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INTRODUCTION

e Five Nations refers to the ancient kingdom of

Galifar, harfening back to o legendary time of peace

arid prosperity.”

Onee the great kingdom of Galilar
stretched across the continent of Khorvaire, provid-
ing the stability needed [or peace and prosperity to
reign over the land, That all changed when the last
king of Galifar, Jarot, died in 8% YK, His children,
the lards of the Five Nations that comprised the king-
dam, decicled to break with tradition and thraw ol T the

rules of suceession, Instead of 2 smoath transition of

power to the eldest scion. the Ave lords cach sought Lo
tuke contral of the kingdom. This led to the terrible,
century-long conflict known as the Last War.

Over the course ol the last hundred years, the
character of each of the Five Nations changed and
developed. Today, while each of the Five Nations olvi-
ously has its roats in Lhe great kingdom of Califar,
each has grown into s separate nation with a characier
and autlook all its own.

During the war, alliances lormed and were hroken
countless times. At some point du ring the century, each
ofthe Five Nations fought side by side or against each
other—and in many cases these patterns were reversed

time and time again as the conflict progressed.

Mow, thaugh the Last War has ended and the
Treaty of Thronehold promotes peace across the

land, conflict continues to bubble below the surface of

everyday life. Within the Five Nations, words of peace
fill the air and hands of friendship extend across the
borders even as various power groups sceretly engage
in endless intrigue and espionage, and those touched
by the war struggle with mixed emotions of hatred,
loss, relief, and revenge,

The Last War is over, bul the current peace is nath-
ing more than a prelude to the war to come. The Treaty of
Thronchold didn’t do enough to address the asbundance
ol grievances, slights, pain, and lundamental disagree-
ments that developed ar were compounded during the
century of war. The kingdom ol Galilar was born inwar,
and it died in war. During this calm, the Five Nations
work to gain every aclvnnm;_;: so that—individually a1
Least t]‘il.'.‘}f can wealher the cuming storm.

Maost adventurers active inthe land were harn during
the Last War, shaped and defined not only by this ter-
rible conflict, but by the traditions and attitudes of the
nations in which they were raised. Many fought in the
Last War. cither for national pride or for plunder and
prolit. Today, they must reevaluate the course of their
lives and learn to work with or at least tolerate adventurers

that hail from nations they onee [ought againse.

F—_——_———-q

Using This Book

Five Nations presents derailed information on the major
countries that oceupy the central region of Kharvaire—
Aundair, Breland, Karrnath, Thrane, and the Mourn-
land, the area that used to be the nation of Cyre. Itisan
invaluable resource for anyone playing in or running
an EBERRON campaign.

Players will discover details about the nations their
characters hail from or adventure in, as well as new
options for spells, equipment, and prestige classes. among
other things. Dungeon Masters will find all kinds of
campaign hooks, adventure ideas, and a wealth of details
to help their adventures in these regions come alive.

For those playing in any other Dunceons & Deacons
campaign, these five regions can be easily modified to
drop into any setting. Don't pass on all these great ideas
Jjust because you're not using the Excrron serting,

WHAT You NEED To PrLay

Fie Nations makes use of the core DuncEons & Dracons
rules as sel forth in Pfg}ler'.l: Handboaok, ﬂ:r.-rgt-un Muaster's
Guide, and Monster Manual. In addition, you need a copy
of the Enfrroy Campaign Sefting to place these regions in
context and for many of the background elements and
campaign-specilic rules presented in that volume.

m
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INTRODUCTION

THE FIVE NATIONS

The Five Nations were named for the eldest scions of
Galifar the First. The new king granted his sons and
daughr.era.—his: warlords—these poartions af the realm
te govern in recognition of the help they provided in
esmbl:’s}:ing the kingdom. Galifar had a vizsion for a
unilied empire that stretched across Khorvaire, and
he trained his family for the many wars of conguest
that would be required to establish his dream, As each
son and daughter came of age, they became Galifar's
warlords and generals, leading his armies to victory.
Along the way, Galifar also trained them for the peace
that would follow, honing hve visionary leaders as he
honed his weapons and troops for every battle.

Galifar's eldest daughter. Aundair, governed the
northwestern portion ol the kingdom and helped shape
the region that would eventually bear her name.

The southwestern portion ol the kingdom beeame
the domain of Brey, Galifar's second daughter. During
her reign. the region came to be called Breland.

Cyre, youngest son ol Galifar, poverned the south
eastern portion ol the kingdom and gave his name
to the region in 32 YK,

Karenath, the eastern region of the kingdom,
was turned over te Galilar’s eldest seion, Karrn, to
govern. This ares was the original seat of Galifar's
power, and it was only natural that his oldest son would
be granted cantrol ol the area.

The southern portion ol the kingdom became
the damain of Thrane, Galifar's middle son. As with
the other natvions, the region adopted the name of ity
governor-prince in 32 Y K,

Far almost a thousand vears, the preal kingdom
of Galifar rose atop the pillars of the Five Nations to
ereate an unprecedented age of peace and prosperity,
For almaost a thousand years, the scions of the kingdom
governed the Five Mations and followed the rites of
succession as put forth by Galifar the First during his
forty-year reign. This honared tradition was aban-
doned a century ago. when the last king of Galifar,

Jarot, died. For the first time in the history of the

kingdom. the scions refused 1o honor the rites al sue-
cession. Each povernor-prinee eventually decided 1o
claim the throne and the crown for himsef or herself,
and the kingdom brake apart in all-out war,

To understand the Five Natians as they exist taday
{in the vear 398 YK as reckoned by the people af
K horvaire), it helps to understand the history of this

important region.

THE ORIGIN OF THE FIVE NATIONS

Humuns arrived in easstern Khorvaive some three
thousand years ago. They traveled across the Sea of
Rage, leaving Sarlona for reasons that have been last ta
the passing years. For the next thousand years, humans
spread westward, strugpling with the goblinoid tribes
for the best portions of the land. Eventually, five major

human settlements arose in central Khorvaire, These
would become the Five Nations.

For hve hundred years, the five human settlements
grewand fought with the neighboring goblinoids—the
remnants of the once-powerful Dhakaani Empire.
Then, two theusand years ago, human imperialism
began. Karrn the Congueror established the first
human nation, Karrnath, along the nartheastern
shaores af Lhe greal live-spoked river thar divided the
central continent, His armies defeated and drove the
remaining goblineids to the south. Then he turned
his attention an his human neighbors,

Earen the Congueror was a cruel and covetous
man wha believed that he was destined to rule over all
of Kharvaire, He had built the most powerful human
armyup to that time, and alter defeating the poblinoids
he began a campaign Lo conguer the other four major
human settlements. Karrn swept south, ostensibly to
drive the remaining goblinoids into the wild regions,
but actually invading the region that would one day
beeame Cyre. Caught by surprise, the region fell to
Kaven. With two nations now claimed as part of his
empire, Karrn's forces massed on the border of what
would ane day he called Thrane and demanded the
nation's immediate surrender,

" Befare Karen could claim another victory, the
remaining three natians joined forees to stop the
Conquerar's spread. What emerged from the carnage
were five distinet human nations that spent the next
thousand years alternately working logether, compet
ing far space and resources, and ultimately setting the
stage for the great human civilization 1o come.

Of course, while humans were the most numer
ous and in many of the key positions of power, the
other common races participated in the vise ol the Five
Mations. Thanks to the growing economic strength of
the dragonmarked houses, all the common races found
a place in the developing human countries. Dwarves,
elves, gnomes, halflings, hall-elves, and hall-ores
started out as representatives and emplovees ol Ltheir
respective dragonmarked houses, but eventually mem-
bers of each race settled dewn and made homes in the
Five Malions, These neighborhoods began as house
enclaves, becoming less attached to the houses as the
common race populations in the nations grew,

If Karrn taught the people of the Five Nations
anything, he taught them to establish national identi-
ties. For a thousand years, the Five Nations expanded
and developed unigque personalities. And they
adopted names 1o Turther distinguish themselves
from each other,

Pre«Galifar Name Galifar/Current Name

Thaliost Aundair

Wraoat Breland

Metral Cyred/The Mournland
karrnath Karrnath

Daskara Thrane
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THE COMING OF GALIFAR

Galifar Wynarn, of the bloodline of Karrn the Con-
queror, entered the world one thousand and forty-
three years ago. born to the warlord of Karrnath.
Galifar assumed leadership of the nation just before his
twenty-first birthday. upan the death of his father. He
grew up during the Border Wars. a decade-long conflict
that saw the Five Nations battle over land rights and
water sources, He saw Lthe eruelty and shoresightedness
of the warlords, including his father, and he deciced
that those currently in charge were wasting the poten-
tial of the Five MNations,

Galifar envisioned a united kingdom made up
of five equal parts. where petty disagreements were
put aside and the people worked to improve life and
advance the human condition. Young Califar studied
the exploits of his famous ancestor and decided that in
many ways Karrn had the right idea. Only by combin-
ing their resources and effores could the nations achieve
the next level of civilization. Where Karrn failed, in
Galifar's opinion. was in his cruelty, his blaodlust, and
his desire for aggrandizement above all other concerns.
Galifar swore ta avoid these failings and find a higher
purpose to lead the way,

During the first decade of his rule over Karrnath,
Galifar began preparations to sce his dream hecome
a reality. While Galifar hoped to convince the Five
Nations to accept his plan, he knew that hiz hest chance
of uniting the kingdom was to have a powerful army to
assure compliance. He expanded the Karrnath mili-
tary and set the best minds in the nation to helping
him plan the kingdom he envisioned building. Then,
in the eighth year of his reign, he began negotiations
with the leaders of the ather nations, It didn'c take the
ather warlords long to reject Galifar and his plans for
a unified kingdom.

Undeterred, Galifar cantinued to explore diple-
matic a[_]]:urlja-:.hns to unity for the next two years. Each
demonstration of shortsightedness and refusal on
the parts of the other warlords simply made Gali Far
more determined to bring his vision to reality. On
the tenth anniversary of his rise to pawer in Kare-
nath, Galifar began a military campaign to build
the kingdom he dreamed af. For the next fourteen
years, Lhis eampaign would rage across eentral Khor-
vaire. During this period, Galifar demonstrated his
military genius time and time again, and his children
grew 1o become his chief licutenants as each reached
the appropriate age,

While Galifar and his forces didn't win every
hattle in the war to establish the kingdom. they did win
the most important ones. Orver Lhe course of the war,
the warlord-who-would-he-king made two influential
diplomatic ploys that helped ensure his eventual vie-
tory. The first was to take the dragonmarked houses
out of the conflict and gain their support by offering
them special status in the new kingdom. The second
was to take his dream directly to the people of the Five

Nations, allowing him to slowly win the hearts and
minds of thase he hoped to lead,

Fourteenyears after the war began, the Five Nations
laid down their arms and surrendered to Galifar
True to his word, Galifar didn’t come as a congueror
from Karrnath—he proclaimed himself king of a new
kingdom composed of five equal parts. (Originally, it
was simply "the Kingdom” or "Galifar's Kingdom." It
didn't officially adopt the name Galifar until the second
decade of the king's rule.) To ensure loyalty and to push
his postwar programs, he appointed each ol his five
children to manage the affairs of the Five Nations. As
guvernor-princ:s,1]1e1l,'wnuldadminist:rthtir]:u:rrtinns
of the realm in his name, as well as serve on a ruling
council that would advise and support the new king. It
helped that, in the end. the common folk respected and
grew to love Galifar and his scions, seeing them as just,
fair, and ultimately visionary rulers,

Galifar established that the oldest living scion
would ascend to the throne upon the ruler's death or
abdication, whichever eame first. Thus, the traditions
and Pauerns5urruundingth:succession of power were
set in place, helping to keep the kingdom going until
King Jarot's scions broke the pattern in 894 YK,

THE LAST WAR

King Jarot, the last king of the great Kingdom of Gal-
ifar, set the stage for the fall of the kingdom and the
start of the Last War. Dark dreams of a terrible future
plagued Jarot, and paranoia slowly filled his every
thought as time went on. He feared the dragonmarked
houses. He believed that his aristecracy and nobility
were plotting against him, He hated the realm of Aer-
enal, totally convinced that the ancestor-worshiping
elves coveted his beloved domain, To these concerns,
Jarot added the threats he believed were watching
from distant Argonnessen and Riedra, waiting for
the first sign of weakness before they launched devas-
tating attacks. Worst of all, in Jarot's mind, were the
unknown horrors that filled the mysterious continent
of Xen'drik. Nightmares of this strange land haunted
him, and deep down he knew that the ruination of his
realm would come from that direction.

Without revealing his overt fears, but with a desire
to protect the kingdom and its people from the threats
he believed were amassing all around him, King Jarot
hegan & series of public works projects and secret
experiments designed to reinforce the kingdom's
infrastructure and horders while also increasing its
capacity for war, Out of these projects were bhorn the
warforged, the floating fortresses of Breland, and
other magical wonders. During the same period, the
lightning rail expanded throughout the kingdom, and
Jarot's heloved and trusted children—the governor-
princes of the Five Nations—inereased their standing
armies and magical arsenals, And then the kingdom
waited for the war Jarot feared was approaching like a
chill breeze on a hat. still night.



The humans of the Five Nations, from left to n‘gﬁt.— a cleric of the Silver Flame from Thrane,
a Fl_g'h ter from Karrnath, a wizard lrom Aundair, a sorcerer from Breland, and a bard from (:.'J.rre

Thewar that Javot fearved never erupted during his
life. However, thanks in no small part 1o the prepara-
tions he orchesteated, it hroke out with his death. The
war, proclaimed ta be the Last War by the Kerranberg
Chronicle, was fought not against some terrible external
enemy- it was fought among the Five Nations as the
Kini{tlnm of Galifar collapsed from within,

[n 894 YK, King Jarot died. His scions decided
to break with tradition, using the armies they had
fostered to take the crown for themaselves, Far maore
than a century, the Five Nations were at war. Other
nations arose during the conflict, shartering Galifar's
dream into more than a dozen fragments. In the end,
no single viclor emerged. Instead, compromises were
reached and a treaty was drawn up to put a stop to the
endless battles, Now, in 998 YE. the fragile peace

holds—hut for how long?

THE FIVE NATIONS TODAY

The Last War oflicially ended two vears ago with the
signing af the Treaty of Thronehold, Four years ago,
the nation of Cyre disappeared inaterrible and unex
plained conllagration that turned the entire avea into
a devastated region now known as the Mournland.
Today, in addition to the remaining four of the Five
Nations, the old kingdom has been divided into hfteen
distinet countries, twelve of which were recognized by
the histaric treary.

In the largest cities of Khorvaire, idealists rejaice
that the war has finally ended. Lightning rails and
trade roads are once again open to those with the
money and means 1o travel. Marketplaces again bustle
with merchandise and goods from all corners of the
continent, Chaly five years apo. a noble would have paid
handsomely 1o enjoy Brelish cheese and Aundairian
wine in the same meal, but now such trade is once again
commaon. At the same table where such a meal is shared.
ideas and tales are exchanged, and many learn about
naticns and people they were once taught to fear.

Farall the open smiles and [riendly handshakes.
old grudges do not die easily, The Five Nations have
a century of dark memories ol rivalries and atroci-
ties to put behind them, and forgetting such things
is never easy. For every border that has been moved,
someone's home or family has been displaced. For
every battle last or won, someone’s loved one has died.
Friendships and alliances may still dely national
boundaries. but theve are those who plot vretribution
and renewed mavhem.

Cities such as Sharn demonstrate an ability Lo
live openly with representatives ol all nations. races,
and ideologies, but such progressive thinking doesnt
extend across the councryside, Can you help extend
this period of peace and hold off the flames of the next

war? No matter whereyou stavt on the map, a world of

adventure awaits, Let's explore the Five Nations!

11
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CHAPTER ONE

AUNDAIR

il foll of the brightest realm. weve the flag for victary!
Build the walls high that none can harm o land 5o free!
Aundairis on the move! Hold your standard high!
March on! March on!
Aundiiv strives on unbil victory is ours!

—March al Tensin, the Aundairian anthem

Aundair is a land of carth and sky. On the ground,
common [olk plow lields and raise crops, toiling to
make the land’s villages and communities thrive,
The nation's fields and vineyards are among the
most bountilul in all Khorvaire, tended by the same
families for generations, Although the nation's larg-
est cities altract tracders and adventurers Irom across
the cantinent, most ol its citizens live a simple, rural
existence, Yet for all their earthy wisdom, idealists
inspirve Lhe cilizens of Aundair, including the nation’s
areane mages,

Cynics seofl that powerful wizards act as Lthe power
behind the throne ol Qlueen Aurala, but there is little
evidence that the arcane has an undue inlluence on
the crawn, While the nation utlilizes master mages
forits defense, the comman folk are quite capable of
defending themselves, They are steadlast, trusting
to what they know, what they ean make, and what they
ean defend by themselves. The trials of the last century
have only strengthened their resolve, Without magic,
the AveTAge Aundairvian warks long and hard to sue-
ceed. With it, she 15 even stranger.

While the nation has orders of knighthood,
militias drafted from the common Tolk bolster its
standing armies. This is as much out of tradition as
necessity—large and extended families are comman,
and any threat of danger can bring distant relations
running to help. When war loams, young men and
women gather in the ficlds to train with simple and
martial weapons. Like a thunderstorm rolling acrass
the plains, a noble's call to battle can marshal armies
overnight. mustering commoners willing ta hight and
die for their land and queen.

When the martial wizards of Arcanix, the Starpeaks
Avademy. and other secluded schools emerge from

their studies, their combined force is undeniahble.

Enemy tacticians can prepare for an assault against
an Aundaivian army, but predicting the ways of
wizards is far mare difficule. Tao this day, wizards,
sorcerers, magewrights, and artificers arve held in
high csteem.

The influence of wizavdry and soreery has fostered
respect for intelleet and wit here. Fram commaoners
to kings, most Aundairians have strong opinions and
enjoy a spivited debate. A typical peasant may possess
an cneyelopedic knowledge of lacal and nataral lave,
while s lord or lady can often regale listeners with lacal
history. Although Ishor affers its own rewards, the
average Aundairian believes that intellect and dedica-
tion can overcome nearly any prohlem. Magic merely
empowers and cxemplifies these traits. In fact. respect
for quick wits and intellectual discipline may very well
be one of the reasons so many talented wizavrds come
from this country.

Aundair, the land of wizards in floating castles,
ivy-covered universities, fragrant vineyards, and
golden wheat felds, strugples to reclaim past glaries
in the wake of the Last War, The nation isn't whar it
once was, having lost land and people to the Eldecn
Reaches while trading territory with Thrane. Still, it
is o proud land, full of proud people. led by 8 proud
and ambilious gueen.

The commaon folk of this largely agrarian country
stand last to delend their land, valuing wit and bravado
and demonsiraling a powerful connection to knowl
edpe and magic,

Before there was a Galifar, the human settle
ment that would eventually become Aundair grew up
along the northwestern shore of Scions Sound. in the
approximate location of modern-day Thaliost, In fact,
that city carrvies the original name ol Lthe nation as a
reminder of its beginnings. [t wasn't until later, as
the nationspread to the west, that Fairhaven became
its capital.

loday, Aundair helds a long sliver of land that
stretches from the Eldeen Bay and Scions Sound to
the Blackcaps in the sowth. and is hordered on the west
by the Wynarn River, The eastern border is harder to
identify, and is hatly disputed with Thrane,

AIYAHNY
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POSTWAR AUNDAIR

Aundair spent mast of the Last War in battles against
Karrnath and Thrane, and those nations remain
rivals to this day. The Treaty of Thronehald estah-
lished Scions Sound az the harder hetween Aundair
and Farrnath, and the two nations eye each other
warily over coastlines that bristle with defenses. Arany
given time, mast of the Aundairian Navy's flatillasare
patrolling Scions Sound and Eldeen Bay, keeping a
close eye on their Karrnathi counterparts.

Aundairians keenly feel the lass of the Thaliost
region in the east, which wound up in Thrane's hands
after the Treaty of Thronehold. Many Aundairians
mutter that Thaliost is "Aundair's by heritage” and
believe that Queen Aurala's diplomats capitulated too
easily. Other Aundairians point out that Thrane's
Army of the Narthern Crusade was camped in
Thaliost when the treaty was signed {and have been
in control of the region. for the most part, sinee 977
YKJ. so it’s not surprising that Thrane wound up
with this chunk of land, Aundair would very much
like to reclaim Thaliosti—through either diplomatic
or military means,

The loss ol territory on the western border also
conlinues to haunt Aundair and its leaders. Forty years
ago, the nation lost two-thirds of its land mass and a
filth ol its people when the Eldeen Reaches declared
independence. Periodic efTorts during the Last War to
reclaim "Western Aundair” met with bloody lailure,
and a low-intensity guerrilla war still wages between
the Aundair army’s border garrisons and the people
ol the Eldesn Reaches,

Despite the loss of territory. Aundair has strengths
that mateh its stratepic ambitions, Aundaic’s army and
navy are slowly rebuilding from their low point at
the end al the war, and periodic saber-ratling about
“likerating Thaliost” ensures a steady stream ol young

recruits, The Arcane Congress (described below)
provides the country with access to arcane magic that
often exceeds that available anywhere outside the
dragonmarked houses, Moreso than any ather nation,
Aundair integrates arcane magic into its military
effarts—from the magic missile-casting sorcever atlached
to an infantry squad and the artificer-built arcane
weaponry, to the summoned creatures and earth-
shaking spells af mighty wizards. This arcane potency
is enough to make any enemy think twice before elash-
ing with Aundair,

ROYALS OF AUNDAIR
In 894 YK, when the Kingdom of Galifar collapsed and

cach scion declared his ar her nation to be a sovereign

and independent country, Wrogar, fourth scion of

Jarar, reluctantly declared himself king of Aundair.

The rulers of Aundair are ocutlined on the rahle
below. This information can be gleaned with a DC 10

Gather Information or Knowledge ﬂ'ui:ﬂmﬂl.-':l checlk.

Dhate Muonarch

892920 YK -'i"rrrngar (declared klhg in 894 YR
921-923 YK Weells

923940 YK Marlex [r&g&:n t]

J41-961 YK Aarotl

362-073 YK Barvette

JEDY R —Present  MAuarala

ROLEPLAYING
AN AUNDAIRIAN

Many outsiders consider Aundairians to be fiercely
compelitive, almost arrogant in their willingness
te display their verbal, martial, and intellectual

skill, Arrogance is hardly a unique trait in the Five

P—————-—-ﬂ

AUNDAIR AT A GLANCE

[Yata based on census ordered by royal decree, 997 YK,

Population: 2 million
Avrea: 360,000 square miles

Sovereign: Queen Aurala ir"Wynarn, heir to Galifar

and Repent of the Brightest Realm
Capital: Fairhaven
Major Cities: Passage, Stormhome
Climate: Temperate

Highest Point: Mi, Colieris in the Starpeak Range, elevation

16,112 feet

Heraldry: The head and wings of a dragonhawk, on a field of blue,
beneath the tome of knowledge and grains of unending wheat

Founder: Wrogar, fourth scion of King Jarot

National Motto: "What we sow in effort, we harvest in good fortune.”
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Matians, however, A clever commoner would instead
sav that an Aundairian learns [rom an carly age to
stand his ground. Those who grow up in the country
with many brothers and sisters quickly learn to deal
with competition. Any Aundairian whao's worked an
afternoon in a trading v.-iliage's marketplace knows
that making a living depends on making your opin-
ions well known.

This doesn't mean that an Aundairian responds
to any disagreement by being stubborn: guite the
apposite, Auvndairians know that if they can’t settle
something with a quick test of wits, a simple duel to
"first blood,” or a clever quip, their neighbors are
"resolute” enough to hold a grodge for a long time.
Bad feelings can easily escalate into 2 more danger-
ous conflict, An Aundairian is more likely to follow
someone with a good plan or glib tongue than the
largest or strangest warrior in the group. When Tl -
lied or coerced, an Aundairian paTir:nLl}' waits far a
time when he can overcome his apponent with wits,
not force of arms. This is as true for monks and bards
as it is [or well-armed fightlers, Aundairians who are
unusually belligerent are more likely to embark an
adventures in distant countries, since boorish or
crass behavior isn't tolerated in local trading villages
and marketplaces.

Aundairians walk a careful balance between
pragmatism and idealism, FEven common [olk feel a
rcspo:mlbi]ity to stand up for what is right, When a
hero makes a stand, an entire village steps [orth to
support him if he fhights for what is right—ar mohi-
lizes against him if they believe he is wrong, If the
world does not live up to an Au ndairian’s ideals, he is
patienl ennugh to work th r(uughout the year, or even a
lifetime {in some caszes), to make it rig}n. Its citizens
are ambitious without being foalhardy, They krnow that
the nation has skilled fighters and wizards to resolve

problems they cannot handle, but if no heroes are
around to aid them, they will tackle the problem as
best they can.

AUNDAIRIAN STYLE

What distinguishes Aundairian style from its neigh-
bhors? As in the other nations, the influenece of the
unified kingdom of Galifar makes some aspects of
architecture and fashion similar, but Aundair has
developed its own variations that make it stand out from
the rest of Khorvaire.

ART

The people of Aundair tend to employ paint and
rhyming verse when it comes to artistic expression.
Fine arl, in the form of oil paintings and watereolars,
ranges [rem realistic renderings of landscapes and
people to the uniguely developed and increasingly
popular Mage-Aundist style. First seen in the mar-
Lets of Areanix, this lorm combines a h lghly stylized
approach that uses mildly glamered, richly pigmented
paints Lo create a type of expression that one Wynarn
University provost called "life at its essence. as seen
Lhrnugh an arcane haze.” Compared to ils fine art,
Aundairian rhyming verse tends to be crude, hoister
ous, and relatively unsophisticated,

ARCHITECTURE

The people of Aundair prefer neat, orderly construe-
tion that stresses function above style or comfort. That
isn't to say that Aundairvian architecture is neither
stylish nor comfortable, just that utilitarian concerns
are hirst and foremest in mind when a building is
designed and constructed.

In Aundairian cities and towns, Lowers of magi-
cally worked stone form the central spoke from which

M

Five THiNGs EVERY AUNDAIRIAN KNOWS

1. The names of fine wines and other liquors,
Mot every Aundairian can afford Bluevine wine or
something from the Mount and Moon cellars, but
everyone can name his ar her favorite labels and
engage in animated conversations aboul the relative
merits of each.

2. Some signature ducling maoves. Aun-
dairians love the [lash of swordplay, and cven the
clumsiest citizen can slawly emulate the "twisting
lunge” or "clragunhawk riposte” that he sees in the
swordfighting demonstrations comman in village-
sguare entertainment,

3. A bit about horses. With its rolling verdant
hills, Aundair is horse country second anly to Valenar
in Khorvaire,

4. Several "add-a-verse” songs. Popular as
everything from children's lullabies ta drinking
chanties. rhyming songs where a verse is added each
time {such as "The House that Galifar Built” or "The
12 Days of End Year™") are an Aundairian tradition.
Some run for nearly a hundred verses.

5. The Epic of the Valiant and Vigilant.
Popularized some forty years ago by Aundair's bards,
this tale takes about forty-five minutes to recite—and
most Aundairians have heard it so many times that
they can recite il {ram memory. The Epic of the Valiant and
Vigilant deseribes the twin sieges of Tower Valiant and
Tower Vigilant in 951 YK, told {rom the perspective
of two lovers, each trappcd within one of the castles
but believing the other to be sale,

| NS S-————————— e L



the rest of the community grows. Most buildings rend
to be made of brick ar worked stone, though wood is
used in portions of the construction. Everything has
an elegant look, light and airy, with arnate features
that suggest the soaring spirit and outlack af the
peaple of this nation.

Farms and villages promate a simple architectural
style that one can find throughout the rural regions of
the Five Mations. A traveler can tell he'svisitinga farm in
Aundair, however, due to the concave gables that adorn
the roofs of the houses, barns, and outhuildings.

Interior design throughout the nation strives to
create open, airy, well-lit rooms with high ceilings and

‘FI!'W ]'.Ii'll"lr'iﬂlf'l.‘i .‘il."]:'.IEI raTing one :‘uPE.C.E I"-]'Dl'.l'l E.I'I.(]i]'l\'.‘l'.

CUISINE

Aundairian cuisine features a cacophony of ingredi
ents that their classically trained chefs turn into asym
phony of taste and texture. Aundairian meals consist
of small portions presented in elegant fashion, each
plate a beauty to behold and a wonder to savor, Sauces
play a heavy role in any recipe. and the cuisine of this
nation is considered to be exquisitely rich and suitable
for special oecasions.

Pan-scarcd rabbit with an Aundairian wood-nut
sauce. gold pheasant stuffed with sparkle mushrooms
and rice, and dragon salmon in butter and dark
wine suuce are particular favorites that have begun
appearing in House Ghallanda inns throughout the
Five Mations.

This region also has a reputation for its premier
vinevards, and the wines of Aundair are considered
among the finest in all of Khorvaire, Some of the best
recent vintages now being traded in marketls across
the land include Arebuest wine from the vinevards
of Arcanix, dark Orla-un wine known for its {ruity
sweelness, and Windshive rainbow wine, a type of
mursi (red wine) that changes color and flavor as one
consumes a glass,

Finally, Aundairian pastries and sweets reveal a
level ol artistic and culinary sophistication unmatehed
throughout the Five Nations. From tarts 1o eremfels
{thin, fruit-and-eream-filled pancakes), the desserts
that oviginated in this region combine elegance with
artistry that reveals at least a portion of the Aundair-
ian spirit,

FASHION

The Aundairvian taste for elegance and sophistication
extend to the fashions worn in eities such as Fairhaven
and Passage, where frilled glimmersilk combines with
ornately decorated cloaks and jackets to adorn the rich
and powerful, Those of more modest means attempt
toduplicate these styles as hest they can. using spider-
silk or some similarly less expensive fabric in place of
gimmersilk. Men and women in the cities and larger
towns wear elegant pavty gloves in public, a sryle that

began as an aceoutrement to fashions worn far a night

on the town but have become the common practice.
Many feel that they haven't finished dressing if they
haven't donned their party gloves.

The simpler folk, including commaon laborers and
farmers, wear simpler garb. Everyday clothes for both
men and women include the bard-style tunic, a pull-
over shirt with a V-cut neck and flared sleeves, durable
cotton pants, and sturdy leather boots. Most men try
to have at least one set of "best clothes,” an cutfit suit-
able for wear to a town gathering, a special function,
or holiday party. Women keep a simple dress and an
elegant dress (made of glimmersilk or spidersilk if they

can afford it} for the same purposes.

PLOTS AND FACTIONS

Like any of the Five Nations, Aundair seethes with
intrigue and plotting, Some of these plots are inter-

nalto the workings of the nations: others strewch far

bevond its borders to seek advantages in this age of

peace before the next war,

THE TRIUMVIRATE

In principle. Queen Aurala ir"Wynarn rules as the
absolute monarch of Aundair, In practice, an unol-
ficial trivmvyirate governs the land: Queen Aurala,
her brother Adal twho holds the titles of First Warlord
and Roval Minister of Magic), and Lord Darvo ir'Lain
(Second Warlord of the Realm and commander of the
Knights Areane),

The members of the trivmvirate have a genteel
rivalry with each other. Not one ol them completely
trusts the other two, but they realize that they cur-
rently have a shared destiny.

Lord Darro's Scheme

Lord Darre (LN male human wizard 6/knight phan-
tom &) has been planning a campaign to reclaim part
of the Eldeen Reaches. Specifically, his plans sup-
gest that Aundair could take back the portion of the
Reaches that stretches fram the Wynarn River to Moss-
mantle and the start of the Towering Wood, Doing so
would battle-harden the core of the Aundair army,
including Darro's own Konights Arcane, aswell asgain
lhem FOIME New [E‘rrﬂﬂr}: (Ls] E!pand inta. A fﬁn‘pﬂigﬂ
in the narthwest would not overly concern Breland, he
believes, and while the people of Aundair could proh-
ahly be mare easily convinced to strike out to take back
Thaliost, Darro isn't ready to go up against Thrane at
this point in time. [f he can convince Adal 1o provide
magical support to holster the army, he's sure he can
sway [Jueen Aurala to approve the campaign when the
time is right.

Getting PCs Involved: Lord Darro ir'Lain secrecly
prepares war plans for an invasion of the Eldeen
Reaches. He's been surreptitiously hiring bands aof
adventurers to go into the Reaches to reconnoiter and
disrupt Eldeen activities. Lord Darro pays wells he has
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a vast personal fortune as well as the treasures seized
by the Knights Arcane during the Last War.

A DC 15 Gather Information or Knowledge
{lacal) check made in Fairhaven reveals that a noble
aligned with Lord Darro, Count Tarnik ir"Weld, seeks
adventurers and long-range scouts to slip across the
border into the Eldeen Reaches. Tarnik can be found
in Windshire Keep, on the Wynarn River. A meeting
with the nokle reveals that the adventurers can earn
gold for hinding aweakness in the Eldeen defenses west
of the Wynarn River, as well as hr:inging hack informa-
tion on troop strength and movements in the area. If
the PCs succeed on a mission for Count Tarnik, they
get lo appear before Lord Darro and are offered more
lucrative—and dangerous—missians.

First Warlord Adal’s Plan

First Warlord and Royal Minister of Magic Adal (NE
male human fghter 2/wizard & regards the Eldeen
Reaches as a meat grinder; send in troops. and they
become load for the beasts of that wild, untamed land.,
Onthe other hand, he'd very much like to wrest Thali-
ost from Thrane's hands. He works to develop a single
arcane event, an apocalypse of spells to rain down
on Thrane's army simultaneously. Adal hopes to test
this scenario against the Thrane forces that surround
Thaliost. If it works as planned, Aundair can use the
event 1o threaten the other nations into submission,
and Aurala’s path to the Galifar throne—or better yer,
Adal’s own path to that throne—will be clear.

Adal has a eabal of arcanists researching spells
and new weapons of war, working toward this very
purpose. He regards Lord Darro as a capable, if
overly aggressive, military leader. He shares many
of his sister’s dreams, especially the one in which
an Aundairian lord takes the crown of Galifar. The
trouble is, he helicves that his sister rules only because

of an accident of timing, and he sees himself as the
true power behind the Aundairian throne. He uses
his role as First Warlord and Minister of Magic to
steer the ship of state through the troubled waters of
first the Last War and now this time of uneasy and
ultimately false peace.

Getting PCs Involved: Adal's agents are alert
to news ol powerful magic. If a major magic item
or potentially controllable manster is discovered—
whether in Khorvaire or Xen'drik—Adal might hire
freelance agents to acquire it for him. He's also
cautious enough to hire deniable "independents”
to do the initial testing of any spell or weapon pro-
totypes his cabhal develops.

[Fthe PCs try to sell powerful magic items, schemas,
or other items of areane power, Adal serves as a potential
buyer. & DC 13 Diplomacy check is usually sulbcient to
wet a meeting with one of Adal’s lieutenants at the Min-
ish‘}' of Magic. or perhaps with Adal himself, Characters
with a connection ta the Arcane Congress may meet
Adal within the floating castles of Arcanix.

Queen Aurala’s Dreams

For her part, Queen Aurala (NG female human
aristacrat §) has her eyes fixed on the vacant Galilar
throne. She helieves that the last century has proved
that war won't gain Galifar’s throne for anyone., Bui
diplomacy, subterfuge, and more [ocused battles
might succeed where the free-for-all that was the Last
War failed. She encourages the ambitions ol Darro
and Adal, but she's determined that Aundair won't
make any moves unless they fit into Aurala’s strategies
and intrigues.

Getting PCs Imvolved: Queen Aurala directly
contrals Aundair’s spy network, the Royal Eyes of
Aundair. The Eyes are Queen Aurala’s favorite tool;
she sends her agents on missions of espionage and

F——-——q

AUNDAIRIAN VIEWSs oN THE FIVE NATIONS

Arwyn Clearwater, an Aundairian farmer, gives her
opinions about the Five Nations.

Aundair: "We may fight among ourselves, but I'll
gladly follow another Aundairian before ['ll surrender
to an invader. | was born here, and I'll die here, if
that’s what it takes to defend my land.”

Breland: "Sharn's only one small part of their
country, no matter what the Brelish may believe.
Those arrogant braggarts think they're the center of
the world, but they still send their merchants to us for
food and wine. I've talked to some who say the Brelish
would have won the Last War if they kept fighting. |
don’t believe that for a second, since [ know Aundair
would have never surrendered. (Jueen Aurala, maybe,
but not me and my neighbors.”

Cyre: "Kind of moot, isn'tit? [ heard the Cyrans
who survived are all Brelish now. [ don’t know whether
it was their own fault or someone else’s, and to he
honest, [ don't care. We survived the war, they didn't,
and that's what's important.”

Karrnath: "No country that refuses to let its dead
rest in peace is worthy of respect. Oh, they fight well
enough, and they make a mean wheel of cheese and a
hearty mug of ale, but they use skeletons and zombies to
Fight their battles, It's a dark and strange land to be sure,
and such a land breeds dark and strange people.”

Thrane: "] prefer my religion on the side, not
running the country, The people of Thrane are fanatics,
and they ended up stealing land that rightfully belongs
to Aundair. | say it's time to take back what's ours.”

h—-———-——d



sabotage abroad and to spy on and deal with her rivals
within Aundair’s borders,

Queen Aurala definitely wants 1o keep an eye on
Adaland Darro, Anyone working for her First Warlord
or the Knights Arcane commander might get a guiet
visit from the Royal Eyes. In such cases, the Royal Eyes
either interrogate and arrest the PCs or recruit them
as double agents,

A character who suceeeds on a DO 20 Knowl-
edge {nnbi]l:y and 1'0:;'.1.]11_,'} check knows ahout QJueen
Aurala's close conneetion to the Royal Eves. Further-
more, such a character knows the bureaucratic process
necessary 1o set up a meeting with Spy Master Batrax
of the Royal Eyes, a confidant of the queen.

MOSAIC COMMITTEE

From their floating castles above the village of Arca
nix, the powerful spelleasters of the Arcane Congress
delve into the greatest seerets of magic. The studies of
ane group of Congress wizards have led them to believe
that the draconic Prophecy, when fulfilled, will lead
tocataclysmic destruction, not transformation. The
only way to avert the future cataclysm, these wizards
belicve, is to destroy parts of the Prophecy as they are
discovered—or better yet, prevent them from heing
revealed in the first place. This 15 the purpose for
which the Mosaic Committes was formed.

The Mosaic Commities, named for the decoration
inits secret meeting chamber, realizes that its mission
puts it at odds with most of the world’s dragons, as well
as the rest of the Arcane Conpress. But most members
of the Mosaic Committee are powerlul wizards totally
dedicated to their cause; they genuinely believe that
they're lorestalling the end of the world. The stuffed
dragon heads mounied on the walls of the Mosaic
Chamber bear silent witness to the committee’s power
and ellectiveness,

Getting PCs Involved: I the characters are in the
possession—or even Lhe proximity—of part ol the dra-
conic Prophecy, they might lind themselves the targel
ol Mosaic Commiltee agents, The Mosaie Committee’s
efforts put the secret group at war with the Chamber
{described on page 229 of the Ererroy Campaign Selfing,
so enemies of the Chamber might find allies within
the Mosaic Committee, and vice versa,

The Masaic Committee keeps its existence a secret
since most members al’ the Arvcane Congress see the
draconic Propheey as a wonder worthy of study, nota
harhinger of doom. Characters must succeed on a DO
25 Knowledge {arcana) check ta even suspect the exis-
tence of the Masaic Committee. Setting up & meeting
with representatives of the group requires dedicared
detective work, carrvied out from within the walls of
the Arcane Cangress.

If the PCs have access to part of the draconic
Prophecy, of course, the Masaic Committee may reveal
itself as it tries to destroy the prophetic expression—and

perhaps the PCs as well.

Members of the Mosaic Committee conspire

in one of the Ihr.-i:inl,;:' towers of Arcanix
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DUST MOTES

The Lords of Dust maintain a secret hase in Aundair
from where they can observe the events unfolding
in the Five Nations. This base, hidden deeF within
the grottos beneath the city of Passage, provides the
demonswith a secure facility elose to one of the majar
erossroads of the current civilization. From here, the
rakshasas and other Gends spread out into the Five
Mations and bevond to sow discord, foster Fear and
paranoia, and gain pcrscnﬂ power while cunstam]y
seeking the means to free their ancient, trapped mas-
ters from the bowels of the planet,

Dne scheme currently un folding invalves the split
among the leaders of House Cannith. The rakshasa
that calls itself K kressd has taken the form of a Housc
Chrien scion and has been courting Baron Jorlanna
d'Cannith for the better part of « year now, The two
spend much time together whenever Jorlanna retires
to the Cannith enclave in Passage, built high upon
a Bluff that averlooks Lake Galilar. In addition to
making Jorlanna fall in love with him, Kkressd has
been making suggestions to the baron that could even-
tually lead House Cannith into civil war.

"You are the rightful heir to House Cannith and
should be in cantrol of its fortunes,” Kkressd whisptrx
to Jorlanna in the dark of night. " Your house weakens
and loses face with every passing day that this sty ugple
for leadership remains unresolved, Show Merrix and
Forlan why that position should he yours—hefore they
steal your birthright {rom you."”

Getting PCs Invoelved: There are twa ways Lo
involve the PCs in the plots of the Lords of Dust in
Aundair, Either could be the start ol a long campaipgn
that might culminate in a confrontation with the cabal
of evil,

The first pits the PCs against Kkressd as the patri-
arch of House Orien asks them ta check into the add
behaviar his youngest son has demaonsirated aver the
last year, "He has nat been himself,” Baron Ewanti
explains, "and [ am worried about what kind of influ-
ence |orlanna d'Cannith might he ha'.-ing on him. ['m
all far strong relations between our two houses. but my
son has not been himself since this eaurtship began.”
The haron asks the PCs 1o investigate and return 1o
him with a better Llnl:le1‘5[:1nding of the relationship.

The second methad places the PCs in the service of
Kkressd, at least indirectly. Through Baron Jorlanna
of House Cannith, Kkressd sends the PCs on a mission
to discredit Cannith East in an effort to widen the gap
between the three branches of the family and lead them
one step closer to open conilict. Cannith East has a
facility in Karrnath, in the town of Vulvar, where work
proceeds on developing a new type of siege engine for
the Karrnathi army. "Sabotage this facility and steal
the plans for the sicge engine for me,” Baron Jorlanna
explains, "and you will help me move one step closer
o once again uniting House Cannith while keeping a
terrible weapon out of the hands of Karrnath.”

FOREIGN RELATIONS

Aundair maintains an active diplomatic presence
throughout the nations of Khorvaire. On ane hand,
the queen and her ministers elaim to seek ways to
better cement the fragile peace created by the Treaty
of Thronehald, On the ather, Aurala uses the guise
of diplnmaric missions to further her own plans and
intrigues among the recognized nations of Khorvaire,
Here are where things stand between Aundair and
its neighbors.

BRELAND

Early inthe Last War, Aundair and Breland engaged
in savage battles, Eventually. in an effors 1o protect
the core of the nation, Aundair pulled back its
forces and lefi the western tervitories to fend [or
themselves. After losing these territories to the
Eldeen Reaches, Aundair sought to come to terms
with Breland. The twe even hecame allies at times,
so today relations remain warm between the two
nations, Neither country’s ruler trusts the other,
however. so it would be an exaggeration to call the
two nations friends,

Breland has the sice. power, and resourees to stand
more or less on its awn, and this makes CQucen Aurala
envious and more than a little angry. She hates that such
petential has been wasted on the hoorish Brelish and
their idealistic, naive ruler. Boranel. Still, Aundair
eould not long withstand a concentrated attack fram the
south, so Aurala (like her parents and grandparents
before her) continues to make nice and cultivate as
peaceful a relationship as possible with the anciem
bear of a man who rules Breland.

[1 isn't Boranel and his grand plan for peace that
really concerns Aurala. She is mare worried shout
what happens after the Old Bear dies, A kingless
Breland {for she has heard the talk of demaoeracy
that hounees around the Brelish Parliament) could
be as bad for Aundair as an ambitious k ing, though
few of Boranel’s scions seem to have suppart or
even a modicum of the Old Bear's charisma. She
has ordered her ambassadors (o play bath ends of the
Spectruam, and has even l}egun to cngage in secrct
nepotiations with Lord Ruken ir'Clarn, a vocal
appoenent of Boranel's policies who seems to have
ambitions and schemes that Aurala not anly under-
stands, but respects as well.

CYRAN REFUGEES

Immediately afier the Day of Mourning. the few Cyran
refugees who reached Aundair were turned away al the
border; Aundairian officials didn't know whether the
events of thar day would (or could) he repeated, but
wanied nothing to do with Cyre or the Day of Mourn-
ing. Aundair's unstated diplomatic policy is to support
the formation of a new Cyran state, as long as it takes
root far from the Aundair border,



Today, na Cyran ambassador maintaing an
emhassy in Fairhaven. Instead, the ambassador and
her family reside in the House Cannith enelave in
Passage while she tries to sort our which of the nobles
and royal heirs still living in the various Cyran refu-
gee camps scattered about have authority to provide
her with a new diplomatic mission. For her part,
ueen Aurala ignores the ambassador and usually
refuses to see either her or any Cyrans representing
the small clusters of survivors now nestled in the

other nations.

ELDEEN REACHES

Aundair has no ongoing diplamatic relations with
the various factions of the Eldeen Reaches. It peri-
odically sends emissaries to Qalian the druid or o
the Wardens of the Wood seeking their coaperation
in trade or border contrals, hut such missions are
always rebulfed.

While diplomatic missions usually fail {and to be
honest, Aurala doesn't want to recognize "the rencgades
to the west,” as she calls them), the Royal Eves of Aun-
dair run many successful espionage missions, as well as
missions geared toward fomenting unrest within the

"renegade” nation.

KARRNATH

Some of the most brutal battles of the Last War were
fought between Aundairand Karrnath, Many of these
conflicts look place along the waterways of Scions
Sound, Eldeen Bay, and Karrn Bay. where the naval
forces ol the two countries clashed over and over again.
Asthe last decade of the war played out, Aundair found
its navy reduced 1o a handlul of ships relegated to
defensive patrols close to home, beaten back by both
Karenathi and Thrane warships.

Despite the anger and even hatred thal many Aun-
dairians feel toward Karrnath, diplomatic activities
between the two countries are at their highest point
since hefore the start of the Last War, Kaius [11 and his
ambassadars continue 1o extend the hand of friendship
and make aggressive avertures regarding treaties and
reparations, and Aurala listens politely and exchanges
diplomats while nurturing her own plans of revenge
against Kavrnath. She dislikes Kaius and doesn't trust
hisinsincere {to her ears) proclamations of peace. but
she knows that her nation needs time o rebuild s
forces before the inevitable war once again hreaks our
across the land. Thus far, Aurala has palitely refused
to participate in the heir exchange program that Kaius
has entered into with Breland and Thrane, citing the
poor health of her eldest seion, but in truth she has no
stamach for allowing a Karrnathi heir ta live under
her roof.

THRANE

[f Aundair’s relations with Karrnath are cool, it
dealings with Thrane are completely frozen. Aundair

wants the Thaliost region back, along with repara-
tions for the years that the city has been in Thrane
hands. The Aundair-Thrane border, one of the most
hotly disputed aspects of the Treaty of Thronehald,
ferces both nations to keep their armies poised for
delense—or invasion. Both nations engage in dip-
lamatic missions and have embassies in each ather's
country, but they quickly recall ambassadars when
tensions run high, There have been three recalls sinee
peace was declared,

Aundair’s rivalry with Thrane extends beyvond
the two nations, Queen Auralatries to thwart Thrane
efforts elsewhere in the world, even if that opposi-
tion winds up hurting Aundair as well. If Thrane
promates samething, it's often the case that Aundair
s against it.

OTHER NATIONS

Aundair maintains diplomatic presences—generally a
working emhassy in the capital city—with Aerenal, the
Lhazaar Prineipalities, the Mror Holds, and Zilargo.
These relationships arve sirictly pragmatic ones. with
ne long-term alliances sought or expected. Relations
are slightly bhetter with Valenar because Aundair
was one of the first nations 1o recognie the new
elven state. {Not coincidentally, it was also the only
one of the Five Nations without a direct stake in the
Cyre-Valenar sp]ir.jl

Aundair sends diplomatic missions to the Talenta
Plains, Darguun, and {rnl'e]}r) O 'barra when it has
something specific to discuss. The country tries to have
as little as passible to da with O barra, as Aurala sees it
as an upstart, Prrlr:nrlr:r nation. He}-ond that, Aundair
works hard to maintain a cordial relationship with the
dragonmarked houses, and Aurala hersell has a close
friendship with the matriarch of House Lyrandar,

NOTABLE AUNDAIRIANS

A selection of important Aundairians fallows, Some
can serve as friends or foes for player charaeters,
others as patrons or simply as hackground movers and
shakers in this nation.

QUEEN AURALA

The bonde woman above you kas a half-smile an her face as she
looks you over. The royal firery she wears—gems on top of gold on
tofr of sitk—is so duzzling that you almost don't realize that her smile
doesn’t extend to her epes. But once you do natice, you can't help but
stare back, looking into predatory gray orbs without a trace of joy
or amusement.

The Queen of Aundair, Aurala ir"Wynarn, is known
for her elogquence. In fact, her enemies sometimes
claim that she talked her way out of the Last War.
When Aurala was vounger, her suitors considered her
atiractive and charismatic, but they never realized how
cautious and clever she was in playing them against
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each other—a ralent she has cultivated ever since, (Her
supporters attest she finally married for love, but some
suspect her marriage to a noble from House Vadalis
was really a political moave.)

