + Ughtning, Necrotk 
Ranged 10: targets one or two creatures: +8 vs. Fortitude; 2d6 
+ 3 ligh tning and nenotic damage. and the targe t Is weakened 
unti l the end of Ark Blatktree's next turn. 

-Eo Aberrant Inspiration (standard: retharge.!:i.J.!) + Necrotic 
Close burst 10: each ally In burst can make a basic attack as a 
free attion. and then takes 5 necrotic damage. 

Alignment Evi l Languages Common. Goblin 
Skllls Aruma +8, Bluff +9 
5tr 12 (+2) Dex 13 (+2) 
Con 14 (+3) Int 15 (+3) 
Equipment leather armor. mace, soarsled 

Wls 12 (+2) 
Cha 17 (+4) 

6 Goblin Archers (G) Level 1 Skirmisher 
Small natural humanoid XP 100 e"ch 

In itiative +5 Senses Perception +1: low.light vision 
HP 29: Bloodied 14 
AC 17: Fortitude 13. Reflex 15, Will 12 
Speed 6. fly 8 (soarsled) 
ill Short Sword (standil rd: at·will) + Weapon 

+6 vs. AC: ld6 + 2 dam"ge. 
® Short bow (s tandard: a t·wlll) + We"pon 

Ranged 15/30:+6 vs. AC: ld8 + 2 dilmage. 
::y Mobile Ranged Attack (standard: at·will) 

The goblin archer can move up to half its speed: at any point 
during thaI movement, it makes one ranged attack without 
provoking an opportuni ty attack. 

Greal Position 
If, on its tu rn , the goblin archer ends ils move at leasl 4 squares 
away from it5 starting position. it deals ld6 extra damage on its 

ranged attacks un til the start of its next turn. 
Goblin Tactics (immediate reaction, when missed by a melee 

a ttack: at ·will) 
The goblin shifts 1 square. (A goblin archer can't shift while 
flying on its soarsled.) 

Alignment Evil Languages COOlmon, Goblin 
5kUls Slealth +10, Thievery +1 a 
5tr 14 (+2) Dex 17 (+3) 
Con 13 (+1) Int 8(-1) 

Wis12(+11 
Cha8(-1} 

Equipmenlleather armor. short sword, shortbow with 40 arrows. 
soarsled 

FEATURES OF THE ENCOUNTER 
The skycoach is the cent ral feature of this encounter. 
Draw it on your battle grid (or usc one 2 x 4 and one 
2 x 2 DU1I8eoli Tile to represent it). lea\,ing plenty of 
space arOllnd il. and move cverything else relath'c to 
it. \V hen it moves forward each rOllnd (011 the pilot's 
turn). move Ark and each goblin. as well as any char­
acler that has left Ihe skycoach, 8 square .. toward the 
rear of the skycoach to represent the vehiclc's forward 
movement. 
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SCcycoilch 
Gdr dllluan vehicle 
HP 200 Space 2 squares by 6 squares Cost 1.000 
AC 2: Fortitude 20. Rene. 2 
Speed O. fly 4 (hoverl. overland flight 8 

Pilot 
The pilot mun nand In the wheelhouse. 

l~d 

Eight Medium creiltures: twO Ions of cargo. 
Out of Control 

An out-of-control §kycoilch moves forward at half speed. Each 
rO\lnd it's out of comrol. roll a d6. On a roll of 6.lt crashes Into 
a tower or bridge In 115 path, taking ld'O damage per square 
the ~YCQilch moved In lIS previous turn. Creatures on board 
the vehicle take half damage. A collision stops the skycQilch's 
movement. 

Skycoach Pilot (S) Levell Minion 
M ... dlum niltural humanoid. hal! elf XP-

Initiative +0 SenSl!'s Perception +0 
HP I ; a missed attack never damages a minion. 
AC 15: Fortitude ' 3, Reflex 11. Will 11 
Speed 6 
Alignment Unaligned languages Common 
51,1<1(+3) Oexl0 (+11 Wls10 (+' ) 
Con 12 (+2) Int 9 (1-0) Cha l' (+') 

Skycoach Dcck: rhe deck of the skycoach is sur­
roulldcd by a rai ling dC!>igned to keep passcngers 
from f:dling oIT. i\ ch .. ractcr II 110 is forced oIT lhc 

edge of the deck gel'> a +5 bonus to the saving thrall 
to avoid falling. 

