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Text like this is intended to be read aloud or paraphrased for your 

players. 

Sidebars like this contain rules reminders, reveal background Eberron 

lore, or point you to sources to learn more. 
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Each of you have your reasons for accepting the writ to meet within 

the Drunken Dragon. For some, you’ve already accepted the calling of 

the Clifftop Adventurers’ Guild. For others, you’re trying to prove 

yourselves to the guild leaders.  

 The food is mediocre, but the drink makes the wait worthwhile. As 

a second round of Lhazaar mead is brought to the table, a shifter 

woman approaches and takes a seat. Her hair is white, striped in 

black and blonde with unusually pale skin. Her right eye is blue, and 

the left is hidden under a black eyepatch. Some of you recognize her 

as your guild handler, and the rest recognize the markings she wears 

as those of authority within the Clifftop Adventurers’ Guild. 

  “Thank you for joining me here. For those of you who don’t know, 

my name is Lhara and the Clifftop Guild greatly appreciates your 

willingness to answer our call for assistance. If you’re not already 

inducted to the Clifftop Adventurers’ Guild, this will go a long way 

toward proving yourself.  

 Our client, Provost Nigel Faurious, has provided us with a map 

leading to a possible entrance to a rumored valley within the Graywall 

Mountains. If the Provost’s research is to be believed, the Shining 

Valley is a possible Irian manifest zone. Our client is in need of an 

exploratory party to investigate these rumors, and if true, map out 

the area and charge this amulet.” 

 Lhara pauses and shifts in her seat as her one-eyed gaze falls on 

each of you. She produces a wrapped bundle and places it on the 

table, pulling back the cloth to reveal a sapphire amulet, a parchment, 

two small glass bottles containing a red liquid, and several small 

metal tokens. She slides the contents toward you. 

IRIAN: THE ETERNAL DAY 
The plane of Irian is one of light and hope. It is a source of positive 

energy within Eberron.  

 Within the plane of Irian, a bright white sun hangs constantly in the 

sky. Rivers of liquid glass flow from the quartz mountains. White sand 

deserts and forests of crystals litter the landscape. 

 Manifest zones associated with this plain are known for their 

healing and renewal properties. 
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The trip is shorter than you had expected, and soon, Captain Darien 

informs you it’s time. With the feather token your guild handler 

provided you in hand, you step out onto the deck of the Clear Blue 

Sky under the cover of night. Captain Darien leads you to the edge of 

the ship, and you stare down over the Graywall Mountains. It looks 

like a long way down.  

 “Jump and count to 10, then break the token,” Captain Darien tells 

you. “The magic will do the rest,” he finishes with a wink.  

 



The peaks of the mountains rise ominously behind you. The sky is 

dark and heavy storm clouds brew overhead, obscuring the Ring of 

Siberys and the moons. Looking west, you can see the dangerous 

terrain of the monster-filled land of Droaam. There are no clear paths 

down the mountainside. The sinking feeling of what you’ve just 

embarked upon begins to well up deep within you. ADJUSTING THIS ENCOUNTER 
Here are suggestions for adjusting this encounter. 

APL 1: Remove the half-ogre. 

APL 3: Add one half-ogre. 

APL 4: Add two half-ogres. 

The wind begins to pick up as a few cold droplets begin to fall. 

Without warning, the sky opens and a torrential rain comes down. 

The rocks slide under your feet and you land flat on your back. Small 

pebbles begin to hit you in the head, then larger rocks. The ground 

begins to rumble. Looking up behind you, large boulders begin to 

free themselves from the mountain, tumbling towards you. 

THE GRAYWALL MOUNTAINS 
The Graywall Mountains, located far to the west of Sharn, form a 

natural barrier between Breland and the monstrous nation of Droaam. 

The mountains are home to many flying beasts and those who hunt 

them. Ogres loyal to the Daughters of Sora Kell roam the mountain 

range, patrolling the border with Breland. 



DM NOTE 
If time allows, and the party fails to locate the entrance on the above 

ability checks, they can encounter more ogres on patrol. 

Passing through the illusionary cliff face, you find yourself staring 

down a dark tunnel. For half a second, you think you hear someone 

singing beautifully. 

Adjusting This Encounter 
Here are suggestions for adjusting this encounter. 

APL 1: Remove one giant spider. 

APL 3: Add one giant spider. 

APL 4: The number of giant spiders is equal to the number of 

characters in the adventuring party. 

As you trudge endlessly through the tunnels, a careless bump against 

a stone pillar in the middle of a vast chamber elicits a loud 

CRACK!  …a noise far louder and more ominous than you expected, 

considering the slight bump that caused it. 