While Aurala willingly relinquishes some measure
of power to lesser nobles in order to keep the wheels
of government turning, she excels at asserting her
authority at everv opportunity. With flowery words
and a powerful presence. she rallies her most stalwart
supporters with confidence and ecase.

Aurala powerfully and loudly proclaims the need
to maintain the hard-fought peace, while secretly plan-
ning for the next stage of the war. Although she has
put on a public show of backing away from conflict,
including withdrawing troops from the western border,
she has given a handful of her nobles the authority o
muster and maintain Tsmall” delense forees that she
can call upon whenever the nation is threatened.

Her nation, her people, her lamily: Aurala uses
these assets to lay the foundation 1o ultimately elaim
her heart's desire—the throne of Galifar, No matter
her words or deeds, no matter the show she puts on for
the public, everything that Aurala does leads her ane
step closer 1o the crown and throne al her ancestars.
She has no intention ol letting a lasting peace stand in

the way of her ultimate goal.

(Queen Aurala of Aundair

Queen Aurala and the PCs

Queen Aurala might beeome a patron to the PCs,
especially if they get invelved with the Royal Eyes
of Aundair, In an intrigue-oriented campaign, she
makes a worthy adversary as well, She has great ambhi-
tions and a powerful nation to carry them out,

The following interaction block assumes that
Aurala's granted the PCs an aundience—which might
take an adventure itselfin addition to some interaction
with one of Aurala's high-ranking nobles or senior staff
to accomplish. Further, it assumes that the POs have
aventure requiring the Crown of Aundair’s help.

The fivst time Aurala grants an audience to the
PCs. her starting attitude is unfriendly, regardless of
what the characters may have dane to deserve her atten-
tion. After applying any apprapriate modifiers from
the following list, the DM makes a Diplomacy check on
behalfof the character with the highest modifier in that
skill. The outcome of the PCs' contact with the queen
depends on the check result, as outlined below.

Modifiers: PCs come recommended by First War
lard Adal ar Lard Darro ir'Lain (+1); PCs are agents
of the Roval Eyes (+2; +4 if trusted agents, +6 if elite);
PCs have performed acts of heroism on Aundair’s
hehalf {+2); PCs have performed acts of heroism that
furthered Aurala's ambitions (+6); POs fail to observe
social protocols during audience (~21: PCs have
Thrane or Karrnath connections (—4); PCs haven't
been vetted by Royal Eyes inquisitives (—4).

If Aurala remains hostile (check result 4 or lower),
she dismisses the PCs—at spearpoint. if necessary,
The PCs can count on Royal Eyes surveillance for the
rest of their time in Aundair.

If she becomes unfriendly teheck result 5-147,
Aurala hrusquely thanks the PCs for their time and
says she'll refer the matter to her staff,

If she changes to indifferent (15-24), Aurala
provides deniable, inexpensive support, She prants the
PCs appropriate travel papers, assigns a stall member
to answer questions, and so forth,

If she becomes {riendly (25-39), Aurala tells
the Royal Eves that the PCS™ situation is impeortant
te Aundair’s national interests, As long as their
requests are reasonable, the PCs can count on covert
aid from the Royal Eyes.

If Queen Aurvala’s attitude changes to helpful
{40 or higher}, her assistance extends to every part
of the Aundairian povernment, from the military to
the diplomatic corps.
QUEEN AURALA CR7
Female human aristocrar 8
NG Medium humanoid
Init+1; Senses Listen <9, Spot +4
Languages Common. Elven, Halfling
AC 16, rouch 13, Hlat-footed 15
hp 28 (8 HD)

Fort +1, Ref <3, Will +4




Speed 30 ft. (6 squares)

Melee +1 dagger +7 (1d4 1) ar

Ranged +2 longhow +10/+5 {1d8+2)

Base Atk +G; Grp +b

Abilities Str 10, Dex 12, Con 9, Tnt 14, Wiz 14, Cha 15

Feats Aleriness, Skill Focus (Bluff}, Skill Focus
(Diplomacy), Weapon Focus (longhow)

8kills Bluff +16, Diplomacy +16, Knowledge I:nuhi]ir)'
and rayalty) +7, Listen +9, Ride +6, Sense Motive
<13, Spot +4

Possessions Dianis enchanfed gown +3, +2 longbow with 10
arrows, ring af profection + 1, amulet of natural armor +1,
+1 dageer

Hook "My people have no interest in war. Aundair
secks peaceful relations with its ald neighbors.”

PRINCE JURIAN

Prinee Jurian ir"Wynarn, Queen Aurala’s second son,
hasn't spoken face to face with his mother in almost
two years.

Shortly after signing the Treaty of Thronehald, the
queen issued a decree banning sword duels over matters
of hanar; "The crown cannot bear 1o see Aundairvian
steel shedding Aundairian blood,” the decree read.

Nosoonerwas the ink dey on the decree parchment
than Prince Jurian found himself the winner of an
honor duel over awoman—and his lordly foe was dead.
Jurizn immediately fled Aundair, choosing exile aver
the embarrassment of forcing his mather's hand.

In theory, Aundairian agents are supposed to be

pursuing Jurian, bhut now he lives the life of & wealthy

layhoy-in-exile. The Aundairian wine he's fond ol
playboy

has dulled neither his wits nor his reflexes, and some
suspect that the prinee is doing more than socializ-
ing as he moves from noble manor to dragonmarked
villa aeross the Five Nations. Jurian served a stint in
the Aundairian military and had the finest feneing
instructors the royal court could provide, sa hisvietary
in his last duel was no accident.

Currently, Jurian enjoys the hospitality of the
rourt of Lord Buken ir'Clarn in Wroat, He sends coded
messages to his mother on a regular hasis: few outside
Aurala’s inner circle know that her wayward son is actu.
ally one of her top agents in the Royal Eyes.

PRINCE JURIAN IR W YHARH CR 10

Male human rogue 5/fighter 4

CG Medium humanoid

Init +4; Senses Spot +7, Listen +7

Languages Common, Gnome, Elven, Goblin, Halfling

AC 20, touch 14, flat-footed 20 (uncanny dodge)

hp 51 (9 HD)

Eesist evasion

Fort +%, Ref +12, Will +4

Speed 40 [t. (8 squares)

Melee ropier of puncturing +14/+9 {1d&+6/18—-20 plus 1
Caon) or

Ranged +1 flaming burst hand erossbow +12/+7 (1dd+1/x3
plus 1d6 fire)

Base Atk +7; Grp +3

Atk Options sneak attack +3d6, Combat Expertise,
[mproved Disarm. Improved Feint, Point Blank Shat,
quick-draw either weapan (with gloves of storing)

Special Actions 3/day melee touch attack for 1db Con

Combat Gear potion of invisibilily, polion of kaste

Abilities Str 14, Dex 18, Con 13, Tnt 18, Wis 8, Cha 15

S0 rapfinding, trap sense +|

Feats Combat Expertise. [mproved Disarm, Improved
Feint, Point Blank Shot, Rapid Relaad {hand eross-
how), Weapon Finesse, Weapan Focus (rapier),
Weapon Specialization (rapier)

Skills Balance +14, Bluff +10, Climb +14, Diplomacy
+14, Hide +12, Intimidate +&, Jump +25, Knowl-
edge (local) +8, Knowledge (nobility and royalty)
+8, Listen +7, Move Silently +12. Ride +16, Sense
Motive +7. Spot +7, Tumble +14.

Possessions combal gear plus rapier of puncluring, +1 flan-
ing burst hand crossbow with 10 bolis, +2 glamered mithral
chuin shirt, glove of storing {with rapier}, glove of storing
iwith hand crasshow), baots af striding and springing, eloak
of resishance + 3

Hook "I don't engage in that sort of ducling anymore.”

Nate: The Prince's Challenge Rating is one higher than
it would otherwise be lo account lor his higher than
elite ability scores and high-value equipment.

MARGANA CORLEIS

Margana, an up-and-coming member ol the Arcane
Congress and a professor in divination magic at the

wizard academy within the floating towers of Arcanix,

F—_——_—ﬂ

AUNDAIRIAN SPEECH

The following turns of phrase are uniquely Aundairian,

“Chattering doesnt roll the barrel” Shut up and get to
work, in other words,

“Dirty hands stroke o white beord.” As you pet older,
you may have to compromise your youthful ideals.
More gpenerally used to mean "sometimes you have
to compromise,”

"Hane two strings for pour bow.” An expression of cau-
gy F
tinn and preparation.

"Without wine there is no conversafion.” Bevand its
obvious meaning, the phrase is spoken as a request for
or promise of hospitality.

"Brightness be! " An expression of surprise.

"Aundair dares! Aundair dores!” A warery and taunt popu-

lar among Aundairian soldiers during the Last War.
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can serve as a patren, ally, or adversary for the PCs,
Instruction, however, holds no lure for her; she wants
te amass power both within the Arcane Congress and
beyond it.

In this respeet, Margana is a typical member of
the Arcane Congress. She might be part of the Mosaic
Committee (described earlier in this chapter), she
might be one of the wizards the PCs meet in a random
encounter within the tloating towers, or she could he
teacher to a PO wizard. [ts a simple matter 1o change
her alignment, specialty school, or equipment—ar
transplant her fram the Arcane Congress entirely.

As an ally or patron, Margana can send the PCs
on missions that generally serve the greater pood while
also pruvicling herwith power, influence, or some other
means for improving her station, Asan adw:reiar}'. Mar
gana can be the mentor who has become jealous of her
student’s accomplishments or the member of the Maosaic
Committee who keeps turning up to challenge the PCs
as they go about their usual nd'-'El‘ll:uriug business.
Marcanua CoriEs CRMN
Female human wizard 1]

N medinm humanoid

Init +5: Senses Spot +0, Listen +0)

Languages Commaon, Draconic, Giant

AC 15, touch 11, lat-Tooted 15 (+4 AC if shiodd active)

hp 51 {11 HD)

Fort +7, Ref +6, Will +9

Speed 30 [t. (6 squares)

Melee gquarterstaff +4 (1d6-1) or

Ranged wand of magic missiles (9th) automatic (5 missiles
at ld4+1 each)

Base Atk +5; Grp +4

Combat Gear scrall of llepori, seroll of wall af force,
serall af summan monster ¥

Wizard Spells Prepared (CL 1lth; 1420413 10 over-
come SR}

Gith—analyze dweomer, chain Jég.'d.-ﬂ.-;gl{[}f_': 200

Sth—contact other plane, dominate persan (D20, telefort

Hth—ronfusion {DC 19), charm berson (00 19D, :.f.'fyi.lrg(DC
199 (23, IL'LIIIIIﬂj:ﬁ-"I?

Srd— arcane .irg_'ﬁf, -.".rﬁ-:.-'ﬂul,l'l'u.-:ne.f'rl'u|'r.'.'E:_yr.mrE. Ll'l'.l.pel'mnglr. nnnde-
fectionT, -'qu’ll‘-'i.:ﬂ_g Lolt (DN 170, suggestion (¥ 18)

2nd—alter .H:U'. blur, detect rhau_ghr_f (DG L7 O, _-..-_-ur.-_-f:jng iy,
whispering wind

L st—charm prerson (DO 16, ﬁ'ufhnr _lr’a.l.'. mage armert, shicld,

unseen seroanf {2]

0 —detect magic {30, message (2}
T Already cast

Abilities Ser 8, Dex 13, Con 14, Tne 19, Wis 10, Cha 14

Feats Craft Wondrous ltem. Improved Initiative,
Seribe Seroll, Spe]l Foeus (divination), Spe“ Foeus
{enchantment), Spell Penetration

Skills Bluff +5, Concentration +14, Decipher Script
+3, Knowledge (arcana) +14, Knowledge (histary)
14, Knowledge {the plan:;} +8&, Spelleraft +14

Pessessions combat gear plus sru_ll"fnf.:'fmr:r||'r|g (DC 16 or
D19 10 cha rges), iwand rglf'rlta_gl'f missiles (CL 9¢h; 25

charges), headband of intellect + 2, amuletofhealth +2, doak of
reststance +2, spellbook, material component pouch,
sapphire lens (for analyze dweomery, silver mirror
{for scrying). diamend dust (Ffor nondetection)

Hook " sensed your presence long ago.”
¥ P gAag

RovaL EYES OF AUNDAIR

“The gueen must know everpthing about hee rivals if Aundair is to

re:lnu[rl_.l"ﬂ_‘e. Whether in Fairhaven, nfm'vl’gn capital, or the dggpesf
wildersess, Aurala'’s eyes must be everywhere,”

—Thuel Racannoch,

Spy Master of the Royal Eyes

The Royal Eves of Aundair serves as the crown's elite
covert force, lts operatives spy on other nations, pursue
Aundair's most noterious eriminals, and undertake all
sorts of eloak-a nd-dagger missions for Queen Aurala.
The histary of the Roval Eves goes back to Lady Aundair
herself, who had a handful of loval agents she used 1o
gather intelligence throughout the kingdom—and to
watch the activities of her younger siblings,

ROYAIL EYES AFFILIATION

The Raval Eyes seeks loyal Aundairians or foreigners
whose loyalty can be assured with skills useful 1o Lthose
in the espionage trade. Agents gradually induet sue-
cessful operatives deeper into the arganization, while
L:f!-."piﬁg less 1I‘uslwurth}r operatives at arm's length,

Far the Royal Eyes to hire you, you must be an
Aundairian citizen by the time vou reach agent status,
The queen can grant that citizenship by secret decree,
however, if the Royval Eyes wants you to maintain a
cover as a citiven ol another nation or a memher of o
draganmarked house,

Cnee acharacter begins working with the Royal Eyes,
he ar she hasan affliation score that shows the character's
standing in the organization. A new operative hegins with
a base seore of | plus ane-hall the character’s level. From
there, the score increases or decreases, depending on

which of the factors listed below apply.

Seore Modifier
Character level bonus + 172 PC's level
|J|I.| ]L'i.il': E l'il.r:lEﬁ..‘h imn s 1'{']{"'-'&11[ 5.]\_|.| I: B']LI.I—{

[.]iE:lII.:-III.dI.':.-‘. l}'i.\.gu'is{‘. Fc.rgl_‘r:,-. ar

K:'ll.:-wl.v.l.l.gt-. |::||.l::|||:|:|:|11_.I and |'|:>:\_.';|]|_:.-j +1
You fought for Aundair during the Last War +7
Each suceessful mission +2
Each successful secret mission +4

Q__uccn Aurvala pecsonally recommends
vou o Racannoch b
Each failed mission -3

Youare known to consort with agenis of other

RAtions or l_:l:l';:gu::u'rlu:l'kr‘d howuses -2
You fought for ancther nation during the Last War —4
Your Rr:u:.-u.l E}'Ez— affiliation becomes widely known -2



Acharacter can receive the "8 ranks” modiher foreach
of the listed skills.

Secret missions are those in which the target never
learns that Aundairian agents were invalved.

A character who "consorts with agents” has his ar
her seare reduced by 2 for every nation ar dragon-
marked house he or she has a strong connection ta.
For example, if you have a close friend in House
Tharannniand twe relatives in the Karrnathi milita ry
in[eHigence. vour affiliation score is reduced by 4.
Only apply this modifier if the Royal Eyes know about
the situation {and you can usually assume the Raoyal
Eyes know about most things),

Success or [ailure on any given mission can he a
subjective thing. The Spy Master or other senior agent
{as playved hy the Dungeon Master) determines if a
particular mission was a success or a failure. In some
eases, noe mediler will be rewarded for a mission, as
the mission resulls in neither a true success nor a true
failure. Such is life in the espionage game,

Ahaove all else, the Roval Eves rewards trust
worthiness and success. A character with a strong

10T

Rayal Eyes affiliation eventually receives miss
directly from Spy Master Racannoch or Jucen
Aurala herself.

AffAliation

Score f:nnxrqu:ncc

Sorless Mo affiliation

-1 Wateh List: Roval Eves ore gathering informa-
tion abhout you and are considering a member-
ship offer. You may get oceasional Royal Eyes
missinns, although you may not know for whom
:|II.:-1III'I" 1 |-|_|_|_}. W{1rk'i1'|g.

1=20 Apent: You have access to a steady stream of
missions [ram the Royal Eyes. By contacting the
Rayal Eyes, you can make Gather Information
checks within Aundair’s borders as if you had a
+16 bonus. Doing so takes ot least 24 hours,

211-10 Trusted Agpent: You plain vour own missions in

collabarstion with an assistant spy master, You
can avcess mast parts of the Tawer of the Eves
{deseribed below), The Raoyval Fyes issues you a
hut |.'_|"-:I'|:|g|.'|'.-|' araimilar magic item. Your contacts
among Lhe Eoyal Lyes colleet :.1."|:|:|.' have a +20
bonus on Gather Information checks made on
your behall.

#lor more Elite Agent: You plan your own missions and set
your own agenda_ subject only to Racannoch and
the crown. You have nearly unfestered access to
the Tower of the Eves. You receive the noble title
of lord, although cizcumstances may preclude
you actively enjoying the life of a noble, Your
contacts among the Royal Eyes collectively have
a+28 bonus on Gather Information checks made

on your behalf.

ROYAL EYVES BENEFITS

The Royal Eyes takes care of its agents in. direct
proportion to how useful they ave. The best are
noblelords made wealthy after high-risk missions.
MNew agents have little more than a shadowy contaet
and the promise of a bag of gold when' the mission
is complete,

Missions
Characters on the watch list get dangerous missions
that the Royal Eyes wants to be able to deny invalve-
ment in, int]ud[ng theft, sabotage, and commando
raids. [T you get one of these missions, your contact
appears as a shadowy fAgure that provides the mission
details in a secluded location. If the mission is sue-
cessful, then the promised reward is delivered in a
similar manner, You might be hired to frighten off a
merchant with political aspirations, cateh a criminal
who escaped beyond Aundai
Thrane agent in a foreign capital.

Agents get more assislance from the Royal Eyes.

s borders, or expose a

intelligence briefings, contacts near the target, and
often hirelings Lo handle logistical details. Agents
infiltrate the guerrilla forces on the Eldeen barder,
undertake surveillance missions into Thrane, and spy
on ambitious nobles within Aundair's citics.

Trusted and elite agents lake an active part in
planning their own missions, basing their decisions
on the Roval Eves' vast nelwork ol spies—a network that
elite agents were probably once a small part of. These
top agents sleal pratotype siege engines from House
Cannith, plant magic sensors in Karrnathi strong-
holds, and kidnap foreign ambassadors long enough
to impersonate them during Lreaty negotiations.

Pay for Royal Eyes missions varies widely, but 500
gp per average encounter level is a uselul average. A
sabotage mission against maostly CR 3 foes. for exam
ple. would pay 1500 gp—plus the benehits associated
with gaining affiliation in the organization.

-':"ngm'lT!i and rrusted agenls pel |Ung::1'—u:rm mis
sions. and the pay is better: 730 Ep per average
encounter level for most missions, and double that
if the mission requires expenses on the PCs' part or
is unusually sensitive. The elite agents set their own
missions and requisition what funds they require from
Racannoch directly. You're probably wealthy by the
time you reach elite starus, but you can award yourself
astipend of thousands of gold pieces per month for the
work you do for crown and country.

Information

The Royal Eyes has a netwark of thousands of infor-
mants, both in Aundair and abroad. By speaking with
your superiors in the Royal Eyes, you can often lind
out whal the "word on the street” is, This functions as
a Gather Information check that the Royal Eyes makes
on your behalf, You can make vour own inquiries with
Cather [nlormation ifyoulike, but you roll each check
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separately. I you are a trusted agent with a Gather
Information bonus of +12, Tor example, you can make
two cheeks: one ina few hours at +12 and one the fol-
lowing day at +20.

You can use the Royal Eyes’ intellipence network
even if you aren't working on a Royal Eyes mission
at the moment. [fyou ask unusual questions of your
Royal Eyes superiors, they usually ask, "Why do you
want to know that?” Answers won't be fortheoming
until your superiors are satizfied with the answer

you give.

Tower of the Eyes

In the Rn}'a] Court of Fairhaven, a round alabaster
tower with two heavy-lidded eyes carved into the stone
near the top, rises from the novtheast portion of the
Great Feeep. This atherwise nandescript tower houses
the secret headquarters of a seeret arganization—the
Royal Eves of Aundair,

The Royal Eyes headquarters has one of Khor-
vaire’s greatest concentrations of magical and mun-
dane surveillance. At any given time, Sp}r Master
Racannoch has a half-dozen arcanists using serping
spells or crystal balls to observe Aundair’s rivals at home
or abroad. Other spelleasters within the tower experi-
mentwith illusion magie, erafting stealthy magic items
for Royal Eyes agents, orinterrogating those prisoners

unfortunate enough to know something the Royal Eyes
has an interest in.

The Tower of the Eyes is a central elearinghouse
For the Royal Eyes’ intelligence-gathering operations,
but few agents are there at any given time, Only those
agents undergoing training or those taking a lirsthand
look at spy reports can be found within the Tower ol
the Eves. All others are spread across Khorvaire, doing
the Crown of Aundair's bidding,

Onee you're a member of the Royal Eyes, you can
enter the tower and request assistance {aften a serping
sptll or rescarch in the tower's libraries), Unless Aun-
dair is facing a national crisis, access to a sorping spell
or erpstal ball can be arranged within 12 hours, Trusted
and elite agents can meet with other top agents and
with Spy Master Racannoch, and sametimes get magic
items made by the Royal Eves’ erafters (only ilit's fora
mission. and only with Racannach’s appvovn]}, Spar-
tan but magically secure accommadations are available
lor agents visiting Fairhaven for a few days,

Equipment

The Royal Eves issues its trusted agents hats of disguise so
they can go incognito when they need to. Change-
lings and others who don™t need the hai's magic get
anclher item useful in the spy trade, often a doak of
elvenkind ar slippers of spider climbing. When a particular



mission demands it. you might get ather magic items
issued to you, but it's always with the understanding
that the Roval Eyes wants the item back when the mis-
sion ends.

Noble Title

Elite agents are made lords of Aundair in a private
ceremony with Queen Aurala. A noble can use the i
prefix hefore his or her surname, and lordship often
comes with title to a small piece ol land in rural Aun-
duir. (Beeause the Last War decimated entire noble
families, the crown is acting as steward for hundreds
of unclaimed noble estates,)

Ifyou have an unsavory or muddled background,
the Royal Eyes develops a lordly identity that you
can assume when you wish, Many elite agents lead
lives of noble ease—until the crown calls them to
undertake " just one more mission” for the good of

the nation.

Favors
You can also use your affiliation score 1o gel favors
from the Royal Eyes heyond what you need for your
current mission. [fyou reduce your current affiliation
store by 1 point, you get a simple [avor such as access
losensitive information, hard-to-get documents, ora
meeting with an important Aundairian olTieial. [you
reduce your current affiliation score by 2 points, vou
reta dangerous, expensive, ar illegal lavor,

The Foyal Eyes favors function like the Favored
in lMouse feat on page 53 of the Errrroy 'f-'ﬂmp:rr:grl Setting,
except Lhat no favor check is required,

PLAYING THE ROYAL EYES

Being a member of the Royal Eves means simultane-
ously keeping track of what you're doing and what
you're supposed to look like you're doing, You've gol 1o
halance your actual identity as a spy for Aundair with
vour cover identity, And if you undertake freelance
missions, that’s a third set of priorities to juggle.

Onee you've reached the upper echelons of the
Royal Eyes, you've proved both your effectiveness and
your loyalty, That means either that you're an Aun-
dairian patriot or that a more personal code of honor
maotivales you Lo risk your life for queen and crown,
The Royal Eyes pays well, but so do Aundair's rivals, so
maost mercenary spies don't join the Royal Eyes. They
might get eceasional missions from the Royal Eyes, but
lhr}"re never invited Lo join.

Maost of your contact with the Royal Eyes is with
your superior. When you lirst join the Royal Eyes, your
superior will be another agent, But as you advance
through the Royal Eyes” hierarchy, you'll report to
assistant spy masters and eventually to Spy Master
Racannoch and Queen Aurala directly. Your superior
provides you with reports, gives you missions, and
makes sure you get paid. Your job is to give your supe
rior what the Royal Eves call the "deliverables.” The

deliverables are the tangible abject of your mission:
the item you were sent to steal, the erumbled stone of
the |JJ‘idge vou destroyed, or the head of the rival spy-
master. Sometimes the deliverables are information of
aspecific nature: Once vou cxchange the deliverables
for your pay, vour time isyour own until the Royal Eyes
needs your lalents again,

Combat

As a member ol the Royal Eyes, you're taught that
cambat is jusl one of many possible means to an
end—and it's usually the messiest, loudest, and maost
dangerous means at your disposal. Avoid it whenever
possible, your superiors are always counseling.

Bur especially if you're o native-born Aundair-
ian, you can't help but fight with the flair that the
realm of the dragonhawks is known for. Few Aun-
dairians can resist the urge to show off their prowess
with a blade or how, and operatives of the Roval Eyes
are no exception. A typical Royal Eyes agent tries
to infiltrate an enemy lortress without resorting ta
violence—hut then grins with anticipation when the
guards finally catch him and blades are drawn for s
proper swordfight,

Advancement

At first, you advanee through the ranks of the Royal
Eyes without realizing it. The Royal Eyes keep tahs on
your activities, and eventually you prove vour worth
and receive s mission. Sueceed. and you learn just whao
those mysterious patrons have been over the course of
several previous adventures, Fail, and YOUu may never
hear from those patrans again,

Onee you're an agent of the Royal Eyes, your life
seltles into a routine: geta mission [rom FOUT supe
rior, complete the mission, get paid. take a break for
relaxation or freelance work hefore repeating, Orea
sional failures at this point in your career are black
marks on your record, hut no warse than that. Your
advancement is limited only by your ability and your
willingness to commit to the crown. The Royal Eyes
will take all the effort you have ra give.

Missions

The Royal Eyes is one of Qlueen Aurala’s favorite
teols, In postwar Khorvaive, it is the queen's primary
instrument for influencing events beyond Aundair's
borders. About half your missions probahly take place
in 1@:'&1[_{“ lands, and even those within Aundair often
invelve fﬁ:'eign agents or plots to destahilize Aundair
ar the crown,

Depending on your talents, your superiors may
lave ¥OU S]IY, J:‘Ighl. ar commit acts of sabotage an the
erown's hehalf—or perhaps all three in a particularly
difficult mission, One month you might be an the
trail of Ehunadask and the Eldeen Wolves, and the
next might find vou infilirating a masquerade hall in
Zilargo. All of your missions somehow relate 1o the
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ueen's ambitions—even if you can't always see how
q
the gqueen 15 involved.

q

Responsibilities

The Rayal Eyes is tolerant of some freelance opera-
tions among its agents; if the organization didn’t
regard you as essentially oruseworthy, it never would
have let you join, But it's aware that other nations
would like to plant double agents within the ranks of
the Royal Eves. Your superior prabably puts vou under
surveillance periadically to make sure you're still layal
to Aundair. You're required ta report contacts with
agents [rom other nations and the dragonmarked
]1.01_;5&3, ]I‘j,.'ou have acguaintances in these groups—or
il you sometimes do work for them—you may have to
keep Lthose associations a seeret i.f'f_.'nu want to advance
in the Royal Eves.

THE ROYAL EYES IN THE WORLD

Given (ueen Aurala’s ambition. it’s not surprising
that the Roval Eyes works from shadows across Khor-
vaire. OF all the Five Nations’ covert agencies. the
Royal Eves is the most active. And with the exception of
Haouses Phiarlan and Thuranni, the Royal Eyes inte-
grates magic inta its spying efforts better than anyone,
When your campaign needs secret agents who appear
out of nowhere on a mysterious errand. the Roval Eyes
provides a logical choice,

Organization

The PCs can take active roles within the Royal Eyes,
acting as spies, saboteurs, or commandos, The bulk of
the Roval Eves” personnel, however, engage in the less
glamorous job of tracking and sorting the immense
amount of information constantly moving through
the Tower of Eyes,

Spy Master Thuel Racannaoch LN male human
rogue dwizard 7) manages the netwark and keeps track
of Aundair's many agents, He's utterly loyal to Queen
Aurala; her every word is an order to him, While his
loyalty is beyond question, he's cautious when he's
unsure ol the queen’s wishes. Some of the assistant
spy masters would like the Roval Eyes ta do more on
theirown initiative and less at the behest of the queen.
Thuel has a curt reply for his subordinates: " They call
it the Fopal Eyes for a reason,”

Queen Aurala appointed Racannoch 1o head the
Roval Eyes immediately after the conclusion of the
Last War. The previous minister, Mara ir'Galanatyr,
was regarded as one of 1the queen’s closest wartime
councilors, so her re])lacemem pu'.-'.z]cd court watch
ers, [v'Galanatyr now lives in seclusion in Wyr. She
hasn't appeared in public since Queen Aurala signed
the Treaty of Thranehaold.

At any given time, the Royal Eyes has a dozen
major aperations under way. About half to two-thirds
of these missionstake place beyond Aundair’s borders.
The remainder of the missions concern Aundair’s

internal security. The Royal Eyes keeps dissidents
under surveillance, chases spies from Thrane and
Karrnath, and makes periodic raids against hostile
targets in the Eldeen Reaches.

NPC Reactions

Maost residents of Aundair have never heard of the
Royal Eyes. It is a secret organization. and it likes to
remain that way, There is a saying at court: "The
Royal Eyes are watching.” But few truly understand the
significance or truth of that statement. Only the most
well-connected and powerful nobles have an under-
standing of what goes on within the alabaster tower
that rises quietly about the Royal Court,

Beyond Aundair's borders, the Royal Eves are also
an unknown or perhaps a rumor. Other intelligence
agencies know of the Royal Eyes, of course, but sinee
they tend to keep their own activities secret, little details
of the pames of intrigue get out into the public,

THE ROYAL EYES IN YOUR GAME

The Royal Eyes are important allies or enemies in an
Aundair-based campaign, and they're everywhere. If
you need a shadowy group of foreign spies to hire or
thwart the PCs, the Royal Eyes fit the bill. Because
the Roval Eyes are an extension of Clueen Aurala's
will, they're potentially as helpful or sinister as you
make her,

Wyour PCs want to take part in cloak-and-dagger
adventures, the Hoyal Eyes offers & wide variety of
opportunities, especially for PCs that want to travel
beyand Aundair's horders.

Adaptation

The Ho}'a| ]":1','05 are in Most Tespoots a I:}-'Pil.’!EI]. covert-
operations department. They differ from their coun-
rerparts in other nations in two main Tespoots: their
close connection to the crown and the degree to which
they integrate magie into their operations. Is a simple
matter, though, to change the leadership or ultimate
aim of the Royal Eves. Maybe a cabal of high-ranking
naobles runs the organization: they're meant to be eyes
onthe royal family, not eyes ofthe royal family, Perhaps
Racannoch remains in charge but has secretambitions
at adds with the queen.

Encounters

Like any encounter with cloak-and-dagger opera-
tives, an encounter with the Royal Eyves should feel
like more than just another fight, The Royal Eyes
should attack from the shadows and flee into them
rather than risk capture.

And when they're crossing blades with the PUs,
Royal Eyes agents are still gathering information and
displaying typically Aundairian elan, In between
blows and taunts, they'll ask questions like, "Dan’t
vou know who you're really working for?” and "What
do you suppose that hissing sound behind us is?"



ADVENTURES IN AUNDAIR

Cueen Aurala'’s realm has countless places where PCs
can make their mark—whether they're looking for
wealth, glory, or answers to mysterious riddles.

FAIRHAVEN

Aundairian Capital City, Metropolis, Population
92,500

The alabaster spives of Queen Aurala’s palace, Fairhold, dominate
the caty skyline. Yet despite their grandeur, the denizens of Fairkaven
sewrry about their busmess, ablivious to the architecture thot towers over
them. Cask-{illed wagons, tasseled stallions, and scurrping pedestrians
craiwd the streets, and the shouts of vendors and laughter of revelers
fill the air.

Fairhaven iz the sacial and cultural center of Aundair
as well as its capiral ciry. Accordingly, it's also the
center of intrigue for the region and fertile ground
for adventure. Characters who come to Fairhaven can
estahlish connections with the Royal Eyes. smuggle for
the hlack market, or hid on cxotic wares in the famed
Distant Exchange.

Fairhaven lics near the headwaters of the Aun-
deir River some 80 miles west of the Thrane border.
City planners divide the city into a dozen wards,
the most prominent of which are deseribed below,
The immense palace of Fairhold in the center of

the city is practically a ward unto itself. and rare

is the point in the eity that doesn’t alford a view of
the massive Ca$[1f‘.

Leadership: Fairhaven has no city government
to speak of; Clueen Aurala ir'Wynarn rules it as her
persanal domain within the nation she also leads,
Auvrala’s brother Aurad (LG male human aristocrat
£} is the governor for Capital Affairs and handles the
day-to-day operations of the city. But major public
works projects and law enforcement activities happen
only with the queen’s approval.

Demographics: Humans 65%, half-elves 15%,
gnomes 9%, elves 7%, changelings 2%, other 2%.
Many of the half-elves ply the Aundair River, so
their population shifts upward or downward hy as
much as a thousend, depending on fishing and ather
river trade.

Economics: 100,000 gp purchase limit; no asset
limit.

Notable Features

Fairhaven has places where POs can find employ
ment, buy and sell rare and powerful items—and sneak
into or out of town when need to avoid unnceessary
entanglements.

Chalice Center: This red brick plaza is the
first part ol Fairhaven that well-to-do travelers see.
Al one end of the sgquare is the docking tower lor
House Lyrandar's airships, Adrships depart daily.
One roule goes 1o Wroat {78 hours, 1,560 gp} and
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Sharn (100 hours. 2,000 gp}. and ancther goes to
Korth {29 hours, B8( gp] and Krona Peak (92 hours.
1,840 gp} Athird airship route goes to Flamekeep
(18 hours, 360 gp} and either Taer Valaestas (100
howrs, 2,000 g]j:l or Trulanpnrt (B8 hours, 1,730
gp}. There's also a twice-daily express that connects
Fairhaven to the Lyrandar enclave at Stormhome {32
hours, G40 gpl.

The other end of Chalice Center contains Flouse
Orien's lightning rail station. Lightning rails depart
every hour far the Orien hub at Passugt (360 miles, 12
haurs, 180 g]’:}. Within 2d12 hours on any given day
there’s a lightning rail going through Passage and on
o Wroat (1,844 miles, 6l hours, 922 gp} and Sharn
(2,300 miles, 76 hours, 1,150 gp), or in the other
direction ta Thalicst (900 miles, 30 hours, 431 E‘p:'
Prices arve for first-class accommodations.

Fairhold: (Jueen Aurala’s palace takes up acres
inthe center of Fairhaven. Parts olitare open tathe
public, including a museum, extensive public gar-
dens, and a large winery. Other parts ef Fairhald,
such as the royal family residences and the deten-
tion center within the Courts of Justice, define
high security and bristle with hoth mundane and
magical guardians,

The centerpiece of Fairhold is the Crown's Hall,
where QJueen Aurala holds audience on a daily basis.
The arena-sized hall has gcicl—leaf decorations an
nearly every surface—so much shiny gald that the very
walls seem to radiate o warm light of their own.

The head of the palace stall is Castellan Adele
Fulirno (deseribed below), She manages more than
a thousand workers—everyone from the cooks 1o the
bedchamber servants to the roval executioners. She
also keeps the queen’s daily schedule; few ever speak
to the queen withoul Fulirno's assent.

Fairhold also houses the Royal Collection of Aun
dair, a peerless collection of historical texts. Access
ta the Royal Cellection provides a +4 cireumstance
bonus on Knowledge (history) ehecks that involve the
history of Galilar or the original Five Nations. Doing
research at the Royal Collection requires permis-
sion from First Warlord Adal, Castellan Fulirnoe, or
Jueen Aurala herself.

The Tower of Eyes can also be found here, though
few people actually understand the purpose or signih-
cance of that particular alabaster rower,

Distant Exchange: The city has larger market-
places, but none are as vibhrant and exotic as the Distant
Exchange, Caravans from House Orien and inde-
pendent merchants pull up almaose daily to sell wares
from far-off lands. By law and custom, nothing sold at
the Distant Exchange can be found within Aundair's
borders. Shoppers thus find everything from Karre-
nathi brandy to (}' harran ebony carvings. Many of
the vendors offer exotic food, drink. and clothing,
but more than s dozen antiquities dealers have shaps
on the streets that surround the Distant Exchange.

Treasures from Xen'drik often turn up here. though
they rarely stay on sale for long.

Sovereign Ward: The Sovereign Host has a
sprawling remple in the ward to which it lends its
name. The temple has a central Hall of the Assembled
Hest that seats almost two thousand worshipers, Indi-
vidual shrines to each of the deities that comprise the
Sovereign Host surround the central hall; Arawai
and Olladra's shrines are particularly large and well-
attended. The surrounding buildings provide resi-
dences for the acolytes and priests of the temple, In the
south part of the ward. a number of vacant buildings
denote the crumbling emptiness of the Church of the
Silver Flame.

Abandoned Cathedral of the Silver Flame:
Thrane and Aundair were [requent enemies during
the Last War, and relations between them haven't
improved much since the war has endecd. This tall,
imposing cathedral was one ol the largest outside
Thrane's borders, and it was a {requent sendoff point
for many Silver Flame missionaries to the west. But
when the Church of the 3ilver Flame seized contral
of Thrane after Thalin's death in 914 YK,
Wrogar ordered the cathedral closed, and its cleries

King

fled rather than face arrest.

The cathedral has lain vacant ever since. A few
looters have explored itz many chambers, bur most
Fairhaveners regard the place as haunted. Few chil-
dren willingly walk within the cathedral’s shadow,
believing that "Thrane rhosts” will get them if they
do. Even adults regard it as bad luck to stand within
the cathedral's shadow—or even to acknowledge its
presence. The entire city does its best to pretend that
the cathedral isn't there,

One ol Fairhaven's most powerful eriminal syn-
dicates, the Dark Dagger Gang, has seized the oppor-
tunity that the city’s deliberate amnesia presents. The
changeling head of the syndicate, Kreelo (described
below), has moved his headquarters into the cathedral,
Now the Dark Dagger gang plots to rule Fairhaven's
underworld from amid the tattered tapestries and shat-
tered stained-glass windows of the former cathedral,

Whiteroof Ward: Named for the light gray
slate roafs on many of the buildings, the Whiteroof
Ward handles much of the city's river shipping. A
1‘uugh—ancl—1umble part of town, Whiteroof is home
to Fairhaven's transient half-elf population. The
“river elves” of Whiteroof spend about half their
time idling in Fairhaven and the rest of it fishing
the Aundair River or shipping cargo downriver to
Seions Sound. The half-elves have a reputation up
and down the river as schemers and con artists, but as
canny business owners as well. Most Aundairians say
that you'll either get the best deal of vour life from
a Whiteroof half-elf, or you'll get cheated and left
empty-handed.

The Whiteroof half-elves tend to be more cosmo-
politan than most Aundairians, They're among the




few Aundairians who regularly trade with Thrane, for
example. Many an Aundairian bard, half-elf or not,
traces his love of story and song to an encounter with
a Whiteroof "river elf” that told magical tales of life
on the Aundair River. .

Knowledge Ward: The University of Wynarn
ldeseribed below) deminates the Knowledge Ward.
The rest of the ward is given over to meager student
housing, inexpensive public houses, and a small
enclave of several hundred kalashiar

House Joraseo Citadel: Adventurers naturally
want to know where to go ta have a slain comrade
raised from the dead. Fairhaven's most potent healer
is Haneela d’Jorasco (LN female haltling cleric 13}
She'll ptrfnrm ragse dead immcdia:e]}r far 6,000 rp in
goods or coin as long as she's convinced that she's not
rafsing a wanted criminal. Given 24 hours notice,
she can cast resurrection for 11,000 gp in goods or coin,
Haneela channels divine power from the spiritual
remnants of the Dragon Above, soshe's affiliated with

no particular deity.

Notable NPCs

Ina city of more than 90,000 people, it's certain that
characters can find an NFPO of nearly every descrip-
tion if they look hard enough. The following NPCsall
possess inlormation, skills, or access that make typical
PCs want to interact with them.

Castellan Fulirno (LN female human expert
£ Queen Aurala doesn’t grant an audience to unan-
nounced visitors, no matter how outlandish their tales,
[tfalls to Castellen Adele Fulirno to interview and vet
those who have business for the queen ar any of the
senior minisiers, Fulirno works closely with the queen
and has a strong, but not infallible sensc of the gueen’s
priovities. She even suspects that Aurala’s ambitions lie
beyond leading Aundairto claiming the Galifar crown
at Thronehaold.

Kreelo (CLE male changeling rogue 7): The most
wanted criminal in Fairhaven, Kreelo leads the Dark
Dagger Gang. His control ol the city's underworld is

far from absoliuste, but his pang is the cil}r'.li strongest.

The Dark Daggers make most of their money run-
ning protection rackets and smuggling contraband
(cvcr}'thing fram poisons and evil magic to barrels
of untaxed wine) into and cut ofthe city, If the PCs
do any significant business with Fairhaven's black
marketeers, they have a good chance of attracting
Koreela's attention.

Kreele was a bold changeling as.a youth—while
in disguise, he even met Queen Aurala—but now he
rarely leaves his badyguards and the safety of the aban
doned Silver Flame cathedral from which he controls
his criminal empire. He knows that everyvene from the
Royal Eyes ta rival gang lords would love to put his head
on a pike.

Thothar (CG male human bard 10): Thothar is
one of the city’s best-known gadflies. a soapbox orator
who advocates nonvialent "revolution ol the masses”
and a democracy so laissez-faire that it borders on
anarchy. The Royal Eyes keeps a close eye on him and
arrests him periodieally, but Thothar is careful not
to explicitly advocate elimination of the crown or
violence against any government apparatus.

Most Fairhaveners regard Thothar with a sympa-
thetic ear, even if they realize that a consensus-driven
society would never come 1o pass. But because Thothar
moves in all circles of Fairhaven's civie liTe, he's one of
the most well-informed residents of the city, capable
of dishing out more rumor, gossip, and little-known
[act than the nosiest courtier. He's also an altentive
student of magic, a knack he claims is a result ol "a
clear-headed revolution of the mind.”

Thothar willingly casts legend lore, identify, or other
spells in his repertoire on behalf of characters whom
he thinks have the potential to become altruistic
revolutionaries, I he doesn’t think you have sufficient
revolutionary [ervor, however, no amount of money
will change his mind.

Thothar is also a good souree when PCs are
making Gather Information checks within Faire-
haven. He can be [ound in nearly any ward of the
city, preaching a rose-colored future from a hox an
the sidewalk.

F————————_—q

AunDAIRIAN NAMES

Aundairian names follow the Galifaran tradition of a
persenal name followed by a family-based surname.

Male: Ari, Bokk, Breyten, Daen, Dover, Erben,
Fluin, Gavrin, Hagre, Herschem, Huys, Jurian,
Kamiel, Killian, Kleris, Reng, Retiel, Riaan, Saal,
darcla, Sithov, Tak, Tyman, Urik.

Female: Aafki, Agate, Baltia, Batrax, Beleth,
Chantal, Fientia, Flerentia, Gwen, Hjeltia, Juliona,
Levini, Margana, Marlaes, Sanne, Sien, Tanne-
ken, Vilina.

Surnames: Aarland, Acker, Adriansen, Alyea,
Arendt, Bacher, Banekert, Bartell, Bateu, Cruda-
ker, Caldamus, Caorleis, Dekker, Ennes. Gerlach,
Haldren, Hugrin, Jurians, Karch, Kendig, Maar
tel, Mantanye, Merchiot, Nagel, Ostren, Petilom,
Redeker, Rhuli, Romhaar, Serontain, Shreve, Sykes,
Taumen, Thiel, Toriun, Tullier, Valleau, Veseur,
Yanger, Zenden.

M
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BUYINGAND SELLING IN FAIRHAVEN

%

Fine Aundairian Wines

Mount and Moon Enterprises; handles only the rarest
vintages

Fairhaven Vintners; cartel of several large vinevards and
wineries

Aundair’s Finest; an ¢lf, Jannea Entragent. is Aundair’s
oldest vintner

Scrolls and Spellbooks

Haldran and Sons, Booksellers; a subsidiary venture ofthe
Arcane Congress

League of Independent Arcanists; upstart rivals to Arcane
f_'.u;\ng ress

Maolthorek the Wizened; independently wealthy Sth-level
wizard

Weapons and Armaor

Chammanau Blades: most are masterwork

Auvndairian Army Supply Depot; sells surplus from Last
War

Yukiri the Swordsman; despite the name, sells armar
as well

Other Magic Items

Artificers of Aundair: cartel of several Fwe:‘fui artifi-
CHTE

Mapecrall Lid.; mosily low-level ttems made by mage-

wrights

Alchemical 5u|:|pli=m"ﬂ|:|l‘.i.nnn| Material Cnrnpunent:i
Dragonhawk Reagents; a subsidiary venture of the Aveane
Congress
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Art ije:u and Gems (from ruins and du:lguurlsj
Fairhaven Galleries: consortium of several larpe art
gallervies
it Uvanio ]lell:i]:r' And igguities; ralle f;:ll'lil:.- that lost its

lortune in the Last War

Rare Metals and Gems

Torak of Mror, Lid.; son of Mror Hald's ambassador to
Aundair

Hineeji Aveaum: known as "The Sgquint” far his cloze

cxamination of gems

Tirah the Shark (CN lemale half-elf ranger 6):
Tirah is the quintessential Whiterool half-elf; in the
last century she's been a smugpler, a legilimate mer-
chant, an angler, and even a river privateer in Scions
Sound. She’s now reached middle age for a half-elf,
and she finally owns her own keelboat: Darandra’s
Theill, Accordingly, she's a little more cautious about

Divine Spellcasting
Banau Chardil, Sovercign Host high priesti 9th-level
cleric; but very busy ' ;
Montesi Errensea, Silver Flame missionary: 3th-level
cleric; hard to find

Arcane Spellcasting

Larishea; 8th-level wizard connected to Arcane Cons
Eress

Malthorek the Wizened; independently wealthy $th-level
wizard

Thathar; 10th-level bard revolutionary (see above)

Exotic Beasts

Fairhaven Husbandry; in Distant Exchange: hires inde-
penident trappers

Haouse Vadalis compound;: availability varies wi(|¢:|}-.

depending on whe you are
T g Y

M :l_[_y.-.h red Mounts

House Vadalis compound; as described on page 124 of
Eneagon Gnmpuign s;-!!jng

Fancy Clothing
Riena's Starfall; specializes in Nashy courtier clothing

Ka’”l 'i]ﬂl.q ||‘:|1' ?].i.l:i]“:I'; miore su1:||::-1|1:||.-d FI:ITTI:III I'h't‘il.l.'

Expedition Gear

Bootand Trail; general gear and excellent Aundairian
maps

Waylarer Foundation Surplus: subsidiary of the conti-

nentwide 1.-:<]1|l:.l|'|.-'|' soeiely

Inguisitive Work
Chered and Gordau; extended gnome family
Arrvow Inguisitives; Tew inguisitives. each with large sup-

pore staff

False Papers

Dark Dagper Gang: see Kreelo and Abandoned Cathedral,
above

Janatra Steadyhand: undercover Royal Eves "sting” opera-

tiomn

Poisons and Other Contraband
Dark Dagger Gang; see Eoreelo and Abandoned Cathedral,
ahove

Maorak's Crew: rivals to the Dark Daggers, led by the half-

any dangerous or extralegal undertakings. She still
undertakes them. of course, but she hems and haws
abour it first.

Mo one knows the Aundair River better than
Tirah the Shark, and no one’s more adept at elud-
ing the Aundairian revenue cutters—or bribing the
ones she can't outmaneuver, Tirah's a good souree for



characters who want to slip into or out of Fairhaven
surreptitiously, Darandro’s Thrll has been known to make
pickups and dropoffs on deserted Thrane beaches
as well.

Typical City Watch {N human fighter 1): A typical
member of the eity watch has chainmail armor, a heavy
crasshow, a ranseur, and a sap. Two to six members
af the watch comprise a typical patrol, depending on
the neighborhoaod,

WHISPER ROCK

Oracle Site; Temperate Forest
The woods that surcound you secm colder and darker than they should
be, even in this clearing, Before you is o massive edifice of crumbling
granite—perhaps a fortress, perhaps @ mausolewrm, pechaps an immense
altar, The farest seems fo recail from the rock, tree branches twisting
away from the center of the clearing,

You aren't alone. You see dark shadows flitting through the farest,
beyond the wan light of the clearing,

SJomething lives inside Whisper Rock, a massive,
ancient monolith in the center of the lorest, No one
knows what's inside the rock. but some brave the sur-
rounding forest to hear the praphetic rhymes that
Whisper Rock whispers ta those wha approach it Such
a journey is risky; Whisper Eock has sell-appointed
guardians that jealously puard the praphetic whispers
for themselves,

Whisper Rock lends its name to the Whisper
Woods ol northern Aundair. A few woodcutters live
on the edge of the forest, but few draw their liveli-
hood from the woods. Any Aundairian can tell you
the woods are haunted. The rack itself sits about a

dozen miles ofl a particularly forbidding stretch of

Aundaie’s coast, or 80 miles from the Whisper Woads'
southern edge.

Environment: The clearing itself has normal
outdoor lighting, but the forest seems unusually dark,
During the daytime. characters with normal vision can
see only 40 feel (with another 40 feet of shadowy illu-
mination) unless they bring their own light souree.