Falling: A creature that fall s from the skycoach or .of \/' 
a sOOlrsled drops ( ld4 + I) x 10 feet before landing 011 

:1 bridge. balcolly. Of rooftop. 
Commandeering a Soarsled: A character COlIl 

jump frolll ihe sk)'coach deck to a neOlrby soarsled 
with a successful Ath le tics check and attempt to 
take it from its rider. If the Athletics check fail s. the 
character falls. Treat the attack as a bull rush illtempt. 
with 01 +1 bonus for chargi ng. I fthe mlnck is success­
ful. thc soarsled·s rider is pushed oIT or (if the rider 
makes a successful SOlving throw) knocked prone on 
the soa rsled. occupying the same space as the new 
rider. If the bull rush attempt fai ls, the character falls 
prone in the rider's space. 

A pronc creature 0 11 iI sOilrsled can't stand up 
without first pushing t he occupying Chilnlctcr oIT 
with another bull rush illlempt (la king the norma l 
·2 penalty for attacking wh ile prone). In theory. this 
cou ld resuh in both creatures prone atop the soarsled. 
wrcstling for control. Ilowevcr. a creature must be 
51<! nding on the soa rsled to control its movement. so 
ifboth creatures' turns pass without either olle stand­
Ing lip and moving the soarslcd. it crashes. 

TACTICS 
Alt hough their bows have a range of 15 squares. the 
goblins Oy dose to the skycoach in order 10 ma ke 
their attacks. The skycoach is weaving among the 
city's lowers. so there will filrely be suflk ient room 
for them to get morc thull 6 squOIfes away from the 
skycoach on ilily side. They freq uently swoop to 
II ithin 2 sq uares to make their all acks. Once the 
characters begin to jump onto the soarsleds. the gob· 
!Ins maintain a greater distance, 

If you lind thm player!> are gelling frustmted by 
being stuck on the skycoilch, have olle or two goblins 
la nd their soarsled!> on the !>kycoach deck. drawing 
their short swords. Ilesides giving the dmracters 
someth ing to light oll thc skycoach deck. this also 
gh'es characters access 10 a soarslcd. Don't go oul of 
you r way to reward characters for being Q\'crly cau 
lious. but make sure they have good, daring options 
to pursue. 

Aric Hlacktree keeps 01 greater distOlncc from the 
<; kycoach. using his aberrant inspirCliioll powcr as often 
as he can. and using lI"ilhcrill8 blasl agai nst characters 
who scel11l0 present the greatest threat. 

When Ark is reduced to 0 hit points. he faits from 
his ~oilrs led and disappears into the depths of thc 
cily. Depcnding OIl your plans ror your campaign. 
you cil n lcllhc charac ters lind his body \0 \'crify his 
demh. or you can bring Aric back to Irouble thcm 
again in a later adl'cnture. Even if they don·tllnd his 
body. they lind an item he carried: a 5t h,lel'clllIagic 
itcm of your choice. 
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ENCOUNTER SltES 
, . " . ,. '/ . 

The fCSt orlhis ch"ptcr details 1\\'0 sets of city-based 
encounter sites you Ciln usc in your EBERROZ\' cam­
paign. The sites arc designed to be useful at a range 
of character le\'('ls: instead of full monster slatist ies. 
the sites include se"eral possible encollnters al dif· 
ferent ]c\'cls. with references to monster statistics 
in the j\Jotlster ManulI] (J\IM) and elsewhere in this 
book (ECG). 

SEWER JUNCTION 
A major junction where eight sewer pipelines COIl ­

verge into a main line, the now here is managed by 
mechanical valves Ih1ll release water frolll one pipe­
line alll time in roughly six-second illlcrvais. The 
r('sui! is an encounter area made partictdarly hazard­
ous by occasional sprays orOh hy wmer. represented 
by t he sewer \'alves hai'.a rd delailcd here. 

Selthe lel'e1 of the hazard to the level of the PCs 
and set its attack bonus and XP value accordingly. 

Sewer Valves Leve l Variable Blaster 
H.JlOIrd XP v",,~ble 

, \ Stjufal oj fIIChl1 (1111101111(('$ 1111' OfK'7lillJJ oj olle oJlhe circular 
\'aIres. and (I biusl oj SlillkillJ} Waler cruplS Jrom il. 
Trap: Each round. one of Ihe sewer valves opens. unleilshing iI 

blaSI of Wilter Ihat pushes crealures In Its path. Roll1d8 10 
de lermlne which valve opens. The ha~ard makes a close blasl ] 
attack, wllh the blasl cenlered on Ihe valve's square. 