After a brief pause, the pillar suddenly groans and collapses. With an 

immense roar, a massive wall of water rushes into the chamber from 

above as the ceiling crumbles! 

Adjusting This Encounter 
Here are suggestions for adjusting this encounter. 

APL 1: Replace the ochre jelly with two gray oozes. 

APL 3: Increase the ochre jelly’s hit point maximum to 70. 

APL 4: Replace the ochre jelly with a black pudding.

Poisoned 

A poisoned creature has disadvantage on attack rolls and ability 

checks. 

The hours of travel under the Graywall Mountains stretch on until you 

find yourselves ready to break camp. Consulting your map, you figure 

it will take another two days of travel to reach your destination. 

 In the morning—at least, you assume it’s the morning—you pack 

your things up and venture onward, following the map, toward that 

faintly-echoing song. 

Hours later, on the second day since seeing the sun, you begin to 

notice tiny specks of crystal in the rocky walls around you. When it’s 

time to break for camp, you lie back in your bedroll and see that 

these crystals twinkle with faint light, indicating you must be nearing 

the Shining Valley.  They remind you of the stars in the night sky. It’s 

somewhat comforting, drawing your mind away from the crushing 

weight of many millions of tons of rock suspended over your head. 

 When you wake, you think the haunting melody is a little clearer 

than it was during your travels yesterday, but you can’t be sure. 

Exhaustion begins to set in at the end of three days of travel. 

Although you can’t see the sun, your body tells you night is 

approaching.  As you round a corner, the glittering of the cave walls 

brightens noticeably. Slowly, the alluring song that has been just 

beyond your senses during your travel begins to take fuller shape. 

The sound is beautiful and draws you in.  

 Following the melody out of the tunnels, you find yourself in a lush, 

green valley. Despite knowing it should be night, you see the valley is 

lit with a soft glow. Hills with small caves dot the landscape. At the 

mouth of several of these cave openings, small winged creatures sit 

upright, singing in a chorus. 

 



The song coming from the creatures in the hills is possibly the most 

beautiful sound you have ever heard. It fills your ears and resonates 

deep within your spirit. 

You freeze momentarily and the desire to follow the song nearly 

overcomes you. Digging deep within yourself, you are able to 

overcome the sensation that this melody is calling you personally. 

You look around and notice that the rest of the party has sensed the 

same thing. As you shake off the attempt to charm you, you notice 

that all the creatures are now looking at your party. The singing stops 

and they all take flight, straight towards you. 

You freeze momentarily and the desire to follow the song nearly 

overcomes you. Digging deep within yourself, you are able to 

overcome the sensation that this melody is calling you personally. 

You look around however and notice that not everyone in the party 

was able to overcome this strong yearning. All the creatures turn 

towards the party and take flight, straight towards you. 

You freeze momentarily and the desire to follow the song overcomes 

you. You dig deep within yourself for the power to resist, but you are 

unable to overcome the sensation that this melody is calling you 

personally. You begin to move towards the creatures as they all turn 

towards the party, taking flight, and coming straight at you. 

One creature, a harpy, flies and lands in front of you, two more 

landing right behind her. Standing about 4 feet tall, this winged 

humanoid walks towards you. Unlike the others, this one has ebony 

wings like that of a raven, matching her completely black eyes. She 

peers at each of you squarely in the face, then speaks. 

 “Who are you, and how did you find this place?” 

 



• 

• 

• 
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• 

• 
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THE DAUGHTERS OF SORA KELL 
The Daughters of Sora Kell consist of three sister hags who have 

come together to form an extremely powerful coven for mutual 

benefit. The voice of the three is a green hag named Sora Katra. Sora 

Maenya, an annis hag, is the muscle of the group, leading Droaam’s 

monstrous forces in battle. Sora Teraza, arguably the greatest seer 

living on Eberron, is a dusk hag whose visions have assisted the 

Daughters in taking control of the monstrous races within Droaam.  

 The coven has built an army, including many giants and trolls loyal 

to the sisters and ready to die for their queens, and established the 

Great Crag, the capital city of Droaam. From here the Daughters of 

Sora Kell actively work with loyal warlords, mercenaries, and fanatics 

to stabilize the region. The Daughters of Sora Kell even sought to 

have their nation of Droaam legitimately recognized by the 

Thronehold Accords but were denied. None can say if their political 

maneuverings are the end goal, or if creating a nation of monsters is 

just a means to some darker end. 