Even in winter, the leaves and branches of the
Whisper Woods rustle ceaselessly. imposing a —5 pen-
alty an Listen checks within the forest.

The weather at Whisper Rock is normal for the
area, except that the air in the Whisper Woods is
always L0 degrees colder than elsewhere. While snow
israre in the rest of Aundair, it's common within the
Whisper Woads.

Terrain: The Whisper Woods is a medium forest
asdeseribed on page 87 of the Dungeon Master’s Guide. The
undergrowth that eavers most ol the forest provides
concealment and costs 2 squares of movement to

move LTto.

Features
DtE[J:iU: the flara all around, the Wh[spe.- Woods
are a bleak, forlorn place. The rustle of the leaves

overpowers the twittering songbirds and other pleas-
ant forest sounds.

Forest Trails: The Whisper Woods is criss-
crossedwith a network of trails seemingly as old as the
farest itself, Thetrails vary in width between 5 and 15
feet, with most of the wide trails spreading outward
from Whisper Rock like spokes. Regardless of their
width, all the trails take meandering paths l]l]‘l:rug]'l
the woods.

Skull Cairns: Hundreds of black stone piles are
scattered throughout the Whisper Woods, most within
a few feet of a trail, Character who pass within 20 feet
of such a cairn automatically notice that each stane is
roughly carved into the shape of a humanoid skull.
Each skull cairn iz the center of a permanent wild
magic effect, as deseribed on page 149 of the Dungeon
Master's Guide. The wild magic area extends 100 feet from
cach cairn.

The cairns also seem 1o attract game, and conse-
quently predators of hoth the natural and unnatural
sort. POs who rest or camp near a cairn have a 25%
chance per hour of an encounter, rather than the usual

% chance.

Gnarl Valley: The home of the Gnarl tribe of
centaurs, Gnarl Valley is a treeless valley 2 miles
south of Whisper Roek. About a hundred centaurs eall
the valley home, although between halland two-thirds
of the tribe is away hunting or patrolling the Whisper
Woods at a given time.

Most of the centaurs live in tall-rooled thateh huts
that surround twin teepees: one for Warchief Horgun
leentaur fighter 4} and another for Shaman Jalanatra
teentaur druid 5).

Characters who approach within a mile of Gnarl
Valley have a 73% chance per hour DlxencounL:ring i
patrol of 1d4+2 centaurs. Horgun and Jalanatra both
partake of Whisper Rock's prophecies, so it may be
difficult for even stealthy intruders 1o elude the cen-
raur patrols,

Copse Impenctrable: About 15 miles northwest of

"r‘r"hib])t.‘l:' Raock, the forest is unuﬁua!]}r denze, muking
it one of the most verdant temperate forests in Khor-
vaire, Foraboul nine square miles, the Whisper Woods
is a dense forest as described on page 87 of the [ngeon
Masters Guide,

The Copse lmpenetrable is home to several eolo-
nies af araneas, rivals to the Gnarl tribe centaurs. The
araneas crave access Lo Whisper Rock, for who wouldn’t
want to hear their future foretold? The mare numer-
ous centaurs usually drive off the arancas befare they
can reach Whisper Rock, but once the araneas reach
the Copse Impenetrable, the centaur pursuit ends
because the centaurs can't maneuver ar fight in such
dense woods,

A drider known only as "The Seven” lives in
the Copse Impenetrable, While not the leader of
an araneca colony, the Seven enjoys the confidence
of the araneas, and they generally follow her advice.
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How the Seven came to the Whisper Woods and how
she lost a J_e,g and gained her name are matters she
won't diseuss.

Whisper Rock: At the heart of the Whisper Woods
standsa tumhble of hlack rock—neither wholly a natural
outcropping nor fully a constructed ruin. Whisper
Rock is at least as old as the early days of Galifar, and
Fr‘agmentav}r references from the Dhakaani Empire
suggrest it might be thousands of years older. Nothing
larger than a stunted bush grows within 300 feet al
Whisper Rack, and the entire clearing has an over-
whelming aura of abjuration magic, Somelhing pow-
erful is magically trapped within Whisper Rock, and
that presence gives prophetic whispers to those wha
dare to approach ic.

Once per hour, the presence within the rock
whispers something to a creature within the clearing.
If more than one creature is within the cleaving, it
chooses one upparr:ntl}r at random (but the decision
may not be random [rom the perspective of the pres-
ence inside the rock).

The chosen creature hears a few whispered sen-
tences, each repeated three times. The whispers fore-
tell the future in a cryptic [ashion not unlike that of
a divination spell, but the prophecies can extend maore
than one year into the [uare,

Whisper Rock provides the propheey it wishes to
provide, bul characters who meditate on a particular
matter can sometimes guide Whisper Rock to prophesy
about a particular lopic. Doing so requires a [a1o11]
Concentration check; [ailure means that Whisper
Rock foretells an event ol its choiee—which might
wind up being the topic that character wanted in the
first place,

Both Warchief Horgun and Shaman Jalanatra
come 1o Whisper Rock on a daily basis, asking the rock
about everylthing [rom Tuture intruders in the forest
to personal crises that tribe members face. Jalanatra
in particular regards the rock as a mentor worthy of
veneration—il not outright worship. Whisper Rock has
guided the Gnarl tribe for years, and the centaurs are
loath to share it with anyone else.

Encounters
The Whisper Woods pravides & place for every creepy
denizen ol the forest appropriate for a low- to mid-
level game, The PCs prabably follow the winding paths
ol the forest in order ta find their way to Whisper Rock
so Lhey can receive a prophetic answer to an otherwise
thorny puzzle.

Characters within the Whisper Woods have an 8%
chanee per hour of a random encounter,

Development

A prophecy can be both a terrific opportunity and
an immense hassle for a DM. Whisper Rock is easier
to handle than a divination or commune spell, because
charaeters can’t ask specific questions. Bu as the

WHISPER ROCK ENCOUNTERS
T o v e e 3 T

d% Encounter Averape EL
01=10  1dd+2 centaurs : 7
11-13 I warbound :irn!:l.'|]|.-.r {lesser battlebeiar ® 7
14-2% . 1d3 araneas : it
F-30 1d4+2 banrs (animal) [
31-37  1d3 dire boars [
S84 2d4 krenshars [
43—49 © 1d3 owlbears [
S ldd+2 sabyrs b
e—54 - 1d3 thorns® b
RAE—RA L% woad woads® b
69-65  1d3 assassin vines ]
Gh—75 I3 centaurs b
Th—83  1d3 dire wolves 5
R —B5 143 :Il'\l.-.'ll:ls 5
BG83 - 1d442 perals® 5
G —%4 | monslrous .\-l.'li.dL"'l.". llugc (vermin) 5
95100 1d3 monstirous spiders, Large (vermin) 4
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DM, you still have to make sure that the propheey
comes true—even il it does so in a way that the PCs
don’t expect.

Ifyouaren't ready with a prophecy that matches
vour plans [or an ongoing plot, consider the follow-
ing prophecies, They all have specific details, but
they leave enough unsaid that you still have room

Lo maneuver,

* "Beware the man with blue gaunl|ets. for he holds
your doom in his hand.”

* "Three tests belore you reach your goal, Tweo tests
you master, but the third masters you.”

* "Riders bring ill news on the next new moon.”

* "Aserpent-tongued woman will be more dangerous
to you than a demon horde,”

* "Yourgreatest foe is just a marionette. Weep for he
that holds the strings!”

* "Your candle flickers and fades, but on the fourth
day, your friends can reignite the flame.”

* "Mofoe will best you in hattle, but you will be absent
when your foes arve at their hest.”

» "Beware the flame, but trust the shadows it casts.”

* "Your own [amily will conspire against you before
winter's end.”

After Whisper Rock has given a propheey to a character,
there's a 25% chance upon each return visit that the
rock whispers an instruction to the PC, not a prophecy.
Mo prophecies will be forthcoming for that character
until the PC completes the rock’s instructions.

The presence within the rock uses the whispered
instructions to hasten the end of its imprisonment,
Whisper Rock remains a secure jail today, because
the presence mostly whispers to the centaurs, who are
cooperative but not capable of missions beyond the



Whisper Woods, Whisper Rockwould love to find PCs
amenable to following its directions, because they can
undertake more difficult instructions.

At first, the instructions are simple and innocu-
ous. They gradually get more difficult and more
sinister, and it should gradually dawn on the PCs that
the whispered voice they hear has motives of its own.
Sample instructions include:

+ "Bring twelve paleberries to the flat rock at the
north end of Whisper Rock.”

+ "Fashion a crown from deer antlers, and leave it
atop Whisper Rack.”

v "Cast dispel magic at Whisper Rock at dawn for three
days in & row.”

+ "Blay a centaur within the clearing, then burn its
haaves as an offering to me."”
"Construct a golem fram the skull cairns throughout
the forest, for [ desive an instrument of my will,”

Treasure

There's a 50% chance at any given time that a Gth-level
treasure can be discovered on Whisper Rock—either
because the centaurs left it there as a primitive offer-
ing. ar because the presence within the rock instructed
someone to leave the item there,

PCs might be suspicious of treasure just lying in
the open. theirs for the taking. But Whisper Roek
wen't—and can't—do anything about characters that
take treasure from the area. That won't necessarily
stop it from whispering dire warnings and castiga-
tions at the PCs on an hourly basis until they leave Lhe
Whisper Woods, however.

Adaptation

Whisper Rock is a low- to mid-level adventure site
hecause its biggest lure is the praophecies from the
rock. and higher-level PCs have access to divination,
conlact ofher plane, and commune on their own terms. The
draw for high-level PCs might be the presence within
the rock itself, especially if it's about ta break out of
its recky prison. Your characters might be trying to
reestablish the wards that keep Whisper Rock intacr,
or they might be trying to free whatever’s inside the
tumble of stones,

Whisper Rock Lore

Characters with Knowledge {local) can research the
Whisper Rock to learn more about it.

DC 10: Whisper Rock is a ruin in the center of
the Whisper Woods of northern Aundair.,

DC 15: Hostile centaurs and strange fey infest the
forest that surrounds Whisper Rock.

DC 20: It's called Whisper Rock because the
monolith at the center ol the forest foretells the future
of anyone who comes near.

DC 30: A ereature of ancient power is trapped
beneath the rubble of Whisper Rock, and it’s whisper-
ing for aid in escaping its prison.

CRYING FIELDS

Haunted Battlefield; Temperate Plains

As the last rays of the sun fode fiom the ved-stained plain, crenellated
walls and ruined siege engines emerge from the gloom, Ghostly soldrers
charge ane another in a swirling melce, crying "A throne for Weoann!”
or "Aundair to victary! "

Twenty-seven days of the month, the Crying Fields of
southern Aundair are quiet grasslands notable only for
the red-tinged flora and the white stone monuments
and erypts that dot the landscape. But on nights when
the moon is full, the Crying Fields become a twisted
mockery of 2 Last War battlefield, with once-living
soldiers battling each other to gain the victory they
could not attain in life.

The Crying Fieldslie east of Ghalt near the Thrane
border. Thrane armies, attempting to avoid long sieges
of Tower Valiant or Tower Vigilant, invaded toward
Ghalt on five separate occastons during the Last War,
Each time, a bloody battle was fought amang the farms
of southeast Aundair—hundreds of acres of land that
now comprise the Crying Fields.

Aundairian farmers long since abandoned Lhe
farms, and now the anly life in the Crying Fields is
the hardy, crimson-tinged grass that sprang up when
the fields |a}r fallow. Even on the sunniest da}r, vigitors
lo the Crying Fields can hear the elash of swords and
eries ol anguish, though muffled and distant as ifissu-
ing from another world. At night the sounds of battle
grow louder and more distinet.

On the night of the full maon, the battle becomes
entirely real, as undead soldiers, Aundairian and
Thrane alike, emerge from the night to hattle one
another—and any among the living who are brave
enough or unlucky enough to be in the Crying Fields
on Lthal night,

Envirenment: During the day, a DC 20 Listen
cheek is suthicient to hear the sounds of past battles;
on ordinary nights the DC drops to 15. On the night
of the Tull meoon, hearing the battle is automatic—it's
a real battle at that point, not just the distant echa of
past clashes.

When the moon is full, characters can see clearly
for 60 feet, and they can peer through concealing
shadows for another 60 feer; characters with low-
light vision can see 120 [eet, plus another 120 feet in
shadows, The prevailing Aundair weather applies in
the Crying Fields an [ull-moon nights, although the
undead soldiers largely ignore weather, The magi-
cal transformation that turns the Crying Fields into
an undead battlefield suffuses the entire ares with a
1‘.-1:1"3'“% aAura 'C'f necl"ﬂmﬂ“c}'.

Terrain: The Crying Fields are battlefield ter-
rain as deseribed on page 91 of the Dungeon Master's
Guide. The same neeromantic transformation that
creates undead soldiers also recreates a hodgepodge
of walls, trenches. and the detritus af war, But because
the historical battles that led 1o the creation of the
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Grj,-irlg Fields were fought decades apart and under
different conditions, the arrangement of the fortifica-
tions makes no rational sense—it’s just a jumbled mix
of five battles averlaid atop one another.

Features

Unless it's a full moon, the Crying Fields are nearly
featureless, with only the occasional graveyard or tomb
breaking up acres of grassland. But when the moon is
full, the Crying Fields become a mixture of battlefield
and nightmare.

Fortifications: Walls, trenches, and berms appear
in the night. They function as deseribed on page 91
of the Dungeon Master’s Guide.

Graves: The Crying Fields didn'tunderge monchly
transformation into a necromantic battleground until
974 YK, the first anniversary of the Battle of Crying
Fields. After major battles in 920, 925, 955, and 9648
YK, peace returned to the region long encugh for ane
side or the other 1o bury their dead and commemorate
the valor of the [allen.

Whether it's day or night. the Crying Fields are
home to dozens of praveyards, ceyps, and monuments
to the fallen,

Graveyards have gravestones every 11 feet. Stand
ing in a square with a gravestone gives you a +2 honus
to Armaor Class and a +1 bonus on Reflex saves (these
bonuses don’t stack with cover bonuses from other
sources). The presence of a gravestone doesn’t other
wise alfect a ereature's fighting space.

Crypts and monuments are generally windowless
10- or 20-laot-square stone buildings, sometimes with
o basement level. Manuments have open doorways
so visitors ean see the statuary and inscriptions, but
erypts are kept lacked (witha DC 20 or 30 lock). Some
0% of crypts have a CR 7 to CR 10 trap to keep prave
robbers aut; those that don't have traps were looted
decades aga.

The undead soldiers that fight on the Crying
Fields emerge from the night itself, not from specific
erypts. But the undead fight tenaciously to seize and
hald graves belonging to their side.

Funeral Pyres: The practice of a funeral pyre
for dead war heroes isn’t widespread among the Five
Mations. so the prevalence of funeral pyres in the
Crying Fields on full-moon nights is puzzling. Yet
dozens of funeral pyres burn across the Crying Fields,
each with a dead Aundairian or Thrane hero from one
of the five major battles,

The pyres burn throughout the night, casting
bright illumination for 200 leet in every direction.
They alsa have treasure tdescribed below) that makes
them a target for treasure hunters willing to risk the
wrath of the undead.

Encounters
Omn a full moon, most Crying Fields encounters will
be with undead soldiers, which run the gamut from

bloodthirsty vampires 1o implacable wraiths. But
some living ereatures venture into the Crying Fields
in search of neeramantic knowledge or the treasures
of the funeral pyres. The half-fiend cleric and the
retriever on the random encounter table below are
examples, but you can create your own rival pyre-rob-
bers as well.

Both the Aundairian undead and the Thrane
undead hate the living and will attack any FCs they
see. But after 2d4 rounds have passed in a given battle
between the PCs and a group of undead, roll per-
centile dice. There's a 50% chance that more com-
batants (determined randomly) will see the skirmish
and join the fray. If they do, there's a 30% chance
that the new undead represent the other nation and
will attack their undead enemies belore turning on
the PCs.

For example, if the PCs are highting bodaks wear-
ing tattered Thrane unilorms, there's a 50% chance
after 2d4 rounds that someone else on the hattlefield
will notice the fight and join it, Il the DM rolls six
vampire fighters, there’s a 50% chanee that they were
Aundairian soldiers once and will attack the hodaks
rather than the PCs.

Due to the ongoing battle, encounters take place
frequently within the Crying Fields: make a random
encounter roll (12% chance for an encounter) every

10 minutes,

CRYING FIELDS ENCOUNTERS
m

d% Encounter Average EL
0111 1 charnel hound® 12
12-18 1 lieh 11th-level wizard 13
19-30  1d3 wraiths, dread 13
3130 ld4+4 badaks 12
4047 = | devourer 11
L8555 | half-celestinl Yrh-level |r:||..'||:|.|l1 ]
56—63 | half-fiend 7th-level cleric, | bone devil 11
G473 | retriever 11
F4—82 Tdd+4 Spectres 11
4544 ldd =4 vampires, Sih-level human ﬁglucrﬁ 11
B5-100  1d3 shadows, greater 10

4 ppears in Muonsler Monoal [1.

Development
The undead, the funeral pyres, and the battle-
ments all disappear when the first rays of the sun
strike the Crying Fields. Any living creatures find
themselves once more on a largely empty plain of
red-tinged grass.

Treasure

Each funeral pyre has a rich array of gifts for the
afterlife—a double standard treasure for a CR 12
encounter. Reroll any results that give you flammahble
treasure, such as serolls or tomes,



Adaptation

The Crying Fields present a high risk for high reward
location full of undead horrors and big piles of trea-
sure. You can adapt them for lower-level play by simply
choosing weaker undead and smaller treasures. [Fyou
dose, consider why the Crying Fields aren't inundated
with low-level treasure hunters every month when the
moan is full. Few on Khorvaire can survive a night
among dread wraiths, vampires, and charnel hounds,
but many could manage a treasure grab against skel-
etons and zombies.

Crying Fields Lore
Characters with Knowledge (lacal) can research the
Crying Fields 1o learn more about the place.

DC 10: The Crying Fields are a place in sauthern
Aundair near Thrane where a number of hartles were
fought during the Last War.

DC 15: No one goes there anymaore except to
honor the dead soldiers buried there. It's said you
can still hear the sounds of battles if you stand in the
Crying Fields and listen.

DC 20: Every month when the moan is full,
those who died on the Crying Fields are returned
o lile as undead horrors, and they battle cach other
until sunrise.

DC30: The undead hate the living. but even more
they hate undead who wear the uniforms of their enc
mies in life. They venerate fallen heroes with funcral
pyres, many of which have rich treasures atop them.

AT 1S Knowledge (]Lislur}r:l check is sufficient to
know details of the live battles that ook place on what
isnow the Crying Fields: the stralegic circumstances,
the units involved, and individual acts ol heroism great
enough to become lolklore,

FLOATING TOWERS OF ARCANIX

Wizard Academy; Temperate Plains

Asyou soar wpavard, you see faur castles, each fToating on @ rocky island
thowsands af feei above the verdant fields of Aundair, Each casile is
aeragp-quili of different architectural siyles, cach more outfondish
fhan the last. Periodic flashes of light illuminate the windows, and
sery s aften @ gowt of flame ar eldritch eneegy bursts forth from a
doar ar chimney.

The Areane Congress, one of Kharvaire's greatest cal-
lections of arcane minds, aperates out of the floating
towers that hover above the village of Arvcanix. Over
the centuries, the Avcane Congress has turned its
Aundair headquarters into a showease far the power
of magic. Visiting the floating towers means seeing
wonders undreamt of by most Aundairians—fraom
baffling illusions to animated contrivances ta cap-
tured creatures from other dimensians.

The floating towers are at ance a college of wiz-
ardry and the personal laboratories of some of the
most powerful wizards in the Five Nations. Many a

would-be magewright or wizard comes to'the village

FLOATING TOWERS ROOMS

P oy e W s e T g

d%
0108

na-15

16-22

23-30

31-53%

A0—4h

4754

h2—hRY

-7

a0-84

A3-89

4096
7100

Room [Aural

Summoning Chamber: This chamber has o magic
drelespell holding an elemenial or outsider of 6 HID
(Glarehold/Amberwall} or 12 HD {Nocturnas/Sky-
reach). The creature will plead or bargain for its
freedom. [Moderate conjuration]

FPrivate Library: Books provide +2 eircumsianee
honus on any one K nowledge ekill, and magical ref-
erence tomes are cquivalent 1o a wizard's spellbook
aflevel 1d6+4, Some of the important books (10%)
are trapped with sepis swake sigil ov fire trap, [Faint ean-
juration or moderate abjuration]

Construction Arvea: Dedicated wrights, lst-level
magewrights and artificers, and possibly more pow-
erful spellcasters are working on a magic item (70%)
ar golem (30%). [Varies depending on item]
Meeting Room: Room hasa magic trap of CR [d6+2
an the entrance. Room has a Mordenkeinen’s private sanc
tum andfor defecf sorying s ells active within it [Moder
e :|E:|j1:|1'.al ion and/or moderate divination]
Starage Vault: As describedin the Treasure section
helow, [Varies]

Partal Chamhber: Tricporiction crcde conneets this
roamm ten ane al the other F'.nal:ing Towers (30%),
et e parl al rhamber within the same tower
(40%), ocan Arcane { :nng:l':: 55 i':u':i]:iw elrewhere in
Auandaice CI0%0) |54 rong conjuration |

Divining Chamber: Roam has a pelished silver
mirear (B0%) or Functioning copstal ball (20%) [Dim
divination]

Necromantic Lahq:rutnr}r: Faoam has cadavers,
l:::|11|!.l:|.|.11|i.:||g equipment, and Ldb+3 _|::|'|.:|.~.'1s; 1im
necrama r:ll.":c' |

Classroom: Typical lecture hall; 20% chancea class
is in session [Nonel

Private Residence: Home al'a - through Sol-level
student (Glarehold/Amberwall) o Fik- 1 I‘I.I.'I::lllﬁ'i:l
121h-level master [Nul.‘ll.l.l'l::liIH."ISk}'WiII.']:I] 0% chanes
that resident is home, Masters” homes are likely 1o be
trapped and guarded; student dorms aren’t. [Waries]
Shrine: To Aureon (60%). Onatar (40%), The
Shadow (5%}, or a Cult of the Dragan Below (5%).
Entrance hasa magic trap of CR 1d6+2. [Varies]
Exhibit Hall: Chamber devored o lasting displays
afarcane magic. Rall 1d8 for school {with examples):
I is abjuration (inseribed magic cinde, entimagic field}, 2
is conjuration ummen manster, Evard s black leatacles), 3 is
divinatien (greene sight, sorvingt. & is enchantment (desp
shumber, canfisian?, 3 is evacation (darkness, wind wall, 6 is
illusion (Ryprefic pallern, majer image}, 7 is necromaney
Usenre, genile repesed, and 8 is transmucation §pyratechnics,
animal growth]. [Faint or mederate]

Mundane Area: Kitchen, pantry, ete. [Nonel
Manifest £one: Roll a random plane on page 92 of
the Lseezov Campagn Sething, Rerall if you ger Dal Quor

[Strang conjuration]
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of Arcanix. below the towers, hoping to study hard
and someday ascend to the lofty ranks of Aundair’s
finest arcanists,

The Arcane Congress devotes two of the towers,
Glarehold and Amberwall, ta training the next gen-
eration of magewrig’hts and wizards. Nocturnas and
Skyreach, the other two towers, are the residences,
libraries, and laboratories of Arcane Congress mem-
bers. From these two towers the Congress advises the
Aundairian crown on magical matters and schemes
againstits rivals. the Twelve {described on page 245
of the Eeerrox Campaign Sern'ng:l.

Environment: Fverburning torches light every corner
af the floating towers, unless a member af the Can-
gress has a specific reason to prefer darkness. Some
cverburning torehes burst into flame only when someone
enters the room, dousing themselves instantly when
the room isvacant. Others burn with strangely colored
flame, adding a bluish ar reddish tint to everything
they illuminate. The floating towers are a quiet place:
distracting noise is conducive to neither study nor
political machinations. The temperature is always
mild within the floating towers, no matter what is hap-
pening outside.

The Arcane Congress built the floating towers
over eight hundred years, so their walls have known
many architects, bath mundane and magical. Within
the floating towers, there's always a strong aura of
transmutation (the spells that keep the towers alaft)
and at least one other aura.

Terrain: Arcanc architects aren't canstrained
by the square footage within the floating towers'
walls: some rooms cxist extradimensionally, and
each tower has far more space on the inside than a
conventionally made castle would. In general, the
floating towers have smooth stone floors, superior
masonry walls, and 15 -foot-high wood-paneled ceil
ings (with 30-foot-high vaulted ceilings in particu
larly large chambers), There's no consistency to the
doors within the Towers, Consult Table 3-17 in the
Dungeon Master’s Guide to determine the qualities of a
particular door,

The lNoating towers are too vast to completely
map, and such map would be out of date by the time
it was completed. Especially in Nocturnas and Sky-
reach, the wizards are always making magic altera-
tions to their demesnes, [f characters are wandering
through a floating tower, use Tables 3—11 and 3-12
in the ungeon Master's Cuide to determine each room’s
features, then roll or choose a room type from the
accompanying table.

Half of the hallways that conneet rooms are
normal. The other half possess some strange effect,
ralled or ehasen from the table.

Features
Asa DM, you have four extradimensionally augmented
castles to play with, so there's plenty of roam to put

FLOATING TOWERS HALLWAYS

R e sy T e Y L gl
d% Hallway [Aural

01-08 Moving Pictures: Portraits on the walls are pro-
grammed imeges that move when approached. [Moder-
ate illusion]

0%—-16  Statue Gallery: Marble statues of lamous arcan-
ists, some with magic mouth spells on them. [Faint
illusion]

1723 Wertical Lift: Magic elevator, escalator, or plat-
form takes characters up or down swiltly [Strong
transmutation]

30-38  Phase Door: As the spell on page 261 of the Mayer’s
Hoendbook: triggering condition is "humanoid.” Orig-
inally built to contain out-of-control summaonings,
[Strong conjuration]

39-48  Spatial Distortion: Hallway appears to be half
(50%) or twice (30%) a5 long as it actually is. [Strong.
transmutation]

$9-535  Magic Trap: Trap has CR of 1d6+3, Choose from
amang those in Chapter 3 of the Dungeen Master's Guide
or invent your own, [Varies|

f6—G4  Blind Corridor: Hallway scction has darkness (70%)
ar fog clowd (309%) that obscures vision. [Faint evoca-
tion or faint canjuration]

GH-=Th Unusual Walls: Walls are mirrored. detailed mosaic,
w-::ll::-d-]'r:l.rwh--:i. or provide view of outside. [Mane]

77-86  Dispelling: Every other round, an area dispel magic
(10th-level caster) goes off in the hallway. Another
feature built to contain out-of-control summon-
ings. [Moderate abjuration]

B7-04% Yisible Aura: M agic items and active '\."Pr_'”s gl-;_'lw
with visthle auras, as feveryone had an arcone :.|gf|f
HE:II.‘.I.I. active. | Maderate divination]

94100 Re:unﬁgurahlm Enpptr plﬂt‘[ur,:. mounted aon wall
shaw twa or three possible maps of immediate vicin-
ity. LF an arcane spelleaster presaes a plaque, the
hallways arcange themselves into that conBguration

one round later, [Strong transmutation]

whatever features you like within the floating towers.
The following features are those known to almost all
Aundairian wizards, regardless of whether they've
received schooling from the Arcane Congress.

Arcanix: This village of 800 people lies direetly
beneath the floating towers. The residents of Arcanix
owe their livelihoods to the Arcane Congress, from
the innkeeper who boards the parents of would-be
wizards during the Autumn Entrance Examinations
to the stablemasier responsible for exercising the
steeds—hboth mundane and exotic—ol some Arcane
Congress spelleasters,

Most of the important wizards and sorcerers of
the Aveane Congress live in the floating towers them-
selves, buta few reside in Arcanix. Raulo ir' Trannick
(LN human male wizard %), for example, is the lord
mavor of Arcanix and a member of the Arcane
Ceongress, His family has long had holdings on the



southeastern banks of Lake Galifar, and his position as
Trannick patriarch demands he live carthbound and
board a hippogriff when he's needed for the businessof
the Congress. Raulo and other members of the Tran-
nick family are the proctors of the Autumn Entrance
Exams, determining which of Aundair's brightest
will get a chance to become magewrights and wizards.
Raulo also serves as a de facto ambassador between
the Arcane Congress and any wizards who arrive at
Arcanix unannounced.

The Trannick family olfers trained hippogriffs
that can ascend to the floating towers for visitors
unable to get there under their own power. The
Trannicks collect a 25 gp per person transit fee,
which they use to fund schelarships for deserving
joung mages.

Arcanix is also home to the Tower of Alchemy, ane
of the Five Nations” premier colleges lor the alchemi-
cal arts, [ts senior mentor, Tzandro Kavalant, has
created the alchemical golems that act as servants and
guardians within the [loaling towers,

Arcanix’s unigue position makes it ane ol the Five
Nations” most magically aware places, Many of the
residents are downright blasé about powerful arcane
magic, while others take great delight in the astonish-
menl on visitors' laces when a carpef of flying alights on
the town square or an aged wizard turns into a glorious
dragon and [lies away.

The White Arch: Visitors to the floating towers
often ascend {via magic or the Trannicks' hippogriffs)
to Glarehold Tower, where an auterapping of rock has
amassive white marble arch that leads to a white marhble
courtyard. The White Arch is alsa the traditional
gateway that new siudents use when they begin their
studies: many an Aundairian youth dreams of walk-
ingunder the white arch. clad in the brown rohes of a
first-year student.

The courtyard beyond the White Avch is the larg-
est outdoor space on any of the four floating towers.
Magically animated tapiaries in the shape of boars
{deseribed on page 173 of Manster Manuai 1) stand at the
corners of the courtyard.

Library of Robideur: Near the top of Skyreach
is one of Khorvaire's finest collections of arcane
lare—although librarians in Korranberg would argue
the point, and whao knows what dark lore lurks in the
lihraries of Ashtakala®?

The library takes up the top four floors of Sky
reach's tallest spire, with bookshelves running from
floor to ceiling. Only the doors and the stained-glass
windows interrupt the walls crammed with spellbooks,
tomes, and grimoires. A unique spell not unlike wnseen
wroani controls the books within the library. An arcan-
istof the Arcane Congress need only state the title and
author of a book. and it slides from its shelf. opens
wide, then slowly descends to the arcanist’s waiting
hands. lazily flapping its cover open and shut in imita-
tion of a bird.

The half-elf sorcerer Robideur died more than
490 years ago. but his descendant Tanila (LG half-elf
female sorcerer 8) is the head libratian, The library
forbids checking out books even to the most power-
ful members of the Arcane Congress; examination
of a book at one of the library's vak desks is the only
option. Tanila has an initial attitude of unfriendly
toward anyone who even asks about checking out a
book, and she won't bend the rules unless her attitude
is improved 1o helpful {as described on page 72 of the
Players Handboaok}.

The Library of Robideur is a terrific research
toal. A PC using the library to research a specific
question gainsa +4 circumstance bonus on Knowledge
{arcana) checks and a +2 banus on Knowledge {the
planes) ehecks. The library has a few books on other
topics—histaries, gazetteers, and the like—but they
aren't comprehensive enough to provide a bonus on
the skill check.

Adal’s DDemesne: At the center of Nocturnas
are a series of chambers that Adal ir'Wynarn, Royal
Minister of Magic and brother to Queen Aurala,
calls home, Adal (described an page 18) splits his
time between the floating towers and his palace at
Fairhaven. He regards the floating towers as a place
where he can be free of court intrigues and free 1o
direct his staff as they conduct magical research and
build weapans of arcane destruetion to defend Aun-
dair or extend its reach.

Adal is more politically connected than most
of the Arcane Congress. He has the queen's ear at
a moment’s natice (although the trust between them
is far from cnm}jlrtc). Adal isn't a great wizard in his
own right, but he's a consummate power broker and
charismatic leader. Most of the rescarchers on his
staff are higher-level wizards than he is. and the many
agents in Adal’s employ are likewise among the mast
elite in Aundair.

At any one given time, Adal has three or four
major research or weapon-development programs
under way within his chambers. Each is kept separatc
fram the others, and only Adal knows the extent and
progress of all the programs. One team might be
trying to reverse-engineer House Cannith's creation
pattern for warforged. Another team works on a system
of weather control, and a third is breeding wyverns
that shoot fiery rays from their tails.

Maze of Shadowy Terror: In the lowest level
of Amberwall Tower is a maze intended to humble
younyg apprentices confident of their ability to meet
any threat with magic, The Maze of Shadowy Terror
spontanecusly penerates monsters from the summon
monster ] and summon menster TIT lists with a shadow
conjuration effect. The denizens of the Maze of
Shadowy Terror thus have 20% of their normal hit
points, and characters who succeed on DG 17 Will
saves realize thal a maze monster is only quasi-real
and take only 20% of normal damage from it. Each

>
o
=
]
=
~

39




AUNDAIR

40

maze monster also has a lower Armor Class, as
described in the shadow conjuration spell on page 276
of the Player’s Handbook,

The Amberwall insiructors intended that the
maze, which looks like a typical set of twisting dun-
geon corridors, serve asa final test for wizards and
sorcerers befare they head out into the world or
become members of the Arcane Cangress. Burt brave
and foolhardy students eager ta prove themselves are
always sneaking into the basement and entering the
maze an their own.

Gate of Xabra: Near the top of Mocturnas is an
astronomical ohservatory and ane of the great arti-
facts of the Arcane Cangress: the Gofe of Xabra. This
cirele of menhirs, transplanted from a Q" harran ruin
shartly before the start of the Last War, has graven
glyphs that corvespond to no known language or code.
The glyphs hald averwhelmingly powerful conjura
tion magic sufficient to send everything within the
cirele to anather plane of existence.

When a would-he traveler uses a finger to trace
certain glyphs on the stones, they glow slightly. When
all the carrece glyphs are lit, everything within the
Gate of Xabra disappears and a whoosh of air flls the
void that remains.

Finding the carrect sequence of glyphs is no
casy task. Fortunately, failed attempts don’t have
negative consequences—aor at least they haven't so
far. The glyph sequence can't be learned by rote.
because the correct glyph sequence depends on both
the destination plane and the alignment of the stars
arcund Eberron.

In general, it takes a DO 25 Knowledge (the
Planes) check to open the Gale of Xobro 1o a specific
plane. Uli Blackthateh {NE male pnome wizard 7/
loremaster 2) studies the Gofe of Xabra for the Arcane
Congress. He has a Knowledge {the planes) maodi-
fier of +18 and will direct planar travelers in what he
believes is the correct sequence,

The Gate of Kabre only opens lor an instant,
although in most cases it leaves a circular impression
on the other plane that allaws a return trip. Trav-
elervs appear within the circle at the moment they
arvive; once they step back inside it, they reappear
in the gate chamber in Noeturnas. On the plane of
[rian, the return cirele might be marked with crystals,
while it might be a circular glade an the forest plane
of Lamannia,

Encounters

Maost encounters within the walls will be with students
and arcane instructars (in Glarehold and Amber-
wall) or higher-level wizards and their assistants (in
Maorcturnas and Skyreach}. But the hallways also have
monstrous guardians, and out-of-control summoned
creatures from conjurations gone awry happen at all
four towers. In addition, the towers are plagued with

gargoyles and arcane cozes that sometimes ambush

weak-appearing prey. Sporadic attempts by one wizard
or another to wipe out the pests haven't been success-
ful thus far.

The Arcane Congress has a pragmatic attitude
toward spellcasting, so it's not uncommon to see hoth
demons and celestials making pacts with the arcan-
ists of the floating towers. While individual denizens
of the towers might be paragons of good or evil, the
Arcane Congress as a whole places no stigma on affili-
ation with either fiends or celestials.

Two encaunter tables appear below, one for the
towers devoted to education, Glarchold and Amber-
wall, and another for Nocturnas and Skyreach, the
towers where the higher-level wizards of the Congress
live and scheme. In either of these areas, the chance

of a random encounter is 10% every 30 minutes.

GLAREHOLDVAMBERWALL ENCOUNTERS
D v ———————— Y T

d% Encounter Averape EL
01-10 1 Bth-level sorcerer B
=15 1 Huge elemental {any) 7
16-21 1d3 phase spiders 7
22-25 | phasm 7
26—36 1 Gith-level wizard, 1d3 3rd-level wizards 7
37-44  1d3 gargoyles i
4548 1d3 summoning oozes* i
+5-53 | will-o'-wisp G
5463 ld4+2 Znd-level wizards (i
64-67  1d3 Large animaned objects 5
6872  Zd4+3 dedicated wrights** 5
73-79 1 Large elemental {any) )
B0-86 143 Medium elementals (any} 5

B7-96 ld€+2 iron defenders®®
97100 1 ravid
*Described in Merster Marwel 11

**Described in the Earrrox Campaign Sefting,

N

Charaecters will have more challenging encounters
inthe towers where the Arcane Congress itsell lives
antd works.

NOCTURNAS/SKYREACH ENCOUNTERS
m

d'% Encounter Average EL
1-07 | glabrezu demaon 13
H4E—173 | iron _|§u|.{':rn 15
14-2% I 1Tth=level wizard, 1d4+2 Tith-level wizards 15
2491 Leddb+2 eri nyes devils 12
12—40 143 c!ar g‘ul¢ﬂ‘l-5 12
+1—-47 1d3 gu..'n'd ian n agis 12
48—57 1 12th-level soreerer 12
SE—65A Il lik-level wizard, 1 .\]:l:ir.ll:]gu.'l:l'd:iun 12
66—74 1 elder elemental (any) L1
TH—R2 lalehermical g(]lt‘.:l:l:l* 11
B35-92 1 half-dragon celestial lammasu 11
95-100 143 arcane cozes® 11

*Deseribed in Manster Manaal 111



Development

If characters trigger an alarm within the floating
towers, they face an array of magic traps, summaoned
guardians—and wizard after wizard keen on defend-
ing Congress and hame. The internal layout of cach
tower magically changes at the direction of senior
wizards, so intruders may find that the hallways along
their escape route don't lead to the same places they
used to.

Treasure

Some of Khorvaire's greatest magical treasures are
found within the walls of the floating towers, mostly in
secure vaults within Nocturnas and Skyreach. A typi-
cal vault is & lead-lined chamber with multiple magic
traps, cach CR 7 to CR 10, on its door. Beyond the
doar lies the treasure—and undoubtedly a puardian of
at least CR 10, The vault guardians are often outsid-
ers, constructs, or undead because the wizards of the
floating towers can ereate or control them somehow.
Alorm spells, contingent versions of the whispering wind spell,
and other alarms typically guard the vault's most pre-
Cious cantents.

It's a lot of trouble to get into a vault, but the
effort can be worth it. A typical vault holdsa CR 12
treazure with double items. Some vaults hold seill
greater treasures—and have commensurately more
deadly puardians,

Adaptation

The floating towers offer both low-level play (among
the arcane scholars in Glarehold and Amberwall)
and high-level play {amung the leaders of the Arcane
Congress in Mocturnas and Skyreach), Emphasize
whichever aspect of the floating towers—wizard col-
lege or cabal of eldritch schemers—hest Ais the needs

of your campaign,

Floating Towers Lore
Characters with Knowledge (arcana) can research the
floating towers to learn more about them,

DC 10: The floating lowers, on the southeastern
shore of Lake Galifar, are an arcane academy that
trains many wizards and magewrights,

DC 15: The Arcane Congress runs the floaling
towers and many powerlul wizards live Lhere,

DC20: Two ol the towers, Glarehold and Amber-
wall, are for students, The other lwe. Nocturnas and
Skyreach, ave for the powerful members of the Arcane
Congress, including Adal ir"Wynarn, Aundair’s First
Warlord and Minister of Magie,

DC 30: Adal ir' Wynarn has top-secret laborato-
ries in the Mocturnas lower where his stalf develaps
weapons of arcane destruction,

Knowledge {lacal) is the relevant skill for learn-
ing ahout Areanix and its connection to the floating
towers,

PRESTIGE CLASS:
KNIGHT PHANTOM

"When we reached the ridge, we could see that our soldiers were hard-

bressed by Karrnathi forces, There wis nothing todo but dismizss our
steeds, cast o few spells, then charge into the frap.”

— Knight phantom Athum,

remembering the Batlle of Starpeak Mile

During the Last War, the knight phantoms were spe-
cialized light cavalry that used phantom steeds to reach
the critical point in a battle. then a combination
of spelleasting and martial prowess to win the day.
Part of Aundair’s famed Knights Arcane, the knight
phantoms prided themselves on their ability to ride
hard and reach strategic points in the battle before the
enemy could—or to rescue Aundairian units in danger
of being overwhelmed by the enemy.

Like other members of the Knights Arcane, the
knight phantoms remain in service to the Aundair
crown after the end of the Last War, But their num-
bers are diminished, and many a knight phantom
has retired—or put her war-won talents Lo use as
an adventurer.

ENTEY REQUIREMENTS

Feats: Still Spell.

Skills: Ride 4 ranks.

Speécial: Proficicncy in all martial weapons,

Special: Ability to cast phanfom stead,

Special: Citizen of Aundair, member of the Order of the
Knights Arcane,

BECOMING A KNIGHT PHANTOM

Becoming a knight phantom reguires a great deal
ol arcane power, so the class is available only to
Gth-level wizards, Gth-level sorcerers, and Tth-level
bards. The latter two classes are rvelatively rare,
because few characters expend a precious spells
known slot an phantom sfeed—the signature spell of the
knight phantoms.

CLASS FEATURES

The knight phantom prestige class takes capable wiz-
ards and gradually turnsthem into capable melee fight-
ers, without slowing their spelleasting toa much.

Phantom Steed {SP}: Once per knight phantam
level per day, you can canjure a phanfom sieed 1o act as &
mount for you or someane else you designate. It takes
a standard action to will the steed into existence.
Add your levels in knight phantom and your highest-
level arcane spelleasting class to determine the caster
level of this effect—particularly impartant because
it sets the duration on your steeds and determines
whether they can ride over difficult ground ar even
into the air.
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Somatic Prowess (Ex): The Knights

Arcane has taught you techniques far

simplilying the gestures you use when you

cast a spell. You can cast arcance spells while
wearing light armor without incurring the normal
arcane spell [ailure chance. However, like any other
arcane spellcaster, you incur a chance of arcane spell
[ailure if you cast a spell with a somatic component
while wearing medium or heavy armaor, or while using
a shield,

Spelleasting: At each level except Ist, you gain
new spells per day and an increase in caster level (and
spells known, il applicable) as if you had also gained
a level in an arcane spelleasting class to which you
belonged belore adding the prestige class level. You
do not, however, pain any other beneht a character
of that elass would have gained. 1f you had more than
one arcane spelleasting class before becoming a knight
phantam, you must decide to which class to add each
level for the purpose of determining spells per day,
caster level, and spells known,

Aspect of the Phantom {Su): For a number of
rounds per day equal to your knight phantom level,
you take an the gray, semi-insubstantial appearance
of your steed once you reach 4th level. You hover just
above the ground and can ignore swampy gpround,
difficult terrain, and other impediments that don't
extend more than a few inches above the ground. You
can even walk across water or ather liquids safely. You

can activate or deactivate your aspect of the phantom
ability asz a free action, and you can divide up your
available rounds as you wish.

Countenance of the Phantom (Su): Far a
number of rounds equal to your knight phantom
level, you take on a ghostly pallor, and gray tendrils
of mist eling to your form. Starting at 7th level,
you gain the concealment of a bur spell (20% miss
chance) as the misty tendrils envelop you in a pro-
tective cloak.

Your eyes glow a baleful red when you take on the
countenance of the phantom. At the beginning of
your turn. each creature within 10 feet of you must
succeed on a Will save (DC 10 + your knight phantom
level + your Cha modifier) or be shaken for | round.
This ahility does not stack with other fear effects, and
it has no effect on a creature that is already shaken.
This ability works only while your countenance of the
phantom ability is in elfect.

Youare immune to the fear effect of other knight
phantoms.

You can activate or deactivate your countenance of
the phantom ability as a free action, and you can divide
up your available rounds as you wish.

Blade of the Phantom (Su): At 10th level, you are
able to extend your phantom powers into the weapon
you carry. Fora number of rounds equal to your knight
phantom level, you can bestow upon a melee weapon
you wield the brilliant energy quality, Your weapon
turns gray and semi-insubstantial, however, rather
than glowing brightly, But the effect is otherwise the
same: You ignore armor bonuses to AC, although
other bonuses due to Dexterity, deflection, dodge,
natural armaor, and so on still apply.

Undead, construets, and objects are unharmed by
your blade when it is in phantom form. Your weapon
otherwise functions normally, including any magic
enhancements bestowed upon it,

You can activate or deactivate your blade of the
phantom ability as a free action, and you can divide
up your available rounds as you wish,

PLAYING A KNIGHT PHANTOM

As a knight phantom, you are among Aundair’s most
elite soldiers. You can get to places that traditional
cavalry can't reach—and you can get there before
your enemy has a chance to react, And once you've
arrived, you can outeast what you can't outlight and
outfight what you can’t outeast. That's the strategic
maxim drilled into every knight phantom: Throw your
strength against your enemy’s weakness, and you'll
carry the day for Aundair.

MNow that the Last War is over, many knight phan-
toms are retired or on "detached duty,” free to seek
their fortunes acrozss Khorvaire. Unless war breaks
out again, you have a great deal of independence and
need only check in with the Knights Arcane fram
time to time,



THE KNIGHT PHANTOM HIT DIE: D&
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Base
Attack Fort Ref Will

Level  Bonus  Save  Save  Save Special

S]’m”r:sl‘.ing

+1 level of existing arcane spelleasting class
+1 level of existing aveane spelleasting class
+1 level of existing arcane spelleasting class
+1 level oof existing arcane spellcasting class
+1 level of existing avcane spellensting elass
+1 level of existing arcane spellcasting class
+1 level ol existing arcane spelleasting class

+1 level of existing arcane spelleasting class

Tst +1 +2 +0 = Phantom steed, aomatic prowess =
Ind +3 +3 +0 +0 —

rd +3 +3 < +1 -

th + +4 +1 +1 Aspect of the phantom

fth +5 +i +1 +1 -

Bih +h +h +2 +2 -

fih +7 +5 +2 +2 Countenance of the phantom

Eth +8 +6 V3 47 [

gh +8 +6 +3 +3 -

L7 +11 +7 +5 + 3 Blade of the phantom

#1 level of existing arcane spelleasting class

Class Skills (2 = Int modifer per level): Concentration, COrafy, Intimidate, K::uw]l_"dgc {arcanal. Know]ctlgc [gcography].

Eicle, .\'-j:--e'”l':l':lft. 5|r-:1|.

Combat: While most knight phanioms are aceom-
plished equestrians, lew Aght [rom Lhe backs of their
fhantom steeds. While fasier than conve nticnal harses,
fhanfom steeds are too fragile to handle the rigors of a
cavalry charge. You're likely 1o use your phantom stoad
toget to the battle, then dismount and use spells or
swordplay to defleat the enemy (which is why you're
ralled a knighi}l.

Because you Light reasonably well in melee, you're
mare likely than most arcane spellcasters to cast pro
tective and attack-enhancing spells on yourself befare
batele, I you can gel o few rounds hefore a fight to cast
spr:]ls such as bull's strength, hasle, or staneskin, }’l'r'lllt"t‘. a much
more dangerous {oe,

By 3th or [0th-level. you're capable of casting
Terizer'y rernnsforramation—a unlike many wizards, you've
got the gear and training 1o make that spell pay off.
Combined with yvour armor-defcating blade of the
phantom ability, you're a terror on the batleheld,

Advancement: When yvou valuntecred for knight
phantom training, yvou made an unusual choice,
You diverted a caveer in the arcanc arts to learn the
soldier’s eralt as well. Few arcanists have the physical
attributes to make good soldiers, so you're already a
breed apart, And when you consider the elite missions
that the knight phantoms undertake, you've had plenty
of chances to earn promotions and decorations in the
Aundaivian military. Even though peace prevails across
Aundair at the moment, Aurala’s realm still laces many
dangers. [fyou apt for active duty. the Knights Arcane
will definitely keep you and your fellow knight phan-
toms husy.

Resources: The Knights Arcane tend to issue
equipment on a mission-by-mission basis, s0 you
have whatever you own and whatever they've given you.
Because the Knights Arcane has access to powerful
spelleasters. you have access to all sorts of magie arms
and armor. But you aren't the only soldier clamaoring

for hetter gear; access doesn’L mean ownership,

KMIGHT PHANTOMS IN THE WORLD
"We herd o whole bottalion dug in the beidge, ready for the Aundair
tans. But somehow they wsed magic horses to ride across the river
several miles downstream, so ey caplured our headquarters and
supply tramn.”

—Hann Olbrecht, Karrnath Army

The knight phantom prestige class is a good choice for
a characler who wants to transition from an arcane
spelleasier—usually a wizard—to a hybrid fighter/
caster. s similar 1o the eldriteh knight in the Dungeon
Master’s Guide, but the knight phantom fights a little
better al the expense of some spelleasting and more
onerous enley requirements,

As a DM, vou can also use the knight phantoms
as enemies who ean he nearly anywhere at a moment’s
notice—or as Lhe proverhial cavalry that arvives in the
nick ol time to save the PCs' hides.