Perception 
No check Is necessary 10 nolice Ihe valves. 

Inl tlallve +0 
Trigger 

The haurd operates continuously. releasing a blast of water 
every few seconds as pressure builds up behind the valves. Roll 
Inl tlallve for Ihe trap as soon as the characlers enler Ihe area; II 
attacks each round on liS lurn. 

Attack 
Standard Action Close blast 3 
Targel: Each crealure In blast 
Attack: level + ] vs. Fortitude 
HII: The targe/ls pushed] squares and knocked prone. 

The biasl e~tlngulshes fires. dousing torches and granting iI 
saving throw 10 a largel laking ongoing fire damage. 

Countermeasures 
• A character adjacent 10 one of Ihe valves can jam il shut wilh a 

Thievery ch«k (DC 15 T one·half level). If this check succeeds, 
Ihe ne~1 time Ihe random die roll Indicates Ihat valve should 
open, II does nol. The second time Ihe die roll Indicates Ihal 
valve should open, It bursts open wllh grealer force, gaining a 
+1 bonus to Its attack roll , 

• As a minor aCllon. a Characler Ciln make a Perce pi ion check 
(DC 15 + one·half level) or a Dungeoneering check (DC 10 + 
one·half Ic:vel) 10 predict which \IiIlve will open on Ihe hazard's 
ne)lllUrn. 

FEATURES 
Illuminat ion : None. Monsters encountered here 

might carry their 0\\ nlight sources. 
lad der: A ladder near the east end of the junction 

leads up to thc next Icvel of the sewers. This could be 
an entry point for the characters. or it could be the 
eSitthey're looking for. 

Grate: A grate at the cast end of the channel 
blocks access 10 the sewer pipe beyond. If you want 
characters to pass through it either direction. assign 
an easy DC for a Strength check to mm'e it out of the 
way or break through. If you don'tneed characters to 
pass through, assign it a more difficult DC. 

Ch a nnel: \Vmer nows through a chan nel about 
2 feet dcep in the middle of the noor. It is d ifficult 
terrain. 

ENCOUNTER SETUP 
Choose an (' Il try point for the characters and it des· 
tin:nlOIl on the opposite side of the sewer \'alves. If 
the characters elller by the ladder or the grate. they 
should leuve by onc of the forking passages at the 
west end. and vice versa. Place the opponents on the 
exit sidc of the v:lI\'es. 

SEWER S CAVENGERS 
Encounter Level 3 (825 XP) 
+ Sewer vakes (le\'e13 hazard) 
+ 2 iron defender homunculi (!e\'e13 soldier. 

j\l j\1 156) 
+ 3 Hed J<lckal razorcl:l\\'s (Ie\"el 2 skirmisher. 

page 276) 

The sc;lvcngers of the Depths haunt the junc tion. 
looking fo r valu<lble goods that wash through the 
sewers. Three shifters arc accompan ied by 1\\"0 

homunc ul i they found and repaired. 

FORGEHOL D PROTECTORS 
Encounter l evel 6 (1.275 XP) 
+ Sewer v:lh-es (1{'\'eI 6 hazard) 
+ I warforged captain (levcl6 soldier. J\ IA1 261) 
+ 3 warforged soldiers (levcl4 soldier, AIM 26 1) 
+ I iron cobra (Ic\'cl6 skirmisher. AIM IS7) 

These constructs guard a sealed doorway leading to 
an ab,.,ndOllcd workshop ofl lousc Cannith. Ifllouse 
Cannith left guards to protect the abandoned forge · 
hold. then they IllIISt think therc's something in thc 
seuled ruin worth protecting. 



SPAWN OF XORIAT 
Encounter 1.(>\('19 (2.300 XP) 
+ Sewer \aIH'~ (il',el 9 ha.wrd) 
+ 2 dolgilulll monks (1('\('18 cont rolle r, page 203) 
+ 3 foui spallll hcr<,crkers (Iewl 9 soldier. AIM 112) 

These creature .. might indicate the presence of a 
Khyber cult based ill (he sewers nearby. 