 



A horn sounds, awakening all those asleep. Looking out of the cave, 

harpies are flying frantically, some towards the tunnel openings while 

others go further into the valley. Mieno appears at your cave opening 

and snarls. 

 “What is this?! We bring you into our home and you attack us? We 

defended ourselves from the Daughters of Sora Kell once and we will 

do it again.” 

Mieno’s attention is ripped from you by the sound of screaming 

harpies in the distance. She turns back towards you, “Fine! If this 

isn’t you, then prove yourselves and help us defend our home!” 

 She turns and waves you to follow. Running to keep up, you see the 

harpies locked in combat with dozens of large hyenalike humanoids. 

 “We stand our ground! We must protect the valley and our young!” 

ADJUSTING THIS ENCOUNTER 
Here are suggestions for adjusting this encounter. 

APL 1: Remove one gnoll. 

APL 3: Add one gnoll. 

APL 4: Add one gnoll pack lord. 

As the last gnoll falls, a beautiful cheer rises from the harpies. It’s 

short-lived, however, as a second wave of attackers comes howling, 

scimitars drawn. Goblins! You take a breath and prepare for the next 

onslaught, then a wave of invigorating energy washes over you as the 

healing properties of this valley make themselves apparent. 

HEALING WITHIN THE SHINING VALLEY 
The healing abilities of the Shining Valley come from the manifest 

zone blanketing the area in the energies of Irian, the Eternal Day. 

While within the valley, healing is sped up to incredible rates. Resting 

for only 30 minutes grants the same benefits as finishing a long rest 

normally would, and taking a moment to catch one’s breath between 

encounters grants the same benefits as completing a short rest. 

ADJUSTING THIS ENCOUNTER 
Here are suggestions for adjusting this encounter. 

APL 1: Remove the goblin boss. 

APL 3: Add one goblin. 

APL 4: Add two goblins. 

Scanning the area, you notice that the goblins are being pushed back 

and the harpies are winning the battle. In the distance, however, you 

see a small group of goblins heading for the fountain where the 

Sunrise Sapphire is charging. As you begin to run towards it to 

prevent its theft, you hear a young harpy cry out in fear. On the other 

side of the valley, a small pack of goblins has overrun those 

protecting the flight’s young. 

 ADJUSTING THIS ENCOUNTER 
Here are suggestions for adjusting this encounter. 

APL 1: Remove one half-ogre. 

APL 3: Replace one half-ogre with an ogre. 

APL 4: Add one ogre and one half-ogre. 



 



As the last enemy in your immediate vicinity falls, you take a deep 

breath, anticipating the next threat. Behind you a panicked voice 

screams out, “On me, NOW!”  

 You turn to see Mieno flying full speed towards the party, and her 

look of urgency makes you realize something is wrong. 

 “Another pack of gnolls is believed to be making their way into the 

tunnels leading to the east of the valley.  If they make their way 

through, they will surround us and easily pick us off!” she gasps.  

 “I need you to stop them and close off the tunnels from the inside. 

You can destroy the natural pillars to cause a cave-in. GO!” 

As you run into the mouth of the tunnels, the light quickly fades. 

Echoing off the walls are the eerie howls and laughs of the gnolls. 

You come to two naturally formed pillars within the middle of the 

tunnel, spaced about 10 feet apart. Around the corner further into 

the tunnel, a light begins to glow, brighter and brighter, as the sound 

of the laughing grows louder. 

ADJUSTING THIS ENCOUNTER 
Here are suggestions for adjusting this encounter. 

APL 1: Remove one gnoll. 

APL 3: Add one gnoll. 

APL 4: Add one gnoll pack lord. 

As the pillar crumbles from the attack, you hear a deep rumbling 

within the tunnel, and debris begins to break free from the roof. 

DM NOTE 
Keep the players on the edge by constantly reminding the players of 

the approaching danger. This scene is supposed to carry the tension 

of unbeatable odds facing the characters. Feel free to add details like 

arrows flying over the tops of the characters’ heads when the last 

pillar is about to be brought down. Describe a few gnolls, chasing the 

party and nipping at their backs, or the feeling of a claw grazing their 

shirt just as the roof caves in behind them. 

 



The stone column finally gives way to your attacks. The sound of 

cracking rock echoes off the walls as more pebbles begin to hit your 

shoulders. A dozen more gnolls round the corner, firing their bows 

wildly. You turn to run as the ceiling begins to cave in. 