Daily Life: Mow that the Last War is over. many
knight phantams sell their unique talents as merce-
naries or freelance adventurers. Those that remain on
active duty mostly patrol Aundair’s borders, arriving
atl trouble spats hefore conventional troops can even
gel out of the barracks. They otherwise live typically
austere military lives, stealing time with their spell-
books and to brush up on their arcane skills whenever
they can.

Watables: The most famous former knight phan-
tom is now one of Aundair’s most inlluential men:
[arvo ir'Lain, Lord of the Knights Arcane. Lord
Darve (LN male human, wizard 6/knight phantom 6)
has a greater say in affairs of state than anyone other
than Queen Aurala and First Warlord Adal. Lord
Darro rarely rides with knight phantoms anymare,
because he has the larger Knights Arcane organization
to command. But he still wears the coat of the knight
phantoms with pride whenever he's in uniform.

Organization: At the height of the Last War,
the knight phantoms were able to field two heavy
cavalry companies [or the Knights Arcane—mearly
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400 knighr phantoms in all. Now only a single cam-
pany of 150 knight phantoms remains on active duty;
the rest are dead, retired, oron long-term leave from
the Knights Arcane.

Captain Mathus Brochand (LG male human
Flght,er Tiwizard ﬁ.frknlght, p]m ntom 5) now caommands
the knight phantoms, and his staff is responsible for
keeping at least tenuous tabs on former members whao
are still in fighting shape. He's headquartered in
Lathleer, although the knight phantoms have been
spending more time in the vicinity of Windshire than

anywhere else lately.

NPC Reactions

The knight phantoms are rare enough that most
Aundairians tend to group them with the Knights
Arcanc in general. Everyone knows that the Knights
Arcane combine spellcasting with traditional military
techniques, and most think of the knight phantoms as
just "Konights Arcane on horseback.” While the details

ol the knight phantoms elude most Aundairians,

they know that the Knights Arcane were a bulwark of

Aundairian sirength throughout the Last War—and
thus any Knight Arcane is assumed to be a war hero
by default. The average Aundairian has an initial
atlitude of [riendly loward anyone wearing the coat
and leather of the knight phantoms,

Karrnathi and Thrane soldiers regard the
knight phantoms less kindly, but an unfriendly
attitude is limited by the fact thal only elile enemy
units and top commanders knew of the knight
phantoms’ existence. Unless they aclually laced the
phantoms in battle, lormer soldiers of Karrnalh
and Thrane have an attitlude of indifferent toward
a knight phantom.

KNIGHT PHANTOM LORE

Characters with Knowledge (history) can research the
knight phantoms ta learn maore about them.

DC 10: The knight phantoms are the light cavalry
ol Aundair's Eonights Arcane,

DC 15: Only powerful wirards ave considered for
membership in the knight phantoms, They're called
that because they ride phantom steeds twice as swifl as even
a magehred harse,

DC 20: The knight phantams aven't truly
cavalry—they're more like horse-mahile, spellcast-
ing infantry, which makes them a tough match for
an enemy general.

DC 30: Lord Darra ir'Lain was once a knight
phantom, and he still wears their insignia on his dress
uniform.

KHIGHT PHANTOMS
IN YOUR GAME

It takes a successful balancing act to play a knight
phantom effectively. You can cast spells and hold your

own in melee, but you have to hoarde your most criti-

cal resource: available actions. Every round you spend
swinging your sword is a round you didn't cast a spell,
and vice versa, You're also going to face tough equip-
ment choices: magic sword or ring of wizardry? Better
armar or new spells far the spellboak?

That's the price you pay for having one of the maost
versatile classes in the game. And the knight phantom
isn't without its less tangible benefits as well. You gel
to stride across the battlefield looking like a vengeful
apparition, and low-level foes will flee in terror. Your
fellow POs will be grateful every time you summon
enough phanfom steeds for the whole party to travel over-
land at great speed.

Adaptation

As written, the knight phantoms are connected to
the Knights Arcane, one of Aundair's strongest and
mast capable military units. But you can extract
that hit of backstory if you like, making the knight
phantoms elite soldier/spellcasters of any of the Five
MNations—or perhaps an order within House Deneith
or the Valenar clves.

Encounters

A challenging encounter with NPC knight phantoms
is 1 matter of repeatedly confounding PCs expee-
lations, First, surprise the PCs by putting knight
phantoms where they thought no enemies could pos

sibly be. Then, let them puzzle out why chain shirt-
wearing spelleasters are capable of fireball spells. And
then surprise them with the phantom-related class
features—and offer them a phantom steed chase for the

finale when the knight phantoms retreat.

Lieutenant Baka Mernu CR 10
Female human fighter 1/wizard 57/knight phantom 4
MG Medium humanaid

Init +4; Senses 5pol —1, Listen -1

Languages Common, Elven, Sylvan

AC 17, touch 11, flar-Footed 16 (+4 AC i shield active)
hp 48 (10 HID)

Fort =8, Ref +3, Will +4

Speed 30 fi. (f 5::[1.!.1r|;'s:|-, aspect of the phantom: 4
rdsfday ignore difficult tervain

Melee +1 greatiword +11 /46 (2d6+4/19-20} or

Ranged +1 compaosite longhow +9/+ 4 {1d&+3/%3)

Base Atk +7; Gep +9

Combat Gear polivs of cure serious wounds, seroll of nsi-
ihility, seroll of dimension door

Wizard Spells Prepared (CL §th):

4t h—enervation, greater invisibility, Otiluke’s resiliont sphere, stoneshin

Srd—flp, greater magic weapon, haste, heraism

2nd—bear’s endurance, bull’s strength, scorching ray, extended
shield

Lst—magic missile (3}, ray of enfeeblement, expeditious retreat

O—detect magic, light, messuge (3

Abilities 3tr 14, Dex 13, Con 12, Tne 19, Wis 8, Cha 10
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Feats Cralt Magic Arms
and Armor, Extend
Spell. Improved [nitia.
tive, Quick Daw, Seribe
Seroll, Stll Spell, Weapon
Focus fg]'r_'at.-iwcird]

§kills Concentration +12, Diplo-
macy +6, Intimidate +4, Knowledge
{arcana) +12, Knowedpe (geography)
+2, Ride +13, Spelleraft +12

Possessions combat gear plus +1 mithmal
beeasiplote, + 1 greatsword, +1 campasite long-
bow (=2 81r banus) with 10 arcows., fead-
hond of intellect +2, spellboak, diamond dust
tlar staneskin)

Hook "We can be there by nightfall. Behold!™

DRAGONHAWK

The dragonhawk is Aundair’s national symhaol.

Trained dragonhawks perfarm aecrohatics hefore
major affaivs of state such as parades and ather

celebrations.

DRAGOHHAWK

Huge Animal

Hit Dice: Kd8 40 (76 hp)

Initiative: +1

Speed: 10 fi. (2 squ:n'r..*.}. fly 120 fr. {awrralgn}

AC: 18 {=2 size, +1 Drex, +% narural}, rouch 9. flas
footed 17

Base Attack/Grapple: -6/+22

Attack: Claw 412 melec (1d8+8)

Full Attack: 2 claws +12 melee {1d8+8) and bite -7
melee (2d6+4) and 2 wings +7 melee (ldG+ )

Space/Reach: 15 e /10 fi.

Special Attacks:

Special Qualities: Low light vision, blindsense 60 ft,

Saves: Fort +11, Ret <7, Will -4

Abilities: Ser 26, Dex 12, Con 20, [nt 2, Wis 14, Cha b

Skills: Listen +7, Spot +15, Survival <7

Feats: Alertness. Flyvby Attack, Wingover

Environment: Temperate mountains (Aundair)

Organization: Solitary, pair. or aerie (3-20)

ﬂhalltngt Rating: [

Treasure: MNone

Alignment: Always neutral

Advancement: 9—18 [[D (E[u;__';t:l

Level Adjustment: —

This bird of prey is enarmots—aeasily large enowgh fa carey a human on
ity back in flight, Its beak is heavy and sharply pointed, its head tufted
with long. poinled feathers, and its eves bright yellain with irvegularly-
shaped pupils, A single long, gently curved feather juls up above its four
ansfrilsat the base of its beak. Ms wings are patferned in shades of brown,
ond ¢ Jarge clow juts fram the joint of each wing.

Aundairian dragonhawk

In the heraldry of Khorvaire, Aundair is represented
by a majestic dragonhawk, the symbal of his high ideals
and aspirations. Ahove the rolling plains and ficlds
of Aundair, dragonhawks soar through clear skies.
Their acries are hidden in the highest mountains.
Many prev on smaller species of monsters, seizing an
ore here or a kobold there 1o sustain themselves and
their offspring. Unprotected settlements of humans,
on the other hand, fear almost as much for the safety as
their horses and livestock as their families. The largest
and most majestic dragonhawks serve as mounts and
companions to heroes.

The vastern territories of the Eldeen Reaches
were part of Aundair before the end of the Last
War, Because of the movement of the border, several
aeries are now on Eldeen lands, o few small cireles
ol druids have experimented with swakesing free and
feral dragonhawks. In lact. the legendary First Aerie,
home 1o some of the largest (12 1 18 11D dragon-
hawks, is now deep within the Eldeen wilderness,
Some believe these creatures have [lown as far as
Fourth Aerie in southern Aundair, where they are
already conspiring with their lesser hrethren against
the lords of Arcanix,

Combat
Dragonhawks attack with their talons, sharp beaks, and
wings, which deal bludgeoning and slashing damage.

Blindsense (Ex): The thin feather at the base ol'a
dragonhawk's bheak is extremely sensitive 1o vibration.
Combined with the hird's excellent senze of hear-
ing. this gives a dragonhawk blindsense ta a range
af B feei.

Skills: Dragonhawks have a +8 racial honus on
Spot checks.

Special: A 10th-level druid from Aundair can call
adragonhawk as an animal companion.

AIVANNY
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= rund was not impressed.
Y/ Two law officers—even two
b L of the King's Citadel—
¥ were no match for his entire
gang. "Outnumbered,” Grund
rumbled. "Should have left my

business alone.”

hen Kage, who joined the gang
a few months back, moved to
stand with the Citadel Agents.

'. He brandished a rapier in one hand
and a badge in the other.

" 2!

L ow there are three of us,” Kage
said, relishing the looks of
outrage and surprise, "and you

better believe we're better than the City
Watch you normally have to deal with . . ."”




CHAPTER TWO

BRELAND

relond, aur Brelond,
Land of freedom and brawvery,
Forever will the Bear and Cramn
Stand upron this land we love.
Breland, our Brefand,
Realm of gold and wonders.
Always will we sing of thee
Acrass this lond we lope . .
—"The SL‘}I‘Lg al Breland.”
Breland's national anthem

Distance allowed Breland o develop in ways Lhat were
distinctly different [rom the other human nations.
While each of the human settlements that eventu-
ally became the Five Nalions took root in the rich
land surrounding the Scions Sound, the ancestors
of the Brelish nation felt confined along the shore
of the Brey River, The original settlement, built
near where Aruldusk stands today, was quickly
abandoned and its people moved south, following
the river until they [ound a site that pleased them.
The original nation of Wroat grew up around what
is today Valhirond.

The lrontier nation didn’l stop there, however,
and soon those within the settlement who wanted
more open space and more [reedom continued 1o
move south and west. 1t was about 2,400 years ago that
Bregpor Firstking led mast ol the pre-Brelish settlers
to fertile fields where the Howling and Dagger Rivers
converped and established the nation of Wroart.

Meanwhile, as the humans al'the Lhazaar expe-
ditions landed on Khorvaire's easiern shares and
migrated inland, one af Lhazaar's mast powerful
lieutenant’s struck out to map the southern shares of
the new land. With four mighty warships and mare
than a thousand warriors, Malleon exploved the coast
of sauthern Kharvaire. Alang the way, Malleon earned
the name "the Reaver” as he plundered the settlements
of goblins, gnomes, and lizardfolk he discovered.
Then, about twenty-five years after Lhazaar first led
them to this new continent, Malleon sailed into the
Hilt of the Dagger River.

When Malleon first set eyes upon the ancient
city an the bluff, a city that would eventually grow to

become the greatest in the land, he knew that his days
as an explorer and pirate had come to an end. Mal-
lean and his loyal warriors conquered and enslaved
the goblins and erected a fortress atop their ancient
ruins. What was once Duar'shaarat and would one
day be Sharn now belonged to Malleon, He named the
place Shaarat.

For six hundred years, Malleon, his warriors,
and their descendants built Shaarat into a power-
[ul and wealthy cily on the blull overlooking the
Hilt. By this point, Bregpor Firstking had estab-
lished the nation of Wroat some 500 miles north
along the Dagger River. [1 was inevitable thal the
two settlements would come into conllict. Breppor
wanted Shaarat lor his own, but Malleon's descen-
dants relused to yield, The siepe ol Shaarat lasted lor
almaost a year belore Breppor ordered his wizards o
destroy Lthe place, Shaarat lell, bul Bregpor claimed
the ruins and renamed the city Sharn. Over the next
eight hundred vears, the towers rose and the city
grew, becoming the second jewel in the nation of
Wioal's crown,

The glory of Sharn was lost during the last days of
the War ol the Mark, when the remnants of the aber-
rant mark farces took refuge in the City of Towers.
Rather than fall before the onslaught of the armies
ol the pure dragonmarked houses, the leaders of the
aherrant mark forces destrayed themselves and their
followers in a display of arcane power that left Sharn
inruins. The city remained abandoned for more than
five hundred years.

[t was Galifar |, king of the newly united kingdam,
whao came to the City of Tower's resene. In 33 YK, Gal-
ifar ordered Sharn to be rebuilt so that it could serve as
the southern bastion of his kingdam. It took more than
five years ta make a portion of the city habitable, then
another fifty years for the towers to rise over the ruins,
but by 150 YK, Sharn was well on its way to becoming
the largest and most powerful city not only in Breland
but in the entire kingdom.

Meanwhile, the rest of the nation grew and pros-
pered. It maintained ties with the other nations, and
when it became part of Galifar's united kingdom,

it served as a valued and powerful realm within the
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larger country. But the distances between Breland’s
capital and the seats of power of the other Five Nations
allowed for new ideas and attitudes 1o develop. No
matter how prosperous and large Breland became, it
was always seen as "the frontier” by the other nations.
And on this frontier, new ideas such as personal
freedom, inalienable rights, and individual think
ing thrived.

Today, Breland stands as a henign monarchy that
comhbines a system of heredity and nobility with an
elected parliament. (The parliament existed prior to
the creation of the independent kingdom of Breland,
during which time it helped the governor-prinee
administer this portion of the realm. Wroann estah-
lished it as a true legal force in 895 YK, shortly alter
the start of the Last War.) OF course, same leel that
the monarchy should be supplanted and replaced by
an clected leader, hut King Borancl remains b rmlyin
command. Still, no other nation enjovs such pawer,
such diversity, and such freedom for the majority of its
citizens. The opportunities are endless, and the wealth
of ideas that flow from the cities to the countryside is

tl"l.l]'\' :'l!'l'l.'I.II'E'I.E.
[ ::

ROYALS OF BRELAND

Irom the moment Brey ir'Wynarn took the ruling
chair in the Great Hall ol Wroat, the deseendants of
Galilar have governed the nation of Breland aned its
prople. Governar-princes in line to one day inherit
the throne of Galifar administered the nation wntil
894 Y K. when the kingdom collapsed and each scion
declared his nation 1o be g sovercign and inde-
pendent country. In that yvear, Wroann, fifth scion
and youngest daughter of Galifar's last king, Jarat,
named herself Queen of Brelund until she could
rightfully claim the crown of Galilur and reunite the

shattered kingdom.

The rulers of Breland are outlined on the table
below. This information can he gleaned with a DO 10
Gather [Information or Know]edge (hiatur}'} check.

Date Monarch

892919 YK Weoann (declared queen in 894 YE)
19027 YK Kason

422927 YK Brask [regent]

GIE-0960 YK Boranex
961 Y K—Fresent  Boranel

PosTWAR BRELAND

Breland weathered the storm of the Last War amazingly
well. The size of the nation. the strength and deter
mination of its people, and its abundance of resources
gave it the ability to carry on when athers fell back, to
choose its own course and not he dependent on allies
of convenience, Breland did earn friends over those
vears, and ties between Breland and Zilargo remain
strong now that the war has ended.

The central and southern regions of the nation
saw little if any direct conflict aver the century of
battle, but no one in Breland made i through without
losing a friend ar loved one to the war effort, While the
farms north of Wroat and Galethspyre never sulfered
the indignity of invasion, it was the sons and daughters
ol the farmers who went ol o hight for Brelish honor
and glory. They fought at the borderlands, repelling
invaders, and they fought across the borders, taking
the battle to whatever nation was considered an enemy
that season.

Today, the horderlands of Breland remain st rong
and on the alert, even as reconstruction takes place
to repair the ravages of battle. In the west, Orebane
and Shadowlock Keep watch for any incursions from
Droaam. Drum Keep, in the north, watches the
LEldeen border, where so many on both sides fell in

F———-_—q

BrefAND AT A GLANCE

Data based on parliamentary census records, 997 YK,

Population: 3.7 million
Area: 1LBD0. 000 square miles
Sovereign: Boranel ir'Wynarn
Capital: Wroat

Major Cities: Sharn, Starilaskur. Galethspyre, Xandrar
Climate: Temperate in the north, tropical in the south
Highest Point: Erix Peak in the Blackeaps Range, elevation

13,256

Heraldry: A roaring bear surrounded by gold wyverns on a

crimson shield
Founder: Wroann, iifth scion oi‘KingJarm
National Motto: "We gain what we give.”

SN
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some of the worst battles of the Last War. Sword Keep
and Brey Crossing protect the borders with Aundair
and Thrane, while Bternpate keeps an eye on the passes
inte Darguun: Perhaps the most active post in the
current day is Kennrun, where knights and warriors
must constantly deal with threats emerging from the
dead-gray mist surrounding the Mournland.

Breland is a progressive nation that weleomes all
who come in peace with open arms and the promise of
haonest wages for honest work, Its progressive nature,
however, provides 2 home for those who wish to engape
in less than honest wark, especially in the ]arger cities,
The nation works hard to maintain the Treaty of
Thronehold, for King Boranel believes that peace isa
hetter road to travel than war,

King Boranel is well and truly loved by the
majarity of the Brelish people. Unfarrunately,
Boranel's age is beginning to show, and none of his
heirs have demonstrated even a modicum of his intel-
ligence and charisma. Many believe that Breland's
strength relies on Boranel's leade:-ship, and many of
his enemies beyond the borders of the natian can’t
wait for him to fall. Will the hope of many who cavet
the Brelish countryside came Lo pass? When Baranel
falls, so falls Breland?

THE PEOPLE

The people of Breland have a strong tradition of
independence and free thought. They are fiercely
loyal to the kingdom and to the Brelish crown, but
at the same time they don't want the laws interfering
with their daily lives. The Brelish always speak their
minds, and while they treat arisiocrats and officers
with the respect due to rank, 1he}- still consider
themselves to be the equal of any other person. While
the Brelish expect their voices to be heard. they also
take the time to listen to athers, and they are known
for their telerance, There is also a strong strain of
skeptical pragmatism in the Brelish character; the
Brelish always try to find the catch in every deal,
question what others take on faith, and look for a
personal ar:l‘-'anl:lge inany situztion. Thisattitude has
its dark side, and the major cities of Breland have the
highest erime rates in Khorvaire.

The Brelish are proud aof the size and power of
their nation, Where Aundairians are aften smug and
slightly E‘DﬂdESfending. the Brelish tend to be brash
and loud. They know their nation is the greatest power
in Khorvaire, This strength gives them a bit of an
overbearing presence when traveling, They often like
to visit other lands and see new sights, but they carry
their nationality on their sleeve (sometimes ljicral]}r}__
and won't hesitate to compare the accomplishments of
others to things "back home.”

In986YK, ten vears before the Treal}r ol Throne-
hold. King Boranel forced the Brelish parliament to
pass the Warforged Decree. This decree recognized
warforged as sentient beings and granted them the

rights afforded other Brelish citizens—once the Last
War was over. This edict allowed Boranel to ema ncipate
the warforged while still guaranteeing their service for
the duration of the war. It had the secondary effect of
making the Brelish warforged more committed to the
Brelish cause, and it attracted warlorged from other
nations to rally to the Brelish banner—especially
warforged [rom the northern nations of Aundair
and Thrane.

SOCIETY TODAY

Breland came out of the Last War in relatively good
shape. Finaneially, the coffers are full and the nation's
industries are strong. Militarily, the Brelish farces
remain zlert and ready should war again break out
across the land, But Boranel isn't interested in fight-
ing another war. He realizes that the nation must
defend itself, and he knows that there are still hoseile
forces surrl:runding the country, but he hopes that
through diplomacy and trade agreements, the remain-
ing sparks of conflict can be doused,

Boranel works hard to keep the lines of commu-
nication open with Aundair and Karrnath, though
he doesn't completely trust the leaders of these rival
kingdoms. He has a grudging respect for the power
of Thrane, but he has no love far the theoeracy thar
at times was his most powerful and deadly opponent
during the Last War, Boranel continues Lo extend the
hand of friendship to the nations formed in the wake of
the Last War, but he secretly fears that the next threat ta
peace will come not from the ariginal Five Nations but
Irom one of these upstarts. Finally, the king seeks to
make good on the remnants of Cyre that have swarmed
into his country after the destruction of their own.
When others turned them away and tried 1o ignore the
horror that had belallen them. Boranel opened his
borders and gave them a home. He prays that by daing
the right thing, he wan't live to regret it.

SCHOOLING

Breland’s relative isclation from the harrors of the
Last War allowed it te maintain the high educational
standards inherited from the kingdom of Galifar, A
character born and raised in Breland can choose one
regional education benefit.

Regional Education—Breland

The Brelish are industrious folk who are a little Mighty
and easygoing about their faith. Any character with
Breland as his or her region of origin gainsa +1 bonus
an Knowledge (nobility and royalty) and Profession
checks, while taking a —| penalty on Coneentration
and Knowledge (religion) checks.

Regional Education—

Morgrave University

The students at Morgrave University study Xen'drik,
the continent of secrets, and share the Brelish laxity



inregards to religion. Of course, many consider those
associated with Morgrave to be less than trustworthy,
These characters start play with less money (having
paid college fees) but know people who might help
them maove recovered relics. Any eharacter can choose
to have received an education at Morgrave University,
gaining a +1 bonus on Decipher Seript and Knowl-
edge (geography) checks, while taking a —1 penalty on
Diplomacy and Knowledge (religion) ehecks, Further,
the character begins play with one lesser underworld
contact in Sharn, and has starting gold redueed by 25

{minimum of 0).

Regional Education—Sharn

Ayouth in Sharn can't help but spend some time
climbing on the outside of one of the great towers
aspart of growing up, or hear about the importance
of manifest zones in the city’s architecture. On the
other hand such youth are likely 1o have only lim-
ited contact with domesticated animals or even the
world outside the enormous city. Any character with
Breland as his region of origin may choose to have
been raised in the city of Sharn, gaininga +1 bhonus
on Climb and Knowledge (the planc::i:l checks, while
taking a —1 penalty on Handle Animal and Knowl-
edge (geopraphy) checks,

ROLEPLAYING A BRELISH

Brelish tend 1o be loud, boisterous, and easygoing.
They enjoy more personal rights and frecdoms than

seen anywhere else on the continent, and they carry

an attitude that suggests they know this, They tend
to be confident, liberal, and tolerant of others,
Nothing seems to surprise or faze the Brelish, They
love to engage in debate, especially regarding poli-
tics, though they enjoy conversations of all types,
T}J::}' have a rather spcr:{a] lave of gossip, which
is why the Sharn Inquisitive has such’a strong reader-
ship throughout Breland, but usually fares poorly
beyond the Brelish borders, where it is seen as light
and inconsequential.

The people of Breland may disagree and dehate
the merits of their leaders among themselves in town
halls and taverns. but don’t let them hear an cutsider
disparage their nation or their king. They take great
pride in their country and its accomplishments, of
its openness and tolerant views. Sure, things can be
improved, but they will handle that themselves, thank
vou, Like the bear that serves as the symbaol of their
country, the Brelish can appear to be slow and sluggish
one moment, but that appearance belies their power,
ferocity, and ability to move quickly when the situation
calls farit,

Religion is all well and good, and the Brelish
have their share of priests and faithful, But religion
is a private matter to most Brelish, not something to
be shared or, worse, pushed upon others. Though
tolerant and understanding of all things different,
the Brelish have atendency to show stronger emaotions
regarding kingand country and other tangible things,
"Gods and religion are all well and good,” Beggar
Dane has written, "but get back to me when you see
Dol Arrah walking the streets of Sharn.”

F——-————_——-_q

Five THINGS EvEry BRrefisH KNOws

1. The Galifar Code of Justice. Every citizen of
Breland learns at least the basics ol the Code of Justice,
especially as it pertaing to the rights afforded individuals
inany situation. This knowledge boils down to the right
to defend yourself, the right to canfront your aceuser,
and the right to open debate. Of course, the code con-
tains many additional rights and laws, but these tend o
be the most important for the average Brelish citizen.

2. That different is just different. Tolerant and
accepting, the average Brelish believes that different
isn't better ov worse, good or bad; it's just different,
Different races, different faiths. different culiures . ..,
the Brelish, on the whole. are the most accepting and
unifying people in Kharvaire.

3. Something about the weather. Everyone in
Breland has an apinion about the weather, and they
love to discuss their views and share them with athers.
This is especially true in the southern portions of the
country, where the weather seems to vary hetween two

states—hot and wet, and hotter and wetter.

4. The virtues of democracy. Unigue among the
Five Nations, Breland has long been experimenting
with a new form of government. While the monarchy
remains in place, many other duties of government,
including legislation, falls to a partially elected
body—the Brelish Parliament. Thanks to town meet-
ingswhere all citizens have a voice and the right to vate
for the elected members of the parliament, the Brelish
understand the rights, responsibilities of demaocracy,
aswell as the preat gift they have to live in such a pra-
gressive nation,

5. The wisdom of Beggar Dane. Out of the
pages ol the Sharn Inguisitive, the simple lessons for
living popularized by this anonymous street bard
have become ingrained in the Brelish mindset.
These include: "A copper picce in the cup is a
copper piece earned,” "Never borrow, never lend,”
“The silent man has no one to blame but himself,”
and "A magewright in the town is worth an army in
the wilderness,”
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The nation's heroes stand brave and ready in
battle, Aighting strongly for the things they believe in.
This belief doesn't extend to issues of ultimate good
or ultimate evil. but instead center on the down-ta-
earth matters of the rights and responsibilities of the
individual. In many ways, the street sage Beggar Danc
puts the ideals of the Brelish people into words: ™ Help
those who need help,” and "Treat the heggrar as you
would treat the king.”

BRELISH STYLE

Breland combines the rich heritage of Galifar with
the new ideas of its people. As is typical of a [rontier
nation, much of the Brelish countryside has a rustic,
quaint feel that somehow finds a place even in the
Ia raer cilies. The exception, of course, is Sharn, which
has a style and [eel all its own.

ART

The diverse nature of Breland’s peaple tends to create
a diverse number of artistic styles, and one can lind
almost anything il one looks long enough and hard
enough. The Brelish spirit, however, is hest demon-
strated in the neo-Brelish renderings that advance the
Gralifaran form to a new level, Whereas traditional Gali-
faran paintings use a flat, shadeless, two-dimensional
rendering style, the paintings of the neo- Brelish have
depth and a more true (o lile depiction of what the artist
sees. Much of this has been influenced by the artisans
of House Phizrlan, but the Brelish have taken the style
and made it their own,

Brelish avt tends 1o convey a sense of freedom and
energy. no matter the subject malter. Artists often
ereate scenes taken from lile, though they prefer
lo create portraits that place the subject within the
grandeur of the Brelish countryside, as well as scenes
of the fantastic wildlife that reams the land. The Brel-
ish also have a fondness for battle scenes. and while
many show the power of Breland on the battlefield,
some show the darker, less inspiring side ol war. King
Boranel, in particular, used images of the dead and
dying, remarkably portrayed in the work ol Saranven
d'Phiarlan, to help gain support for his role in the
Treaty ol Throneheld.

ARCHITECTURE

In the cities of Breland, from Starilaskur 1o Wroat
to Sharn itsell. Galifarn-style towers serape the sky
and huilditlgs ol stone connect ane to another, 1n the
countryside, however, the heart of Brelish architeciure
can be seen in the rustic houses and cammaon |Jui1dings
made of heavy logs and hricks.

Through the use of magic, Breland raises impos-
sibly tall towers above its cities, reaching heights that
are ravely seen in the cities of the other natians,
"Far all the space they have horizontally,” Kaothin
of the Mror Holds onece commented, "vou have 1o

wonder why the Brelish like to build vertically, It's
a mystery.”

Even within many of the towers and stone hui]dings
in the cities, the Brelish tend to use elements of their
rustic heritage, Large rooms decorated with natural tree
trunks and logs give the stone interiors a sense of lile
and warmth. In the countryside, especially in the south-
ern climes, building& are designed to keep the coolness
in and the heat out, and windows are plentiful.

In New Cyre, in eastern Breland, the Cyran refu-
gees have begun Lo [ashion a city that harkens hack to
the wonders of lost Cyre, This makes the small city very
different in look and feel {rom similarly sized settle-
ments in ather parts ol the country.

CUISINE

Brelish :nnking utilizes meats, vtgtlub]cﬁ, and ]mnrt}'
sauces to create filling and comlorting meals. North-
ern Brelish cuizine tends 1o be simpler fare, with a
sweel and savory flavor. This is the food of farmers,
designed to satisfy even the most ravenous appetites
belore and after & day of work in the fields. Here one
can find beef boranel, a favorite of the king, that fea-
tures a bread and mushroom stullh ng roasted inside a
[ull side of heef. Other hearty meals [rom the north-
ern and central regions of Breland inelude farmer's
stew, Lhrice-poached eggs and sizeling pheasant, and
kettle [ried spider and redeye berries.

Southern Brelish cooking is more adventurous,
utilizing the spices and vegetables that grow in the
maore Lropical clime. Food with a lot ol heat dominates
the menu, as do mealsinfluenced by the diverse popu-
lation ol Sharn and then transported into the rest of
the countryside,

Traditional southern Brelish cooking is spiey
and flaverful, and often too hot for those used to
simpler fare. Fire-wrapped galden fish, spiced pork
and orange peppers, and hot-spiced chicken in panya
leaves are considered high cuizsine in the best inns and
restaurants Lhroughout Breland.

Sharn lusion, meanwhile, isa culinary experiment
in caombining traditional Brelish cooking with the
exotic cuisine ol the diverse people that regularly pass
through or settle in the City of Towers. Taking ingre-
dients and cooking styles from all aver K horvaire, the
master chels of Sharn combine these exotie dishes with
their native presentalion to make a tatally new form
of cuisine. Bold and exciting, Sharn fusian isn't for
everyone. But for those willing to try something new
and a little different, this exotic cu]iusr)' experience
is worth the effort and expense (Sharn fusion tends
ta cast more than a traditional Brelish meal).

FASHION

Brelish fashions tend to be simple and comfartable,
Because of the heat, the Brelish prefer lighter fabries
and open, airy designs in easual dress. It is quite rare
for Brelish clothes to cover the shoulders, and women



often wear detached sleeves Lo keep their shoulders bare.
The Brelish hate to be conlined by rules, and aside
from the demands of the weather, they follow few stan-
dards in dress. They do have one rule, however—cloth
dyed with sayda, This rich sky-blue dye is made from
shellfish found only in waters ol the Dagger River near
the Hilt. Sayda has become synonymous with Brelish
national pride, making it more commonly known as

"Brelish blue.” Matives of Breland traveling abroad

make a point of always ineluding al least a splash of

Brelish hlue in their clathes (unless traveling incog-
nito}, When the Brelish dress up, they are as likely to
wear more claborate versions of their normal garb as
0 il-lll::l]'ﬂ :it}rir::i from acrass F horvaive: there have even
been times when hobgablin clothing has been in vogue
in cosmapolitan Sharn.

Jewelry is comman, even a mong the lower classes,
with copper wire heing used for many evervday adorn-
ments, Anklets and particularly armhbands are the
mest commaon, although any sart of jewelry can be
found amonyg the wealthy.

PLOTS AND FACTIONS

Postwar Breland is rife with intrigue and adventure,
While Sharn seems to attract s lot of thiskind af cloak-
and-dagger plotting, the rest of the country sees its
own share ol shadowy subterfuge. Herve are a few such
plots and those working to make them come to pass;
adventiurers can get involved in any or all of these as
they travel the roads of Breland.

THE PRIME MINISTER

Lord Ruken ir'Clarn {LE male human aristocrat 2),
a member of the Breland Parliament’s prestigious
Noble Legislature. has a dream. In that dresam, the
menarchy has faded away 1o be replaced by 8 govern-
ment of the peaple, by the people. This new govern-
meni needs direction and leadership, however, and
in his dream Ruken provides all that and more as the
elected Prime Minister,

But dreams don't put swords in the hands of
saldiers, as Begpar Dane is [ond of saying. 5o Ruken
conspires o remove Lhe authority of the crown after
Boranel dies or abdicates the throne, Thrane. for
eample, has gotten along hine without a king orgqueen.,
Ruken has ohserved. OF course, he doesn’t want ta
replace the crown with a theocracy, He fears the abuses
of the religious as much as the incompetence of those
ofnoble birth. Instead. he plans o take the democratic
experiment so erucial to Breland s suecess to the next
level. He plans to turn all power over to the parliament,
tliminating the curvent system of shaved authority in
which the crown controls all executive and judicial
power while the parlizment administers legislative
power. A central suthoriey Bgure isstill required; Lord
Ruken plans to win the election for prime minister
when this plan is fully implemented,

Wild bulettes can strike a nywhere,

F

even in the Kir Forest

To make his dream become reality, Lord Ruken
conspires with a handlul of other legislators. Thase
working with him include mostly nobles with heredi-
tary posis in the parliament, since they have the time
to bring such plans to fruition. He has two elected
lawmakers in his camp. however. Shiana of Wroat,
now in her third term as senior representative of the
capital. and Thanoe of Zilspar, who has served as the
representative of the border village for almost twelve
vears, both adhere 1o the theory that the crown must
be replaced by the vole.

To further his aims, Buken has btgun a series of
secret meetings with Qlueen Aurala ol Aundair, She is
willing to provide funds and advice to make the dream
of a monarchy-free Breland a reality, and Ruken is
willing to accept her help—regardless ol the Queen's
true matives in the matter. In the end, Ruken sees an
allv whowants the crown of Breland 1o get pushed aside
as soon as Boranel is finished wearing it,

Getting PCs Involved: The Eing's Citadel pets
information that & high-ranking Aundairian ofli-
cial 15 having seeret meetings with a member ol the
Breland Parliament. The characters are breught in
(due to past services or because al their reputation)
to discover whether these clandestine meetings pose
a danger to crown and couniry.

Cin the other hand, Lord Ruken can hire the
characters to engage in work ta further his own ends.
The characters may never realize the full scope of
Ruken's plans for Breland, but they can perform
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missions for the nolle rhat might, on the surface,
appear to be'in the best interests of the nation, Ruken
has need of messengers, spies, and operatives for
missions that range from simple deliveries to more
dangerous jobs dealing with "enemies of the crown”
that actually provide Ruken with status ar disrupt the
actions of true agents of the king.

CYRE REBORN

The terrible devastation that destroyed Cyre and
created the Mournland left somewhere in the range
of twenty thousand Cyrans without a home or a land
to call their own. In the wake of the disaster, some
Cyrans were away on business or for the war effort,
while others were lucky enough to escape before the
dead-gray mist that seemed o spread from the center
of the nation grasped them in its cold embrace. Today,
one ol the largest concentrations of Cyran refugees
can be found in eastern Breland, where, by the grace
and pood will ol King Boranel. the town of New Cyre
has been established,

With a population of more than four thousand
and growing, New Cyre has become a beacon for dis
placed Cyrans around the world., Qargev ir''Wynarn
(NG male human aristoerat 27bard 2), last prince of
Cyre, serves as mayor ol the town and king-in-exile
for his peaple. Openly, Oargey praises the kindness
of Breland and promises 1o be a good guest, Inwardly,
three desires drive him. e wants to discover what
veally happened Lo his country. e wants to gain
vengeance against Lhose responsible, And he wants 1o
rebuild his fallen nation, eitherin its original location
orsomewhere else il necessary, e has made an oath on
the Mournland, hiz once-heautiful home that is now
the grave of his ancestors, to make all three of these
desires a reality.

Lately, Prince Oargev has decided on a new course
of action. He plans 1o rebuild his nation in eastern
Breland, deciding that he will claim all the land east of
Dragon’s Crown when the time is right and the major-
ity of the Cyran refugecs have found their way 1o his
side. The Brelish Parliament, not sure it wants twenty
thousand refugees gathered within the country’s bar-
ders, has introduced legislation to limit the number
of Cyrans that can settle in New Cyre. Oargev has
opposcd this legislation, and the decree is currently
held up in debate and waiting for a vote. The king-in-
exile has no intention of adhering to the deeree even
if'it passes the vote and becomes law. "These Brelish
laws are fit for the Brelish,” Qargev has told his closest
aides, "but they have no authority over the sons and
daughters of Cyre.”

Getting PCs Involved: Cargev and his closest
aides constantly seek out adventurers to engage in
missions [or Lhe 'f_'.}' ran crown, These missions include
getling word Lo Cyran refugees across the land that
their king—in—e:aile awaits them in New Cyre, explor-
ing the Mournland for evidence of what oceurred

on the Day of Mourning or who might have been
responsible for the terrible destruction, and serving
as diplomats charged with finding friends and allies
in other nations for the New Cyran government. He
knows he has few friends in Aundair and Thrane, but
Oargev hopes to find help in Karrnath or one of the
new nations formed in the wake of the Last War.

From the ather side of the situation, any number
of foreign powers and organizations have an interest
ingaining information on New Cyre and the plans of
its leaders, Missions include espionage, intelligence
gathering, and diplomatic forays into the rapidly
growing community of Mew Cyre.

CANHNITH SOUTH

With the destruetion of Cyve, the leadership ol House
Cannith and many of its most skilled artisans disap-
peared in the wink of an eye. Just as with the Cyrans,
though, not all of Cannith was confined to the
destroyed nation. Taday, three distinet factions have
arisen within the dragonmarked house: Cannith East,
Cannith West, and Cannith South, The split has not
vet reached the level of disagreement that broke apart
House Phiarlan, and the factions do work together
for the greater pood of the house, hut they also work
against cach other in subtle and often incomprehen-
sible ways.

Baron Merrixd ' Cannith (LE male human artifi-
cer 9fdragonmark heir %) commands the vast resources
of Cannith South. His influence touches all the
enclaves and workshops operating throughout Breland
and Zilargo, and he has recently opened the first Can-
nith facilities in Darguun. In addition to overseeing
the day-lo-day efforts of the house and debating pro-
tocol and objectives with the leaders of the other twa
parts of the family, Merrix engages in a number of
questivnable Lo outright illegal hobbies. The Baron
of Cannith South funds numerous expeditions into
the Mournland and Xen'drik, and he continues to
experiment with warlorged creation processes despite
the arders Lo cease such activities that were part of the
Treaty of Thronehold.

His interest in Xen'drik is driven purely by
a need for knowledge, for Merrix fundamentally
undersiands that the continent ol secrets is the
source of bath his family's original fortunes and the
elemental-hinding magic of the gnomes of Zilargo.
From ancient creation patterns lo the secrets of the
magic of the giant civilization, Merrix has a hunger
for arcane knowledge from Xen'drik. This interest is
nat illegal, but there are many—including the Trust
of Zilargo—wha have no desire to see Merrix uncover
some of these secrets.,

Merrix sends adventurers into the Mournland
purely to study the effects of whatever power magic
was released on the Day of Maourning. Merrix wants
to understand what happened, then improve upon
the process and make it available for use sometime in



the future—for the rigi‘lr_ price, of eourse, At the same
time, many House Cannith seerets remain in the ruins
of enclaves and workshops thro
Coyre, and Me
house lay claim to these treasures

Baron Merrix has no desirve to divide House

annith. nor does he want ta lead the house. He just

doesn't want anyone interfering in his own plans and
experiments. These experiments inelude continuing
hiz work to improve the warforged, which he carries
oninsecretin his hidden labs deep b ath the towers
ol Sharn.

Getting PCs Involved: Adventurers arve in
high demand for johs related 1o ron Merrix
and Cannith South. Indeed, adventurers could de

worse than having Cannith South as a patran, In
addition 1o partaking in expeditians ta

or the Mournland, Baron Merrix has a num

going jobs related to keeping Cannith South run-

moothly. Deliveries must be made, resaurces

must he secured, and contracts must he nepoti-

out Breland, Zilargo, and Darguun,

T'he goblin nation in particular prov numer-

ous oppoertunities for adventurers tied to Cannith

South. To k good side of the gnames and

grecments 1]'1.'![ are curre I:'I.[j"'

outhern coast. Work has hegun, hut
needed to keep the workers safe and
wre the construction zones until after the arcane

matrix is put in place,

THE SWORDS OF LIBERTY
rasath has its Order of the Emerald Claw, Breland
v hand of self-
proclaimed |
throughout the ¢o
ainst the o
wand the Bre
[ Liberey is secret, iperatives wear Brelish blue
hoods when meeting with other Swords,
The Swards of Liberty first appeared in the ear-
liest days of the 1. but the group has become
ctive in the past decac . The tenets of the
of Likhe irly simple and stra
d. During the la: 5 of the War, the 5.
called for the abolishment af the Brelish crown and
the formation of a new demacrat i rriment. Since
gni »f the Tre i oup has
added to its messare. Mow i to reignite the war,

ae
believing that Breland is strong enough to win cut-

ri;__rlhi and s.p]'-.':ad the ideal ‘lErTl.l;u:r;u::,' throughout

the land. )
This radical and violent arganization doesn't see

that its methods don't match its me [t atiracts

extremists and idealist ali

Cannith Tower, in Sharn
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Boranel has grown more and more concerned about
the Swords and what they may do next. In addition o
striking al Largets designed to weaken the crown, the
Swords also strike tavgets guaranteed to raise tensions
between Breland and the other kingdoms.

While Lord Buken has met with the Swords of
Liberty a few times over the years, he has no real alli-
ance with the group. Indeed, he even sees the Swords
as too violent to be of any real aid to his plans, W hat
no one knows is that the truec master behinegd the
Swords is Bastinu, a warmongering fiend with ties to
the Lords of Dust. Thraugh deception and a call for
patriolism, the fiencd hn}'.-r_‘:i to shatter the peace af
Thronehold and once maore plunge Khorvaire into
all-oul war,

Getting PCs Invelved: Apents of the crown want
to stop Lhe next Swords of Liberty plot belore it gets
aff the grouncl. This could be an assassination altemt
{either on a Brelish official or a visiting diplomat or
head of state}, a terrarist strike. or a pian Lo sahc-lage
one of the crown's indusirial centers.

On the other hand, the Swords of Liberty might
try to recruit adventurers and use them to strike at
targels outside of Breland. Bastinu particularly enjoys
corrupting heroes hy appealing to their sense of honer
and heritage—and then tricking them into doing
something tatally against their nature,

FOREIGN RELATIONS

Bartis Lonn, a wheelwright from Galethspyre, shares
his thoughts about forcigners, and his opinions reflect
those of Breland's popular majority:

Aundair: "Magic isall well and good, and Breland
has as much arcane might as anyone, but the Aundair-
ians drink up magic the way they drink their faney
wine—quickly and to excess. They fought well during
the war, hut we could have beaten them.,”

Breland: "This is the greatest country in the world.
We have the greatest king. the strongestarmy, the larg-
est cities, the most land, We're all about freedom and
hope and hanor, and while we're extre mely humble, we
alsa know that we're the best inoall the land.”

Cyran Refugees: "King Boranel has extended
the hand of friendship to these poor souls, s who am
I to disagree with the king, 5till, you have to wonder
what they're doing out there. They even named their

sertlement New Cyre. Is that sad or what? And a little
distuj‘bing, if)rnu ask me. This is Breland, afrer all,
not Cyre reborn.”

Darguun: "We're trying to live in peace with the
goblin nation, but I'd like to see some evidence that
those savages are doing the same, 1 hear that their
leader isn't as in control of the place as he made out to
be during the Treaty of Thronehold meetings.”

Drozam: "Monsters of all kinds live to the west.
Mation? Nat likely. Savages, thals what they are. King
Boranel once met their champion in single battle. Did
vou know that? Beat that ogre to within an inch of its
life and then let it go. His heart’s too big sametimes.
Tao big."

Eldeen Reaches: "We fought the Reachers more
than once during the war, and hoth sides remember
the pain and suffering those battles cansed. 3till, trade
with the Reachers is pood, and 1 love it when Eldeen
fruits reach the market near my home.”

Karrnath: "We didn't light the Karrns very often,
but when we did we gave as good as we got. That’s a
powerful and scary bunch living up there in the cold.
Makes them hard and formidable. And mare than
a little eranky, And what's all this talk abhout using
undead to fight for you? Creepy. Still, I'd rather
trade with them and drink with them than fight
against them.”

Lhazaar Principalities: "Pirates every one of
them. They even tried 1o take Sharn by sea once. Or
was that Karrnath? When a Lhazaar ship appears in
the harbor, though, you held onto your purse with one
hand and your sword with the other and hape they've
come to trade not plunder.”

Zilargo: "A land of true friends to crown and
country. The gnomes have done right by us over the
years, and [ think we've dane right by them.”

NOTABLE BRELISH

Some of the more important figures in Breland are
described below,

KING BORANEL IR WYNARN

Born into the aristocracy with his lineage tied to
King Jarat, Boranel ir'Wynarn was groomed for
leadership from hirth, Perhaps the most beloved
ruler Breland has ever known, Boranel has certainly

Pﬂ

BRELISH SPEECH

The following turns of phrase are uniguely Brelish.
“Oare’s eyes! " An expletive, similar to "drat!”
"Dagger fakeyou.” An expression of annoyance or anger,
referring to the fast-moving currents of the Dagger
River which quickly wash away whatever falls in it.

"Tower spit! " An expression of discontent or an indi-
cation of nonsense, similar to "hogwash!™ It refers to
the spray that falls from the towers of Sharn during
and immediately after it rains.
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had the longest reign since the nation was founded,
ru]ing with sirengih and wit for 37 years. Boranel
was crowned in 961, in what seemed like Breland's
darkest days, His two elder brothers were killed in
fighting an the western frontier within the space of
aweek, and his father, King Boranex, took his own
life in grief the following month, The third son,
Boranel, never expected to see the throne at all. 5till
ayoung man, he was adventuring in Sharn when the
news of his father's unexpecied passing forced a swifl
return to Wroat,

Boranel received a broad education, giving hima
road basis upon which to make decisions. He learned
all of the languages common to Breland, which
helped him understand the diverse culiures that
make up the cosmapolitan nation, The young noble
also studied strategy guides and 1actical journals of
battles. He and his tutors fought and refought the
great conflicts of the past using miniature soldiers
on a tabletop field.

Along with the development of his mind came Lhe
training of his bhody. Boranel studied with some of
the finest weaponmasters on Khorvaive, including a
female Valenar elf named Elivi wha taught him how 1o
ride and fight on horschack. Eliri was the frst love of
Boranel’s life. but he was too young for her and foolish
to think he could indulge such boyish infatuations.

When he reached adulthood snd entered the
Breland army. Borancl rose through the ranks
swiltly, and solely by merit. Long hefore becoming
Breland’s king, Boranel had been s general who was
loved and respected by the entire army. He was also
guite the womanizer, as adventurous in love as he was
an the battlefeld.

In his youlh, Boranel was an adventurer, getting
away [rom concerns of war and nation to cxplore
Ren'drik, the dungeons of Sharn, and the wilds of
Drogam. This adveniurous spirit served him well, but
Boranel has experienced highs and lows politically
and in his private lile, He used his popularity after
his first campaign to break with tradition and marry
the lady Chaseva ir'Maasat, a2 minor noble from Cyre
wham he meet at school before returning to Breland.,
Enemies thought to use this seeming betrayal against
him, but the Sharn Inguisitive ran a series of articles
ahout their early encounters at the Library of Kor
ranbherg, and the entire world was charmed by a royal
romance that reached across hostile borders, During
alull in the fighting, he made several expeditions to
Ken'drik, taking more ol a scholar’s interest in the
ruins there than a treasure hunter’s zeal to loot the
continent of secrets.

The joy of a happy marrviage and four children
turned to dust when his wife was assassinated on a
moonless night. The sizable bounty for the killer has
still never been collected. Unlike his father, Boranel
overcame his grief, though he still suspeets the hags ol
Drowam had a part in the murder. He has never forgiven

them (or himself) for the loss of western Breland, and
given proof of their involvement, he would launch into
war against Droaarm in an instant.

With the fall of Cyre, some say that Breland could
have won the Last War; certainly it had the edge in
population, resources, and strategic alliances, Weary
of death and destruction even helore the Day of
Mourning, Boranel came to desire peace more than
the crown of Galifar. Still, many Brelish hold to the
vision of Boranel on the unified throne; in the minds
of these loyalists, Breland s Galifar, and the Treaty of
Thronehold simply a polite way of letting the ather
nations back out of the war.

Boranel rules from Brokenhlade Castle in Wroat.
He has outlived three wives and has eleven hercely
independent children (six sons and five daughters), He
enjovs the company of Haydith, King Kaius's younger
sister., who attends the court and studies in Wroal
(Boranel’s children, Halix and Barina, have, in turn,
heen sent to Karrnath). The twao rarely discuss poli-
Lies, since the Lopic tends to dampen Boranel's spirits.
"Anything but politics!” is one of his oft-quoted {and
mocked) expressions.