SEWER HORROR 
Encounter I.c\'cI 12 (3 .700 XP) 
+ Sewer \'a hc~ (1('\'('111 haLard) 
• J adult blad. dragon (lc\'cI II solo lurker. Jl( j\1 75) 

A black dragon IIhlkcs it .. I"lr behind Ihe grate at 
the cast end of the jUllct ioll. An operative or the 
Chamber. it ha~ agt'nts 1I1ll0llg Ihe various inhabit­
allls orthe S(,\\CTS. and olher eyes and cars at ('''cry 
level of the cit). 

LORDS OF D UST 
EnCQunter level 15 (6,000 XP) 
+ Sewer ,'all'('S (lc\'el 15 It.mlrd) 
+ I raksha~l noble (Ic\cI 19 controller. 1\1 1\1 2 17) 
• 3 grimlod berserker .. (level 13 brute. I\I I\1 148) 

A rakshasa noble associated with the Lords of Dust 
travels in disguise through the undcrcit)'. with its 
blind and corrupted minions in tow. At Orst glance. 
they might appear to be not hing morc than beggars 
scurryi ng through the tunnels. d raped ill rags a nd 
tatters. 

LURKING MASTERMIND 
Encounter Level 18 (10.100 XP) 
+ Sewer vlIkes (Ic\<cI 18 hal.ard) 
• 1 aboleth overseer (level 18 elite controller. AlAI 8) 
+ 6 aboleth servitors (level 16 minion. hiM 9) 
+ 2 kuo·toa harpooners (level 14 soldier. MM 172) 

An aboleth- another aberrant Spawn ofXoriat-has 
established Its lair behind the grate at the end of the 
junction. \OVith its kuo-toa serva nts it has "recruited H 

severa l servitors to its alien version of a Khyber 
cult. twisling I hese once-norma l citizens of the city 
into loathsome w retches dc\'oid of any hinl of their 
past lives. 

GUARDIAN OF PROPHECY 
Encounte r Level2! (18,000 XP) 
+ Sewer va lves ( level 21 haza rd) 
+ 1 dark naga (level 2 1 elite controller. 1\1 1\1 194) 
+ 3 rOI harblngers (levcl20 soldier.I\IM 223) 

A dark naga and three terrible undead servitors 
guard a priceless artifact, a planar porlal. or some 
manifestation ofllle Prophecy that has appeared in 
the sewers far beneath the c ily. The treilsure they 
gua rd might lie in a vault jusl beyond the sewers, but 
perhaps the treasure was already stolen and its frus­
trated guardians ha\·e begun wa ndering OUI from the 
vault in search ofi!. 
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STREET SCENE 
The \'erlica! City ofTowcrs is OJ maze of overlapping 
bridges. balconies. plazas. and shops thm makes it 
an ad,'cnture site unlike any ot her. The street scene 
map 011 the back orthe poster map should be useful 
in conveying that Ihrcc-dirnCllsiomll complexity of 
outdoor encou nters in Sharn . 

The areas shown on the map arc on two d ifferent 
lc"cls. connected by two sta irways. There arc two 
ureas where the layers overlap. with bridges on the 
upper level crossing bridges on the lower level. 

Tip: \Vhell cha racters or monsters occupy a 
sq ua re Ihal could be on either the upper le"el or the 
lower level of the map. usc some kind of marker to 
indicate which level the c rc:nurc is all. You might 
place the miniature on top of a die to show it 's on the 
higher le"eI. or usc a color token. 

FEATURES 
Illumination : During the day. the sky ofSharn 

Is typically o\'ercast. but there's plenty oflight to sec 
by. At night. t he streets arc lit with en!rbriJ}ll1ian­
terns. magiC del'ices that provide bright illumination. 
Interior a reas are brightly lit as wcl l. At your discrc­
tion.though. you could decide that the streets are 
only dimly lit at night. 10 allow for more skulking in 
t he shadows. 

Bridges: The wide bridges that crisscross the 
map arc major roads for foot and cart traffic through 
the City. Low walls on both sides of the bridges help 
pren'nt accidental falls. A character forced orT the 
side of a bridge gets a +5 bonus to the sav ing throw 
10 avoid falling. 

Market Stalls: Two of t he IOwcrs shown on the 
nwp arc tower markets. where merchallls setup their 
wares for sa le. An open-air market also occupies 
a balcony ofT a bridge 0 11 the lower level. Squares 
within 11 market stall are difficult terrain. 