As you dodge large boulders, the yips and cries of the gnolls rushing 

towards you can barely be heard. Looking back, you can see each one 

being overtaken by a billowing cloud of debris. The light of the Valley 

comes into view as you push yourself nearly to exhaustion, 

attempting to outrun what may be your tomb. As you dash out of the 

hillside, a cloud of dirt explodes behind you. Looking up, you see the 

battle, still ongoing. Gathering yourself, rejuvenated quickly by the 

manifest zone, you charge back into the fray. 

 



The sound of cheering rises from the valley as the remaining forces 

begin to retreat. The harpies’ joy is cut short, however, as Mieno 

charges the fleeing monsters.  

 “Stop them! Do not allow them to escape!”  

 She pauses mid-flight near your party. “You look tired. Rest for a 

moment, then follow us. The battle will be ours this day, but we need 

you at full strength.” 

 With that, she follows her flight into the mouth of the cave. 

A HARD CHOICE 
At this point the party must make a decision. They can either 

immediately follow the harpies into the tunnels or spend a minimum 

of 30 minutes resting. This will grant the benefits of a long rest. 

However, doing so will require the party to rush to catch up to the 

flight. If the party opts to stay and rest, each player will gain one level 

of exhaustion due to hustling through the tunnels to reach the flight. 

Charging into the dark you feel the warmth of the Valley dissipate. 

The darkness begins to take hold, save for lit torches scattered along 

the ground. As dim shadows dance on the walls, you hear the sounds 

of battle just ahead of you. 

and the gnoll leader to the ground. Flying harpies are trying to bring 

down this area of the tunnels.  Mieno struggles to stand to her feet 

and flies further down the tunnel, narrowly avoiding a fatal blow. The 

gnoll regains its footing and pursues Mieno. 

DM NOTE 
When running this section, the idea is to keep the encounters quick 

and easy. At the DM’s discretion, allow for any attack that hits to 

reduce a goblin to 0 hit points, regardless of the goblin’s current hit 

points or the actual damage dealt. The players should imagine their 

characters storming through the battlefield, with each goblin nothing 

more than a nuisance in their way as they fight towards Mieno to 

protect her. 

This massive gnoll snarls, inches away from Mieno’s face. She lies 

on the floor, unable to escape. As you approach, he turns and growls. 

“Words have been spoken, easterners, and the Pact has been paid. 

Droaam deals with Droaam. The Haunting Song will be destroyed… 

but you don’t have to die with them.” 

ADJUSTING THIS ENCOUNTER 
Here are suggestions for adjusting this encounter. 

APL 1: Remove one gnoll. 

APL 3: Add one gnoll. 

APL 4: Add two gnolls. 

Entering this large cavern, you see dozens of lit torches scattered 

around the room. The harpies have dropped these to provide some 

light. Goblins, half-ogres, and gnolls are battling the flight. At the far 

side of the room, you see one large gnoll facing off against Mieno. 

The harpy appears to be losing.  

 Stalactites and small boulders fall from the ceiling, knocking Mieno 



Medium humanoid (gnoll), lawful evil 

Armor Class 15 (hide armor, shield)  
Hit Points 22 (5d8) 
Speed 30 ft. 

   STR     DEX     CON     INT    WIS  CHA 

14 (+2)       12 (+1)       10 (+0)         6 (–2)      10 (+0)          7 (–2) 

Senses darkvision 60 ft., passive Perception 10 
Languages Gnoll, Goblin 
Challenge 1/2 (100 XP) 

 
Rampage. When the gnoll reduces a creature to 0 hit points with a 
melee attack on its turn, the gnoll can take a bonus action to move 
up to half its speed and make a bite attack. 
 

Actions 
Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 4 
(1d4 + 2) piercing damage. 
 
Spear. Melee or Ranged Weapon Attack: +4 to hit, reach 5 ft. or 
range 20 ft./60 ft., one target. Hit: 5 (1d6 + 2) piercing damage, or 
6 (1d8 +2) piercing damage if used with two hands in melee. 
 
Longbow. Ranged Weapon Attack: +3 to hit, range 150 ft./600 ft., 
one target. Hit: 5 (1d8 + 1) piercing damage. 
 
 
 

Medium humanoid (gnoll), lawful evil 

Armor Class 15 (chain shirt)  
Hit Points 49 (9d8 + 9) 
Speed 30 ft. 

   STR     DEX     CON     INT    WIS  CHA 

14 (+2)       12 (+1)       10 (+0)         6 (–2)      10 (+0)          7 (–2) 

Senses darkvision 60 ft., passive Perception 10 
Languages Common, Gnoll, Goblin 
Challenge 1/2 (100 XP) 

 
Rampage. When the gnoll reduces a creature to 0 hit points with a 
melee attack on its turn, the gnoll can take a bonus action to move 
up to half its speed and make a bite attack. 
 