[ addition to numerous attendants, advisors, and
family members, the king has two male magehred ghaost
ligers (see page 75 for statistics) that dog his heels,
keep him company, and reflect his moods. One tiger
mauled Boranel’s son Agjar alter the hoy jokingly
poked it with a wooden sword. Although Acjar sur-
vived the incident,

Jorasco healing
magic could
nol rid him

of the ter-
rible sears

King Boranel of Breland ;
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ar reattach hiz left arm. Boranel feels bis son learned
a harsh lesson that day and bears the tiger no ill will,
while Aejar has never overcome his fear and hatred of
his father's pets.
KinG BORAHEL CR 10
Male human aristocrat 3/Tighter 8

G Medium humanoid

Tnit +1; Senses Listen +1, Spot +1

Languages Common, Dwarven, Elven, Goblin,

Gnome. Hallling, Cre, Sahuagin

AC 25, touch 12, flat-footed 24 light fortification
{25% chance to negate critical hit or sneak attack)

hp 79 (11 HDD

Resist fire 10

Fort +10, Ref 45, Will +7

Speed 20 f1. {4 squarns}; Ride-Hy Attack

Melee + 1 adamanting battleave + 167411 (1dB+6) ar

Ranged +1 composite longbain +«12/+7 {1d844)

Base Atk +10; Grp +13

Atk Options Cleave, Mounted Clomhbat, Power Attack,
Spiriled Charge. Trample

Combat Gear 2 fiotions of cure serious wowrnds, potion uﬂf'ilé‘nl".‘
endurance, pation of shield of faith {v4)

Abilities Sir 17, Dex 14, Con 13, Int 10, Wis 12,
Cha 15

Feats Cleave”, Greater Weapon Focus (hattleaxe)®,
Mounted Combar, Negotiater, Power Attack.
Ride-By Artack, Spirvited Charge, TFELIJL]J]E'II'.
Weapon Focus {hattleaxe)”, Weapon Specializa-
tion {hatth:am:-:lll'

Skills Diplomacy +13, K nowledge {arcana) +1, Knowl
edge {architecture) +1, Knowledge (dungeoneer-
ing]l +1, Knowledge {gtugraph}r) +2, Knowledge
(history) +2, Knowledge (local) +2, Knowledge
(nature) +2, Knowledge (nobility) 43, Knowledge
(religion) +1, Ride +15, Sense Motive +9

Possessions combat gear plus +1 mithral full plate with light
fortification, +1 heow steel shield, amulel of profection + Io+]
adamantine battleare, +1 composite longbow (+3 5tr bonus)

with 10 arrows, 10 silvered arrows, 10 adamantine
arrows. 10 cold iron arrows, minar rl'ngqlf'e.-wr:s;] resis-
fance fﬁr{*}. rlnak ::n_f'rc‘.'.l'.':!un-."f‘ +1, ring with :rnu'l'rl_g [usahle
once; CL Tih)

Hook "Anything but polities!”

MOONWATCHER

King Boranel has a reputation as an excellent rider.

The town of Maonwateh presented him with a hine,
magehred heavy warhorse when he last visited them.
It is lavishly caparisoned in magic mithral full plate
armor. Boranel named it Moonwatcher to remind him
of the town's generosity.

MooHwATCHER CR 2

Male magebred heavy warhorse

N Large animal

Init +2; Senses low-light vision, scent; Listen +a,
Spot +4

AC 26, touch 11, flai-foored 24
hp 38 (4 HD)
Fort +9, Bef +6, Will +2

Speed 50 fi. (10 squares} with +[ mithral full plate barding
and swilt breed speclal guality; base 50 ft.; Run
Melee 2 hooves +8 (1d8=5) and
bite +3 (1d4-2)
Space 10 fi.; Reach 5 I1.
Base Atk +3; Grp +12

Abilities Str 20, Dex 15, Con 21, Int 2, Wis 13, Chab

S50 excellen learner

Feats Endurance®, Improved Natural Attack Chool),
Fun

Skills Listen +5, Spot +4

Possessions + 1 mithral full plate harding, mi litary saddle

Excellent Learner (Ex) See page 285 of the Ereeoy
Campaign Setting.

KOR IR'WYNARN

Kor ir'Wynarn, younger brother to King Boranel,
serves as the king's advisor and commander of the King's
Citadel, He cherishes his older brother and is extremely
loyal to both crown and country. As commander of the
Citadel, Kor is far from the best agent the group has to
offer. He has learned leadership and commitment from
Boranel, however. and he has developed a keen ability
to administer the duties of the oflice,

Korsplits his time between the Citadel headguar
ters and the king'E chambers in Brokenblade Castle.
As commander of the Citadel, Kor divects a team of
captains who cach command a division of the elite
agency. Mg the ru:.-'al advisor, Kor br‘ing:i important
information to Boranel, listens to the king, and affers
advice an matters of state. King Boranel often lollows
his own heart, but not without [irst listening 1o the
advice of his trusted brother.

[t has been suggested that Kor might step in to
lead the nation after Boranel's reign ends, but the
royal advisor doesn’t want the office or the respon-
sibility, Besides, he is only a few years younger than
Boranel—not the strong and vigorous leader the nation
will need when the time comes. He is content to watch
for threats to crown and country, offer opinions and
intelligence as warra ated, and be & friend and hrother
to the king.

KOR IR W YNARH, CR 4
CoOMMANDER OF THE CITADEL

Male human aristocrat 3.*'anl1ter 3

NG Medium humanoid

Init +4: Senses Listen +4, Spot +5

Languages Common, Dwarven, Elven, Gnome

AC 18, touch 12, flat-fooied 18
hp 37 (6 HD)
Fort +3, Ref +2, Will +5

Speed 30 fr. (6 5quures}

Melee +2 longsword +10 melee {1d8+4/19-20)
Base Atk +3; Grp +7




Atk Options Combat Reflexes, Power Attack
Combat Gear potion of invisibility

Ahilities St 15, Dex 11, Con 12, [nt 13, Wis 13, Cha 12
Feats Aleriness, Combat Reflexes, Improved Initia-

tive, MNegotiator, Power Attack., Weapon Focus
{]nng.ﬂwnrd:l

Skills Diplomacy 9, Gather Information +7, Intimi-
date +10, Knowledge I:nnbih't}-' and royalty) +7.
Listen +4, Sense Mative =4, Spot +5

Possessions combal pear plus ring of mind shielding
(silver band with boar's head emblem), +2 Tong-
sword, & choin shart, ring af profection + 2, jeweled dagger
(worth 250 gp}. gold curio pendant (175 gp:l. roval

garments, Citadel uniform

Hook "1 am Boranel's rock, the eves in the back of

hiz head.”

THREE, KING'S PROTECTOR
Three, awarforged paladin of Dol Aveah, has
walked beside King Boranel sinee 976 YK
and the Battle of Brey Crassing, Three
wasn't a paladin then, just a warforged
Lighter serving in the Brelish army,
He was part of the forces com-
manded by King Boranel him-
sell on that day, bBghting o
repel o Thrane offensive
and retake the bridge
spanning the Brey River.
When Boranel was cut
alf from the bulk of the Brel
ish army, Thres and a handful
ol other warlorged battled to his side.
Togl?l:hel‘. Bearanel, Theee, and the ather
warforged held the bridge until the rest of
the Brelish troops could launch a countersivike ane
drive the Thrane [orees back to Nathyre.

Grateful and impressed by the warforged, partic-
ularly Three, Boranel had the survivors reassighed o
his personal troops. Three became a trusted compan-
ion of the king, traveling with him and participating in
adventures and battles alengside him, When Three asked
it he could study with the paladins of Dol Arvak, King
Boranel gave his blessing, Allerward, Three returned 1o
become the King's Proteclor, a duty he performs with
henor and commitment because he loves the king and
is pleased to call him friend.

ThrEE CR#g8

Male personality warlorped fighter 3/paladin §

LG Medium construct ﬂiving construci)

Init =0;: Senses Listen +3, Spor +3

Aura courage {10 ft.. allies gain +4 on saves against
Fear)

Languages Common,. Gnome

AC 21, touch 1, flat-footed 21 light fortification

[26% chance Lo negate critical hit ar sneak attack)
hp 61 (8 HD):. DR 2/adamantine

Three

Immune disease, fear poison, :ilcr:}'.- effects, pamlj,.'sia.
disease. nausea. fatigue, exhaustion, effects that cause
the sickened condition, energy drain, breathe

Resist healing at half effect

Weakness unusual physical construction (ECS 23),
cannot heal lethal damage naturally

Fort +10, Ref +3, Will +6

Speed 20 f1. {4 squares)
Melee + 2 qdemantine worhammer +14/49 (1d8+53/%3) ar
Melee slam +11 {(1d4+4) ar
Ranged mwk light crosshow +8 (148/19-20)
Base Atk +8: Grp +11
Atk Dptions smite ovil '2:"1'].'1.].-', Cleave, Power Attack,
Powerlul Charge
Special Actions lﬁ}' on hands (5 lzp.-"da}'}, turn undead
(0], 2d6+3, 2nd)
Combat Gear potion af bull's strength, potion of bewr's
endurianee
Paladin Spells Prepared {CL Znd),
lst—bless weapon
Spell-Like Abilities (CL Sth):
A wil l—detect el
Abilities Str 16, Dex 10, Con 14, It 10,
Wis I6, Cha 13
SQl}uinl aura of pood, special

mount, does not need to et
ardrink
Feats Adamantine Body, Cleave,
Power Attack, Powerful Charge,
Weapon Focus (warhammer)
Skills Climb +4, Concentration
+0, Intimidate +7, Knowledge {reli-
;_;iun) +3, Ride +2, Sense Motive +5
Possessions combat gear plus +1 heaoy stee!
shield, +2 warhammer, masterwork light Cross-
bow with 10 bolts, 10 adamantine halis,
cloak, platinum cloak pin {225 apl

Huook "For honaor, for sacrifice, {or the king.”

HAYDITH IR WYNARN

Haydith ir"Wynarn, fifteen-year-old sister of King
Kaius [11 of Karrnath, arrived in Wroat a VEar ago as
part of an exchange program designed o solidily the
peace accords ratified by the Treaty of Thronehold. In
truth, she knows that she is 2 hastage lor her brother's
hard-won peace, but she has grown to like the rustic
charm of the Brelish countryside—and she has grown
to love the nation’s leader, King Baranel, .
Haydith came to Wroat miserable and depressed.
Her brother had cha nged almost from the mament he
donned the crown of Karrnath, and then he decided (o
send her away [rom her family and friends. She started
her sojourn in Wroat shy and quict, keeping the worst
of her depression to herself. But conversations with
Eoing Boranel slowly brought her out of hersell and
opened her up to the wonders and excitement of Wroal
and the Brelish countryside. Now she has become a
constant companicn ol the king. a regular ar court
functions, and a darling of the nohility. Haydith sill
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worries that her brother’s letters are often short and o
the poini—the kingship has seemed to drive all the love
out of him, and that worries her

On a recent visit to Sharn with King Boranel,
Haydith fell in love with the City of Towers. When
her "studies” in Wroat come to an end, she might wan:
to spend some time exploring the heights and depths
of Sharn.
Havyoita 1R WYHARN CR 1/2
Female human aristocrat ]
G Medium humaneid
Init+2; Senses Listen +2, Spot +2
Languages Common, Dwarven

AC 1Y, touch 10, flat-foated 19

hp 5 {1 HD)

Fore -0, Ref +2, Will +4

Speed 30 fi. (6 squares)

Melee mwk dagger +0) {1d4=1)

Base Atk + 0. Grp —1

Abilities 5tr &, Dex 14, Con 11, [nt 13, Wis 13, Cha 13

Feats Investigarar, Negotiatar

Skills Bluff +5. Diplomaey =7, Gather Information
+4, erﬁa»‘]t{1gc (nubilit}' and rnj,'ah;.l} +3, Ride 3.
Search +3, Sense Motive +8

Possessions masterwork dagger, roval garments. jewelry

Heook "l am growing to appreciate Brelish wit and siyvle
more and more each day.”

PLACES OF INTEREST

The king‘dorr] of Breland features a variety of villages,
cities, natural habitatzs, and ancient ruins, A few of
these places are deseribed helow.

WROAT

Capital City, Metropolis, Population 80,870

Wroaf, a great walled city, surrounds the shores of the Howling River,
Just a few miles east of where the Howling River meets the Dagaer River,
The city was builf in @ ploce where the river widens, so that the city lines
net only hoth banks but alse occupies an island that the city founders
canstructed in the middle of the river. Brokenblade Castle, the Citade!,
and the walls and bridges of the ity can be seen fram a great distance,
and while Wroaf isn't as spectacular as Sharn, it makes an impression
en all who came fo visit or frode.

While Sharn has more ].:-l:uplt. more towers, and maore
day-to-day adventure, Wroat serves as the capital of
Breland and the seat of both the royal family and
the elected parliament, Therefore, the place is nol
without its own intrigues and adventure possibilities,
King Boranel and his senior staff spend a thivd of
the year at Brokenblade Castle. The rest of the time,
the rayal court can be found traveling the Brelish
countryside or attending functions in distant lands
(L]'lﬂug]'l the Citadel continues to try to convince

Boranel that the benefits of such trips do not autweigh
the inherent dangers),




Wroat rises along both sides of the Howling River,
surrounding a man-made island that houses both
Brokenblade Casile and the Citadel Tower, A massive
wall encireles the city, and impressive bridges span the
waterway. Alightning rail station services the city, along
with well-maintained Orien trade roads and Brelish
king roads. A lot of water traffic arrives from the Dagger
River as well as from farms to the east,

On days when the cloud cover breaks, one can see
the towers of Sharn rising in the south rom the walls
of Wroat or the castle parapets of Brokenblade Castle
and the Citadel. And to the east, the mountains of the
Hewling Peaks disappear into the constantly present
storm clouds that crown the highest peaks,

Leadership: King Boranel's roval court and the
heads of his roval agencies aperate out of Wroat, The
Breland Parliament meets in Wroat, as well, wﬁl'kirlg
oul o the Parliament Hall an the southern bank ol the
river, The city itself is administered by Lord Konner
ir'Srarn. who serves as governar of Wraat at the plea-
sure of the king.

Demographics: Humans 30%, gnomes 20%, hall-
elves 15%, elves 10%, dwarves 8%, halflings 5%, change-
]ings 45, wu]'l-urgtd 2%, guhlinnlr]ﬁ 2%, other 4%,

Economics: 100,000 gp purchase limit; no asset
limit.

Notable Features

Here arve a few of the notable features of the city af
Wraat, Feel Free 1o create other places of interest that
serve the needs of your campaign,

Brokenblade Castle: The ancestral hame of the
rulers of Breland, Brokenblade Castle features davk-
gray stone piled high to create a powerful keep and
towered castle, A sturdy wall surrounds the grounds,
ereating a defensible position within the walled city.
[tis further protected and sel olTby being constructed
atop a man-made island in the middle of the Howling
River. at the place where the river widens before meet-
ing up with the Dagger River,

The castle features both living quarters for the royal
fﬂltlif}'anﬂ public areas where the king and his court can
conduct the business af state. The Grear Flall, a massive
chamber decoreted in the rustic siyle, with open hearths,

log-framed ceilings and walls, houses the king's public
thrane, This massive stone-and-woaod chair seems (o
fit Boranel like a glove, and he holds court and hears
petitions while seated in it

The Citadel: The olfices and training facilities of
the King's Citadel fill this massive obsidian tower and
compound located directly across from the grounds
of Brokenblade Castle, Apents of the Gitadel travel
throughout Breland; dispensing the King's justice
while serving as the eyes, ears, and strong rig]\i arm
of the crown,

Lord Korir'Wynarn commands the Citadel, serv-
ing as conduit between his captains and King Boranel.
Five agencies operate as separale divisions within the
Citadel: Swords, Shields, Wands. Dark Lanterns,
and Shadows.

The King's Swords, commanded by Captain Ella-
nar (LG female half-elf paladin 6), consists of clite
warriors trained to operate far and wide on missions
inservice to the King.

The King's Shields, led by Captain Sortan (LG
male human paladin 5), provide protection for the
1'LI-}":1]. i'umi]}'anr] other digni[.’u'ies, aswell as overseeing
malters of royal security throughout the kingdom,

Captain Nebik (NG male gnome wizard 7} com
mands the King's Wands, & division of wizards and
sorcerers used to provide magical support and to
undertake missions that require arcane talents, The
agenls of the Wands vsually work as part of a Lask
force made up of operatives from at least two parts
ol the Citadel.

The King's Dark Lanterns, one of 1wo secret
divisions operating under the auspices ol the Citadel,
gathers intelligence and performs espionage missions
for the erown. Captain Vron (LN male <.‘hﬂllgeling
rague 8) commands the Dark Lanterns, and he keeps
in close contact with Lord Kor and King Boranel
about many of his division's ongoing activities,

The King's Shadows, under the direction of Cap-
tain Terra (OO female human ranger 9). is the second
secret division working within the Citadel structure,
The smallest and most exclusive branch of the Citadel,
the Shadows only employs the most seasoned, most
trusted, and most elite agents in service to the king,

F——-—q

BreLIsH NAMES

Brelish usually have a personal name followed by a
family-based surname.

Male: Alain, Beren, Caord, Curlot, Destir, Duran,
Eri.':._]u'-'i. Kaine, Kuven, Laren, Lis, Maal. Miu}'u, Mele,
Norn, Crarsen, Pater. Pol. Rand, Reesir, Saal, Stend, Tars,
Teesen, Uthar, Verden, Vm‘_]', Werem, Wroparr, Yellis.

Female: Aanna, Alike, Beaf, Channa, Dabren,
Delrw, Elazti, Fromm, Gersi, Glenas, Halra, Heesan,

Isti, Itlani, Joherra, Ket, Khaal, Lorsanna, Margu,
Maril, Maonesti, Marcy, Nebra, Penti, Riki, Soranda,
Tabin, Tolri, Wroaan, Wroenna.

Surnames: Appan, Bakker, Colworn, Devir,
Ebinor, Faldren, Graccen, Helmworth, Jonz,
Kemble, Lanner, Lonn, Makker, Morrus, Nelview,
Perryn, Riston, Reale, Smyth, Snarik, Thorn,
Toppe, Wrighten.

M

=
=
m
-
e
=
)

61"




BRELAND

62

An agent of the Shadows always appears to be either a
member of one af the Citadel s public divisions (Bwords.
Shields, or Wands) or as saomeone not connected to the
Zitadel at all, depending on the nature of the mission.
The King's Shadows do what must be done, with the
authority of the crown but also with enough secrecy that
Boranel can disavow knowledge of their activities when
necessary. Indeed, one of the King’s Shadows operates
under the knowledge that the crown may not back him
if a mission gets into trouble.

All Gitadel agents need to be part warrior, parl spy,
and part inquisitive. ready to handle whatever threats
or situations come o their attention in the execution
of their duties,

Parliament Hall: The legislative branch af the
Brelish government operates out of an historic facility
on the southern shore of the Howling River, The Par-
liament Hall consists of two chambers and a series af
surrounding offices, Each member ol the Parliament
and their staffs have an office in the building, but the
real work ol the Parliament takes place within the two
meeting chambers,

The Moble Chamber provides space for the
hereditary members of Parliament to meet and debare
the issues belore them, These are the representatives
ol the noble families of Breland, and all rwenty-seven
have a seal in Parliament,

The Commons Chamber provides similar space for
the legislators that are elected by popular vate. These
are the representatives ol villages, rowns, and cities
that stretch across the Brelish countryside; each serves
a two-vear Lerm, but reelection is commonplace.

From Distance

Wront to; Between Stops Time Cost
Sharn 450 miles 15 hours Tzﬁgp
Mowhere 930 miles 31 hours 465 pp
Hatheril + 120 mueles +4 hours i g
Sword Keep +225 miles +7.5 hours #1125 gp
M:lrk{*:pl;u'r + 180 rmiles 4 hours + ) gp
Passage +390 miles +13 hours +190gp
Fairhpven 00 miles +12 hours 1810 £p
Thaliost +540 miles +19 hours® +270 pp
Mowhere 930 miles 31 hours 4hhgp
Startlaskure +930 miles 12 howrs 165 Ep
Wathirond +420 miles 14 haurs +2310 gp
Aruldusk +230 miles +8.7% hours? +115 gp
Sigilstar +130 miles +4. 25 hours +63 gp
Flamekeep + 270 miles +9 howrs +135 gp
Mowhere 830 miles 31 hours 465 rp
Suarilaskur L350 miles +12 hours =Ibhgp
Sterngate + 405 miles +13.5 hours #2025 rp
Zolanberg r315 miles +10,5 hours +157.0 gp
Korranberg +300 miles +1 hours +150 gp

*Ineludes a I-hour delay for ticket and customs inspection,

When the full Parliament gets together to vate on
pressing matters, the wall between the two chamhbers
is removed, creating a single large hall.

Lightning Rail Station: The lightning rail
station in Wroat provides service to Sharn, Aundair,
Thrane, and Zilargo. The lightning rail departs twice
daily, in the afternoon and at night,

The distances. times. and costs (Arst class Passag{:}'
involved in traveling the lightning rail from Wroat are
summarized below.

ARDEV

Small Town, Population 1,600

Halfway hetween Drosam and the Dagper River, Ardey
is the main gathering place for farmers and ranchers
working the Ardev Expanse. Ardev was built to take
advantage of Chalice Lake, which collects the water
of several small creeks flowing across the plains. The
town also sits astride a major Orien trade road, making
it an important rest stop for caravans traveling to the
west. Ardev markets provide the supplies for the king's
private dwellings at Castle Arakhain, and the city has
mare than the usual share of Citadel agents to ensure
the safety of the king. As the main jumping-off point
for prospectors using the old western road Lo travel
to the Graywalls., Ardev always has miners in lown, as
well as those offering maps 1o "lost mines” and other

ancicnt ruins.

CRAGWAR

Large Town, Population 3,600

Aborder town during the Last War, Cragwar changed
hands no less than nine Limes, being held by Thrane,
Breland, and Aundair, The site ol numerous bloody
battles, the town would have been abandoned long
ago if not for the rich veins ol silver and jewels found
in the eastern Blackeaps. Crapwar serves as the
base camp and trading center for doeens of smaller
mining villages reaching back into the mountains.
Those mines are the single largest source of mithral
in western Khorvaire. House Kundarak's influ-
ence has kept the town running and even profit-
able despite the battles to contral the area. House
Cannith also has a modest guildhall in the village,
having always been a major buyer of rave metals 1o
stock its lorges,

In addition to the monsters that come down out
of the mountains or up from the depths of Khyber
through the mines, the lives of ardinary citizens are
sometimes threatened by the machinations of the
Aurum. Twa members of the Aurum’s gold concord
make their home in Cragwar—Dacluse d'Kundarak
{LE fermale dwarf aristacrat 3/rogue Tdragonmark
heir 4) ensures the safety of the Aurum's interests
in the Blackeaps, and the steady flow of money into
their caffers. Zeed (NE male changeling rogue 2/sor-
cerer $/master inguisitive 2} runs the town's limited

underworld, and acets as an information broker and



arms dealer. Zeed's ambitions ta start'a war, with the
goal of eventually securing southern Thrane for the
Aurum, are an audacious attempt to elevate himselfio
the platinum concord, and do not have the full sup-
port of the Shadow Cabinet, which generally prefers
more cautious advances. Leed’s activities have also
attracted the attention of the King's Citadel, which is
currently considering sending in new agents or even a
few Lrusted outsiders who would be unknown ta Zeed
and his minions.

GALETHSPYRE

Large Town, Population 3,900

With |)ui|dings surrounding the Galethspyre, a narrow
sliver of bilue stone jutting up over 600 feet from the hank
af the Dagper River, this town is a major hub far barges
and ferries landing on the west bank of the mighty river.
Ferries run 1o Wroat on the other side of the Dagger
River four times a day. The dock area is always bustling
with activity, even at night, as Citadel agents check all
goods going into Wroat at Galethspyre before issuing
apermit to sail on the Howling River.

Galethspyre specializes in textiles, with bath balts
of cloth and finished garments illing the marketplace.
The town is also home to the nation's largest dyer.
The distinctive "Breland Blue” dye seen throughout
the country is erafted here in huge copper cauldrons.
The smell can be overwhelming for the new visitor,
as botling dyes reek ol fish, herbs, and rare earths.
The city also has several major lumberyards: timber
cutters at Weoodhelm lash together rafts of logs and
ride them down the river to Galethspyre to be milled
or carved .

House Deneith maintains a large Defenders Guild
enclave in Galethspyre, because the town is a major
staging area for caravans journeying into Droasm.
The town alse boasts an enormous sutdoor amphi-
theater, and House Phiarlan promotes prand festivals
three times a year as the Artisans Guild fills the streets
with song and color. These festivals have become a
large enough part of Breland’s social calendar that
thousands make the shart journey from Wroat to
attend. with mare spectators coming from Sharn or
even as far away as Starvilaskur.

MISTMARSH

Hamlet, Population 240

Asmall village in the county of Clarn chielly houses
farmers who take advantage of the fine soil and weather
ﬂ|0ng the southern edge of the Mistmarsh Swamp. The
titizens of Mistmarsh enjoy an above-average standard
0r]im'ing. and many families have one or more da ring
- youths who partake in the annual treks into the Faded
Forest to gather the magical acorns that grow there,
While dangerous, these expeditions are highly orga-
nized and well prepared, with each family keeping
secret records of where particular dragonseye and
ghost paks can be found.

Alben ir'Clarn {LN male human- aristocrat
franger 2}, the youngest son ol Lord Ruken
ir'Clarn, serves as sheriff in the region, e has
been afriend to the peaple of the hamletand is well
respected, though they fear he does not pay énough
attention to their warnings about the périls of the
Mistmarsh Swamp.

NEW CYRE

Large Town, Population 4,200

Building a community out of the wreckage of Cyre,
Mew Cyre continues to attract survivors of the Day of
Mourning and new residents of other lands seeking
a home after the war. An empty streteh of grasslands
bhelow the northern Seawall Mountains when King
Boranel granted the area to Oargev and the Cyran
survivars, the town is becoming the ecanomie heart
of the region. All the dragonmarked haouses have
gone oul of their way to send representatives to
Crargev's court, and with their help he has established
the town as a seal of civilization and a fair reminder
of the grace and style that was once the birthright of
all Cyrans,

ORCBOHNE

Fort, Population 450

Grim and funetional, Orebone is the central hase
for the Westwind Riders, a mohile company charged
with guarding Breland's western expanse. Sitting
astride the gap between the Graywall Mountains
and Silver Lake, Orchone has been the focus of the
fiercest fighting between Breland, Droaam, and the
Eldeen Reaches. The stone keep is surrounded by
wide ditches designed 1o channel invading troops
inte narrow foermations so the hammer of Brel-
ish cavalry can crush them against the anvil of the
fortress's walls. Without other natural defenses, the
keep has come under savage attack time and again,
and royal blood has been spilled defending it against
vastly greater forces,

The halls of Orchone have been quiet since the
end of the Last War. Lord Veirner ir'Tajar (NG male
human aristocrat 4/wizard 5) commands the keep and
its infantry. He strongly disagrees with the captain of
the Westwind Riders, Yurell ie'UT (LG female half-
elf ranger 7). about the security siluation along the
border. Veirner wants to take a more active stance,
sending scouts across the horder to disrupt the so-
called "raiders” who continue to slip in and out of the
country. Yurell insists that her riders cannot violate
the Treaty of Thronehold, and should only strike
once the thinly disguised Droaam units have entered
Breland proper. Veirner has been unable to drive his
point home with Yurell or gain Boranel's permission
to engage in active raiding. Now Veirner is courling
the Sentinel Marshals of House Deneith to deputize
the riders to pursue bandits on behalf of the dragon-
marked house.
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SHAVALANT

Village, Population 820

The center of Shavalant may be a single cobbled road-
way and seven dusty eross-streets, but its wealth is
definitely scattered across the surrounding 150 miles
of gently rolling grasslands. Springing up around
Tenneth Ford, the only easy crossing point along
Shavalant Creek as it flows from the Ranruunwood to
Silver Lake, Shavalant was the logical stopping point
for ranchers bringing their stock to Orcbone or the
trade road from Xandrar.

The stockyards of Shavalant are one of House
Vadalis's key holdings. The draponmarked house elflec-
tively rules the town, since its designated representative
consistently wins election as village spokesperson.

SILENT KEEP

Fort, Population 100

Unmarked on any official map, Silent Keep is a name
whispered anly by the most knowledgeable af Breland's
nobles. Tueked back in the l'Iuw]ing Peaks, hidden from
view until one is virtually at the gates, this small fortress
is ane of the King's Citadel’s best-kept secrets. Silent
Keepisthe main training ground for the Dark Lanterns,
the Citadel's division of scouts and spies. It is standard
practice to dump these capable spies inta the adjacent
portion of the King's Forest and see il'they can find their
way hack unaided. The fort also houses a private archive
for the King’s Wands. and a repository for eursed and
dangerous items the Wands have collected in the course
of their duties. Maost important, the fort eoneceals the
entrance to a small but very rich gold mine, which has

provided the Citadel with a steacdy supply of funds.

STERNGATE

Fort, Population 800

Captain Eredenn Davoh (NG male human fighter §)
knows that his post at Sterngate puts him at the very
forefront of the new cold war following the signing
of the Thronehold Accords. Sterngate guards the
broad western end of Marguul Pass. and it is his job
to see Lo it that Darguun raiders cannot slip past the
fortress into Breland’s interior. Sterngate is now the
centerpiece of a massive array of berms, ditches, and
pit traps designed to funnel travelers to the castle pates
and prevent anyone from crossing into Breland on
foot without the fort's knowledge. Mounted patrols
sweep from the castle ta check for signs of illicit pas-
sage, and Eredenn's frequent and inventive drills
have kept the garvison here alert and in high spiriis
despite the relative calm. There have been lapses,
however, and Eredenn is happ}r to hire outsiders with
good eredentials ta follow up on incursions that have
slipped beyond his immediate grasp, Such bounties
make the castle a bustling center for adventurers,
and a gathering place for those interested in stirring
up a little trouble of their own on the Darguun side
af the border.

TORCH KEEP

Fort, Population &0

Little more than a heavy stockade around a collec-
tion of homes, barracks, and a single fortifhed tower,
Torch Keep began as a simple lighthouse 1o aid sailors
in navigating the Hilt. The isolated location required
the addition of homes and some services (o maintain
the lighthouse. Attacks by wild ereatures forced the
construction of more elaborate defenses and the addi-
tion of a garrison. The garrison’s small magical arse-
nal prompted raids by brigands, [oreing the keep to
enlarge yet again until the site has become something
between a lighthouse and a true fortress. Assignment
to the keep is viewed as a six-month sentence by most
posted there, The location is not far from Sharn, but
leaves to visit the city are granted only rarely. The keep
is reputedly haunted, and the glare from the power-
ful beacon atop the keep's only tower ensures that no
night's sleep is entirely restful.

The proximity of the Tilorn Jungle provides
danger and sometimes weleome velief from hore-
dom. with garrison members oceasionally mount-
ing expeditions to capture rare and valuable birds
to supplement their military pay. Officially, visi-
tors are unwelcome, but in practicea few small hribes
can gquickly convert the keep into an excellent base
camp lor expeditions into the jungles of the Tilorn
Reach from its eastern edge.

XANDRAR

Small City, Population 12,800

The modern city of Xandrar, built on the eastern bank
ol the Silver River where the waters of Silver Lake pour
into Lake Calitar, takes its name from the much older
Dhakaani city of Xandrar, whose ruins occupy the
western riverbank and several miles of the lakeshore,
The thriving city is Breland’s pateway for trade with
the Eldeen Reaches, and small barges ply the lake.
providing ties to Aundair as well, Since Eldeen and
Aundair were openly at war for most of the last cen-
tury, Xandrar became a key link for what little trade
the two nations could not avoid,

Mayor Garrit Tomraan (NG male gnome aris-
toerat Liexpert 4) governs the city, but the Clountess
Yassivir Oeskai (OG0 female human arvistocrat 27/fighter

/mank ) provides the city walch and administers the
surrounding lands. The countess spends most of her
time at her mansion within the eity rather than at Drum
Eeep, the primary garrison of her haldings. She and
Garrit hold wildly different opinions on the "Swords of
Liberty problem” that has infested the region in recent
maonths, but generally manage to work together to keep
the city from being burned o the ground.

Yassiv has some sympathy for the goals of the Swords
of Liberty, and rumaors persist that she once adventured
with Red Owl, the legendary leader of the area’s Swords
of Liberty cell. Garrit, meanwhile, has no patience for
the destructive tactics of the Swords and the suffering
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Ini the center of the drowned trees, ahuge arch has
been constructed of rough bleached wood. This portal
becomes a gate to Mabar on the tenth night of each
month. The entire region becomes a Mabar manifest
zone throughout the month of Sypheros. Who con-
structed the arch is unknown. but the markings hacked
into the wood suggest it was built during the Daelkyr
War. Those who attack the arch fall sick within minutes,
and none have returned from the effort, though their

companions who did not participate went unscathed,

GRAY RAKES

Warm Hills, Gentle

These high, forcboding cliffs guard Breland's western
shores, discouraging any landing on the edges of the
Tilorn Expanse west of Moonwatch, While the area is
unoccupied now, remnants of old Dhakaani towns eling
to the cliffs in several places, The most siriking remains
of the lost empire are the sacrificial platforms jutting
out from the clills over the sea. Twenty-six such plat-
forms remain (along with the ruins where three mare
have collapsed into the sead, each exactly lour miles
from the next. The shelves are quite uniform, seemingly
maolded by magic out of the stone of the ¢lifls, Each hasa
single low stone bier molded into it Channels for blood
connect the biers to the edges of each shell|, causing the
spilled blood to [all into the sea at twenty-nine points
around the edge of the platform, While only rainwater
fills the channels these days, the platforms have not lost
all of their power, Undead are unable 1o set foot upon
a platform or pass over one, This has saved the lives of
more than one adventurer, as the region isinfested with
the drowned (Monster Manual LI, page 46).

The cliffs are gray, with narrow beaches at their
bases that appear only at low tide, Gray sand covers
these beaches, bul small patches af rusty red sand {called
bloodsand) accumulate near the platforms.

GRAYWALL MOUNTAINS

Warm Mountains, Rugged

These high, rugged mountains define the western
border of madern Breland. The Graywalls have been
an important barrier in wars across Khorvaire for
millennia, playing a part in containing the destrue
tion ol the Daelkyr War. Veins of rare byeshk and pre
cious adamantine still lie hidden in the tall peaks. In
addition to the slick, dangerous slopes, the Graywalls
are home to numerous flying predators. Some adven-
turers come seeking these heasts, hoping to bring back
aclutch of griffon eggs to sell or raise.

Like many areas of Breland, the Graywalls have
an unusual number of manifest zones scattered among
the peaks. Most are attuned to Risia and go unnoticed
among the naturally occurring glaciers. The spectacu-
larly active valcano Kohek's Voice almost certainly has
a Fernia zone at its heare. Two such zones have been

bound together to power an unusual eldritch engine
built during the Last War.

SILLN HIGHLAND

Temperate Desert, Rocky
This stony plateau occupies mast of Breland's southern-
most peninsula, separating the eastern crosspiece of
The Hilt from the sea. Much of the area is rocky and
barren, except where emerald oases of ferns and juniper
trees spring up seemingly at random. Thousands of
underground springs feed the small poals at the heart of
each of these oases. What could he a dangerous country-
sicle is instead samewhat parklike, with the largest oases
linked by the remnants of ald Dhakasani roads. The
stark contrast hetween gray-white stone and vivid green
plant life has made the region popular with wealthy
travelers willing to make the crossing from Sharn.
Despite its rugged beauty, Silln is not without dangers.
The pools are sometimes used as meeting sites for secret
eabalsin Sharn, and stumbling across such groups can be
deadly. Fven with patrols from Flint Keep on the alert,
monsters still wander the region, often coming up from
the caverns that wind throughout the massive plateau.
Worst of all, a Dhakaani elan, hobgoblins who retreated
underground after the Daclkyr Wars, took refuge under
Silln. Most of their energies are turned toward breaking
the curse of Yarkuun Draal (see below), but they still make
time for the oceasional kidnap and ransom of a wealthy
tourist or raid on Flint Keep. Were Yarkuun Draal to be
restored, they would make themselves known in foree,

claiming all of Silln as their own nation.

TILORN EXPANSE

Warm Hills, Gentle; Plains, Grasslands
Stretching from the Dagger River to the Gray Rakes,
this great plain was nearly untouched by the coming of
Cralifar. Since before the rise of the Dhakaani Empire,
the region has had a reputation as haunted and treach-
erous. While enormous to begin with. the vast prassy
pleins sometimes seem to go on forever, Unlike most ol
southwestern Khorvaire, Tilorn has no greal goblinoid
ruins to serve as way markers, just the oecasional low,
nameless hill or green ridge in a sea ol waist high grass,
Armies and caravans have venlured onto the plains only
to discover years have passed during their week-long
excursion. Other limes only their remains are found,
with signs of starvation and wagon wheels worn cdown as
if from many thousands of miles ol use.

Fey live throughout the expanse, hiding from trav-
elers except when they want to have some fun ar make
some mischiel, The worst are the satyr barbarians, wha
are rumored Lo enjoy the taste of human flesh every now
and then,

YEDAN'S EXPANSE

Warm Plains, Farms, Grasslands

The heartland of Breland. Yedan's Expanse encom-
passes nearly a third of the nation, reaching more
than a thousand miles from the Dagger River ta the
edge af the Mournland, While the Dagger River is the
industrial heart of the nation, the countless villages




that dot the expanse are the source of its vast reserve of
food and small cralis. Huge Lracts of the eXpanse are
still untamed wilderness. In general, the creatures thar
wander into the fa:'ming comimunities are well within
the abilities of the local militia to fend off, If not, help
isoften onlyaday or two away, with adventurers arriving
swiftly by lightning rail to collect the hounties placed
on more dangerous predators. The expanse is divided
into over a dozen counties, and these lands form the
basis of power for many of Breland's most influential
noble families.

The political coneerns of the growing Cyran
presence and renewed raids coming our of Darguun
have made the expanse a favorite of voung adventurers
hoping to earn money and reputation.

SHINING VALLEY

Thorp, Population 52
Stn-ungl}r connected to leian, the realm of Frernal Day,
this valley hidden within the foothills of the GI'EL}"\-‘.-‘H.”
Mountains is bathed in g light that fades to s luminous
dusk for anly a few hours each nighi, despite the high
elifls that should cast shade mast of the day. A secret
tunnel leads through a series of caverns to a small cave
on the Droaam side af the mountain range.

When the Haunting Song. a flight of harpies living
m Droaam, relused to how to the Daughters of Sora Kell,
the Carrion Callers and Stormsingers harpies combined
farces to make an example of them, Decimated, the
survivers fled into the mountain caves and eventually
diseovered Shining Walley, Tending their wouned. they
quickly discovered the curative properties of the Irian
manilest zane. [he flight has remained in the valley ever
since, The flight bides its time, raising a new genera
tion in the valley's endless light and planning for the
day when the Haunting Song will have revenge an the
Daughters of Sora Kell and their treacheraus kin,

YARKUUN DRAAL

Ruined Metropolis

Near the eastern edge of the Silln Highlands, a great
gash splits the stone for ten miles inland 1o the sea.,
The goblins of Dhakaan discovered this gorge and
built @ great city into the walls. taking advantage of
the natural harbor it ereated o estahlish a th]'i'\r[ng
port. Even today, great statues and elaborate arches
decorate the entrances to a labyrinth of caverns and
dwellings, Natural sireams flow over the edpe of the
gorge and are channeled inte cisterns. Records from
other goblinoid ruins speak of Yarkunn Draal as ane
ufthe shining jewels of the empire, the seat of a great
house, and a center of mighty magics. Few artifaces
have heen retrieved from Yarkuun Draal, however,
and the city is believed 1o be cursed.

Far from being a dead city, Yarkuun Draal seethes
with life—or the twisted mockeries of life created by the
daelkyr. Gardens and lush palms decorate the city’s many
airy walkways and baleonies, but they are all poisonous ar
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The Six King

capable of moving to attack visitors or eac h ather. This
[eral ecology should consume itself within months, if
not weeks, but their numbers are replenished daily by
the city's true master, the daelkyr Bhodexav’gr.

Ar the heart of Yarkuwun Draal, in a large court
yard open to the sky, rests a dimensional seal forged
by the Gatekeepers millenniaaga. The seal suppresses
one of the few true gateways to Xoriat, a passagoway
created solely for the invasion of the world, After
the Daelkyr War, Bhodex'av'gr was able to partially
corrupt the seal, allowing it to influence the lands
around the city. Unable to breach the seal, he instead
baits the trap of Yarkuun Draal with countless horrors
and the oceasional patent symbiote. In his own mind,
the presence of such treasures and so many monsters
is sure Lo attract adventurers who can be forced 1o do
what the daelkyr cannot—destroy the Gatekeepers” seal

i':l'l(i. Opﬂ]‘.l 1|'.|l.". Wﬁl‘]l.'l Lo INVASION ONee more.,

ERUUNSTOHNE

Ruin

The Laughing River flows out of a spring al the base of
an unmarked obelisk of pearl-gray stone deep in the
Dregonwood. The water flows into a pair ol small lakes,
each roughly half a mile across, belore draining into
& narrow gorge and flowing out of the forest, running
all the way to the Hilt of the Dagpger River. While much
of the Dragonwood borders on impassable, the hanks

of the river are steep, but not covered with the dense
undergrowth that hills much of the wood, The twin
lakes are known as Glisten and Gloam in local lolk-
lore, and are charged with the magic of dreams, Wik,
fimited wsh, miraele and similar spells have their X P costs
reduced by 25% when cast [rom on the waters ol either
lake, Legends say that wishes (with or without use of the
spell} made on one lake alwiys turn back on the wisher,
while those mude on the other rarvely take the expected
Form but usually turn out lor the best, The tales do not
clearly identify which lake is which, so thase whao jour-
ney there must decide where best 1o make their desires
known, Beyond the promise and the dangers of the
lukes, the presence ol aggressive ragewalkers, mind

less breeds ol gquori, and nixies along the river's banks

makes any expedition 1o the lakes hazavdous at best,

SIX KINGS

Euined Monument

Along the novth face of the northernmaost peak of the
Craywall Mountzinsstands a testament to the powerand
grandeur ol the Dhakaani Empire that has the power o
inspire awe (o this day. The mountain has been carved
and shaped to create a has-relief seulpture over 1000
feet high. Rising from the smoath stone face are the
images of the Six Kings, hobgoblin warlords who came
together to ereate the empire that onee ruled the conti-

nent. The second and third fgures have been damaged,




either by the passage of years or some forgotten act of
vandalism. The valley at the foot of the monument has
been a campsite of many monstrous war parties through
the ages, and it must be acknowledped that many gob-
linoid commanders who stopped to pay their respects
to the lords of old found great suceess in the campaigns
that followed. Caves pierce the mount at the base of the
carvings, and it is said that an ancient armary of byeshk
weapons is hidden within the caves, and that the ghosts
of Dhakaant champions test those who would enter,
allowing those found worthy to emerge with a single
wea;mn Lo CATTY into baltle,

KYRRILSPIRE

Manifest Zone

The Kyrrilspire Mountain in the Blackeaps, usually
visible to the southeast fram Dram Keep, changes shape
from day to day. [t exists inside a permanent Kythri
manifest zone. Some days the mountain appears as a tall,
thin spire with hundred-foot-long stene thorns grow
ing out of it, other days twisted like a unicorn's horn.
The mountain has also split into two or more peaks or
vanished entirely on occasion, Mast days. Kyrrilspire
appears like a typical mauntain, although small details
change, Other days the mountain appears to be carved
with the faces of people or animals or monsters, Rarely,
the mountain is decorated with vast sections of draconic
seriptl, with letters hundreds of feet high, The changes
are accompanied by tremors and often a tremendous
roaring sound as earth and stone is created, destroved,
or redistributed. Characters on the mountain when a
change beging suffer as if within the effects of an corth-
guake spell 1dd times over the course of 2410 minutes.

PRESTIGE CLASS:
DARK LANTERN

"Tour besther was a thief who sold secrets fo Theane, He betraped the
erasn, 5o | killed hie, That's what happens to fraitors,”

—Aron "Sharpsword” Fainn,

a King's Dlark Lantern

The Dark Lanterns serve the crown of Breland as spies
and assassins, Clollectively they form the intelligence
division of the King’s Citadel. 2 much larger organi-
mtinn sworn to delend Breland from its enemies aned
dispense justice in the name of King Boranel, Mare
than any other division within the Citadel, the Dark
Lanterns tend toward intelligence-gathering missions
that extend beyond Breland’s borders. As the secret
servants of the crown. members of the organization are
granted the authority to conduct intellipence aperations
onforeign sail, execule covert missions acrass che glabe,
and prevent national secrets from falling inta the hands
of rival intelligence agencies, The Dark Lanterns also
have an unwritten license to eliminate any creature thar

threatens their nation, its sovereign, or its citizens.

The King's Dark Lanterns were vital to Breland’s
defense during the Last War, However., conspiracies
abound in the aftermath of war as nations struggle to
rebuild and reclaim what was lost. The Throneheld
Accords have done nothing 1o end the secret con-
licts being waged across the Five Nations—conflicts
steeped in espionage and subterfuge. With the threat
of another war looming on the horizon, Breland needs
its Dark Lanterns now more than ever.

BECOMING A DARK LANTERN

Most members of the King's Dark Lanterns do not
have levels in the Dark Lantern prestige ¢lass, Only the
mest talented agents—the ones trusted with the truly
dangerous assignments—have the ability and where-
withal 1o rise up from the ranks and hecome a true
Dark Lantern. These dangerous few represent the best
af King Boranel’s spies, confounding and opposing
foreign powers for the greater glory of Breland.,

Dark Lanterns must be equally good at espionage,
combar, and diplomacy, for their missions aften require
some eombination of stealth, swordplay, and seduction.
A Dark Lantern must be a Brelish native with a [amily
lineage that's traceable. In addition, each member of the
organizarion must swear a series of oaths and hold true to
them far life {see Oaths of the Dark Lanterns, below).

Most Dark Lanterns begin as fighters ar rangers,
some of them Brelish soldiers who fought in the Last War,
However, they may need to take a level or two of rogue 1o
pick up some fundamental skills. These Dark Lanterns
make ruthless agents and are usually assigned to special
strike teams or “shadow work.” Bards also make excellent
Dark Lanterns, despite their nonlawful alignment; as
agents, they tend to be debonair and sophisticated, and
they serve well as diplomats and spies.

The organization welcomes members of all races,
although changelings have a particular gift for the

THE DARK LANTERN HIT DIE: d&
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Attack  Fort Ref Will
Level Bonus  Save Save Save Special
lst +0 +1 +2 +0 Citadel training
2ad +1 =0 +3 <0 Sneak attack + 1dé
Srd +2 +1 +3 +1 Nondatection
4ch +3 +] -4 +1] Sneak attack +2d6
5th +3 +1 =4 +1 Skill mastery
bih +4 =2 =5 -1 Sneak atrack +3d6
7th +5 +2 +5 +2 Slippery mind
A1k +h -2 +6 =1 Snecak attack +4di
Oth +6 +3 +6 +3 Hide in plain sight
10ch v 7 B =7 +3 Sneak attack + 546

Class Skills {4 + Int modifier pr,r'!q_-w_-lj}; Apprajsc_ Balance.
Bluff. Diplumal:}', Drisable Device, Dj-;gu.i.sc, Escape Artise,
Forgery, Gather Informastion. Hide, Intimidate, Knowledge
{an}'}. Listen, Move Sj]e::ll:r. 'D]lrn Lock, Perform (an}-'}_ Search

Sense Motive, Speak Lml.gu:'.gr.. Spm. Lise h-fng'jc Drevice.
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work. Tlliterate characters cannot join the King's
Dark Lanterns, nor can any individual affiliated with
a known religion. Captain Vron, the current leader of
the King's Dark Lanterns, doesn't want harbarians or
agents who have to walk the thin gray line separating

church and state.

ENTERY REQUIREMENTS

B e W T T e I iy
Base Attack Bonus: +5.

Bkills: Blulf 4 ranks, Di.]]l.l.‘:ll'ﬂ'.u’::r Lranks, Cather Inlormation
4 ranks.

Repion of Origin: Breland.

Specials Cannot be illiverace ov afliliaced with a relipion.

CLASS FEATURES

All ol'the following are class [eatures of the Dark Lan-
lern prestige class,
Weapon and Armor Proficiency: As a Dark

Lantern. you gain no proliciency with any weapon

O ArImor.

King'’s Dark Lantern

Citadel Training: The Citadel Academy in Wroal
trains its elite agents well. At st level, you gain a +32
insight bonus on all Diplomacy, Gather Information,
Search, and Sense Maotive checks,

Sneak Attack (Ex): You can strike & vital spot far
extra damage. Any time your target would be denied
a Dexterity bonus to AC (whether your target actually
has a Dexterity bonus ar not), or when you flank the
target, your sneak attack deals extra damage. The extra
damage is 1d6 points at 2nd level and an additional
1db points of damage every two levels thereafter. This
ability is otherwise identical to the rogue’s sneak attack
and is cumulative with any sneak artack capability you
have from other classes.