Fount ain: A large plaza on the upper le\'el holds a 
decorati\'e fountain. The fountain is difficult terrain. 

Shops: Two of the tower areOls hold sma ll shops 
offering va rious goods for ,s... le. Un less you have other 
purposes in mind for these shops. the one nestled 
against the large stairs sell s books. and the one across 
the road sells jewelry. 

Tave rns: The 1\\'0 bu ildings at the bottom of the 
map scl l food and be\'erages. All)' square that con­
tains a table or chai rs is difficult terrain. 

Fa lling: The t\\'o le\'e1s of bridges shown on the 
map differ by 15 feet. so a character falling from one 
le\'cl to the nc.xt takes only Id 10 da mage. A character 
who fa lls without landing 011 o lle of the lower bridges 
shown 011 the map is:1I a more Significant risk. Use 
tile "Fall Severity by Ch:lrac le r Lcvcl"tablc on page 
44 of the OUIl8coll Master's Guide to detcrmine how 
far the character fa lls. You can roll a d6: on a roll of 
1-3. the fall is painful: on a roll of4 -5. the fall is peril · 
ou~: and on a roll of6. the fall is dead ly. 

After falling. the character must navigate the 
mazelike stairs. bridges. and passages ofSharn's 
towcrs to return to the area of the map. This reqUires 
one successfu l Strcetwise check (DC 10 + one-hal f 
level) for each 10 feet the character fell. with each 
check requiring a standa rd action. 

ENCOUNTER SETUP 
Choose a starting point for the characters. The)' could 
be crossing one of the bridges or emerging from a ile 
of the towers shown 011 the map. and walk into the 
scene while something is :llready happening. Aherna· 
tively. they could be going about other business in the 
city- .. itting in a lavern. going to a market or shop­
when the encou nter starts around them. 



THE HE IST 
Encounter Levell (625 XP) 
+ 2 human bandit!> (1(,1'1,'12 ~kirmishcr .. \I /\1 162) 
+ 2 elf archers (lc\'{~l 2 art i llery. j\ II\ 1 106) 
• t guard drake (le\'eI 2 hrute. 1\ 11\ 190) 

With .. shout of. "Anybody 11101'eS and I feed 'cml0 the 
dra ke!" a pair ofbamlits bursts onto the bridgc from 
the jewelry store. Two archers posted on thc bridges 
outside thc shop CO\'cr the bandits' retreat. lrthe ban­
dits have stolen ~ornething that the characters wcre 
on their way 10 obtain. they wou ld h,l\'e an incentive 
to purslie the thines. Otherwise. the shopkeeper 
could offer a handsome rellard. 

INFERNAL HEIR 
Encoun ter LevelS (1.100 XP) 
+ I tienillS heretic (lc\'cl6 arlillery. AlAI 250) 
+ 1 spined devil (level 6 skirmisher. 1\1 1\ 1 66) 
+ 4 Dcncith Hladcmark grullts (le\'eI 3 soldier. 

page 213) 

A ticning self·styled aristocrat sweeps through the 
city with a spined devil in tow and four hired Iller· 
cenarics from 1 louse Dencith. Perhaps mayhem is 
on his agenda. or perhaps the player characters need 
something he has and try to arrange an ambush. The 
ny ing dcvil nils from Ic\'el lO le\'cl Oflhc lowers, 

STORM FRONT 
En counte r Level 8 (1 ,750 XP) 
+ 2 Storm Front cultists (levelS skirmisher. 

page 211) 
+ I salmagin priest (le\-e1 8 artillery. 1\lrl l 224) 
+ 2 ogre savagse (level 8 brute. AIM 199) 

The Storm Front is a cult within I loust' Lyrandar 
devoted to the dark god called the Devourer, oJle 
ofthc Dark Six (sec page 244). Bclie\'ing that the 
power of the Mark of Storm was meant to be used 
for de~t ruction, these t\\'O cultists ha\'e takcn it upon 
Ihelllsel\'eS to dcst roy a Lyra ndar elemental airsh ip. 
which is moored just above the map. The player char· 
acters inlerceptlhe cllhi<;I'i- with their sallt1agin ally 
and their hired ogre muscle-as they unlea'ih their 
attack on the elemental airship, 

LORD OF THE NIGHT 
Encollnter Level J J (3,150 X P) 
+ I vampire lord (le\eI 11 elite lurker. J\JrlJ 258) 
+ 2 grimlock ambusher .. (level 11 .Iokirmisher. 