Actions 
Multiattack.  The gnoll makes two attacks, either with its glaive or its 
longbow, and uses its Incite Rampage if it can. 
 
Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 5 
(1d4 + 3) piercing damage. 
 
Glaive. Melee Weapon Attack: +5 to hit, reach 10 ft, one target. Hit: 
8 (1d8 + 2) piercing damage.  
 
Longbow. Ranged Weapon Attack: +4 to hit, range 150 ft./600 ft., 
one target. Hit: 6 (1d8 + 2) piercing damage. 
 
Incite Rampage (Recharge 5 – 6). One creature the gnoll can see 
within 30 feet of it can use its reaction to make a melee attack if it 
can hear the gnoll and has the Rampage trait. 

Small humanoid (goblinoid), neutral evil 

Armor Class 15 (leather armor, shield)  
Hit Points 7 (2d6) 
Speed 30 ft. 

   STR     DEX     CON     INT    WIS  CHA 

 8 (–1)        14 (+2)       10 (+0)        10 (+0)       8 (–1)          8 (–1) 

Skills Stealth +6 
Senses darkvision 60 ft., passive Perception 9 
Languages Common, Goblin 
Challenge 1/4 (50 XP) 

 
Nimble Escape. The goblin can take the Disengage or Hide action as 
a bonus action on each of its turns. 
 

Actions 
Scimitar. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. 
Hit: 5 (1d6 + 2) slashing damage. 
 
Shortbow. Ranged Weapon Attack: +4 to hit, range 80 ft./320 ft., 
one target. Hit: 5 (1d6 + 2) piercing damage. 
 
 
 

Small humanoid (goblinoid), neutral evil 

Armor Class 17 (chain shirt, shield)  
Hit Points 21 (6d6) 
Speed 30 ft. 

   STR     DEX     CON     INT    WIS CHA 

10 (+0)       14 (+2)       10 (+0)        10 (+0)       8 (–1)       10 (+0) 

Skills Stealth +6 
Senses darkvision 60 ft., passive Perception 9 
Languages Common, Goblin 
Challenge 1 (200 XP) 

 
Nimble Escape. The goblin can take the Disengage or Hide action as 
a bonus action on each of its turns. 
 

Actions 
Multiattack. The goblin makes two attacks with its scimitar. The 
second attack has disadvantage. 

Scimitar. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. 
Hit: 5 (1d6 + 2) slashing damage. 

Javelin. Melee or Ranged Weapon Attack: +2 to hit, reach 5 ft. or 
range 30 ft./120 ft., one target. Hit: 3 (1d6) piercing damage. 

Reactions 
Redirect Attack. When a creature the goblin can see targets it with 
an attack, the goblin chooses another goblin with 5 feet of it. The 
two goblins swap places, and the chosen goblin becomes the target 
instead. 

 



Large giant, any chaotic alignment 

Armor Class 12 (hide armor) 
Hit Points 30 (4d10 + 8) 
Speed 30 ft. 

   STR     DEX     CON     INT    WIS CHA 

17 (+3)       10 (+0)        14 (+2)       7 (–2)          9 (–1)       10 (+0) 

Senses darkvision 60 ft., passive Perception 9 
Languages Giant, Goblin 
Challenge 1 (200 XP) 

 

Actions 
Battleaxe. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. 
Hit: 12 (2d8 + 3) slashing damage, or 14 (2d10 + 3) slashing 
damage if used with two hands. 
 
Javelin. Melee or Ranged Weapon Attack: +5 to hit, reach 5 ft. or 
range 30 ft./120 ft., one target. Hit: 10 (2d6 + 3) piercing damage. 
 
 
 

Large giant, chaotic evil 

Armor Class 11 (hide armor) 
Hit Points 59 (7d10 + 21) 
Speed 40 ft. 

   STR     DEX     CON     INT    WIS CHA 

19 (+4)         8 (–1)        16 (+3)        5 (–3)         7 (–2)          7 (–2) 

Senses darkvision 60 ft., passive Perception 8 
Languages Giant, Goblin 
Challenge 2 (450 XP) 

 

Actions 
Greatclub. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. 
Hit: 13 (2d8 + 4) bludgeoning damage. 
 
Javelin. Melee or Ranged Weapon Attack: +5 to hit, reach 5 ft. or 
range 30 ft./120 ft., one target. Hit: 11 (2d6 + 4) piercing damage 
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