MNondetection {SP}: Starting at 3rd level, you hen
ehit from a permanent nondetection effect (as the spell). Tf
a divination is attempted against you or anything you
carry. the caster of the divination must succeed on a
caster level check (1420 + caster level) againsta DO
of 15 + your Dark Lantern class level.

8kill Mastery (Ex): At 5th level, you become so
certain in the use of particular skills that you can use
them reliably even under adverse conditions. When
making a Climb, Disable Device, Open Lock, or Scarch
check, you can take 10 even if stress and distractions
would normally prevent vou [rom doing so.

Slippery Mind (Ex): This ability, gained at Tth
level, represents your ability to wriggle free from
magical effects that would otherwise control or compe]
you, 10 you are allected by an enchantment spell ar
effect and fail vour saving throw. you can attempt a
new save | round later at the same DO You get only
one extra chance lo succeed on the saving throw.

You can also spend an action poinl to automati-
eally break lvee of the enchantment spell or elfect,

Hide in Plain Sight (Ex): Beginning at Sth level,
you can use the Ilide skill even while being observed,

PLAYING A DARK LANTERN

A Dark Lantern's loyalty to the crown ol Breland must
be absolute and unswerving, Most of the King's Dark
Lanterns—and not just members with levels in this
prestige class—are culled from the ranks of the Brelish
military, but the leaders of the organization o fill its
ranks with trustworthy barvds, rogues, and assassins of
proven ability. Any agent ol the King's Dark Lanterns
whase loyalty comes into question faces a lengthy {and
depending an the captain in charge, birwtal} interroga-
tion, during which inguisitives attempt to ascertain the
agent's true allegiance. Agents who prove uncoopera-
tive, cvasive, or treacherous ave quickly eliminated.
By taking levels in the Dark Lantern prestige class,
you are proclaiming or reinforcing your loyalty to both
the organization and the King of Breland. You have
proven yoursell to your superiars at least ane accasion,
and by pursuing this career path, you are pledging
your life and future service to the Brelish erown and

throne. The missions you're assigned usually play to your




strengths, [Fyou are charismatic, your orders might be to
seduce an Aundairian noble and discaver some secret he
or she is pralecting, or to uncover the individual’s sus-
pected rale in a rumored assassination plot. If stealth is
your game, you might be assigned to locate and eliminate
adefector hiding in Korth or rescue a captured Ciradel
agent in Flamekeep. Kegardless of abjective, missions
generally entail pratecting or seizing information that,
in the wrong hands, could jeapardize the future of
freland and its current ruler.

The leaders of the King's Dark Lanterns toler-
ate agents whao indulge various pastimes, including
adventuring. They understand the impaortance of such
diversions, and if nathing else, agents can use their
sdventuring careers as cover ta hide their true modus
operandi. Indeed, most of the organization’s best agents
are acdventurers of one sort or another, trained to handle
peril and intrigue with disarming aplomh.

A Dark Lantern captured or detained by a rival
intelligenee agency would do well to hide his affilia
tion. Rival agencies share a dim view of Brelish spies
and are as likely to kill a Dhark Lantern as to use him
far bait or hlackmail.

Combat
Like a rogue or assassin, you prefer guile and subter
fuge to a straight-up fight. You prefer to take out your
encmics using stealth and sneak artacks. The Dark Lan
tern mantra is " Kill quickly or be killed,” and a lengthy
combat isn't to your advantage. You are also trained o
adjust vour fighting style ta more handily dispatch ene
mies of a particular class or prestige class—a nice advan
tage if you're trading seerets at a wizards’ emporium in
Aundair, infilerating a thiceves” guild in Newthrone. or
raiding an Emerald Claw stronghold in Karrnath,

Yaou favar feats that make you a superlative diplo-

mat, infiltrator, or martial combat expert.

Advancement

You must be s member of the King's Dark Lanterns to
take levels in the Dark Lantern prestige class. More-
over, you must first prove your worth by completing at
least one important mission for the organization and
the crown. Once you take your Birst level in the prestige
class, you are welcomed into the "inner cirele.” [nstead
oftaking orders from intermediaries, you receive your
orders from the highest echelons of the organization
{see Organization, below), As you advance in the
prestige class, you gain the right o decline a mission
[or personal or professional reasons withour ruffling
too many feathers, However, the King's Dark Lanterns
need agents who are useful and productive; refuse too
many missions, and you might [ind your loyalty to the
crown called into question,

There'sasaying in the Citadel: "Onee a Dark Lan-
tern, alwavs o Dark Lantern.” Agents are expected to
serve Lthe Brelish crown unto death "and beyond inta
the next life,” Although an agent might "retire” from

active service, hie ean be recalled at any time to'perform
some mission for His Majesty, as the organization sees
fit. The very best of the best might obtain an audi-
ence with King Boranel himself, but no member of
the King's Dark Lanterns has ever earned the ¢crown's
complete trust. Given the organization's predilection
for deception, this should ¢come as no surprise.

An agent of good standing who performs his dury
without question can expect the full protection and sup-
port af the King's Citadel in times of need. However, if
you are captured abroad, you may need to rely on your
own resources for a time if the Dark Lanterns are unable
to reach you for whatever reason. If you are captured
and considered too valuable to give up, a company of
the King's Swords might be assigned to rescue you {see
Organization, below) once vour location is determined.
Although the Dark Lanterns can provide you with finan-
cial or legal aid. such assistance usually comes at a price.
The organization may require you to repay the expense or
perform some service beyond the normal call of duty. and
any agent in debt is usually seen as a liability and denied
the “choice” assignments until the debt is repaid.

Although many of the King's Dark Lanterns have
military ranks, the organization is not considered part
of the Brelish military, and the organization does not

generally promote its members to higher ranks.

Resources

A soon as you take your first level in this prestige class,
you gain access to certain resources. You are given neces-
sary forged identification papers and travel documents
to complete your assignments abroad, as well as money
to cover bare expenses such as food and shelter, You can
take refuge inany Brelish embassy or Citadel sale house.
(Brelish embassies exist in every recognized capital city
in Khorvaire, Citadel sale houses can be lound in every
large city, metropolis, or capital city. although they are
well hidden and require a DO 25 Gather [nformaticn
check to locate.) You can also tap into a network of Dark
Lantern agents, hidden Brelish nationals, and foreign
sympathizers and use them as informants or couriers,
althouph hinding one in a given settlement requires a
successful Gather Information cheek with a DC equal 1o
10 + the settlement’s modifier: thorp ar hamlet +0, vil-
lage or castle/fort +2, small town +4, large town +6, small
city +8, lavge city 10, metropolis or capital +12.

Dark Lanterns use a variety of magic items to
complete their missions, Members af the organization
can purchase any of the single-use or charged items on
the wable below from any Dark Lantern headquarters
or safe house at a 20% discount.

Dark Lanterns who operate within the horders
of Breland openly wear a Citadel signet ring ar cloak
pin {depicted on page 138 of Sharn: City of Towers), which
allows them aceess to Citadel headguarters. However,
Dark Lantern agents aperating heyond the borders
of Breland carry false identification papers and no
identifying apparel ar symbols of any kind.
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MAGICITEMS AVAILABLE
TODARK LANTERNS

m

lterm Discounted Price
Dust of illusion 960 gp
Dust of tracelessness 00 gp
Elixir of hiding 200 gp
Elixir of sneaking 0l gp
Elixir of truth Al gp
Fotion of areane sight G0 gp
Potion of blur 2dlgp
Potion of clairaudiences/elairvoyance GO gp
Potion of darkvision 240 gp
Potion of displacement G0 o
Potion of expeditious retreat 40 gp
Pation of glibness G0 rp
Potion of heroism 60l orp
Pation of invisibiliny 240 g
Potion of spider elimb 4l gp
Fotion of fly 00 gy
Potion of gaseous form G0l pp
Potion of see invisibility i pp
Potion of tongues 600 gp
Potion of undetectable alignment Hgp
Fotion of water breathing GO gp
Wand of detect secret doars GIHY g

Qaths of the Dark Lanterns
A member of the King's Dark Lanterns must adhere
ta a set ol oaths, summarized below:

I hereby swear lealty to the Brelish crown and
pledge my layaliy to the king abave all.

I hereby vow to protect and serve Breland, its
ruling monarch, and its citizenry and dedicate my life
to thwarting those who conspire against them.

| hereby vow to perform my duty to king and coun
try ta the best of my ahility, and not allow other duties,
abligations, or loyaltics to interfere with this dury.

[ hereby swear to guard any and all seerets of the
Brelish crown, the King's Citadel. and the King's
Dark Lenterns until death takes me, and beyond into
the next life,

[ understand that by breaking any of these oaths,
[ sever my allegiance to the Brelish erown, whereupon
[ may be branded s traitor and rightfully incarcerated

or exccuted for treason, by order of the king.

DARK LANTERNS IN THE WORLD

"His majesty’s secret servants are known for their sharp epes and ears,
but sne must alio beware their sharp swords. Our beloved king sfeeps
very well af night knowing they’re out there,”

—Alexei ir'Tain, a noble in Sharn

The King’s Dark Lanterns serve as Breland’s eyes and ears
across Khorvaire and beyond. Through a vast nelwork
of contacts that includes local constabularies, the Dark
Lanterns watch for known eriminals entering Breland,
They spy on radicals, politicians, foreign dignitaries, and

resident exiles that representa possible security risk o the
people of Breland, The organization has upward of 500
agents operating within Breland’s borders and roughly
one-filth that number stationed aliroad,

Dark Lanterns often work in teams, They also
work elosely with other divisions of the King's Citadel,
including the King's Wands and the King's Swords. In
addition, some Dark Lanterns join lorces with adven-
turers whose goals happen to coineide with theirs: in
such cases, they might choose to keep their allegiance
to the crown of Breland a secret.

A Dark Lantern operating within Breland’s bor-
ders can expect cooperation from any Brelish citizen
in the pursuit of his mission. That said, a Dark Lan-
tern represents the crown. One whao takes advantage
ol a citizen’s cooperation or endangers the lives of
innocent Brelish does not serve the crown and may
have to answer far his misconduet.

Daily Life

A Dark Lantern doesn't make a lot of maney and is
expected to live a modest life, so as not to attraet undue
attention. The work he is called upan to perfarm can
be as simple and straightforward as spying on a foreign
diplamat for a few days or as dangerous and complex as
buying information from a dubious souree in a remote
city while dodging rival agents and assassins. When nat
performing a serviee for the crown, a Dark Lantern
can participate in private ventures, provided they don’t

conflict with his allegiance to the Brelish crown.

MNotahles

Every Dark Lantern has a story to tell. Kryx (LG war
forged scout [see Monster Manual HT] fighter 2/rogue 5/
Dark Lantern 1) joined the organization in 396 Y Kafter
threeyears of distinguished service in the Brelish army.
He joined Captain Wron's personal retinue and., in no
time. demonstrated a knack for keeping secrets, When
Wron needed a warforged agent to pather intelligence on
the Lord of Blades in the Mournland, he could think of
no one better than Kryx for the job, Kryx's orders were
simple: Locate and inlilirate the Lord of Blades’ camp,
ascertain the size of his army, and learn the warlord’s
plans, More than ayear has passed, and Kryx has not vet
returned. The populartheory is that the Lord of Blades
learned of Koryx's mission and destroyed him, but Vron
hopes than Kryx is still in the Mournland, atlempting
Lo subverl the Lord of Blades' elTorts, A lew detrvaclors
think Kryx may have fallen under the warlord’s sway
and given up his allegiance to Breland. In time, ¥Yron
hopes to send a team ol well-equipped agents into the
Mournland o ascertain the truth,

Another notable Dark Lantern is Raskalorn (NG
half-ore rogue 2évanger 4/ Dark Lantern 2), who spies
on the eriminal element in the lower levels of Sharn,
However, Dark Lantern agents recently obtained
information from a reliable source suggesting that
Raskalorn might he selling secrets to the Royal Eves




of Aundair to supplement his income, Characters
hunting a eriminal in the pits of Sharn mightuncover
Raskalorn's divided loyalties.

Organization

The King's Dark Lanterns represent ane hranch of a
greater organization ealled the King's Citadel, which
is hased in Wroat. King Boranel's brother, Lord Kor
ir'Wynarn {see page 58), commands the Citadel.
assisted by five Citadel captains, each of whom heads
up a division of the agency.

Captain Yron appoints various other captains to
oversee the four hranch affices of the King's Dark Lan-
terns. The ruthless Captain Tallean Haliar Tonan (LE
male gnome rogue Sfmaster inguisitive 3 tyrannically
leads the King's Dark Lanterns in Sharn and spends
much of his time building useful relationships with the
city’seriminal elements. The leader of the King's Dark
Lanternsin Starilaskur is Captain Meryl d’Ravalas (LN
male human aristocrat 4hghter 27/Dark Lantern 2l a
handsome man with a disarming smile. a keen strategic
mind, and & fondness for changelings. In Xandrar,
leadership falls to Amber Korranor NG female dwarl
bard Gfrogue 23, the widow of a well-known dwarl
adventurer {Shekkal Korranor) who died in the Lasi
War. Amber has no military record, but she's a proven
Brelish patriot of sharpwit and mind, The Afih leader,
Jev (LN male changeling rogue 5/assassin 3 disguised as
amale half-clf} leads a small team of agents in Storm-
reach on the continent of Xen'drik,

All King's Dark Lanterns are based out of Wroat,
Sharn. Starilaskur, Xandrar, or Slormeeach and report

o one of the Bve aforementioned division leaders,

NPC Reactions

The commaon citizens of Breland respect and lear the
King’s Dark Lanterns. They understand the purpose
of the organizalion but sometimes call into question its
methods, particularly when it turns its sharp eyes inward
and begins spying on Breland nationals and resident
foreigners. Although the Lost War is over, most educated
Bivelish suspect that the Dark Lanterns still engage in
acts ol espionage and violence across Kharvairve, and
they fear that one misstep could destray the delicate
peace set [orth by the Treaty of Thronehald. Meanwhile,
Brelish youth searching lor adventure, intrigue, and
the chanee 1o explore exotic places dream of becoming
Darvk Lanterns when they gprow up,

DARK LANTERNS IN THE GAME

Eberron is a warld of intrigue, As the nations of Khor-
vaire vie for palitical, economie, mili:m'}l. and magical
superiority in the wake of the Last War, intelligence
agencies wark hehind the scenes ta ensure the survival
and prosperity af their leaders while undermining
the efforts of their foreign rivals. The King's Dark
Lanterns represent one of several agencies attempring
to shape the Tuture of Kharvaire through espionage.

The arganization can serve as a powerful ally or enemy
depending on whether the adventuring heroes are per-
ceived as a boon or threat to Breland's security.

Adaptation

As the DM, you should feel free to create organiza-
tions like the King's Dark Lanterns for other nations
and adapt the Dark Lantern prestige class accordingly.
Groups functionally similar to the Dark Lanterns

might exist in places such as Droaam, the Mror Holds,
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Zilargo. Aerenal, Valenar. and Riedra, for example.

Encounters

The individual deseribed below makes an excellent
nemesis for characters serving the Brelish crown and
for characters serving rival nations or agencies,

EL 10: Within the ranks of the King's Dark Lan-
terns. Aron Fainn is known as Sharpsword, Abandoned
as an infant and raised in orphanages until the age of
fourteen, he took 1o living on the streets of Sharn as
an adolescent, He slepe in alleys and serounged for
crowns (copper coins) to buy food. He became a skilled
cutpurse despite feeling sick at the thought of stealing
other people’s money, Blessed with astrong sense of jus-
tice, he rescued a merchant from a changeling mugger
and received o reward that kept him ofT the streets fora
while, At age sixteen, he joined the army and marched
east Lo light in the Last War, Hisskill with the blade and
his fieree devotion to Breland caught the eve ol'a captain
working [or the King's Citadel, and belore long Aron
wis indoctrinated and assigned to the Dark Lanterns,
Aron showed little interest in surveillance work, but he
excelled at hunting down eriminals, traitors, conspira-
ters, and rogue agents. Although the world iz painted
in shades of gray, Aren tends 1o see things in black and
white. Enemiesstill platagainst the Brelish crown, and
Aron hasvowed 1o stop them. He ravely leaves the coun-
tey and prefers ta wark alane. Although he has many
likable qualities, Avon is ruthless and uncompromising
in the pursuit of his mission.

Aran prefers to fight ane-on-one and recreats if
accosted by multiple faes. using his potion of expeditious

retreaf and hoofs of strding and springing to aid his escape.

ARON "SHARPSWORD FAINN CR 10

Male human rogue 2/ fighter 4/ Dark Lantern 4

LG Medium humanoid

Action Points 3

Init +2; Senses Listen +3, Spot +3

Languages Commeon, Ore

AC 15, touch 12, flat-footed 13: Dodge. Mobility

hp 51 (10 HD)

Fort +7, Ref +10, Will =4: evasion

Speed 40 {t. ] 5qu.‘+1'r_‘s:l: haze 30 ft.

Melee mwk greatsword «13/48 (2d6+6/19-20) ar

Ranged mwk compaosite shortbow with +1 areoi + 11746
(lde+4/%3)

Base Atk +8; Grp +11

b
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Magebred Bear

Atk Options Cleave, Point Blank Shot, Power Artack

Special Actions sneak attack + 3db

Combat Gear pation af evpeditious retreai

Ahilities Ste 16, Dex 15, Con 10, Tnt 13, Wis 8. Cha 12

S0 nondelection (DC19), trapfinding

Feats Cleave, Dodge, Hevoic Spirvit®, Mobility, Point
Blank Shot, Power Attack, Weapon Focus I:grr;n-
sword), Weapon Specialization (greatsward)

*Feat deseribed in the Eargeoy Campaign Setting,

Skills Balance +4, Bluff +6, Climb +7, Dip]umar_'}' <110,
Disguise +3 (+3 acting in character), Gather Infor-
mation +13, Hide +7, Intimidate +12, Jump +15,
Enowledge {lacal} +6, Listen +4, Move Silently +12.
Open Lock +6, Search +8, Sense Motive +5, Sleight
ol Hand +9, Spot <4, Survival -1 (+] when following
tracks), Tumhble +9, Use Magic [levice +3

Possessions +[ leather armor of sifen! moves, masterwork
greatsword, masterwork composite shorthow (+3
Strbonus) with 15 +1 arraws, boots afstriding and springing,
clogk of resistance +2, pouch containing 100 gp, King's
Citadel signet ring (13 gp)

Hook "Long live the king."

MAGEBRED ANIMALS

Throughout the Last War, Breland paid House Vadalis
handsomely for magebred animals. Brelish cavalry
units rode magebred warhorses inta battle, and to this
day, Brelish rangers astride magebred hears patrol the
western border, while Brelish druids and their ghostly

magebred ghost tiger animal companions continue to
haunt the king's rainforests.

The exeellent learner trait makes magebred ani-
mals much more trainable. On oceasion, a magebred
animal escapes back to the wild and upsets the delicate
ecological balance when its progeny thrive. Although
rangers and druids learn to coexist with such crea-
tures, often adapting them as their animal compan-
ions, a wild magebred bear or tiger can quickly and
ruthlessly take down a wayward hunter ar ill-prepared
band of adventurers.

MAGEBRED BROWMN BEAR
Large Animal
Hit Dice: 6d8+36 (63 hp)
Initiative: +2
Speed: 40 ft. (8 squares)
Armor Class: 20 {1 size. +2 Dex, +9 natural), touch
LT, flat-footed 18
Base Attack/Grapple: +4/+17
Attack: Claw +13 melee (1d8+9}
Full Attack: 2 claws +14 melee (1d8+9) and hite +7
melee {2db+4)
Space/Reach: 10 f1./5 fi.
Special Attacks: Improved grab
Special Qualities: Excellent learner, low-light
vision, scent, thick-skinned breed
Saves: Fore +11, Ref +7, Will +3
Abilities: Str 29, Dex 15, Con 23, Int 2, Wis 12, Cha b
Skills: Listen +4, Spot +7, Bwim +13
Feats: Endurance, Improved Natural Atack (elaw)®,
Fun, Track
Environment: Cold forests
Organization: Solitary or pair
Challenge Rating: 4
Advancement: 7-10 HD (Large)
Level Adjustment: —

This brown bear lnoks exceplionally large und fierce,

These massive carnivores weigh more than 2,000
pounds and stand nearly % feet tall when they rear up
on their hind legs. Magebred bears encountered inthe
wild are generally bad-tempered and territorial. How-
ever, domesticated magebred bears are quite gentle
{until pw::-vcked.} and serve as mounts for Brelish sal-
diers who patral the country’s many borders.

The magebred brown bear’s statistics can be used
for almost any big magebred bear, including the mage-
bred grizaly.

Combat
A magebred brown hear attacks mainly by tearing at
opponents with its claws,

Imprnved Grab (Ex): To use this ability, a mage
bred brown hear must hit with a claw attack. Tt can
then attempt to start a grapple as a free action without
provoking attacks of apportunity,




Skills: A magebred brown bear has a +4 racial

bonus on Swim checks.

Magebred Brown Bears
as Animal Companions
Thanks to its excellent learner ability. a magebred
hrown bear can learn a maximum of eight tricks,
and the DO for all Handle Animal checks involving a
magebred animal is reduced by 2, In addition, the time
required to train a magebred brown bear for a purpose
s reduced by 1 week (1o a minimum of | week).
Adruid from Breland of 7th level or higher or a
ranger from Breland of 14ch level or higher may select a
magehred brown bearas heranimal companion instead
of a polar bear. See page 36 ol the Players Hondbook for

more information on animal com (ALl s,

MAGEBRED GHOST TIGER

Large Animal

Hit Dice: Gdf 24 {51 hpl

Initiative: + 3

Speed: 50 fr. {10 .l;rlu.'n'rﬂ

Armor Class: 17 (=1 size. 43 Dew, +5 naturall, touch
12, flat-footed 14

Base Attack/Grapple: - 4/ 16

Attack: Claw « 11 melee (1484 8)

Full Attack: 2 claws +11 melee (1d&-8) and hite +6
melee (2d6+4)

Space/Reach: 10 f1./5 fi.

Special Attacks: Improved grab, pounce. vake 1d&+4

Special Qualities: Excellent learner, low-light vision,
seent, swift hreed

Saves: Fort +9, Ref +8, Will <3

Abilities: 5t 27, Dex 17, Con 19, Ine 2. Wis 12, Cha 6

Skills: Balance =7, Hide +4%, Listen +3. Moave Stlencly
£l Spot +3, Swim +13

Feats: Alertness, Improved Natural Artack (hited,
Improved Natural Attack (claw), Run®

Environment: Warm forests

Organization: Solitary

Chﬂ.ll:ngr Rating: 4

Advancement: 7—12 D {Lurgr::l; 13-18 HD (Hugc::l

Level Adjustment: —

This murscular tiger hos alternating white and black

stripes o wicked elaws,

King Boranel of Breland doesn’y allow just

anyone 1o hunt in his royal rainlorests, but

when House Vadalis approached him about ere

ding magebred animals, he allowed the house b
o take a dozen ghost tigers from the King's

Forest east of Sharn, Within a year. represen-

tatives of the dragonmarked house returned
with two baby magebred ghost tiger sililings
and hestowed them to Breland's king as a gilt.
Boranel instantly fell in love with the ani-

mals and spent several vears populating his

rainforestswith them. Boranel has decreed that killing
magehred ghast tigers in the King's Forest is a crime
punishable by incareeration or death,

These great cats get their name {rom their white
stripes and eerie silence. They stand more than 3 feet
tall at the shoulder and are about 9 feet long, They
weigh between 300 and 700 pounds,

Combat

Magebred ghost tigers are cunning predators in the
wild, but they can be easily trained as guardians, track-
ers, and even mounts.

Improved Grab (Ex}: To use this ahility, a tiger
must hit with a claw or bite attack. Tt can then attempt
to start a grapple as a free action without provoking
attacks of opportunity. If it wins the grapple check, it
establishes a hold and can rake.

Pounce (Ex): Ifa magchred ghost tiger charges a foe,
it can make a full attack, including two rake attacks.

Rake (Ex): Attack bonus +11 melee, damage 1df+4,

Skills: Magebred ghost tigers gain a 44 racial
bonus on Balance, Hide. and Move Silently checks.
#ln areas ol tall grass or heavy undergrowth, the Hide

honus improves 1o +8,

Magebred Ghost Tigers

as Animal Companions

Thanks to its excellent learner ability, a magebred
ghost tiger can learn a maximum of eight tricks, and
the 30 for all Handle Animal cheeks invalving a
magebred animal is reduced by 2. In addition, the time
required to train a magebred ghost tiger for a purpose
is reduced by | week (lo a minimum of 1 week).

A druid from Breland ol 7th level or higher or a
ranger from Breland of Tch level or higher may seleet
amagebred ghost tiger as her animal companion instead

of a dive lion, See page 36 of the Flayers Hondbook for

more information on animal COMpPanions.

Magebred tiger
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CHAPTER THREE

eefr. of nations of Khorsaire, for the fewel of Gali-
Joris no more. You have finally completed what
_pvou started when you refected the true and profer
right of Mishann fe ascend the thrane of Galifar
With your jealousy and petty ambitions, pou have
brought this disaster on s all!

"Weep, my brolhers and sisters, for our homes and our families
haie been eliminated in o foul and cowardly way. Do not Tet Cyre be
Jorgotten! Do not let the Day of Mourning end! Not until we hove
discovered the villain. Not until we hove made the villain face justice
Jor this hefnous erime, Not until Cyre’s childven are once more safe and
coretestd within their homeland,

"Weeps this dav, my fellow Cyrans, and never forgel, Bul tomorrow
oo o fomarro e begin o hunt down this aillain, to demand justice,
and o rebuild beloved, chevished Cyre, Tomorrow! Tomorrow we shall
ga home! ™

—Prinee Oargev, Address to the Cyran Refugees

at the Brelish Camp
{which would become Mew Cyrel. 994 YK

Cyre was the future. At the height of the Kingdom of
Galifar, Cyre was a land of arcane dreams made mani-
fest. It came to he known as Beautiful Cyre, the Purple
Jewelin Galifar’s Crown, and Wondrous Cyre. To some,
it was considered a land of decadence and arropance,
hut to the rest of the kingdam, it was paradise.

When Jarot attained the throne of Galifar, none of
his children were yet of an age ta take over the admin-
istration of the Five Nations. Regents and the existing
governor-princes [ [arot'syounger brothers and sisters)
continued ta govern and served as mentars and teachers
fﬁr‘[arm's seions. Mishann, the oldest oFJm'm's chil -
dren, was sent ta Cyre to learn at the knee of her uncle
and prepare for her rale as governar-prince and, even-
tually, monarch of Galifar. Just as it was since Galifar
united the kingdom, just as it would be forever.

However, Mishann and the rest of the kingdom
would discover that nothing remains the same forever.

When King Jarat died, Mishann prepared far the
journey to Thronchold to attend her father's funeral
and to take the crown that was her birthright as the
eldest seion. Her siblings cach brought armed troopsto
the funeral, and before Mizshann could be coranated,

Thalin challenged the right of eldest succession. With

YRE/
THE MOURNLAND

loyal knights of the Silver Flame at his side, Thalin
asserted that he was the better choice to be king of
Galifar. Kaius and Wroann supported Thalin, in so
far as they wanted a different method of selection ta
be put in place. "Why should the oldest and weakest
automatically gain the crown?” Wroann asked. Wrogar
supported Mishann's claim, but the other three
rejected her, Wrogar was able to stop the scions from
spilling royal blood at Thronehold. but the five sib-
lings and their followers departed the island without
reaching any resolution to the question of succession.
Before the year was out, the first battles of the Last War
erupted, and each sibling eventually declared his or
her own ambition Lo take the crown,

As the kingdom collapsed and the Five Nations
became hve distinct and separate countries, war
spread throughout the land. Beautiful Cyre, of all the
nations, wound up as the battleground on which much
of the Last War was fought. In addition to the troops
[rem Karrnath, Thrane, and Breland clashing with
each other and Cyran lorees in this region, Cyre also
became the place where Darguun, Valenar, Talenta
tribes, and Lhazaar pirates came to loot, plunder, or
seek land Lo expand into.

And so it went, with the great wonders of Cyre
falling bit by bitwith every battle, until the terrible cata-
clysm of the Day of Mourning [inished the sad destrue-
tion of the once-shining nation in one [ell swoop. No
one has claimed eredit for the release of arcane energy
that abliterated the nation, and no one seems Lo know
exactly what happened on the Day of Mourning, What is
known isthat something terrible ocewrred in oraround
the city of Making, located at albioul the center of what is
naw the Glass Flateau, and slowly spread out to destroy
the whole nation. Those living claser to the borders,
as well as thase outside the natian on this fateful day,
were able to survive the disaster.

Today, Cyre iz ne more, In its place is the Mourn-
land, & blasted, mutated land surrounded by a dense wall
of dead-gray mist. Cyran refugees have migrated to Mew
Cyre and Sharn in Breland, Dragonroost and Zalan-
bergin Zilargao, and, in smaller numbers, to communi-
tiesin Thrane, Karrnath, and (}'barra. Many Cyrans,
still reeling from the tervible destruction, find it hard
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to forgive the Five Nations that have refused to provide
them with help. Warse, the Valenar elves slanphtered
Cyran rei‘ug::-:s flecing from southeastern Cyre by the
thousands as they tried to escape the spreading mist.

A second injustice heaped upon the survivers of
Cyre occurred during the Thronehold negotiations.
Though the Day of Mourning was crucial in getting the
Five Narions together to end the Last War, no Cyran
representation was permitted. "Cyre no longer exists.”
Queen Auralaargued. "The relugees have no voice in
these proceedings.” High King Vadallia of Valenar
agreed. And so Cyre did nat participate in the accords
that redefined the continent and ended the Last War,

CVYRE, THE KINGDOM

Cyre's last century featured an ineredible sevies of
highs and lows, Led by the legitimate heir to the
Throne of Galifar, Mishann ir'Wynarn, the country
lirst appeared to be ready to fall to the combined might
of Breland, Karrnath, and Thrane, Bul an inspired
bil ol negotiation brought the warbands of the Valaes
Tairn to Khorvaire o fight for Cyre (or at least Cyran
gold}, and the other nations’ leaders quickly turned
on each other as each decided 1o take the crown of the
kingdom. For six decades Cyre enjoyed success out of
all proportion with its size and might, When Shearas
Vadallia deelared himself High King of Valenar,
carving outan cmpire in U:,-rc':; midst, il seemed C!_,.rr-e
WAs OnCe again doomed. Then came the warf‘m'gr‘cl.
bolstering Cyre's forees and giving it the strength to
survive despite the toll constant warfare was taking an
the 1:4_11L:11!'}'5ir]1’:. S1ill, their fortunes were waning,
and ma ny parts of northern and western Cyre became
battlefields. Step by bloody step, the fighting wound
toward Metrol and the few pristine cites lefl in the
south. Rumors abounded that Queen Dannel and her
advisors had plans for a major new offensive that would
throw back the invaders, Dannel's unean ny charisma
inspired a nation and, despile the losses, spirits were

high. Cyre's martial academies and arcane colleges

continued to attract students sager to learn the skills
necessary to defend the nation.

Lntil the Da:.-' of M{:ul_u'ning_

Cyre’s complete destruction in a day by a wave of
arcane energy is undoubtedly the single most impor-
tant moment in the last hundred years. Major battles
were being fought all across Cyre, with each of the
Five Matians losing thousands if not tens of thousands
of soldiers as the dead-gray wall swept outward from
the interior, While refugees have gathered in Breland
under the graces of King Boranel’s mercy, C}-n: as &
nation is simply gone, lost behind a wall that Tollows
Cyre's borders with eerie precision. In its place a
strangely trangquil wasteland taunts treasure seekers
with tantalizing hints of the greatest mystery of the
madern age, . . .

What was the Mourning? Will it happen again?

PEOPLE

The Cyrans ance held the world in their hands. Cyre
was on the artistic and cultural cutting edge of Galifar,
with new trends constantly sta rting and spreading out
of the nation. Cyrans knew how to enjoy life and the
fruits of their labors. Art, music, fashion—there was
no constant in Cyre, other than constant experimen:
tation and change. The Cyrans valued an outlook on
lile that became known as the Cyran appreciation.
This deseribed a philosophy and lifestyle that appreci-
ated beauty and magic. and promoted avant-garde and
unconventional behavior in art and life in general.
Thiswas seen by Lhe majority of Galifar as remarkable
and wondrous until the time of the Last War, Then,
propaganda and vicious rumors lurned a virtue into
an excess, As the war :'ugcrl around Lhem, C}rran nobles
allowed their indulgent lifestyles to take darker turns,
and words such as decadent, vile, and immorzl began
ta be used to deseribe Lhe Cyrans. The Cyran refugees
struggle to maintain the Cyran appreciation, even
though this continues to cause misunderstandings
among the people of the nations where the refugees
now [ive,

F——-—ﬁ

CvyRE AT A GILANCE

Data based on the Cyran census of 992 YK and accurate as of the Day of Mnurni.n;_;.

Population: 1.5 million

Avea: 1,020,000 square miles

Suvereig‘n: Queen Dannel ir'Wynarn

Capital: Metrol

Major Cities: Making, Eston, Tronish
Climate: Temperate

Highest Point: Kenn Peak, elevation 7,576 feel

HEI‘ﬂldt‘}': Crown and bell on a feld of green, above a hammer and bellows

Founder: Mishann, first scion of King Jarot

National Motto: "What our dreams imagine, our hands create,”
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APPEARANCE AND DRESS

Whether fighting, dancing, or standing perfectly still.
Cyrans possess a poise and elegance that is the envy of
all the other nations. Cyrans tend to be slender and
long-limbed, with a casual, willowy grace that shines
from within. Their hair is aften wavy and of medium
length, allowed to hang free so as to shifl naturally with
their movements. Nearly all Cyrans have dark hair, but
a few are born with stark white locks—iradition states
that such youths are ta be encouraged to take up spell-
casting, and mast do show an aptitude for it

Cyran clothing is highly diverse in cut and style,
but most garments have long, flowing elements—the
prople like clothing that will catch even a small breese
and ripple with the air currents. Short eloaks are
common, as are wide sleeves, The most noliceable
element of traditional Cyran dress is gloves. Cyrans
lavor short, sturdy gloves for wark and Bghting, and
longer, beantifully tooled and decorvaled gloves [or
lormal wear. Their hands are ravely exposed, and an
ungloved handshake 15 a sign of speeial trust. Formal
occasions are not identified by a change in elothing,
but by a sharp inerease in jewelry, and alten the addi-
tion of masks. Festivals and balls always incorporate
an element of costuming.

Cyrans simply adove jewelry, and they collect
all manner of picces as their fortunes allow, Loose
hanging necklaces. carrings, and bracelets, particu-
larly those that include small hells ar hrightly colored
[eathers, are preferred. The most spectacular of these
adornments are their headdresses—elaborate pieces
that run [rom the brow, over the head and shoulders

and well down the wearer's hack.

MAGIC AND RELIGION

Many Cyrans were occasional worshipers of the Sover-

eign Iost, though one could not eall Cyre as a nation

religious. Cyran magic runs the gamut from flashy to
practical. As the center of Galifar culture, Cyre made
great use of all the cl:'agunmurkcd houses and countless
bards and lesser wizards to build an almost fairytale
kingdom of light and grace, This image has beeome
even more exaggerated in the minds of the survivors
and those of ather nations who never saw Cyre in its
prime, cherishing the memory over the stark reality
of the Maournland.

CROWHN

Today there are two Cyres—the citizens who survived,
and the blasted wasteland where the nation one stood.,
Within the Mournland, the Lord of Blades is the
closest thing the inhahitants have to a king. Gutside
the Mournland, for the people of Cyre who survived
the Dy of Mourning, Prince Qul‘g‘tv is the rightful
leader. While the people remain scattered across the
Five Mations and heyond, the city of New Cyre is grow-
ing, and every day sees a veunion as divided families
rejoice in the return of lost kin, Oargev is determined
to see the Mournland recovered, its plains purilied,
its waters cleansed of taint,

While he EOVErTS M e C'In'e. Uilrgtv dreams of
rebuilding Cyre the nation, [ he can't do this in the
Mournland, he will carve a permanent nation from
King Boranel’s flank. The Brelish king was the hirst
to reach out to the Cyrans as their lands died, and
Dhargev hesitates to hetray such kindness, To this
end, Oargey sponsors expeditions into the Mourn-
land and offers rich rewards for relics and nataral
specimens brought aut of the mists, The young prince
has become something of a naturalise, knowledgeable
aboul all the native species of plants and animals, and
an experl on the strange mutations found around Lhe
Cireal Chasm, Quargey is particularly eager to recover
Cyran regalia,

F——_———#

Five THiNGs EvERY CYRAN KHOWS

I. Where they were on the Day of Mourning.
Ne Cyran will ever [orget that terrible day and how
they survived as so many others did not. "Tomaorrow
in Cyre” has become an expression of hope, a reflec-
tion ol sadness, and a promise to win back what has
been lost.

2. Some form of artistic expression. Cyran are
artists to their core, whether that art takes the form of
drawing, Painting, seulplure, SONE, Or arcane sp{:]].
Cyrans love to experiment with art, pushing the hor-
ders and shocking others with just how far they will
go to advance the form,

3. The Cyran appreciation. This philosophy and
lifestyle promotes the appreciation of beauty and magic
in avant-garde and unconventional ways,

4. What happened on the Day of Mourning,
Every Cyran knows what happened on the Day of
Mourning and who caused it. They know. And every
Cyran will tell you a different version of the events,
An accident. a deliberate attack, a cowardly act of
terrorism, an acl of nature, a punishment from the
gods—these are just some of the explanations that
Cyrans share in their homes and in taverns.

5. How to perform a Cyran tago. This highly
charged form of dance that has been described as fre-
netic, movingly beautilul. and extremely eratic, isthe
birthright ol every son and daughter of Cyre. It is taught
at a young age and perfected at social events throughour
a Cyran’s life. No Cyran performs the tage badly, and

some perfarm it with exquisite grace and precision.

M




Thaough young, Oargev is already a widower, His
wite was lost on the Day of Mourning while Oargev
was abroad. Oargev must take a new wife if the Cyran
branch of the line of Wynarn is to endure. The prince,
now twenty-five years of age, is hoth charming and gal-
lant. and the coming sacial seasan is sure to be lively
as bath the families of Cyre and the nobles of other
nations try to wao this dynamic leader.

RovALs OF CYRE
In 894 YK, when the Kingdam of Galifar collapsed
and each scion declared his or her nation to be a sover
eign and independent country, Mishann, first scion of
Jarat, named herself queen of Cyre while maintaining
her claim to the crown of Galifar.

The rulers of Cyre are outlined an the table helow.
This information can be gleaned with a DO 10 Gather

Infarmation or Knowledge (histary) check,

Dt Monarch

B5R-908 VK Mishaan (declared queen in 894 YE)
BOR-913 Y K [LESTEN

Al4-942 YK Cannos

945-9%4 Y K [rannel

994 % F—Present  Oa rgey (]:riﬂce in exile)

PostwAR CYRE

Their nation destroyed, their countryfolk scattered.
Cyrans tend to be keenly aware of the precarious posi-
tion they maintain in the Five Nations, Left out of the
Thronchold Accords, the Cyran refugees have no status
in the Five Nations, with the exception of in the Brelish
city ol New Cyre, where Cyrans have been welcomed as
guests of the crown, Displaced, alone. with few friends
and many enemies, Cyrans tend to look out for them-
selves and Ltheir closest kin. They have no love for the
other Five Nations, and some barely contain a seething
hatred for the "traitors” who rejected Mishann's right
o povern Galilar and thus desiroyed the kingdom,

This said, Cyrans are not a dour lot, They con-
tinue to hold o the ideals of the Cyran appreciation,
and though Cyran artand song has became a bit darker
since the Day of Mourning, it remains a culture that
is visionary, dillerent, and ahead of its time. Cyran
lashions range lrom daring to amazingly chic, though
many vounger Gyrans have started wearing dark, flam-
boyant elothing they eall "mourningwear” as a way of
remembering the country they hardly knew,

Some Cyrans have changed their names and are
trying to blend into whatever society they find them-
selves in. Most, however. hold to their traditions and
seek larger cammunities of refugees to join up with.
Those who rally around New Cyre and Prince Clargev
see hope for their future—and a time when the rest of
Kharvaive will pay for the injustices that have fallen
upan Beauriful Cyre.

ACROSS THE MOURNLAND

Devastated by the Day of Mourning, Cyre has become
a ghastly reminder of the costs of war, Cyre's horders,
now marked by a wall of dead-gray mist, shrank tre-
mendously during the later half of the Last War, but
still encompass an area over 1,500 miles long and often
over 800 miles wide. Within the mists, desolate vistas
and twisted ruins abound. The land lies in perpetual
twilight, for the sun never quite breaks through the
mist, and the mist never quite stops glowing even in
the dead of night.

The blasted land has the characteristics of a wound
that never heals, with cracked and burnt ground, shat-
tered rock. and mutated vegetation. Since so many for-
eign troops occupied Cyre on the Day of Mourning, the
hadies of people from all of the Five Nations and beyond
litter the devastated countryside. The Mournland has
become a vast. open grave, filled with the bodies of the
dead that have not yet begun to decompose—even four
years after the terrible disaster.

In some ways, the Mournland seems to be unchang-
ing. but this is just an illusion. The vile magics that
created the place continue to play across the land,
mutating the living and the dead. warping the environ-
ment. and releasing torrents of deadly spells as storm
clouds release rain.

This is o land ol scavengers and predators where
warforged gather around a charismatic {and possibly

insanel leader and seek 1o create a nation of their own.

SURVIVING IN THE MOURNLAND

Adventuring in the Mournland presents special prob-
lems, requiring extrea preparation on the part of adven-
turers seeking the seerets and treasures of lost Cyre,

Provisions

Flants have become twisted and poisonous. Animals
are lew and far between and penerally vicious, Water
glows with a strange, sickly light, Adventurers must
Lring all of their food and water with them, or risk
being poisoned, The DCs of Survival checks 1o find
food or shelter in the Mournland are increased by 8,
Further, no character may take 10 on Survival checks
while in the Mournland.

Navigation

Maps of Cyre before the Day of Mourning are af only
limited use now. The land has shified and warped,
and distances seem to alter even as one treks across
the wastes. The DCs far navigating in the Mourn-
land are increased by 4 with a2 map, and b without.
While in the dead-gray mists this DO is increased by
an additional 4.

Healing
Matural healing and spells of the healing subschoaol

do not work within the confines of the Mournland.
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Adventurers have found several ways to sidestep this
restriction, however, The druid spell goodberry contin-
ues to function normally in the Mournland. though
keeping berries fresh can bea challenge, A paladin’s
ability to lay on hands also vetains its potency, making
such characters key members of many expeditions. A
monk’s wholeness of bady ability provides benefit to
herself, though it daes not allow her to aid her party.
Adventurers can also heal themselves by momentarily
exiting the Mournland, Hanging ¢lose to the border
provides the opportunicy for a quick retreat, and spells
such as rope trick and Mordenkainens mognificent mansion allow
characters to mumr:ntau'il}' step outside the limits of
the Mournland from anywhere within the interior
for rest or magical healing. Psionic powers also work
within the mists. as do spells and elTects that grant
tempaorary hit points. such as aid and heroes” feast.

The Mournland also has a means to help those in
need. though it can be hard 1o find and may as often
as not be -;.Ietngr_':'uu:.. Stmtlar ta |i1.'ing spells, these
wandering fonts bubble and churn with arcane power.
appearing and disappearing with no apparent rhyme
or reason, The chance that a wandering fon! can cur
rently be [ound in any 10-mile-radius area is 10%,
and Lhe phenomenon remains in place for ldd4-1
hours belore disappearing. When a traveler or crea
ture encounters a wendering fonf, theve is a 30% chance
that it will he a healing font and a 50% chance that

it will be a harmbful font. A healing font restores hit

sirol Aren
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points as if a cure serious wounds spell was cast; a creature
or character receives the henelicial effects once every
hour while the font remains in place. A harmful font,
on the other hand, deals damage as though an inflif
seriows wounds spell was cast. There is no way to tell the
difference between the two phenomena.

'Gl:rﬂdl.‘rerr}'“rinc.- Dirwies livi nginthe Greenhaunt
{a forest in northern Breland) were the first to create
ane sell goodberry wine. which is often packaged for travel
insmall clay jugs. Priorto 994 Y K, goodberry wine was sald
only in the Brelish hamlet of Hatheril, However, it has
gained popularity since the formation of the Mourn
land and can now be purchased throughout the Five
Mations., Unlike normal curative potions, goodberry wine
functions in the Mournland. Ajugof the wine contains
five doses, and vach dose cures & points of damage as
well as provides nourishment as if it was a normal meal
for a Medium creature. An imhbiber benefits from only
one daose ina single $-hour periad; drinking additional
doses of goodberry wine or eating additional goodberries
during this time has no effect.

Faint transmutation; CL Lst; Craft Wondrous ltem,
gondberry; Price 250 gp: Weighe 1/2 1h,

Magic

Magic is distorted in some regions of Cyre, as il even the
laws of nature were cracked and broken, One constant is
that no magic yet employed has revealed anything about
the origins of the Day of Mourning. In particular, the

River Melandor




spell legend Jore fails to function when focusing on any

place or ereature currently in the Mournland.

MAJOR FEATURES, SITES, AND RUINS
The Day of Mourning redefined the geagraphy of Cyre.
The cataclysm raised land, swallowed lakes, and moved
whole cities, in addition to wiping out much of the
life in the region. Even so, some life still exists, and

ireasures await discovery among the ruins.

Metrol

Ruined Metropolis

The eapital of Cyre remains an enticing target for
fortune seekers and explorers wishing to understand
what has become of Cyre, While the deadly ghostbeasts
continue to slavghter thase who enter the city at night,
intruders are beginning 1o be a more common sight
during the day. King Kaius of Karrnath has recently
proposed a joint effortwith House Ovien, House Ghal-
landa. and Prince Cargey to reopen the lighting rail
line entering Metrol fram the east. Together the four
groups are offering bounties for information aboul the
condition of the Metrvol vail station and the Orien guild-
hall. Surprisingly, just finding the station has proven
difficult. While many of Metrol's buildings are fully
intact, a number of them have seemingly moved or bheen
rearranged. Whole city blocks are turned 90 degrees or
found miles from where war-cra maps say they shauld
be. For many, this phenomenaon has anly inereased the
interest in learning what happened here.

Thase who escaped Metral an the Day of Mourn-
ing claim that the dead-gray mists first appeared bail-
ing out of the royal palaces of Vermishard, spreading
from there to cover the entire city and then all of Cyre.
Certainly the city was struck without warning, and suc-
cumbed quickly. but others believe that the ruin known

as the Making was the epicenter of the arcanc event.

Field of Ruins

Temperate Plains, Battlefield

Nowhere else is Cyre’s status as an open grave more
apparent than on the last battleheld of the Last War,
The base camps ol the armies fighting on the Day of
Mourning can still be seen. their tents and warch-
twers ereaking in the [orlorn wind. Clockwise from
the north, they include a hastily assembled Thrane
shrine to the Silver Flame. the erude cabins and work-
shops ol the main encampment ol the Western Army of
Cyre, the ditehes and palisades ol Darguun armies who
had been fighting in the area for over a year, and the
newly established base of the Brelish warforged hero
Bastion, who had arrived with a major lorce of humans
and gnames anly weeks earlier. In the fields between
these hastily built towns, tens of thousands ol troops
and war machines were committed in a battle that held
the destiny of Cyre and likely the outcame of the Last
War as the prize. The outcome was far different from
what anyone expected.

Taday, a large cliff divides the onee smooth plain
into eastern and western halves. Part of the uprising
that formed the Glass Plateau, the ground burst open
so suddenly that warriors fighting at sword’s reach
found themselves abruptly separated by a 100-foo
drop—moments before the arcane enm'gieg took their
lives. The hiercest ighting took place along an old trade
road from ]_}rmntnn to Mnking, which still euts aeross
the ficlds above the cliff line, becoming more patchy
and broken until it vanishes into the Glass Plateau.
Even scasoned groups of treasure hunters enter the
battlefield with extra caution. The sight of the thou-
sunds of dead warriors has placed a hint of respect into

the hearts of even the most craven of grave robbers.

Glass Plateau

Warm Hills, Gentle

Like much of the Mournland’s bizarre terrain, the
Glass Plateau remains in [lux. The huge upwelling of
land reshaped much ol southern Cyre around the city
of Making, triggering earthquakes for weeks following
the Day of Mourning, In 997 YK the tremors began
again, and now lava slowly vozes [rom cracks along the
western face of Lthe plateau, like blood seeping from a
poorly tended scab. Already inhospitable, the plateau
is now almost completely inaccessible on foot from the
west, The magma cools into new masses ol pale gray
glass, and the plateau is slowly growing,

Seaside, The Git}r of Sails
Ruined Large City
Adding to the mystery of the Day of Mourning, Cyre's
mast heautilul city is a hollow testament Lo the powers
unleashed that day. As the mists engulled the great
port, sailorvs in the bay heavd a tevrible keening [l the
air. Hundreds huddled an the long docks, only feet
from the mist, which stopped precisely at the shore-
line. Those who dared return an the first day died the
mament they set foat upon the land. Crazed with grief,
and desperate to see what had happened to their kin,
more folk dared the mist on the second day . . . and were
unharmed. Scaside was the first place in the Mourn-
land to be explored, and unlike other settlements killed
by the mist, here not a single bady was found.