)\I j\l 148) 
+ 6 vampire sp .. wn blood hunters (level 10 minion. 

I\l j\l 259) 

A \'ampire lord with a 'iigniflcallt retinue hunts the 
streets at night. This encounter cou ld he the climax 
of a long imcstigat ioll i1ll0 mysteriOUS deat hs and 
dis"ppearances. or it cou ld lead the characters into 
an in\"csligalloll of a mysterious item t hey find in the 
\3mpirc·s possession. 

DREAMING DARK ATTACK 
Encounter l.e\'el14 (5,000 XP) 
+ 2 Drc:lIning Dark 3!>sas'iins (b-el I4 elite skir· 

mi'iher. page 192) 
+ I gith£erai mind mage (le\c1 14 artillcry. I\IAI 131) 

Agents of the Dreaming Dark (s('e pagc 191) attack 
the characters on the ~Ireets al night. This might 
be Ihe cha racters' first inelicationthat thcy ha\'c 
a\lrat:leel the all('ntion ol"this evil organi"lItion. or 
il might bc part of an oll!.>oing st ruggle against the 
Drc<ltlling Da rk in your campaign. 

FADING DREAM ASSAULT 
Encounter l.e ... ('117 (S.200 XP) 
+ I l;ading \)re;lln fearmongcr (level 16 artillery. 

page I ·H) 
+ I .Iohrouded ~ilgl' (lc\el I S elite controller. page 144) 
+ 2 cyclop .. he\\(·r .. (I('\el 16 .Iooldier. ,\I AI 47) 

}\ band orrey from the lortress ofl.ading Dreams (see 
page I·H) make .. a bold a'isault on Ihe City of Tow· 
er'i ·· or on tl1(> character .. 'ipcciflca lly. while they're ill 
the cit). Ihe tll"O cladrinllse their teleportation abili· 
tic .. 10 remain Out of the characters' reach.lelling the 
cyc lop~e'i sene ;1 .. willing shields. 

ANG[LlC ONSLAUGHT 
Encounter Level 21 (17,900 XP) 
• 2 angels ofvcllgcallce (level 19c1i tc brute. I\lrl l 17) 
• I .. stral stalker (level 22 elite lurkcr. J'I,\I 10) 

Streaming through a brCllch in the .. Iready pcrme· 
able harrier betwccn Sham and Synlllill. thc astral 
dominion also called the A/ure Sky. three imlllortal 
agcllt'> of \\rath emerge to puni)h the city fo r some 
slight. The angels of \'cngeance act as priests "nd 
u\·l'llger~ in the angelic cult of Ollae! m. Onatar. or Kol 
Korrall. ami might be acting to punish somc wrong 
the)' imagine was done to one of those gods. ( 

i..-
, ' 
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Abyss. the 263 
airship. elemental 44. 220 
Ar.k Yor 201 
Aruni,69 
Ardhmen 188 
Argonth 75 
Aruldusk 103 
A'yth~wn Keep 222 
A.<eended Pia .. 177 
A,ht.hla 118 
Alur81 
B •• tor 261 
B.linor'~ Ble""d 235 
B.nklng Guild 219 
Basllisk's Ga~e 123 
Becoming God.lhe 93 
Black Pil 77 
Bladeburers 112. 114. 115 
Blademarks Guild 113 
Bleak Congre .. 119 
BloodC,eKent 118 
Blood of Vol 141. 177. 248 
Bloody 5h.dow~.lhe 133 
Boneyard. the 160 
Cannilh. Hou.e 110 
Ca~haak Dr.al124 
Chambe •. Ihe 182 
Cha5m of Forgotten Ech"", 47 
Otadel of lidless Eyes 202 
Cold Sun Federation 151 
common knowledge 23 
Concl.ve.lhe 182 
couat1~32. 36. 151. 160.146.148 
Councilor" fane 177 
Couriers Guild 225 
Cragw~r 75 
He'lion lorges 47 
C. im",n Monastery 82 
C. imson W.ler 91 
Cry,ulllbrary 01 Malak.rdon 180 
Cy,.n regall. 98 
Cyre 89 
D •• nyI261 
daelkyrB.33.114.124.132.1B. 

156. 1'}'}.102. 204. 263 
0.1 Quor 32. 143. 184. 189. I'll. 