Here fair weather, open courtyards, and vast awnings
allowed the people to live with fewwalls. The salty breezes
lifted the sails, and the gentle flap and creak of canvas

was 2 constant background murmur,

Eston

Ruined Small City

Cyre's only major settlement not located on a waterway,
Eston grew up near a cluster of prosperous hillside
mines about 70 miles east of the Brey River and Lake
Arul. On the Day of Mourning. the rich hills simply
sank into the surrounding plains with a sigh, the miners
within buried alive as the shafts collapsed, The city was
devastated by the tremors accompanying the shifting
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ofthe land, and onlya hand{ul escaped through magic,
The Brey River's watercourse shifted 30 miles closer ta
the remains of the city, and Lake Arul nearly doubled
insize a5 its basin widened. Totens, avillage that served
as Eston's link to the Brey River, was totally erased by
the flooding hefoare the mists killed the few residents
who made it to high ground.

Eston’s mines onee produced both iron and
adamantine—key resources for the ereation of the most
powerful warforged. These lost veins of ore, in con-
junctionwith the presence af no less than three creation
forges in the heart of House Cannith’s homeland, make
the broken city an irresistible target for treasure hunt-
ers, The shifting land and deadly monsters have kept
looters from bringing hack more than the most basic
loot, but the wealth still buried under the city is enough

to tempt anvone with dreams of avarice or power.
P ¥ P

THE LORD OF BLADES

Mystery surrounds the enigmatic Lord of Blades,
whose reality is wrapped in legend, and whose very

existence Lhreatens the future af the common races of

Eberron, The Lord of Blades, a powerlul and char-
ismatic warforged, gathers followers fram among the
living constructs and secks to huild an empire upon
the ruins ol Cyre, deep in the desolate Maurnland,
His enclave rises above the broken land as a2 beacon 1o
ather warlorged who have grown disenchanted with
life among the common races.

Some speak ol the Lord of Blades as a great phi-
lasopher and teacher. Others describe him asa power-
mad warlord and self-styled prophet who wishes 1o
challenge the weaker, [lesh-bound races for supremacy
of Khorvaire, His hidden enclave follows a strict regi-
men that crosses theocratic ideals with the power of a
military dictatorship; the Lord of Blades serves as hoth
god and king 1o his followers. In his camp, the Lard
of Blades' word is law, The wa rtorged whao have joined
him must aceept his rule or be destroyed.

Where did the Lord of Blades come fram? Some
tales praclaim that he led the warlorged armies of Cyrein
the Last War. Contradictory stovies paint him asa newer
warforged, perhaps even the last to emerge from the
Cannith ereation foundries before they were dismantled
as required by the Thranehold Accords. One dark and
disturbing legend claims that the Lord of Blades caused
the destruction of Cyre and warns that he plans to
repeat thisactin cach of the Five Nations, Whatever the
truth, the Lord of Blades has emerged as a messiah to
that segment of the warforged population that seeks to
embrace their construct heritage aver their living heri-
Lage, The vast majority ofwavf‘m*ged, however, consider
the Lord of Blades to be a false and deluded prophet,
oreven an abomination that must be destroyed,

The Lord of Blades has a small but devaled band
of fanatical warforged in his camp. He preaches an
apocalyplic vision of a future wherein the warfcprged

inherit the world by blade and blooad, His most trusted
followers, his lieutenants and apostles, have adopted
names that honor the Lord of Blades and place them at
the head of his band—names such as Saber, Falchion,
and Seimitar. His followers hang upan his every word
and sermon, memorizing his proclamations and
prophecies as part ol their daily devotion.

In battle. the Lord of Blades has few equals. Usu-
ally, adventurers must contend with his followers and
lieutenants, for to face the Lord of Blades directly isto
invite death. His many blades, sharp and deadly, sur-
round him like armor and form a whirlwind of bload
and steel when he charges into battle. The only reason
why he has not spread his campaign of conquest beyond
the Mournland, many believe, is because his army is
still too small. A relatively small faction of warforged
isattracted to his teachings, and not all of these zealots
have been able to yet reach his side. Rumors persist that
the Lord of Blades seeks 1o recover a creation forge and
rediscover the secret of warforged construction, but it
doesn't appear that he has yet mastered the ahility to
churn out new warforged on a regular basis,

In the meantime, the Lord of Blades’ agents attack
Karrnath and Thrane outposts to [ree warforged slaves,
raid Cannith stronghalds in search of information on
warforged creation, and scour distant Xen'drik for
artifacts that may have some Lies Lo modern warforged.
His followers have no fear of dying [or their cause; they
believe the Lord of Blades can repair them and raise
them up again in time for the final battle against the
[lesh-bound races.

Tue Lokp or Biapes CR 12
Warforged fighter 2/artilicer Sfwarforged juggernant §
LE Medium construct I:li'.-'ing construct)

Init +1: Senses Listen +0, Spot +1

Languagcs Commaon, Dwarven, Giant

AC 24, touch 12, Hat-footed 22

Lp 121 (12 HD); DR 2/adamantine

Immunec healing, fear, nonlethal damage, eritical hits,
mind-affecting spells and abilities {charms, com-
pulsions, phantasms, patterns, and morale effects),
death effects, necramancy effects, ability damugc,
ilhilit}f drain, peison, sleep effects, pu]'u]:,'ﬁi:i, disease,
nausea, fatigue, exhaustion, effects that cause the
sickened condition, energy drain, breathe

Resist fire 10 {from armar)

Weakness unusual physical construction (ECS 23},

cannot heal lethal damage naturally
Fort =11, Ref +4, Will +5

Speed 20 fi. (4 squares)

Melee slam +12/+7 (1d&+4) ar

Melee +1 Lbeend+ ] keen adamantine tiva-bloded siword = 1174117+ 06
(1d8+5/17-20) ar

Ranged mwk composite longhow with +1 hane arrow
2447 (1dB+5/%3 plus spcciaij

Base Atk +8; Grp +12

Atk Options Cleave, Great Cleave, Greater Power-
tul Charge, Improved Bull Rush, Power Attack,




Powerful Ghm*ge; armor blades, chargc honus,
extended charge, superior bull rush

Combat Gear embedded wand of magic missile {CL Tth: 30
c,hm'gas}. ail af repar serious damage (3d8+3 pnintx}, oil af
protection from energy Ganich

Artificer Infusions (CLSih; DO 12 + level of infusion):
3fday—2nd, lst*
1/ day—SGrd*
#*See page 103 of the Esegpow Campaign Sething for
available artificer infusions

Abilities St 18, Dex 15, Con 16, Tne 14, Wis 11, Cha 18

50 construct perfection, craft homunculus, eraft
reserve, disable traps, ilem ereation. living construct

traits, reserved, retain essence

Feats Adamantine Bady®, Brew Potion®, Cleave,
Craft Magic Arms and A rmor, Crall Wondrous
ltem", Exotic Weapon Prohciency (two-bladed
sward), Oreat Cleave, Greater Powerful Gh.‘u'g{:““,
[mproved Bull Rush, Legendary Artisan®, Power
Attack, Powerful Uh'ﬂrgt*". Seribe Seroll®, Two-
Weapon Fighting

*Feat deseribed in the Errrroy Campaign Setting

Skills Concentration =8, Crall {nrnmrsmilhing}
+12, Craft (1.\'r_'a].1un:imil}|ing:| +12, Disable Device
+7, Intimidate « 14, Jump +19, Knowledge (arcana}
+17, Bearch +7, Spellerafl +9 (+11 1o decipheraspell
on a serolll, Use Magic Device +9 (11 1o blindly
activate a wondrous item, =13 to activate a spell on
ascrall)

Possessions combat gear plus +1 human bane adamaniine
armer blades, +1 keend+ 1 Feen odamantine two-boded sword,
masterwork composite longhow (+4 Str honus) with
6 + 1 dwarf bane arroivs, &+ ol bane areows, 6 + | gnome hane
arroiws, b+ 1 halfling bane aerows, b + 1 humae bane oreows, +4
comfiestte armaor pating of fire resistance, ring of improved jump-
mg, 3 vials of mineral aintment (500 gp cach; armor
enchantment material component), pouch of diamand
dust {250 gp; stone construct material component)

Armor Blades {(Ex) The Lord of Blades' bady is cov
ered with + 1 huntan bere adamantine blades that deal 1B+
points of slashing damage E[JILL.H‘ an additional 2dG+2
points of damage to humans} on a successful grapple

attack. While the armaor blades can’t he remaved. they
cin be affected by spells like any other weapon, (Most
warforged juggernauts have adamantine armor spikes
that deal piercing damage. The Lord of Blades” ada
mantine armor hlades are unique variants.)

Charge Bonus {Ex) The Lord of Blades gels an extra
+2 honus on his attack roll when charging (total
bonus <4,

Construct Perflection {Ex) See page 84 of the Fargeay
Campiuign Setting.

Craft Homunculus {Ex) Sce page 32 of the Eatgvon
Compaign Selfing,

Craft Reserve (Ex) See page 31 ol the
Enrrran Campaign Setting,

Disable Trap See page 31 of the Ensrrox
Campaign Selling,

Extended Charge {Ex) The Lord of Blades
speed is 25 feet when making a charge.

Healing Immunity Sec page §4 of the Eserror Compaign
Setting,

Item Creation (Ex) See page 32 of the Eserroy Campaign
Setting,

Living Construct Traits See page 23 of the Eneror
Campaign Setfing. o

Reserved The Lord of Blades takes a =5 penalty on
Bluff, Diplomacy, Gather Information, and Sense
Motive checks.

Retain Essence (Ex) See page 32 of the Enrrrow Cam-
jraign Setting.

Superior Bull Rush {Ex)} The Lord of Blades gains
a +3 bonus on Strength checks when making a
bull rush attempt, defending against a bull rush,
or breaking down doors. In addition, when he
makes a successful bull rush against an opponent,
he deals an extra 1d8+5 points of damage with his
+1 human bane ademaentine armor bades {in addition to
the normal results of the bull rush}). If the hull
rush was made as part of a charge, he deals an extra
2d6 points of damage (From the Greater Powerlul
Charge feat).

Hook " 'T'he war is nat over.”

Tactics and Allies

Ayrainst poorly armored {oes, the Lord of Blades uses
Power Attack, taking a —4 penalty on altack rolls 1o
gain a +¢ bonus on damage rolls, He enjoys charging
and bull rushing his opponents, for ohvious reasons,
Less a fan of ranped combat, the Lord ol Blades usu-
ally instructs one ol his obhedient warforged minions o
carry his masterwork compaosite long-

bow until needed.

The Lord
of Blades
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(In combat, this trained minion maintains a readied
action to hand the bow to his master when so ordered.}
Deprived of his favorite ranged weapon, the Lord of
Blades relies on his embedded wand of magic missile to snuff
unreachable foes; however, he must succeed ona DC 20
Use Magic Device check to activate the wand.

Although the Lord of Blades surrounds himself
with zealous warforged, he also relies on a pair of crafty
hoemunculi named Hilt and Pammel, Advanced to
Small size and sheathed in studded leather armor. they
remain near the Lord of Blades at all times, using aid
another actions or flanking to help their master gain
bonuses on his attack rolls. They count on the Mobil-
ity feat to protect them from attacks of opportuniny
while maneuvering around foes. [feither homuneulus
is desiroyed, the Lord of Blades takes 24110 points of
clumugt. If the Lord of Blades dies, Hilt and Pommel
turn to dust, leaving behind their armor and amulets,

Given sullicient preparation time hefore a batle,
the Lord of Blades uses the following inlusions on
himsell: armor enhancement (grants resistance to elee-
tricity 10 for B0 minutes), stone constract {grmﬂs da mage
reduction 10/adamantine for 50 minutes ar maximum
50 points deilmzlgt}. bull's strength (44 Strength [or 5
minutes), and shield of faith (+2 deflection honus ta AC
far 5 minutes), He then places the fallowing inlu-
sions upon Hilt and Pommel: shield of faith (see above
far effect and duration) and cul's grace {+4 Dexterity for
A minutes). He saves his two remaining lat-level infu-
sion slots for using repuir light domage {each repairs [d8+35
points of damage) on himsell or his homuneuli after
the fight,

The Lord of Blades and his homunculi have a com-
bincd FEL of 13, The Lord of Blades surrounds himself
with ather warforged as well (u]l}mugh nonc as power-
Fiel as him).

Hitr anp PoMMEL CR 6

Advanced homunculi

M Small construct

Init +1; Senses davkvision 60 ft., low-light vision;
Listen +9, Spot +4

Languages Common

AC 17, touch 12, flat-footed 15: Dadge. Mobility

hp 65 each {10 HI)

Immune construct immunitics

Fort +3, Ref +6, Will +4

Spd 15 fe. (3 ﬁquﬂl‘es}. [y 40 i, (guud}; hase 20 fi.

Melee bite <7 (1dG+1 plus Pui.l;nn}

Base Atk +5; Grp +0

Atk 'D]Jtiuns poison (DC 17, sleep 1 IT:in1.I1r_‘.'".l:]t:cp
Befi minutes)

Abilities Str 12, Dex 13, Con —, Tnt 10, Wis 12, Cha 2

Feats Armar Proficieney (light), Dodge. Lightning
Reflexes, Mohilily

Skills Hide +15, Listen +9, Spot +9

Possessions +1 studded leather ormor, amulet -:rdl".lrulumﬂ armor+1

1"

Hook "The master commands you, fleshbags

PRESTIGE CLASS:
CVYRAN AVENGER

"Everything Ilove has been destroyed. AN that's left is my revenge,”
—Mirasandra ir'Thavar, a Cyran avenger

Cyran avengers remember where they were and what
they were daoing on the Day of Mourning—the day
their nation was destroyed. A few bore witness to the
cataclysm firsthand and were driven from their home-
land by rolling clouds Drdrzild—gra}r mist. Dthers were
fighting battles on foreign soil that day and escaped the
devastation. They have spent the past four years piec-
ing together their shattered lives and coming to grips
with the loss of friends and family, Now, these vindic-
tive survivors seek to uncover the cause af the cataclysm
and avenge their people against the architects of the
Mournland. Cyran avengers alse harbor lingering
animosity toward those who threatened or betrayed
Cyre during the Last War, and they struggle daily to
harness or pur aside this hatred. They refuse to helieve
that Cyre had any hand in its own destruction or that
the Cyran people should be unduly punished while the
remaining Five Nations enjoy the peace afforded by the
Treaty of Thranchald.

Becoming a Cyran Avenger

You must be a former native ol Cyre to be a Cyran
avenger. Morcover, you must have the courage and
survival skills required to uncover the truth about
what happened to Cyre and punish rival nations for
the wounds they inflicted upon your people during
the Last War.

Rangers have the clearest path to the Cyran
avenger prestige class, although they must still acquire
ranks in a couple of cross-class skills (Gather Infor
mation and Sense Motive) to qualify, Barbarians who
take the Track feat as their Ist-level or 3rd-level feat
choice can become Cyran avengers with equal ease.
Thatsaid, Cyran avengers come from all vacations and
walks of life,

ENTRY REQUIREMENTS

T e N ——— . T
Base Attack Bonus: +5. ;

Skills: Gather Inlormation & ranks, Sense fv{rpqivq + ranks,
Survival 8§ ranks.

Feat: Track.

Region of ﬁrigin: Cyre,

Class Features

As a Cyran avenger, you can make avenging strikes
against enemies of the Cyran people and have extra
action points to spend when it counts. Your abilities ta
use discern lies and speak with dead allow you to better hunt
down your nation's most hated enemies. Finally, you
gain certain combat banuses when operating within



THE CYRAN AVENGER

P g e e R g, T B i T S O IR e et e i, T S R e R

Base
Attack  Fort Ref Will

Level Bonus Save Save Save  Special

Ist +1 S w0 w0

Znd +2 +3 + + Discern lies 1/day. enemy region
Grd +3 e | Avengingatrike (ranged)

tth +i +4 +] 1] Speat: with dead 1/day

th +4 +4 +1 &1 Enemy region

Avenging strike (melee), Heroic Spirit s

HIT DIE: d8

Spellcasting

+1 level Gftxistir.Lg s.p-:I]ca.sliug class
+1 level of existing speltleasting class
=1 level of existing spelleasting class

+1 level of existing spelleasting class

Class Skills (4 + Imt modificr per leveldr Blufl, Concentration. |..'|i5_1__§|.||.\.'r. Ciather Information, Hide, Listen, Mave Silu::ll}-,

Search, Sense Motive, Spot, Burvival.

the horders of enemy nations that may or may not have
had a hand in Cyre's destruction.

Weapon and Armor Proficiency: As a Cyran
avenger, you gain no proliciency with any weapon
or armar.

Avenging Strike (Ex): Slm‘lin;; at lst level, you
can attempt an avenging strike on an enemy who has
dealt damage to a Cyran native or ally ol yours within
the last hour. The avenging strike must be delivered
with a melee attack. You can add your Charisma modi-
fier {(if pasitivel to your attack roll and deal an exira
ldb peints of damage per Cyran avenper class level,
[fyou use your avenging sirike against a creaiure that
has nat dealt damage ta an ally within the Jast hour,
the avenging strike has no effect, but that use of the
ability is still expended. You can use an avenging strike
once per di-l}" per point of Chavisma bonus (minimum
|."'r1i|1l,-':l. You can also spend an action point 1o use your
avenging strike (before the attack roll is made),

At drd level, you can deliver an avenging strike
with a ranged ateack,

Heroe Spirit: You gain Heroic Spn'it (zpe page
55 of the Eseeron Campaign .'?Pl’h'ng} as & honus feat.

Discern Lies {SP:I: Starting at Znd level, you can
use discern lies once per day. Your caster level equals your
character level.

Enemy Region {Ex): At 2nd level and again at Sth
level, you can select a nation from the following list
Aundair, Breland. Darguun, Karrnath, the Mourn-
land. the Talenta Plains, Thrane, Valenar, Zilarga.
While in this region. you gain a +2 bonus an Bluff,
Cather Information, Intimidate, Sense Maotive, and
Survival checks and a +2 bonus on weapon damage
rolls. This bonus stacks with the bonus granted by the
ranger’s favored enemy class feature,

You can permanently change an enemy region by
taking a [ree action and spending 2 action points.

Spelleasting: Al each level except lst, you gain new
spells per day and an increase in caster level (and spells
known, if applicable) as if you had gained a level ina
spelleasting elass to which you belonged bhefore adding
the prestige class level, You do not, however, gain any
otherbenefit a character of that class would have gained.
If you had more than one spelleasting class before
becoming a Cyran avenger, you must decide to which

class to add each level for the purpose of determining
spells per day, caster level, and spells known,

SPcak with Dead {Sp): Slm‘ling’ at dth level, you
can use speak with dead once per day, Your caster level
equals your class level.

PLAYING A CYRAN AVENGER

Your nation has been ravaged, but the fighting spirit
ol Cyre lives on within you.

The destruction of your hameland and the per-
sonal losses you have suffered ignite your patriotic
fervor, You mourn the dead, but mainly in your night-
mares. You devote your waking existence to destroying
enemies of the Cyran people and unlacking the truth
about the cataclysm that devastated your homeland and
rendered it uninhabitable.

As a Cyran avenger, you walk the thin gray line
between heroism and vigilantism. You must continu-
ously hone your fighting and investigative skills and
never lose sight of your primary mission: ta avenge
the thousands of Cyransslainin the warand the thou-
sands more slain on the Day of Mourning. Once you
become aware of a present threat to Cyre, you scek i
out with single-minded resolve. If you are smart, yau
cultivale a series ol disguises that you can use to infil-
trate an enemy stronghold or organization, enahling
you ta destroy it from within,

You may never delermine what caused the cataclysm,
but Cyre needs you nonetheless, Now that the war is aver,
you're free 1o travel Khorvaire in search of encemies
whao continue to plot against your fellow Cyrans. Along
the way, you hope to learn how the Mournland came to
be and punish those responsible.

Ceombat: You usually save your avenging strike
ability and action points for enemies of Cyre. You
pl'l:*f'ef ta operate in whatlever nation you choose as
their enemy region, although you should not be averse
to spending action peints to change your enemy region
as needs dictate, Your Heroice Spirit feat grants you
additional action points [or this reason.

You rely on stealth and subterfuge to get close 1o
your enemies, Therefore, you tend to wear light armor
and prefer feats that improve your stealth and combat
ability. [f you cast spells, consider learning spells that
increase your chance of hitting (such as true strike) or
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Cyran Avenger

spells that make you difficult to spot or catch (such as
disguise self, longstrider, and pass without trace),

Advancement: Al lower levels, yvour avenging
strike ability applies only to melee attacks, Eventually,
you can make avenging strikes with ranged attacks.
At higher levels, you gain spell-like abilities that are
uselul tools for gathering information,

Resources: Asa Cyranavenger, you have lew resources
available to you, I you're lucky, vou might have a family
member or two abroad who can provide you with shelier
and lood in times of need. You might also seek refuge in
Mew Cyre, although Prince Oarges iv"Wynarn doesn’t
like it when Brelish authovities come to histown in search
af fugitives with rumaored ties to the Cyran erown.

CYRAN AVENGERS IN THE WORLD

“These Cyean “avengers’ fose a threat to lasting peace. No amount of
wiolence will bring back what theyve lnst, yef vengeance remains fhewr
sl recourse. Alas, how litile the war has fought them!"”
—Kirant d"Orien,
dragonmarked scion ]iving in Vathirond

Cyran avengers present an intriguing roleplaying chal-
lenge for players who enjoy characters with a dark edge
to them. Scen as outlaws and vigilantes. they eling 1o

their convictions and seek to punish the enemies of
their people. They wander across Khorvaire, homeless,
searching for the seeds of Cyre’s destruction. However,
maost C}rr'an E?Eng{!r.ﬁ gl:t 10 'hﬁ!‘l" g]'ﬂ‘r'ﬁ.s never hﬂ"ﬂ"‘l'l'!lg
discovered the truth behind the creation of the Mourn-

land, and that gives them a somewhat tragic quality.

Daily Life

Cyran avengers generally lead dour lives, although some
cling to the hope that Cyre will one day rise from the
ashes of the Mournland as a stronger nation, Some fall
vietim to their own vices: drinking, debauchery, and
eriminal activity. Chhers laok for mare worthy distrac-
tions to oecupy their waking hours, as well as employ-
ment opportunities that could develop into a lead.
Regardless of how they deal with their loss, all Cyran
avengers carry a heavy burden and feel wronpged by the
outcome of the war. They hate not having a home 1o go
back to and harely tolerate the fomenting prejudice other
nations display toward them and other Cyrans,

MNotables

Cyran avengers did not exist prior to the Day of
Mourning. Though few in number, Cyran avengers
with unsavary reputations are wanted across Khaorvaire
for assorted acts of violence and terrorism. Degen
Korr {NG male human ranger 5/Cyran avenger 2}
believes that the destruction of a large House Cannith
creation forge created the Mournland, and he has
ohtained rumors that Karrnathi spies or Order of the
Emerald Claw terrorists may have sabotaged the cre
ation forge. triggering a magical chain reaction that
caused the cataclysm. Degen Korris wanted in connec
tion with the attempted murder ola retired Karrnathi
spymaster in Korth, The Order of the Emerald Claw
also holds him responsible Tor the deaths of two of s
agents—one in Aruldusk and another in Starilaskuar,
Heroes who oppose the Emerald Claw might strike up
an allinnee with Degen: conversely, heroes assipned
e protect a Karrnathi diplomat might discover tha
their charge is actually Degen's latest target,

Caruir Kulan (CG male longsiride shifter barbar-
ian 0/ Cyran avenger I was adapted into a human noble
family based in Eston. On the Day of Mourning, Garu
was adventuring in the Eldeen Reaches and didn't get
word of Cyre’s destruction until months had passed. He
returned to Find a wall of dead-gray mist between him
and his former homeland. Although he has made several
farays inta the Mournland to reach his family estate,
each time he has heen driven back by Living spells, war-
farged patrals hearing the Lord of Blades’ standard, ar
mutated maonsters. Garu helieves his family was wiped
out in the cataclysm, hut he wishes to see the family
estate one 1351 rime 31'“:.". reirieve a memento or two. He
also wants ta destroy the Lord of Blades so that Cyrans
might ane day reclaim their homeland, Although he
has no proof, Garu suspects that the Lord of Blades had
some stake in the destruction of Cyre, For these reazons,




Garu secks to join a group of adventurers willing to
explore beyond the dead-gray mist,

Urganizatiun

Cyran avengers are few in number, but they do
work logether from time to time. A seeret congrega-
tion of Cyran nationals called the Covenant of the
Cray Mist weleomes G}- ran avengers as members. The
cavenant, which currently numbers thirty members
tone-hifth of whom have levels in the Cyran avenger
prestige class), gathers four times per vear in a cave
complex located a few miles east of New Cyre, in eastern
Breland. Regardless of whether they artend meetings
of the covenant, most Cyrau Avengers consider New
Cyre their "home away from home.” The prince of the
town, O‘argcv ir'Wynarn {LN male human aristocrat
dfighter 1), is the last son of Cyre's ruling family and
the head of the Covenant of the Gray Mist, although
he never attends secret gatherings and instead sends a
prexy. Qargev counts on Cyran avengers to help him
uncover the truth about the destruction of Cyre and
fuels their revenge by sending them off 1o investigate
individuals and organizations opposed to Cyre or
rumared 1o have some hand in the creation of the
Mournland. Not surprisingly, most Cyran avengers
regard Oargev as their leader. Even those who do not
serve Oa rgev attest that he's the rightful ruler of their
people and give him the respect he's due.

NPC Reactions

Aundairians, Karrns, and Thranes are decidedly
unsympathetic toward the plight of displaced Cyrans
and unfriendly toward Cyrans in general. They regard
C}rran avengers as terrorists and greet them with out-
right hostility. Even the Brelish, forall their practiced
indifference, become guarded when confronced by
Cyrans, who represent a hurden foisted upan them by
their leaders, Consequently, they tend to treat Cyran
refugees as second-rate citizens, no better than home-
less vagabonds, Brelish have an uniriendly attitude
toward Cyran avengers: in their mind. Cyran avengers
should just be thankful that they're alive and have a
safe haven such as New Cyre to call home.

Displaced Cyran refugees loak upon Cyran aveng-
ers with a mixture of pride and concern. .Mthc-ugh
grateful for the avengers’ dedication to Cyre and its
people, they fear that the avengers might provake fur-
ther contlict with Cyre's former neighbors, and Cyran
refugees don't want to further alienate themselves,

CYRAN AVENGER LORE

Characters can make Enowledge {local) or bardic
knowledge ehecks to research the Cyran avengers and
learn more aboul them.

DC 15: Cyran avengers are displaced Cyran
nationals who have sworn vengeance against the enemies
ol their destrayed homeland. At hest, they arevigilantes
and outlaws—at worst, assassins and terrorists.

R

DC 20: Prince Oargev ir' Wynarn, the sole sur-
viving member of Cyre's displaced royal family, has
encouraged Cyran avengers to abide by the Thronchald
Accords. However, he secretly supports their efforts to
uncover the cause of Cyre's destruction and isn't too
particular about how they ohitain their information.

DC 25 A secret order of Cyran avengers convenes
a few times each year at a secret location near the town
of New Cyre. They use these gatherings to share infor-
mation EEDIIE the formation of the Mournland,

CYRAN AVENGERS IN THE GAME

Adding Cyran avengers to the campaign gives players
a chance to explore the plight of the displaced Cyran
refugees and deal with one of the more serious con-
sequences of the Last War. Cyran avengers tend to see
things in black and white, which provides an intriguing
counterpeint in a setting filled with shades of gray.

Adaptatinn

Cyran avengers fll a specific niche in your ERERRON
campaign and reflect the best and worst qualities of a dis-
placed culture ravaged by war. However, you could create
a psionic version of this prestige class for kalashtar once
hunted by agents of the Dreaming [ark who now stalk
their hunters. Instead of the avenging strike ability, you
could give these kalashtar mindstalkers a special psionic
attack or soulblade attack that deals extra damage to the
Ins]med their agenis, and their quori masters.

Encounters

A C}ft'an aw:nger"s devation to her country rules her
life, and she will seize every opportunity to mete aut
justice for real and imagined wrangdaoings inflicted
upan her people. Characters attempting to plunder
the Mournland might run afoul of a Cyran avenger
determined to thwart bandits and raiders hunting for
C}'r‘ﬂ nomagic items and artifacts. Conversel}-_ a E}rran
avenger might join an excursion into the Mournland
if the ultimate goal is to uncover information about its
origin ar hunt dewn the Lord of Blades.

EL 8: Mirasandra ir'Thavar is the eldest daughter
ofa Cyran pelitician. On the Day of Mourning, she was
in Taer Valaestas with her father, who was negatiating a
treaty with High King Vadallia of the Valenar elves. Word
of Cyre’s destruction came quickly, and Mira's father
ordered her to remain in Taer Valaestas while he and
his entou rage returned to Metrol to assess the damage.
She never saw him again. The only other memhber of
her immediate family who survived Cyre's destruction
Wils hcralmlMagdalnra.whl:rwasvisitingKorr:mbergaL
the time, Magdalora has since relocated to Sharn, and
the two have drified apart. Magdalora doesn't share her
niece's thirst for vengeance and believes that Cyrans
have no one to blame but themselves—a view Mirasandra
considers ludicrous.

Mirasandra prefers to attack from afar, pepper-
ing foes with arrows while she takes advantage of cover.
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Although she one day hopes to unravel the mystery of
the Mournland's ereation, she has grown increasingly
preaccupied with goblin activity along the Breland—
Darguun border. Darguul raiders have launched
bold strikes against Cyran refugees in Breland, and
Mirasandra has taken it upon herself 1o slay every last
goblinoid that rears its ugly head. She also attacks scout-
ing parties and earavans heading 1o and from Gorgon-
haorn and Skullreave in northern Darguun. Characters
traveling through Marguul Pass or exploring Darguun’s

northern reaches may encounter Mirasandra or ane of

several goblin war bands searching for her,

Magdalora iv"Thavar might hire the characters
to locate her niece, either to bring her 1o justice or
to reveal something she's recently learned about the
destruetion of Cyre,

MIRASANDRA IR THAVAR CR 9
Female hall-elf aristocrat #/ranger 2/Cyran avenger 3
CG Medium humanoid (elf)

Action Points 3

Init +6; Senses low-light vision; Listen +8, Spot +48
Languages Common, Elven

AC 16, touch 12, flat-footed 14

hp 44 (9 11D)

Immune sleep

Fore +&, Ref +7, Will +7 {+8 against enchantments)

Spd 30 [t (6 squares)

Melee short sword +7/42 (1dG-1/19-20) or

Ranged longhow with Rapid Shat 18/ 8413 {1d&/=3)
ar

Ranged longbow with ol of magic weapen and Rapid Shot
P94 (1d8 15 3)

Base Atk +8/43; Gep +7/4+2

Atk Opuions favored enemy goblinoids +2; avenp-
ing strike 2/day (+2 attack, +3d6 damage, melee or
rnngcd}; enemy region {IJa:'guun 12} Maounted
Combat, Point Blank Shot, Precise Shot, Rapid Shaol

Combat Gear 2 vials of oil of magic weapon

Ranger Spell Prepared (CL 2nd):
| st—langsivider

Abalities St 8, Dex 14, Con 12, Tt 10, Wis 14, Cha 16

S0 discern lies 1/ day (CL 9th), wild empathy +5 {+] magi
cal beasts)

Feats Heroie Spirit®™, Improved lnitiative, Mounted
Combat. Point Blank Shot, Precise Shot, Rapid
Shat®, Track®

¥leat described in the Fatproy Campaigs Setling

Skills Bluff +10, Diplomacy +9, Disguise +8 (+10
actingin character), Gather Information +11, Hide
#12, Intimidate +9, Knowledge (nature) +6, Listen
+8, Move Silently +12, Ride +3, Search +1, Sense
Motive +8, Spot +8, Survival +11

Possessions combat gear plus +2 leather armor, shart
sword, longhow with 20 arvows, bools of elvenkind, cloak
of elvenkind, assorted jewelry (50 gp tatal), pouch

containing 40 sp

Hook "Cursed goblins! There aren't enough arrows
in the world to slay them alll”

MONSTERS OF
THE MOURNLAND

The cataelysm thal ravaged Cyre wiped out most of
the indigenous plant and animal life, However, some
creatures survived the Day of Mourning, and they
have since adapted Lo their new environment. Most
of these survivors have been twisted by the lingering
arcane energies sulTusing the landseape, Others. such
as the living spells, were literally born out of this dev-
astation and continue to ravage the land in their own
malevalent way,

The Esreron Compaign Setting intreduced a hand Ml of
the Mournland’s most dangerous denizens, including
the earcass erab and the living spell. Here are some new
threats awaiting heroes who dare explore the secrets
of ravaged Cyre,

MOURNER

Medium Undead

Hit Dice: 412 (26 hp)

Initiative: +2

Speed: Fly 50 ft. {good) {10 squares)

Armeor Class: 15 (+2 Dex, +3 natural), touch 12, {lat-
footed 13

Base Attack/Grapple: +2/44

Attack: Claw +4 melee (1d6+2 plus 1d6 Wis)

Full Attack: 2 elaws +4 melee {1d6+2 ])lus A6 Wis)

Space/Reach: § fi./3 i,

Special Attacks: Wail ol anguish

Special Qualities: Aura of doom, damage reduetion
Bimagic

Saves: Fort +0, Bef +3, Will «6

Ahilities: Str 14, Dex 15, Con —, Ine VI, Wis 10, Cha 15

Skills: Hide +9, Listen +9, Mave Silently «%, Spot +9

Feats: Alertness, Tron Will

Environment: The Mournland

Organization: Solitary or haunt {2-5)

Challenge Rating: 3

Treasure: Nonc

Alignment: Always neutral

Advancement: 510 HD {Mediom)

Level Adjustment: —

Alow groan of despair ssues from a roiing doud of dead-gray mist. A
haunted face and wicked claws take shape as the cloud afpproaches.

Mourners are undead native to the Mournland, the
remains of soldiers who died az a consequence of a
great betraval, All verifiable mourners were once
Thrane soldiers under the command of General
Kalion Adara at Arjon Ford {see Mourner Histary
for details). They formed in the wake of whatever
cataclysm created the Mournland.

A mourner bears little resemblance to the soldier
itonce was, appearing a roughly human-sized cloud of
dead-gray misl personified by a mournful visage and




a pair of arms ending in claws, Mourners are prison-
ers within their domain and cannot pass beyond the
dead-gray mist that surrounds the Mournland or fly
maore than 30 feet above the pround, Mourners are
effectively weightless.

All mourners speak Common. Some also speak
Dwarven, Elven, Halfling, or ather languages they
spoke in life.

Combat

Mourners focus their ire on one ereature at a lime., A
mourner usually starts combat with its wail ol anguish
and then attacks a creature that has nat fled, 17 all of
its opponents flee, it artacks the slowest. It generally
attacks one target until it or the target is slain.

Aura of Doom (Su}: A mourner radiates feelings
of misery and betrayal in a 10-foor radius. Any crea-
ture in the area must succeed on a DO 14 Will save or be
shaken until it leaves the aura's radius. A creature Lhat
successfully saves against a mourner's aura of doom
cannot be affected by that particular mourner’s aura of
doom for 24 hours. The save DO is Charisma-based,

Wail of Anguish (Su): A mourner can emit a
tormented howl expressing all of its pain and despair.
All living creatures within 60 feet must make a DO 14
Will save or be frightened. A mourner must wait 1d4
rounds before it can wail again. Thisisa sonic, mind-
affecting effect. The save DT is Charisma-based.

Wisdom Damage {5u): The touch of a mourner
deals 1d6 points of Wisdom damage ta a living foe.
In this way. it saps the will to live fraom even the most

vivacious creature. This is a negative energy effect.

Mourner History

During the Last War, a legion of Thrane soldiers
marched into northern Cyre to halt the advance of
several hundred living and undead soldiers from Farre-
nath. Inthe Battle of Arjon Ford, the Thrane and Karr-
nathi forces were about evenly matched, but the terrain
and treop disposition gave Thrane a slight edge.

O the evening before battle. leaders an bath
sides outlined their plans and formed their strare-
gies. Fach force contrelled one side of the Emerald
Cileam Eiver. The river was wide and easily crossed
at the Avjon Ford,

General Delios Adara led the Thrane forces.
His plan relied on the organization and cooperation
of the three caplains under his command: Captain
Mythulan Vasiraghi, Captain Thellia Zant. and Cap-
tain Kalion Adara (Delios’s daughter). Unknown to
Delios, Kavenath had sent a changeling named Qui
in disguise to spy upon the Thrane military leaders.
Lhui gained maore than just strategic and tactical infor-
mation; he found a conflict among the generals that
he could explait. Kalion had leng envied her father’s
prestige and rvesented his condescension and lack of
confidence in her leadership ability. The spy did what
he could to play upon this hitterness,

Mourner

Me e da}-s bhefore the Battle of Arjon Ford, Qm’
approached Kalion with a deal. Kerrnath promised
her land. titles, and a prestigious military post supe-
rior Lo what she held in Thrane's army. Her instrue-
tion: were to lead her troops (300 saldiers in all) back
away from the river toward a narrow culvert, Karr-
nathi troops would cut off their escape. She agreed,
on the condition that if Karrnath ever captured her
father, he would not be killed but instead imprisoned
to live and watch his daughter’s success.

The battle started much as expected. Mythulan
feinted across the river, drawing Karrnath's atten-
tion. As he withdrew, Thellia's troops pressed farward.
However, Kalion's troops did not engage as planned.
Lacking any opposition in the center, the Karrnathi
forces wedged down the center of the field and split the
Thrane farces in two,

Kalion's seldiers had little regard for their captain,
but they respected her lather preatly, Told that they
were circling around in a clever maneuver planned by
General Adara, they entered the narrow culvert. ¥ol-
leys of Kavenathi arvows rained death upon them. All
three hundred of Kalion's soldiers died, Back at Arjon
Ford, the situation leoked grim for Thrane. Delios
worried about his daughter and the missing troops.
Karrnath, it seemed, would win the day, Then, above
the din and fury of battle, he heard the sound of Cyran
trumpets. Cyran soldiers and warforged attacked the
Karrnathi forces from the east, pulling the enemy
forces in two direcrions.




Heartened by the arrival of the Cyran troops, the
Thrane soldiers fought with renewed vigor. The tide
af battle had turned, and Thrane won a costly victary
that day.

After the battle, Kalion Adara's betrayal became
known. Many believe that Kalion fled to Karrnath,
but ta this day she has not resurfaced, leading some 1o
suspect that she, in turn, was betrayed and killed. The
arrow-pocked bodies of the three hundred soldiers whao
died in the ambush were laid to rest. The badies were
interred in a mass grave, theirarmsand armaor returned
to the army for redistribution to other troops. The pre

siding cleric from the Church of the Silver Flame held

CYRE/THE MOURNLAND

a memorial ceremaony for the betrayed soldiers.
Three days after the Battle of Arjon Ford, a

cataclysm transformed Cyre into the Mournland. The

saldiers killed by Kalion Adara’s betrayal rose from
their mass grave as mourners. Perhaps they seek the
death of Kalion, or perhaps they resent those who left
them in the Mournland to rot. Whatever they want,

they haven't found it yet.

SHROUD OF DEATH AND DESPAIR
Huge Coze
Hit Dice: 13d10+65 (136 hpl
Initiative: +4
Speed: 20 1. {4 squares)
Armor Class: 21 (=2 sive, +4 Dex, =9 dellection,
touch A1, {lat-looted 17
Base Attack/Grapple: +4/+12
Attack: Slam +12 melee (1d8+7 plus special)
Full Avtack: Slam +12 melee (1d8+7 plus special)
Space/Reach: 153 {1,./10 1,
Special Attacks: Crushing despair, hinger of
death, engull
Special Qualities: Damage reduction L0/
magic, coze traits, spell resistance 23
Saves: Fort +9, Hef <8, Will +8
Abilities: St 21, Dex 18, Con 21,
Int —, Wis |8, Cha 21
Skills: —

Feats: —

Environment:
Any
Organization:
Solitary

Shroud of death
and despair

Challenge Rating: 15

Treasure: None

Advancement: 14-20 HD {Hugt}
Level Adjustment:

An enormous amoebic dowd of Hack energy reaches toward you wnth

one of its vaporous tendrils,

Ashroud of death and despair is a living finger of death
spell fused with a crushing despair spell (as though cast by
a 13th-level wizard). It looms just abhove the ground,
reaching out with its black tendrils and leaving no
stone unturned in its search for life to extinguish.
(For more information an living spells, see page 293
of the Estavon Campaign Setr."ﬂg.:l

Ashroud of death and despair measures 15 feet in

diameter and does not speak.

Combat

Ashroud of death and despair can slam a single creature
with a black tendril or engulf up to nine Medium or
smaller creatures at the same time. A creature struck or
engulfed by ashroud of death and despair must make two
saves, one against the shroud's crushing despair effect
and the other against its inger of death effect.

Crushing Despair (Sul: A creature hit by a
shroud of death and despair’s slam attack or engulfed
Ly it must succeed ona DO 21 Will save or be overcome
with great sadness, taking a =2 penalty on attack rolls,
saving throws, ability checks. skill checks, and weapon
damage rolls for 1 minute per HD of the shroud.

Engull (Ex): A shroud of death and despair can
flow around a Huge or smaller creature as a standard
action, It cannot make a slam attack during a round in
which it engulfs, [t merely has 1o move over the oppo-
nents, affecting as many as it can cover. Opponents
can make attacks of opportunity apainst the shroud,
but ifthey doso they are not entitled 1o a saving throw.
Thase who do not attempt attacks of opportunity must
succeed on a 20 26 Reflex save or be engulfed; on a
success, they are pushed back or aside (opponent's
choice} as the living spell moves forward. Engulfed
creatures are subject to the shroud’s cirele of death and
crushing despair effeets each round an the shroud's
turn, and are considered to be grappled.

Finger of Death (Su}: Acreature hit by & shroud
of death and despair’s slam attack or engulfed by it
must succeed on a DO 2] Fartitude save or die. A
successtul save indicates that the creature takes
3d6+13 points of damage instead. The save DO is
Charisma-based.

OQoze Traits: An ocoze has immunity to gaze
attacks, visual effects, illusions, and other
attack forms that rely on sight. It has immu-

? nity to mind-affecting spells and abilities,

poison, sleep effects, paralysis, polymorph,

o

and stunning. It is not subject to extra
damage from eritical hits or flanking,




STEEL KRAKEN

Huge Construct (Aquatic)

Hit Dice: 12d10+40 {106 hp)

Initiative: +4

Speed: 10 1. (2 squares), swim 50 ft.

Armor Class: 24 (=2 size, +] Dex, +15 armor), touch
9. flat-footed 23

Base Attack/Grapple: +9/+32

Avtack: Tentacle + 14 melee (1dB<7)

Full Attack: 2 tentacles +14 melee (1d8+7)

SpacesReach: |5 . /10 e, (40 fi. with tentacle)

Special Ateacks: Improved grab. constrict 1d8+10

Special Qualities: Construet traits. damage reduc
ttan 10/adamantine, darkvision 60 f1., jet, low-light
viston, resistance toacid 14, eold 10, electricity 14,
fire 10, and sonic 10

Saves: Fare o4, Kef «5, Will +4

Abilities: Ser 24, Dex 12, Con —, Int % Wis 11, Cha ]

Skills: Hide —2, Listen +5, Spot <5

Feats: Cleave. Improved Sunder. Powerlul Charge®,
Precise Swing®, Power Attack

Environment: Any

Organization: Salitary

Challenge Rating: &

Treasure: Mone

Advancement: 13-24 HID {Huge): 25-48 11D
{Gm‘g'ﬂnluam}l

Level Adjustment:

*Feal described in the Enpron Campaign Setiing.

Articulated steel tentacles thrust out of the water at vou, As they begin
to (lail about, you begin to see the body of @ squidlibe construct break
the surfuce, ity cosing made of composte materials including steel,
wood, ond iron,

The same creation forges used ta butld Cyre’s war-
lorged titans (see page 302 of the Friaeon Compaign
Seiting? built the steel krakens, which the Cyrans used
to delend their southern coastline. Turned loose 1o
patrol within hive to ten miles of shove, steel krakens
diseouraged the other nations from making naval
assaults on Uyre's coast. Incorporating carly living
construct schema. the steel krakens could adape to
changing conditions, and many have sbandoned
their arders sinee the Day ol Mourning. They
can now be lound almost anywhere along
Khaorvaire's southern shores,

The hody of a steel kraken is 15 feet
lang, and its tentacles range Irom 20
to 4 feet long. A typical steel kraken
weighs 6,000 paunds,

Steel krakens do nat speak,

Combat

Though smarter than most con-

structs, steel krakens are barely more
intelligent than animals and rely on

instinets infused in them during their

ereation, They have orders not to attack ships that fly
the colors of Cyre, although in the years sinee the war it
appears that at least some steel krakens have fo rgotlen
or decided to ignore this instruction,

Like a true squid, a steel kraken has ten tentacles—
1w '1-0—1‘001401’15;' ones and eight 20-foot-long ones—
but attacks only with the two longest ones. The shorter
tentacles grant the steel kraken a +8 racial bonus on
grapple checks, however (included in the statistics
above). This racial banus coupled with its great size
enahles a steel kraken to take a =20 penalty on grapple
checks to remain effective in combat against other foes
while gr‘-’lpp“r'lg‘ (see Lhe d::sl:]'ipt[un ufirnpr'nw:d gmb
on page 310 of the Monster Manual).

Asteel kraken ignores the effects of cover (but net
total cover) when attacking with its tentacles, thanks to
its Precise Swing feat, When a steel kraken ¢h arges, it
deals an extra 3d6 points of damage if it hits, thanks
to its Powerful Charge feat,

In';]-}rm.rerl Grab {Ex): To use this ahility. the
steel kraken must hit with a tentacle atrack. It can
then attempt to start a grapple as a free action without
provoking attacks of epportunity. ITit wins the grapple
check, it establishes a held and can constrict.

Constrict (Ex): A steel kraken deals 1d8+10
points of damage with a suceessul grapple cheek.

Construct Traits: A steel kraken has immunity
to poison, !i]l.".l:]'l effeets, paralysis, stunning. disease,
death effects, necromancy effects, mind-alfecting
spells and abilities {eharms, compulsions, phantasms,
patterns, and morale effects), and any effect tha
requires a Fortitude save unless it also works on objects
or is harmless. Tt is nat subject 1o extra damage from
critical hits. nonlethal damage, ability damage, ability
drain, fatigue, exhaustion, orenergy drain, I cannot
heal damage, but it can be repaired.

Jet (Ex): A steel kraken in water can jet backward
once every 3 rounds as a full-round action, at a speed

ol 200 feer. [t must move in astraight line but does not

provoke attacks of opportunity while jetting,
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ow dare the Silver Flame

walk the streeis of the

City of Night?" thought
Jarren Firstblood as he watched
from his shadowy perch.

F

loyal seldier of the

Emerald Claw and

a devoted follower
of the Blood of ¥ol, Jarren
had recently undergone
transformation and joined
the ranks of the undead.

e was eager to explore his new
abilities, and these interlopers ““’ika
would serve him well.

esides, Jarren
was very, very
hungry. ...




CHAPTER FOUR

KARRNATH

arrnath, born in wor
Karrnath, land of night
Karrnath, we salute pou
Let the warld marsel af pour might!
"War March of the Karrns,”

Fearrnath’s national anthem

Enown asthe "hirthplace of kings.” the nation of Karr-
nith was born in war. The art of war remains the hirth-
vight of every true son and daughter of the land, and iy
sings in their blood and their dreams. The first humans
tosettle the region were Lhazaar marvauders. They buili
culposts along the barren coastline and raided the softer
lands 1o the south. Slowly. these outposts developed inta
towns and cities, and the people that remained in the
lamed were tempered by the long, harsh winters.

Ax the descendants of the Lhazaar raiders con-
tinued to spread out and eventoally divide inta fve
distinet nations, Karrn the Congueror rose to power.
Hetransformed the pirates and pillagers of his north-
eastern realm into a deadly army, Under his leader
ship, the Karrnathi forees swept the remnants of the
goblinoids oul ol the land and made war upon the
other human settlements, Karrn dreamed of ruling a
vast kingdom, and in his zeal he conguered two-fAfths
of the human lands, In the end, no single foe defeated
Karrn, Hather, he was overcome by the sheer size of
Ehorvaive and his own penchant for cruelty.,

Karrn's legacy remains, and most people tend 1o
forget the atrocities and prefer o remember the accom
plishments, He cleared the heartland of the human
nations of the remnants ol the poblinoid empire. He
galvanized the people and kick-started the march to

civilization, He built the preatest o rmy ol hisape, And he
dicd in a kingdam that bore his name. Centuries later,
hisdescendant Galilar, a true son ol Karrnath, would
pick up Karen's dream and unite the Five Nations,
Galifar utilized the military power ol Karrnath
to forge his kingdom, and no force could stand against
him. O course, he tempered war with hope and a dream
ofabetter saciety, and thus succeeded where Karrn had
failed. After the Kingdam of Galifar was established,
military officers fram across the land trained at the
Rekkenmark Academy. Military traditions and training

were disseminated to the rest of the kingdom, but as a
people the Karrns continued to he more dedicated 1o
and proficient in the art of war. To this day, every citizen
of Karrnath serves a term in the military, and every
citizen ol Karernath practices with the local militia.