255,263 
Darjln 186 
D.rQa1195 
D.skaran 103 
dales and calendars 33 
oawn·Builders 215 
days 01 the week B 
dead ·gr.y mist (h~zard) 94 
Deep Mlne.lhe 218 
Denelth.House 112.212 
Desolale 119 
Dhah.nl dans 110. 112 
Dhahanl Empire 22. 33. 110.124 
dimensional.e.ls 47 
Oolurrh 242. 248. 262 
dr.gonmark< I S, 17. 18. 35 

dr.gonm.rked hou,u 38. 
208-237 
dragonmarked PCs 18 

Or'gon', (rown.the 77 
d"gon.h.rd.22 
Or.gont.il Guild 215 
D'eadhold 141 
oy.am.v.187 
Enlertainers and Arllsan. Guild 227 
Eston91 
Everice 8 
upedltion .rr.ngement. 61 
Eyes of Chronepsis. Ihe 182 
F.bricators GUild 211 
Face of Ebeffon.lhe 180 
Face ofTI.a. Ihe 103 
Fai,h.ve" 69 

lNDEX 
Fang Craler 18 1 
Far Re.lm 263 
Fer.1 Heart, Ihe ns 
Fe.n!. 47. 181.263 
Festering Holt 118 
feyspires 48 
Feywild 262 
Field of Ruins 92 
filth plague (di,e.",,) 121 
FInders Guild n 1 
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Flamekeep 103 
Foalswood 135 
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g.lIeon. elemental 44. 210 
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NEW MONSTERS 
Every new monster or NPC illlhis book UPPCilrs on the following list , which is sorted a\ph'lbcticalJy by level and 
monster role. Monster leaders arc indicated wilh an (L). 

MOllsler J.c\'c1 and Itole Page MOllliler 1.1'\'1'1 and Bole Page 
Goblin Archer I Skirmj~h('r 280 Tarkanan Assassin 9 Elile Sklrulishcr 237 
Sten Ir'Gadden I Soldier (I.) 268 llar the Black 9 EJile Sold ier (l ) 96 

l\shlXlUnd Berserker Z Brute \3S 
lrrisilalrnmiar 9 Soldier (I.) 166 

Ih'~lilnd('r 2 MInion 272 IIlgh Cardinal Kro~cl1 10 mile COni roller (l) 107 
I:;ncro.ld CI;I\\ Trooper 2 Minion .. Theloniu~ alld I.ucre\ia Hnc.h J 0 CollIrolicr '" Skycoach Pilol 1 Minion 280 Dreaming Dark '111oughlSicaler 10 Elile Lurker 192 
Emerald Claw Sergeulll 2 Skirmisher (I.) 268 'I1mranni Ih~assin 10 I.urker 233 
I;astkth 2 Skirmisher 42 Hoyal Eyc~ Elile Agcnt to Ellie Skinnisiwr 72 
Hed Jackal Ka7.orda\\ 2 Skirmisher 276 Winle r S/.·nllnel 10 Soldier 136 
Val<.'nar Hiding Ilorse 2 Skirmisher 43 

Karmalhl Zombie II Bnlle 86 
Arlc Blacktrce 3 Elile Art illery (I,) 280 Rhesh Turnkb~lr I I Elite Urine 130 
I lair-Ore Archer 3 Artillery 277 Mourner II Controller " Mallora 3 Artillery (I.) 268 W imer \\'ilch I I Controllr r 137 
Mourning I hU1n1 3 Solo Lurkrr 172 Karmalhl Skeleton 11 Sklrmlslv:r 86 
Ashbound Juggernaut 3 Skirmisher 136 Whirling Ubde Swarm I I Sklrml~her 262 
Clawfoot 3 Skirmisher 42 

Shis Wordsmith 12 Controller (I..) Ik ncllh Illademark Gnmt 3 Soldier 213 229 

DolgaulII \\'arrlor 3 Soldier 278 Child of \\ inler Doornspt"aker 12l.urker 137 

Emerald Claw Knight 3 Soldier 88 Mish,'a Garodya Storm horn 12 Elile Soldier (l) 153 

Jornsco Field Medic 4 Artille ry (l ) 217 Carrion 'I rlbe Sakah IlulUer 13 Artillery 121 
IJolgrlm Warrior 4 Skirmisher 203 Vein (Chamber 5p~) 13l.urker 26 

Huus DhaLaan 13 Elice Sklrmi5her (I.) 115 
Magebr!!d l)estrier 5 Bnlle 43 

Carrion Tribe I'laguebeart'r Ashbouud \Varshaper 5 Elite Coni roller (L) 136 14 Brute 121 

Slullborn Necromancer 5 Controller 178 Scren Dragon ,Cult Barbarian 14 STIlle 183 

Rladehearcr Ilohgobltn 5 Skirmisher 114 Empress DOUala 14 i:Jl ll' Controller (I.) 98 
Emerald Claw Mar;hal 5 Soldier (\.) 88 T111r}'3.n Hrae 14 Elile Lurker 131 
Ghallanda [ndm'e Guard 5 Soldier 0 ,) 215 Dreaming l)ilrJ... ,\5S'1~ .. ln 14 [ lit r Skirmisher 192 
Ki ng's Shield 5 Soldier 78 Dro\\ Sllngblade 14 5kl rml~her 197 

Tllrkanan Soldier 5 Soldier 237 Ash Remnant 14 Soldier 95 

Cuullith Magewrlght 6 Artillery 211 Carrion Trihc Degener.lIe 15 it.llnion Skirmisher 120 
King's Wand 6 Anillery 79 King K!llu ~ Ir'Wynarn 111 15 Elile Skirmisher 8S 

lharashk Ilunter 6 Artillery 231 Carrion l rihc RJe ~S('d ChJmpiou 1 S Eli le t.,oldier 120 
Can 'Cr 6 Hrule 42 Fading Dream Fearmonger 16 Artllle r) 144 
Dolgarr Bcr~erke r 6 Brute lJ).! 
Jhorash'tar lll00dspiller 611nuc (I,) 148 Talon of f lamat 17 Comrollcr 183 
Scarhmnd O re Ik- rserler 6 Brute 157 Gorodan \shlord 17 Ellie Sold ier (I.) 128 
Ilohgoblin Dirge Singer 6 Controller 0 ,) 114 Shrouded Sage 18 Elitt' Controller 144 I'hiarlan Spy 6 Lurker 227 Sulatar n~lIll espillner 18 Controller 198 
Dmgonborn Spcarflghtcr 6 Skirmisher 153 Illh or Pummel 18 Skirmisher 100 King's Sword 6SkiTluisher 79 
Kundarak Iron Gate Guard 6 Soldier 219 Living Cloud kill 19 Elile Brute 95 

Aumm COIl(onlian 7 Ell ie Controller (\.) 24 
Yllos;I\'ax (adult s il ,"er dmgon) 19 Solo BrUle 27 

Iland or Orten 7 Controller 225 
Lmly Vol 19 EIHe Controller (I.) 250 

Hugbear Skinner 7 Skirmisher 11 5 ""ordain the Fleshll't'aI'Cr 21 Ellie Controller 129 
Giidewing 7 Skirmisher 42 Lord of RI;.dn 2 I Elite Soldier (l ) 100 
Kuyu! Eyes Agent 7 Skirmisher 72 

I\ncestrul Vilssal 22 Elite Controller 183 
F.llf.a Finch 8 Artillery 255 Som Kalra 22 Elite Colllroller 127 
Dragon hawk 8 Bmle 42 Sora TemJa 22 Elite Controller (l) 128 
Julius Find. 8 Brule 254 Sor .. Maf'n~ .. 22 EHte Soldier 117 
1)018auot Monk 8 Controller 203 
Ghalt'rath 8 Controller (l) 157 Eleme!lllll Drudge 23 Minion IImtt' 143 
' iolyUldru 8 COl1trol1er (1.) 161 Chaos Heel Sailor 23 Skirmisher 142 
Valaeslairn I'lainswa!ker 8 Controller 167 Rhashaak 14 Solo I.urker 151 
King's Dark i.antern 8 Elite lurker 7' 
!'ineh Ilolischold Guard 8 Mlnioll Soldier 255 Magwrolh 25 Srule (I.) 142 
,\ledallll nquis1th-e 8 Skirmisher 223 

Belashyrra 28 Solo Controller 105 Storm Front Culti!>!. 8 Skirmishe r 22 1 
Valaes TlIlrn Outrider !! Sklrmishr r 167 l)urastOrJlI the \\ 'yrmbrcaker 29 Elite Controller 31 

Umbragen Shadow Walker 9 Elite I.urker 198 Be! Shalor 34 Solo Controller 30 
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