Life in Karrnath can be cold and hard. but the
Karrnathi people are colder and harder. When the
Last War began, the people ol the land rallicd behind
theirking, Il seemed unthinkable that the other parts
afthe collapsing kingdom could stand against the mil
itary might of Karrnath. Better equipment and train
ing could take the Karrns only so lar, however. They
underestimated Lhe arcane weaponry o Aundair and
Cyre. They underestimated the divine power of the
Silver Flame that holstered Thrane. And they failed to
account lor the sheer heart and determination of the
Brelish JJEOp|e. perhaps the most underrated nation at
the start ol the war.

Karrnath suffered a series ol embarrassing and
potentially destructive sethacks, [oreing King Kaius 1 to
accept aid from the Blood of Val. Using the necromantic
arts at their disposal, the Vol priests called Karenath’s
fallen warriors back from the grave, setling the stage for
the rest of the long, longwar, The tiveless undead troops
balstered the nation's living soldiers and brought a sense
of atherworldly terrar to the battlelields. The Karrnathi
undead were some of the maost unusual Lroops deployed
in battle until the creation of the warforged,

A military dictztorship since the start of the Last
War, Karrnath continues ta operate wnder martial law,
This makes it a bit tougher on visitors and adventurer
types, but the land isn't totally closed 1o travelers,
Instead of the Code of Galifar, the country follows the
Code of Kaius. This rigid set of laws and responsibili-
ties is based on the older code, but many rights have
been restricted or eliminated in the name of national
defense. With the end of the Last War, a handful af the
more stringent laws have been lifred, bur the overall
oppression of a martial system remains.

Today, Karrnath enjoys its role as ane af the archi-
tects of peace. but there are undercurrents aof unease
throughout all levels of the nation. It came as a surprise
when Faius [T, leader of a harsh band ef hardened war-

viors, pressed for peace, Most of the Karrmathi warlords
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{the highest-ranking nobles in the land) believe that
their king is simply rebuilding the strength of the nation
and searching for an advantage to turn against the other
nations. They trust that hewill unleash their armics again
when the time is right and grasp the throne of Galifar
as his own. But there are those among the warlords and
nobility that believe that Kaius is too soft, not at all like
his father or great-grandfather. They see the Treaty of
Thronehold as a symbol of his cowardice, and his efforts
ta curtail the power of the Blood of Vol as a rejection
af the religion of the people. When the current peace
finally breaks, it may be Karrnath that swings the first
sword—despite the wishes of its king,

RovALS OF KARRNATH

Since Karrn the Congueror rose to power, his bload
has flowed Lthrough the rulers of Karrnath. When King
Galifar [ estahlished his united kingdom, he sel up a
system wherein the Wynarn family would rule over each
of the Five Nations. This took a bit of getting used to
in the other parts of the kingdom, but the Karrns have
long had the bload of Karrn sitting on their throne,

Orecasionally over the centuries, a5 happens when
there are lewer suitable heirs, governarship of Karre-
nath fell to trusted regents drawn from other parts of
the family.

Like the others among the Five Nations, Karrnath
was administered by governor-princes as part of the

Kingdom of Galifar [rom the founding of the kingdam
until 894 Y E. Inthat year, as the 5Lrugg1e [or the crown
that caused the Last War escalated, Karrnath broke
from the kingdom and deelared itselfan independent
monarchy under the rule of King Kaius 1.

The rulers of Karrnath are outlined on the table
below. This inlormation can be gleaned with a DC 10
Gather Information or Knowledge “11'3101"}') check.

Date Monarch

BO0=910 YE Eains [ {declarved king in 894 Y K)
G1i—960 Yk Flams 11

GH1-972 Y K Jaron

G73-990 Y K Maoranna [:-ugeml

991 ¥ K—Present. -~ Kaius 111

POSTWAR KARRNATH

Fearrnath spent more of the Last War in active warfare
than any ol the other four nations: it never left a war
footing and never had long-term ceasefires with ils
foes. Battles hetween Karrnath and Cyre were par-
ticularly bloady, especially when the Valenar elves
became Cyran merveenaries. Karrnath and Aundair
were enemies throughout most af the Last War,
although that front had long periads of stalemate and
low-intensity hattles of attrition, Thrane and Breland
were sither enemies or allies, depending on the war's
shifting formunes.

M

THRONEHOLD

Galilar 1 united the Five Nations and forged a new
kingdom, He realized early on that the crown could
not rule from one of the existing realms. To do so
would be to put one of the Five MNations above the
other, and that would lead to hreaks and [ractures
that would eventually destroy the kingdom. From the
moment young Galifar steod on the banks of Scions
Sound and lacked upon the mysterious island that
rested just out of reach of the Five Nations, he knew
that the island would play an important role in the
realization of his dream ol unification. Onthisisland
he would build his capiLai—'I'hronrhnld.

Prior to Galifar, the island was considered to be
haunted, a place of the old ways of Khorvaire, That
reputation, and its location, made it the perlect place
for Galifar's purposes, The great castle Thronehald
became a shining symbol of the kingdom, and the
island around it developed into & wondrous showease
for the realm. Tt remained so until the Last War, when
it became a reminder of things lost.

After Jarot's death and the rejection of the line
ol succession that led 1o the Last War, the island
and castle of Thronehold were largely abandoned.

A special detachment of House Deneith guards, the
Throne Wardens, remained in place to protect and
maintain the castle, but all government functions
ceased with the collapse of the united kingdom. The
town of Throneport. a support community in the
shadow of the castle, mutated as the Last War pro-
gressed, [thecame a place for dissidents, spies, crimi-
nals, and mercenarics, and the onee Dpulr_‘nt and safe
port turned intoa rnugh-and—tumb]e town without law
or allegiance to any single nation.

This neutrality has served Throneport well; by
575 YK it had grown into a small city in which all ol the
nations and dragonmarked houses had at least a small
presence, turning it into a hothed of international
intrigue. The Treaty of Thronehold further solidi-
fied this position, establishing the city of Throneport
as a multinational province under the control of
small peacekeeping forces Irom Aundair, Breland,
Karrnath, and Thrane, with House Deneith Throne
Wardens in place to make sure the terms of the treaty
are honored. Today, the small city is neutral grmmd.
but the castle and its grounds remain off limits and
under the watchful protection of the wardens.
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Karrnathi forces had seized Cyran territory on the
Day of Mourning, preparing to use the arca as a stag-
ing ground for a push into Breland. For this reason,
tens of thousands of Karrns were among the dead on
the day Cyre became the Mournland.

Karrnath lost as many citizens to famine and dis-
case as it did to enemy action over the course of the war,
Shortly after the war began, plague and wheat-blighi
savaged the nation, bringing low the Galilaran prov-
ince known for its industry and military tradition, The
combination of famine and disease was so devastating
that King Kaius [ desperate to save his realm, turned
to the Blood of Vol lor aid—a decision that forever
changed Kaius and Karrnath as a whole,

When Kaius [ returned to power in the puise of
Faius T (see the Esevon Compaign Selting, page 178), he
immediately set about ending the war. Bul even lwo
years after the Treaty of Thronehold, Karrnath is siill
a militaristic society that's reluctant to abandon its war
fooling., The warlords remain the most powerlul and
influential of Kaius's nobles, Most towns still have large
standing militias, and service in the national army is
compulsory. Karrnathi soldiers siill engage Valenar
raiders Lo the southeast and battle siranpe horrors [rom
the Mournland, and every skirmish receives a lot of
attention in chrenicles and talk within the taverns,

Foarrnath also has the advantage ol relatively secure
borders, Seions Sound offers a measure of protection
[rom Auandair and Thrane, and the northern waters
keep all but the most determined Lhazaar pivates al
bay, Karrnath's historic weakness, its southern border,
is o lotsaler now that Cyre is no longer around, Mon-
sters periodically emerge [rom the Mournland, 1o be
sure, but thats o far ery Mrom an invading Cyran army,
Ciarrisons in Lakeside and Irontown remain strong
and alert, [or Karenath and the Mror Helds continue
Lo dispute the border between the lwe nations, and
many KRacrens want 1o reclaim the dwarven lands as

their own,

While Kaius has officially broken ties with the
Blood of Vol and declared it no longer the national reli-
gion, a significant portion of his citizenry continues to
follow the tenets of blood as life and undeath as divinity.
The crown has gone so far as to ban the open worship
of the Blood of Vol in Korth, but shrines still draw
followers in the towns and villages, and the Crimson
Monastery in Atur continues to hold apen ceremonies
to mostly packed audiences of the faithful.

Kaius has had better success in curtailing the
influence of the Order of the Emerald Claw. In gen-
eral, the nation has come to see this group of one-time
patriots {at least that was how they were portrayed
when the group was originally established) as violent
extremists who no longer have the best interests of
Karrnath at heart. (This doesn't keep some warlords
and nobles from working with them, however.}

The nation continues to utilize undead forces for
defense, but the vast majority of Karrnath's undead
troops have been hidden away in secret crypts for the
day when they will again be needed. This huge force
ol undead, with more being added every day under the
orders of the Minister ol the Dead, provides a ready-to-
use army thal can quickly bolster the living forces of the
nation's warlords—while also remaining mostly hidden
[rom the rest of the nations of Khorvaire, Kaius knows
what the Minister is up to, bul he doesn't realize the

extent to which the undead buildup is conlinuing,

MAGIC AND RELIGION

While Karrnath originally put more stock in swords
than in spells, this view quickly chanped after the first
lew enpagements ol the Last War, Observing the war
magic ol Uyre and Aundair, Kaius [ ordered all youths to
be tested for areane aptitude at Lthe enclave ol the Twelve.
Over the course of the Last War, Karrnath has made
its own sirides in the mystic arts. Its greatest accom-
plishments have been in the arcane schools of evocation

and necromancy. The country still lags behind the civie

F———ﬁ

KARRNATH AT A GLANCE

Data based an military draft records, 394 Y.
Population: 2.5 million
Area: 1,350,000 square miles
Sovereign: Kaius ir'Wynarn 11
Capital: Korth

Major Cities: Karrlakton, Arar, Vedykar, Rekkenmark
Climate: Temperate in south with cold, cloudy winters and cool, partly
cloudy summers; centrel to northern region has share, cool summers and

long, harsh winters

Highest Point: Mount Tharzil in the Ashen Spires, elevation 9,925
Heraldry: A blood-red wolf head on a shield of silver and black

Founder: Kaius I, third scion of King Jarot
National Motto: "Death holds no terror.”




accomplishments of the wizards of Aundair, but they
have become almast Lheir equal in the art of war,

The worship of the Sovercign Host dominates the
land of Karrnath, despite almost a hundred years in
whith the Blood of Vol was the national religion. Bal-
drei, Dol Arrah, and Dol Dorn are seen as the patrons
of the land, with a slrong I'_'mFI'I.F.Ii'i.‘_. on the virtues of
henor, strc:ngrh in hattle, and love of community.
Divine spelleasters are rare. and most Priests fall into
the category of expert, aristocrat, or fighter,

The Blood of Val still has followers at all levels of
society. because some have ignored Kaius 111%s restric-
tions concerning the religion. It is important to under-
stand that most people—including members of the
faithful—don't realize there isa connection belween the
Blood of Vol and the Order of the Emerald Claw, and few
even directly worship Vol herself. Ma ny of the common
folk whe revere the Blaod see life as a constant struggle
against death, believing that undeath is one way to win
the battle. They know little if anything about Vol or her
plans. but they treat any ol the higher forms of undead
f.’-'-‘ﬁm]}il't‘ﬁ. liches) with reverence and greal respect,

One of the seevets of the nation is that Kaius [1Ts
harem consists of followers of the Blood of Vol who have
chosen to give their loyalty to their king instead of the
lich queen. They provide him with the blood he needs
tesustain his own. secret undead state of existence,
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A DAY IN THE LIFE

Harika Kraal appraached the tower with equal parts
anticipation and trepidation. The anticipation part
was straightforward: She'd suffered through countless
tesls, examinations, and demonstrations (o earn a place
at the Rekkenmark Academy. As the firsthorn daughter
of General Varelus "Horseshoe™ Foraal, Harika was
taking an important step in her family's destiny by
enralling in the junior officer corps today,

But the trepidation wouldn's go away, What if she
washed out of the academy? A third of first-year offi-
cers don't come hack to Rekkenmark for the second
vear. Ten years ago, Harika's uncle Wultram volun
teered 1o Aight on the western front after his firse vear
at the academy—and the family always whispered that
hevolunteered because he was on the verge ofﬂunking
ot Well, he proved himselfin Scions Sound, Harika thought.
The Kraal family could wse more Uncle Waltrams.

Harika spent the chill autumn morning standing
at attention, waiting for Rekkenmark clerks 1o inspect
her entrance papeTs. Fig‘uritlg that the long wait was
just anather test, Harika concentrated on mainlaining
her pasture and breathing, trying to keep her antici-
pation and trepidation from showing.

If the morning was devoted to standing at arten-

tion, the aflernoon was an exercise in line-waiting:
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lines for uniforms (the plaim tan of Karrnathi cadets),
lines for hooks (chief among them an annotated
Analects uf'l"l‘rur b}' Karrn himself), and lines for armar
and weapons.

It was at the end of the last line that Harika's crepi-
dation went away, compleeely overwhelmed by anrici-
pation. Harika took the sheathed longsword from the
supply sergeant, suppressing a gasp when she saw the
Rekkenmark insignia, an "R” scripted in filigree, on
the pommel. fust like Fother has, and just like Uncle Waltram had,
Soon I'll shaw everyone how well cudet Harika Kroal wields this sword,
she thought,

ROLEPLAYING A KARRN

The people of Karrnath are grim folk. hardened by
military service and the harshness of their land. Order
and stability are considered to be vital to society, and
the average Karrn tends to hold a lawful outlock. A
Karrn is expected to stand by his word and to protect
those heneath his station, As a military dictatorship
since the start of the Last War, the country has cre-
ated a stoic, battle-hardened people. They are proud
af their history and their military tradition. and they
feel that every hardship they must endure simply makes
them stronger,

While some ohjected to the Code of Kaius replac
ing the Code of Galifar as the couniry's system of jus
tice, today most of the population is content with the
situation. The people would rather [ollow a leader whe
instills fear in subjects and enemies alike than bow to
a soft diplomat. Few love Kaius 111, but mast believe
in his strength and cunning—despite his continued
efforts at maintaining the peace,

Most Karrns display their first and loremost
ln}"ﬂh}' to the land, not the l-’.:ing_‘, however, [Fa warlord
proved to be a more ruthless and effective leader than
Kaius and could seize the throne with a minimum of
chaos, that warlord would theoretically win the sup-

port of much of the nation.

The Karrns have grudgingly accepted the use of
skeletons and zombies as frontline troops because in
many ways these creatures epitomize the ideals of the
nation: they are strong, tireless warriors that serve
without fear or doubt. While athers see K arrns as cold
and ruthless, the people of Karrnath have a softer
side that they conceal from all but their closest family
and friends, When they gather around a roaring fire
on a dark, cold evening. tankards of Nightwoad ale
accompany laughter, tales of past glaries, and songs
that praise the heroes in their bloodlines,

Earn the [viendship of a Karrn and he will stand
with you against any foe. Cross a Karrn, however, and
you gain an enemy who will battle you to the death—
and, perhaps, beyond.

RELATIONS AND REACTIONS

Drespite King Kaius 111 strong role in the ongoing
peace process, most common folk view Karrns with a
mixture of fear and suspicion. The Karrns counter
this suspicion with cold indifference.

F.arrns display coolness toward people of mast lands.
The Karrns fought against every nation at one point or
another during the Last War, and so tend to regard all
of their neighbors with equal indifference.

The one exception to this coolness eenters on the
nation of Thrane., The Karrns consider the Thranes
ta he true and terrible enemies; despite making some
effarts at trade and diplomacy since the signing of the
Treaty of Thronehold, the two nations nevertheless
remain cold toward one another. Anyone wearing a
Thrane uniform receives an unfriendly reaction, at
best, from the common Karrn. Anyone displaying a
symhol of the Silver Flame receivesa —2 penalty onany
Charisma-hased skill checks.

While the Bleod of Vol is not the dominant reli-
gion in Karrnath, it has followers scattered through-
out the land. Anyone serving the interests of the Blood
of Vol ar the Order of the Emerald Claw should be able

to find supporters in a village or larger community.

F—————ﬁ

KARRNATH AND THE UNDEAD

Early in the Last War, plague- and famine-ravaged
Karrnath resorted to using undead soldiersin its army—a
desperate decision that might have saved Karrnath from
utter ruin. Even today, Karrnath keeps undead legions to
defend its borders and to use in case hostilities resume.

Karrnath is not, however, a place where the
undead are integrated into saciery (unlike Aerenal,
for example, where the undead and the living coex-
ist), During the Last War, the undead formed separate
military units from Karrnath's living soldiers, and
only rarely performed in joint operations. Today,
the legions of undead remain hidden, both from

the average citizen and the eyes of the other nations.
A relative few Karrnathi skeleton and zombic troops
patrol the borders and serve as special guards in Kaorth
and Atur, usually at facilities tied to the crown.

The average Karrn finds the intelligent undead
to be at best creepy and at worst completely terrifying.
Karrnathi soldiers have hetter tolerance, but few want
to socialize with the undead. Everyone appreciates
the role that the undead play in defending Karrnath,
however, and the typical soldier feels a sense of pride
in knowing that he or she can continue to protect the
nation even after death.

h—————_ﬂ



Intimidation is an accepted method of accomplish-
ing things, even when dealing with other nations.
Conversely, Flarrns see an overt reliance on Bluff or
Diplomacy as a sign of weakness.

KARRNATHI STYLE

The origin of Galifar traces its roots to Karrnath, so it is
no wonder that elements of the Galifarn style permeate
the land. The humans of Khorvaire first attained civili-
zation in Karrnath, and this ancient heritage can still
be seen both here and throughout the Five Nations.

ART

Two subjects turn up consistently in Karrnathi arn—
war and rc]iglﬂn. Images 413 grand hattles in flat, two-
dimensional renderjn;‘g.‘. demonstrate an emotional
connection ta physical strength and perfection, Far
religious subjects, the SO\-‘E:'Eign Host provides mast
ol the inspiration, and paintings proclaiming the faith
fill private galleries and public museums alike. During
the height of the Bload of Vol movement, a new form
of disturhing yet Fasu:inalingart developed. Blood art,
known for its striking use ol erimson and actual bload
o create scencs as though from a fevered dream, was
extremely popular for a time and is still created by the
moslt faithful followers of the Bload.

ARCHITECTURE

Farrnathi architecture tends to he heavy and symmetri-
eal, with a militaristic uniformity and lots of decorative
elements, such as monaoliths and obelisks, In many ways,
the typical Karrnathi city street resembles a museum,
with heavy stone huildings, ornate sculptures, and
FI'Eesmnding statues. Fountains get a lot of play in
Karrnath as well, with many of these becoming frozen
inthe winter to form a different kind of sculpture.

CUISINE

Karrnathi cuisine tends 1o he as heavy and complex as
itsarchilecture, with filling, multilayered casseroles
ane of the mainstays of the typical family meal. Karrns
consider sausage- and cheesemaking to be art forms,
and all kinds and varieties of these foads can be found
throughout the land.

Because of the harsh winters, stews and soups are
astaple ol Karrnathi cooking, and every hearth has a
pat nfsc-mei.}:ing simmering over the fire th roughour
the lang winler season.

F!-r'ewm;.;. ancther popular Karrnathi pastime. has
created seme of the most flavarful and potent beers
and ales in the Five Nations. and keps of Karrnathi
brews find their way to markets acrass the continent.

Baking has also developed into a staple of Karr-
nathi culinary art, and all kinds of pies and breads
come out of the rich-smelling avens [|11‘0ngh<:|ut the
land. Crne particularly popular laaf, called vedbread,
combines erusty bread with the flavorfully sharp ved

cheese, This is enjoved warm as it emerges from the
aven, ar slathered with onion butter.

FASHION

Karrns faver plain. functional c]ot]}ing, worn neat
and immaculately clean. They generally wear-dark
colors. Since Karrnathi winters tend 1o he lomyg and
cold, thick eloaks are a commen accompaniment to
any outht. While their elothing tends to be drab and
unaderned, Karrns take great pride in their armor
and weapons—which are some of the finest produced in
all of Khorvaire. Armor is frequently worn on village
and city streets, and it is aiwa:.-'s car{:'fu]]y ljolished and
ornately decorated,

PLOTS AND FACTIONS

Karrnath is a nation inextricably tied to necromancy
and war, and many of the plots currently underway in
the nation key off these central themes.

THE VAMPIRE KING

Karrnath's destiny and King Kaius's destiny are com-
pletely intertwined, Kaius I probably saved the nalion
by making a bargain with the Blood of Vol, but it's a
bargain he's still paying off, The lich queen Val turned
Kajus | into a vampire, a fact that's one of the maost
closely held secrets in the world, Morcover, Kaius | has
replaced his own descendant and now leads the nation
while pretending to be Kaius 111

Kaius now faces a delicate task: breaking Karr-
nath’s ties to the Blood of Vol without weakening the
natien and leaving it vulnerable. Like any monarch,
F.aius wants the throne to be where power siarts and
stops, But expunging the Blood of Vol entirely might
throw Karrnath into chaos—and Kaius's vampiric
nature would probably be exposed in the process,

Getting PCs Involved: Kaius and the palace staff
are intensely interested in HJ‘-I‘;'[h'lngint'ﬂlv'mgthl? Blood
of Val, PCs who wind up involved with Vol—whether
as allies or adversaries—will certainly attract Kaius's
attention, Kaius's agents start with a peaceful (if tense)
negotiation with PCs connected 1o the Bload of Val,
trying to ascertain where their true loyalties lie.

When the PCs have their guard down, a mysteri-
ous stranger approaches them, wanting to talk ahout
the Blood of Vol. If the PCs can convinee Kaius's agent
that they oppose the Blood of Vol, Kaius follows up
with a job offer: often an assault on an Emerald Claw
hase or an infiltration of a Blood of Vol temple or
Emerald Claw cell, But if Kajus's agent believes that
the PCsare working with the Blood of Vol, Kaius's next
move will be an attempt to kidnap or arrest the PCs,
then interrogate them about Vol's plans,

OPERATION LEVIATHAN

The Ovder of the Emerald Claw is Khorvaire's most
exiensive secret society, with cells in every major city
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and infiltrators in every power structure. Many of
their plots invelve protecting the Blood of Vol cults
in Karrnath and beyond, but they undertake other
endeavors on behalf of Vol herself.

Onee such endeavor, known as Operation Levia-
than, involves Emerald Claw cells across Khorvaire.
Most members of the Order know that they're supposed
to acquire as many Khyber dragonshards as possible for
something called "Operation Leviathan.” But Emerald
Claw leaders know more: The Order is gathering hun
dreds of Khyber dragonshards to draw forth from Lake
Dark a monster of unspeakable power, then bind it to
do Vol's will, Not even the Emerald Claw clerics who
will perlorm the ritual know exactly what the monster
in the bottom of the lake is. Ancient texts speak of it
as being the equal of any army, capable of destroying
entire cities and culting a swath of destruction across
the landscape.

Getting PCs Invelved: Most Khyber dragon-
shavds are still in the depths of Khyber, of course, so
PCs who travel deep underground can meet Emerald
Claw agents trying to mine dragonshards, But mining
isn't an area of expertise for the Emerald Claw; they'd
rather have others do the work for them, Emerald
Claw agents try to steal any Khyber dragonshards
that reach the surface world—whether they're in the
hands of other governments, draponmarked houses,
or the PCs. The Emervald Claw is also seizing control
of mining operations and enslaving the miners 1o get
mare Khyber dragonshards. .

[fthe PCsdon't get involved in preventing the Emer-
ald Claw fram gaining the necessary K hyber dragon-
shards, they have two ather chances to stop Operatian
Leviathan. They can disrupt the nightlong ritual that will
call forth the ereature from Lake Dark. And high-level
PCs might be able to defeat the creature once it emerges
from the lake, ready to do Vol's hidding.

THE CORPSE COLLECTORS

Officially, undead legions are still on the rolls of
Karrnath's army. Roval corpse collectors still have
the right to claim suitable bodies from Karrnath's
morgues, turning them into the Karrnathi skeletons
and zombies (described on page 292 of the Fzenroy
Campaign Se.‘fr'n_g;'.

Kaius hasordered his Minister ol the Dead, Count
Vedim ir'Omik, to maintain Karrnath's undead legions
while keeping a low profile. Count Vedim is obeying
the letter of the king's instructions; his plans are ambi-
tious but secret.

Everything about necramancy and the undead
fascinates Count Vedim, but ironically he's unaware
that his liege and cousin, Kaius, is himself a vampire,
Count Vedim has seevets he's keeping from Kaius. as
well. Vedim's necromancers have started to experiment
with small units of wight and vampire spawn, "field
testing” them bevond Karrnath's borders. The corpse
collectors seem to he collecting bodies from specific
bloodlines, trying to reanimate them with powers
beyond the norm for undead.

Getting PCs Involved: A PC from Karrenath
might have a bloodline of interest to a carpse collec-
tor . . . and Count Vedim’s callectors aren't always
serupulous about waiting for their targets ta die of
natural causes,

The Valenar elves know that someone is raiding
their borderswith organized bands of wights and vam-
pire spawn. The elves naturally suspect Karrnath, but
they don't have proof., If the PCs come into possession
ol such prool, that’s valuable information to both the
Valenar and potentially Kaius. To the corpse collee
tors, the existence of the experimental undead unies
is a secret worth killing 1o keep,

F————ﬂ

Five Tuings Every KARRN KnOWS

1. How to play Conqueror. This chesslike board
pame reputedly invented by Karrn the Conqueror is
enjoyed across Khorvaire. But in Karrnath, it's the
national pastime and a popular way to spend lang,
wintry nights,

2, Their own family trees, going back at least
four generations., The Blood of Vol has encouraged
interest in genealogy, Combined with a Karrn’s natu-
ral pride in heritage. it's not surprising for everyone
to know their families well, Two Karrns who meet in
a tavern will often start a conversation by mentioning
their ancestors, trying to find a commen link.

3. A bit about military erganization. Almost
all Kaarrnathi adults spent some time in the military,
so they know the difference between a sergeant major

and a major, the proper way to salute superior officers,
and what various uniform insignia mean.

4. An appreciation for art. During the Last
War, many of Karrnath's artists painted colorful pro-
paganda posters that adorned walls in major cities.
Though the war is over, many Farrns have taken the
posters into their homes, where they hang as decora-
tion and a reminder of Karrnath’s military past.

5. A keen sense of the weather. OFf the Five
Wations, Karrnath gets by far the worst weather, Karrns
lave to talk {and cnmplainj abhout the weather, and
they're adept at comparing one day's snowfall ta the
next. They aren’t necessarily any hetter at predicting
the weather, but they're quite good at answering ques-
tions such as "How hot was it yesterday? " in detail.
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FOREIGN RELATIONS

Karrnath was the most vocal proponent of what became
the Treaty of Throneheld, and it remains an active
player in the intrigues of the postwar periad. But
Karrnathisn't quite as active diplomatically as Aundair
ar Breland, for two reasons. First, Kaius expends more
effort on internal matters than Clueen Aurala or King
Boranel does. He has the Blood of Vol and the Emerald
Claw 1o deal with, after all. Second, decades of plotting
have taught Kaius the value of patience—and because
he’s an unaging vampire, he can afford to be more

patient than his mortal counterparts,

AUNDAIR

Karrnath is wary of Aundairv and still regards it as an
enemy. Kaius often opposes Aundair's Queen Aurala
(l.ip]r:rrmllicull:,'. but he doesn't helieve Aundair has the
will or the ability to make a significant move against
Karrnath, In general, Aundair is a lot more worried
about Karrnath than Karrnach is about Aundair.

BRELAND

Kaius regards Breland’s King Boranel as his most pow-
erful rival at the moment. Breland's industry is second
to none, and Kaius respects its capacity to return to a war
foating and ouwtproduce Karrnath at a moment’s netice,
Karenath thus supports anything that disteacts or divides
Breland, It offers a measure of diplomaric recognition
to Droaam’s Daughters of Sora Kell, and Kaius quietly
encourages [irebrands in the Brelish Parliameni.

CYRAN REFUGEES

Earrnath supports the ereation of a new homeland for the
Cyran refugees, maostly as a way to provide anocher head-
ache For Breland, Kajus pavs lip service to other effores
at reversing the Cyran diaspora, such as resettlement in
(' Barra. but he'd like nothingbetter than a pro-Karrnath
"Mew Cyre” that eatls up acres of eastern Breland,

MROR HOLDS

The lovalty ol the dwarven clans of the Mror Holds was
akey strategic advantage [or Karrnath throughout the
early years of the Last War, The dwarves provided an
immense amount of war materiel. and manyv a column
of dwarf traops marched alongside Karrnath's army,
As the war progressed, however, the dwarves decided
to take advantage of the turmoil and break our with
their own natien. Karrnath has not yet forgiven what
it sees as a treacherous act by treacherous peaple, and
tensions between the two run high,

TALENTA PLAINS

Kaius uses talk of mutual protection to maintain rela-
tionswith the Talenta halflings. Karrnath keeps astand-
ing army garrisoned in the southern Talenta Plains,
taking pains to point out how it’s beating back incursions
from the Valenar elves on a monthly basis. And Kaius

isn't above provoking an incursionwhen he wants to dem-
onstrate his friendship to a particular halfling tribe,

THRAHNE

Earrnath and Thrane have cool relations for bclhgeo—
political and personal reasons. Thrane's military might
be a mateh for Karrnath's, especially when augmented
by the many spelleasters of the Silver Flame, Kaius has
na love for the religion that seized contral of the throne
fram his nephew. And Kaius sees that Thrane's agents
are maore likely 1o discover his vampiric nature than
others—and mare likely 1o promptly launch a erusade
toeliminate him and conguer Karrnath in the process.
There is no love lost between the two nations, and hos-
tilities between the two could break out at any moment,
despite efforts to keep the Thronchold Accords alive,

VALENAR

The peace hetween Valenar and Karrnath exists on ly an
paper. Every fewweeks, the Karrnathi army clashes with
riders from Valenar in a series of raids and counter-
raids that have so far proved inconclusive. But neither
side fully commits to all-out war because both recognize
the clashes for what they are: a sideline. Both Karrnath
and Valenar are tao busy establishing themselves in the
postwar political landscape to be distracted with a real

war-—it [I'Il." maoTent.

LHAZAAR

OFall the nations formed at the Treaty of Thronehald,
Karrnath enjoys the most contact with the sea harons
and merchant princes of the Lhagaar Principalities.
During the Last War, Karrnath employed a numher of
the sea barons and their fleets, and received significant
assistance from the Bloodsails of Farlnen. Since the
end of the war and Kaius's rejection of the Blood of
Voland the Order of the Emerald Claw, the Blaodsails
have withdrawn support and have started attacking
Karrnathi ships and villages along the coast. Other
merchant princes regularly trade with Karrnath, but
it is getting hard to tell which Lhazaar ships will he
friendly and which will laot and plunder as they pass
through Karrnathi waters,

OTHER NATIONS

Karrnath maintains some level of diplomatic relations
with every nation on Khaorvaire, plus Aerenal and the
Riedran Empire. Kaius's representatives are welcome
where other diplomats fear to tread, including the
Crreat Crag of Droaam.

Getting PCs Involved: Karrnath is active on
the international stage, so any diplomatic effore will
involve the Karrns somehow, And PCs who wind up
caught between Karrnath's ambitions and those of
another nation may discover that there's a third player
invelved: the Order of the Emerald Claw, which has
goals intertwined with, but net necessarily the same
as, Karrnath's.

HLVHYAYY
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NOTABLE KARRNS

Any discussion of Karrnath's most interesting citizens
must start with King Kaius L1 who has Titerally lived
several lifetimes of adventure and intrigue. Of course.
Flaius's peace efforts have caused some of his most-
powerful warlords to question his ability to lead. and
he has to deal with his struggles with the Order of the
Emerald Claw and the Blood of Wal.

KING KAIUS

The monarch before you proctically rodiates o patient calm, His every
mave seems deliberate and economical as he slides a picee across the
congueror board next to him before speaking. "You have arvived, as |
expected and anticipated,” he says.

Foing Kaius 11 is a hard man 1o meer in person. 1e
takes audiences only with those he trusts—and that's a
prety shore list, Mordenkainen’s private sanctum and dimen -
sional lock spells cover his personal quarters. He doesn’t
have many scheduled public appearances ar official
ceremanies, ['the PCs Bt into his plans, he deals with
them through Regent Moranna {deseribed below).
Above all else. Kaius is a planner. He always has
contingency plans—and then contingeneies for his con-
tingeneies. 1you use him in an encounter, make sure
he has at least two pood escape plans, plus some specific

tactics 1o use against the known abilities of the PCs.

King Kaius
of Karrnath

Another important aspect of Kaius is his utter
ruthlessness. This isa man who's heen through alat: He
turned against his own sister, breaking a 900 -year tracli-
tion of peaceful succession. He became a vEmpire (o save
his nation. He killed his cwn wile invampiriec hloadlust,
He went into hiding lor eighty years, then replaced
his own great-grandson on the throne. He turned his
granddaughter into a vampire, and he keeps & harem of
voung Karrns sa he can drink their blood. [f the PCs
face him in combat, he shows them no merey—hut he
might have reasons of his own to keep them alive.

MNote: As detailed below, Kaiusisa CR 16 foe—twa
levels higher than normal 1o reflect his higher-than-

averape ability scores and exiea EOUIpITe L.

KinG kaus CR 16

Male human vampire aristocrat 2ifighter 11

LE Medium undead (augmnmrd humanoid)}

Action Points 3

Init +8: Senses darkvision 60 [t Spot +14, Listen +14

Languages Common, Dwarven, Elven, Draconie,
Criant

AC 4] touch 16, fla-Tooted 38; Dodge, Mahility

hp 95 (13 HDD: fast hci!]ing 5 DR [ silver aned mayic

Immune susbeam, mind-affecting spells and effects,

divination l-pf‘]l.'i and elTects, undead tmmunities
Resist cold 10, electricity 10; +4 turn resistance
Fort +12, Ref <16, Will +15

Weakness vampire weaknesses

Speed 20 {1, (4 squares) with +3 glumered mathral full plae, eliml
20 {1, (5pitlr_1 climb}, hase 30 fi.; Spring Attack

Melee sword of life stealing 122/ 17/412 (1d8+6/17-20) or

Melee slam o EUHL.." +]"J (TedG+6 ]'.-lul. energy drain)}

Base Atk +12; Grp +18

Ak Options energy drain (2 negative levels); Combat
Reflexes, CQruick Draw

Special Actions allernate form (hat, dire bat, wolf,
dire woll}: blood drain (pin, 1d4 Con/round, Kaius
gains & hpl, children ol the night, dominate (look
intoeves, dominate person, Will DO 22 negates, CL
12th, range 30 [1.), ereate spawn, gaseous form (at
will or when reduced to 0 hp)

Abilities Str 23, Dex 22, Con —, Int 20, Wis 1§, Cha 23

Feats Ability Focus (dominate), Aleriness, Action Surge,
Combat Reflexes, Daodge, Greater Weapon Foeus
Hongsword), Greater Weapon Focus (slam), Heroie
Spivit, Improved Critical {]nngﬁwnrtl}. Improved
Initiative, Lightning Reflexes, Mahility, Quick Draw,
Spring Attack, Weapon Focus ':]unghhm dl, Weapon
Focus (slam}, Weapon Specialization (ongswor dl

Skills Climb +13%, Bluff+19, Diplomacy +22, Disguise
=18, Gather Information 8, Handle Animal +9,
Hide +10, Intimidate +24, Jump +13. Knowledge
Lgeographyl +10, Knowledge Unﬁrm'.} 10, Konowl-
edge local) <10, Knowledge {nob|]|h and royaliy)
<10, Listen +14, Move Silently <10, Ride +17, Search
+13. Sense Motive +22, Spot +14

Possessions combat gr_gu' plus +5 glamered mithral full plate,
:L'frlged.q'llr":. siord ¢ :h_,ﬁ -:*rm'i'rlg. clonk of resistance + 5. ring r_lJl-




jrotection +3. amulet rJ_I|"Jm|'|u'n.| armar +3, ring af counterspells
Genrr'p:g hgﬁf}‘. boots of speed

Children of the Night (Su) Standard action, summeon
1d6+1 rat swarms, ldd+1 bat swarms, or 3d6 wolves:
arrive 2d6 rounds, last | hour,

Createﬂpawn (5u) Humanoid or monstrous hamanoid
slain by energy drain becomes avampire in 1dd days,
Humanaoid or monstrous humanoid slain by bload
drain hecames vampire spawn if below 4 HID,

Hook "I've been waiting forvou.” Koaius has disewize pndead,
grery By
grerlfl‘l'.'-lfm'f immnify Csunbeam), and mind Menk cast on him
by palace stalT before important audiences,

REGENT MORANNA IR'WYNARMN

(LE female human vampire aristocrat $fwizard §)

With her gray hair tight ina bun, you might first mistake this mafronly
woman for a typical Karen courtier. Bul then_you notice the corded
muscles in her forearms and the faint blade-scars on ker face, "Speak

or leave,” she says, jabbing her finger in pour divection.

[f the PCs undertake missions [or the erown. Regent
Moranna eventually becomes their patron and main
contact point. Other than Kaius himself, she's the most
fearcd presence in Korth,

Everyane knows she has some necromantic power,
and it's an open secret that she uses magic to give her-
selfa deathlike pallor and some undead qualities. But
few know the truth: she's a vampire,

Moranna rakes great delight in th rowing her
political weight around. She used 1o run Karrnath,
after all, and she knows all the political players. If the
PCs have Moranna an their side. problems with the
Farrnathi government evaporate as soon as the PO
connection to the regent is madle clear, And if the PCs
have crossed Maoranna, they've effectively crossed the
entire government of Karrnath,

The fiest time Moranna grants an audience to the
PCs, her starting ateitude is indifferent, regardless of
whal the characters may have alveady done 1o deserve her

atlention, After appl].ring any appropriate modiliers from

the |bi|0wing]ibl. the DM makes a Diplomacy check on
hehalf ol the character with the highest modifier in that
skill, The cutcome of the PCs" contact with the regent
depends on the check result, as outlined helow.

Modifiers: PCs have performed missions for Karr-
nath already (+2); POs served Karrnath when Moranna
WiE 111 chiu‘gﬂ |:|:n'im' to 991 Y K) (+4); PCs are members
of Order of Rekkenmark (+2); PCs demonstrate gu”-
ibility or naiveté (+2; Moranna plans to exploit that flaw
later); POs are brash and don't back down when Moranna
acts threatening (4, PCs are druids or are connected
to Lhe Silver Flame (=2,

H Moranna turns L'l!l'!fl"i(_‘ﬁdl‘_r' {check result 0 or
lower), she summans guards and dismisses the PCs
lvom her presence, using fear spells and her dominate
ability il necessary,

[1 she remains indifferent (check resule 1—14),
Moranna agrees to provide minor assistance to the
PCs i they perlorm a task for her first, The task is an
aclventure that probably involves thwarting the Order
ol the Emerald Claw.

[Fshe \'.']I':I[lg{.'-.'i to !'ri:rnr”}r (15=29), Moranna offers
periadic employment for the POs; a series of missions
against the Order of the Emerald Claw and Karrnath's
ernemies abroad,

[F she becomes helpful (30 or higher), Moranna
provides whatever assistance she ean, and recommends
the PCs to King Kaius for additional missions,

MALEVANOR

Before you stands a mumemy wraped in funerary wrappings under-
neath the Mead-robes of o priest. His voice is raspy., "{:a.-m'.-rg here
was the last mistake you'll make—in this life."

Malevanaoris the high priest in the Crimson Monastery.
Karrnath's largest Blood of Vol temple. He spends most
of his time overseeing necromantic research and the
construction of ever greater undead to serve the Blood
of Woland the Ovder of the Emerald Claw. He's no greal

researcher himsell, but his abilities to command both

P—————_q

Whuo Knows asout Kaus?

The vampiric nature of King Kaius 111 is one of
Khorvaire's best-kept secrets. Queen Firigani knows
the truth, So does Regent Moranna fwho's a vampire
herself, bound to Kaius) and the members of Kaius's
harem and personal spelleasters.

High Priest Malevanor knows part of the truth.
Yol has told him that Kaius [1T is a vampire, but not
that Kaius 111 is actually Eaius 1. Vol told Malevanor
to tell no one this secret, so he hasn't.

The rest ol Kajus's family don't know the truth, but
they're all aware that something strange happened to
him prior to the end of the Last War. Those relatives

haven't discussed the matler with vach other; each
believes he or she alone noticed unusual behavior on
the king's part. Kaius and Moranna have placed spies
among their persanal servants who know to be alert
for any suspicious discussions, Warlord Thauram is
likewise in a position to suspect something, but nat
actually in the know,

None of the other palace staff or ministers know
the truth. Beyond the borders of Karrnath, only Vol
herself knows about Kaius's vampirism and true history,
although a prisoner in the darkest cell in Dreadheld
might know that the king isn't who he claims to be. . _ .

M
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the living and the undead make him an effective task-
master lor the temple’s many necromantic acolytes.

In a ﬁght, Malevanor tries to take out anvone
paralyzed by the sight of him. Then he uses eneroation
on an enemy cleric or ather spelleaster. After that, he
wades into eambart, hitting foes with spontaneous inflict
spells and mummy rot as part of his slam attack,
Maievanor, HigH Priest ofF Vol CR 12
Male mummy cleric 8
LE Medium undead
Init +0; Senses darkvision 60 ft.; Listen +17. Spol +17

Aura despair (on sight; Will DO 18 or paralyzed for

1d4 rounds)

Languages Commaon, Elven

AC 20, rouch 10 flai-Tooted 20
hp 91 {16 HD}; DR 5/—
Immune undead immunities
Fort +13, Ref 7, Will 419
Resist fire 10 (from ring)

Weakness vulnerability to fire

Speed 20 {1, (4 squares)
Melee slam +17 (1d6+10 plus mummy rot)
Base Atk +10; Grp +17
Atk Options mummy rot (Fort DC 16, incubation 1
minute, ldb Can/ldb Cha)
Special Actions command undead td, 2d6410, Brh),
spontancous casting (l'njl'r'r!:.[.}ullﬂ
Combat Gear lesser stvand of prayer heads
Cleric Spells Prepared (CL Bth),
4th—dwine power, encreation (CL Bth)™, spell immunity,
suntman monster 1§
Srd—bestow curse (CL 9th), deeper darkness, dispel magic (2),
samfuric touch {CL Sth) i
2rd—command undead (CL Deh}, gentle repose, hold person,
resist enerty, spivilual weapon
Lst—command, deothwateh {CL 10th), divine faoor, pratec-
tian from good (CL Bthi. ray of enfeeblement {CL 9th)Y,
shieid af faith
O—detect magie (4), guidance, read magic
D: Domain spell. Domains: Evil. Necromancer
Abilities Sire 24, Dex 10, Con —, Ine 10, Wis 18, Cha 15
Feats Ability Focus (despair), Alertness, Combar Case-
ing. Great Fortitude, Toughness, Undead Empathy
Skills Concentration +8, Diplomacy +10, Hide <11,
KnUWltngt' (:'e]igion} &, Listen 17, Move Silt‘.ntl}'
+11. Spelleraft +8, Spou +17
Possessions comhbat gear plus minor ring of fire resistance,
clonk of resistance +3

Haok "Only your blood will appease Vol 's wrath!”

ORDER OF REKKENMARK

"With this siwerd, Lwill defend Karenoth to the tast. {45 shine is my shine,

for Dl be @ flash of glavy for Karrnath, Its sharpness is my sharfiness,

for Dawill outisil any who opfose me, Is steel is my stecl, for {will nesther
bend nor break in my duties,”

—Part of the "Oath of the Sword” administered

to Rekkenmark’s advanced praduates

Foralmost a thousand years, the best military officers
in Galifar graduated from Karrnath's Rekkenmark
Academy and joined the Order of Rekkenmark.
Cruring the Last War, members of the Ovder led Karr-
nath’s armies to victory time and again, often against
daunting odds, Even in a time of peace, the opal ring
that marks a member af the Order earns more respect
from veteran soldiers than a dozen medals.

ORDER OF REKKENMARK
AFFILIATION

The vast majority of warlords and officers in the vari-
ous Karrnathi armies graduated with honors from
the Rekkenmark Academy and earned a place in the
Order of Rekkenmark. But both King Kaius and the
Karrnathi warloerds sometimes hestow membership
inthe Order on those who excel on the battlefield or
in ather service to Karrnath, Joining the order in
such a way is not unlike carning an honorary degree
from a university or a hattlefield commission. Its
recognition of skills and accomplishments equivalent
to those who did excel at the academy.

Onee a charvacter gains affiliation with the Order
ol Rekkenmark, he or she has an affiliation score that
shows the character's standing in the organization. A
newly inducted character begins with a base score ol
I plus ane-half the character's level. From there, the
scare increases or decreases, depending on which of
the factors listed helow apply.

Modificr
Character level bonus +1/2 PO level
Karrnathi army veteran 2
Recommendation from Karrnathi warlord or royal +L
Aided a member al the order io need +2
Per successful mission on behall of the arder +3
Creaduate of Bekkenmark .“.l::.'ll.l.t'ﬂ'l:f +4
Assisted Karrnathi army afier Last War's conclusion 4
Persoral recommendation lrom K:iﬂg Foaius 111 +h
Henars graduate of Academy +h
Fonowe 1o use necromantic magic -2
Per [niled mission on behalf of the arder =2
Eornawn ties to Blood of Vol —i
Fought dishonorably with an order member i

Notes: Many of the modiliers involve your char-
acter's backstory, Consultwith your DM about whether
it's okay to declare that you were an honors graduate of
the academy, for example,

As your affiliation score within the Order of
Rekkenmark improves, you'll eventually be invited 1o
join the inner circle, where you'll be privy to some of
Karrnath's war plans and have a voice in setting the
nation’s military policy. And the best military minds
within the order become High Warlords whe person-
ally advise King Kajus on military matters.




Affiliation

Srore Consequence

Jorless Ma affiliation.

4—11 Potential Member: There'sa file on FOu SO e
where in the Rekkenmark arehives.

12-149 Member: You receive the opal signet ring, and
you ean identify yoursell as being a member of
the order. Yougaina+2 circumstance honus on
attempts to influence the attitude of other order
members. You have access to the Rekkenmark
Academy facilities. You have an honorary rank
of major in the Karrnathi army unless your
actual rank id higher,

-7 Member of the Inner Cirele: The order issues

you a magebred light warhorse {or equivalent
steeld). Youalso receive a bodyguard derail (four
Ise-level Nghiers) and a staff officer (dah-level
MNPC el 2 elass you choase) who handles logistics
tasks for you. You gain a -4 cireumstance banus
an attempts 1o influenee the attitude of ather
arder members. You have an honorary rank
of tolonel in the Kavenathi army unless vour
actual rank is higher
28 or more  High Councilor: Your retinue now consists
of four Srd-level fighter bodyguards and a
Tth-level staff officer. You can get an audience
with the king 1d8 days after vou request it. You
gain a +0 circumstance bonus on attempts to
influence the attitude of other order members.
You have an honorary rank of warlord in the
Earrnathi army.

ORDER OF REKKENMARK BENEFITS

Joining the Order of Rekkenmark means joining
Khorvaire's most elite club of military officers. Your
peers within the order treat your requests more favar-
ably. The Academy assigns promising students to assist
your tndﬂ&"iﬂ]'ﬁ.

Gear

Every member of the Order of Rekkenmark wears an
vpal-studded signet ring, Virtually the entire Karrnachi
officer corps knows what what ring means: that you
graduated with honors from the prestigious Rekkenmark
Academny, or that you otherwise distinguished yourself
through your heraism in battle for the crawn.

Inner cirele members get a swift magehred light
warhorse, which the Academy acquires from House
Vadalis. The Academy replaces your harse periodically
i you lose it in battle or on a mission for the crown.

You also get a Karrnathi army dress uniform if
you don't have one already.

Services

The academy assigns guards and staff officers to inner
circle members and high councilors—often academy
students who hape to learn ar the elbow of a distin-
guished member of the order. The guards and staff

officers obey any lawful order, but they know they
aren't supposed to be used as front-line troops.
{And in any case, they're low-level and unable to
provide muach help overcoming typical adventure
challenges.) 1f you're adventuring: you'll find that
the bodyguards are useful for mundane tasks such as
keeping watch, performing manual labor, acting as
messengers, and guarding prisoners,

The stalf officer assigned to you is somewhat more
capable, The officer, typically a lieutenant, can handle
logistical tasks such as buying and selling equipment,
arranging travel papers, and (if a spellcaster) casting
low-level spells on your behalf.

Access

Aza member of the order, you have access to the facilities
on the Rekkenmark Academy campus. You can check
oul masterwork versions of any weapon or armer from
the armory, stay in the officer hillet for free nvcrnig]‘u.
and eonsult with the academy's staff. The academy
faculty collectively has a +20 modifier on Knowledge
{history), Knowledge (lacal), and Knowledge (nohility
and rovalty) checks. It takes 4df hours at the academy
to get an answer to an abseure question; the instructors
are busy and the academy's reference books are spread
out aver several small libraries. The map room at the
academy is particularly rood, granting a +4 bonus on
Knewledge (geography} checks you make.

Status
Aside fram the camaraderie with fellow members of
the order, you gain an honorary rank in the Karrnathi
army. You have no specific duties and no soldiers
under your command other than your personal staff,
But lower-ranking soldiers stand at attention and
salute vou as soon as they know your status. You can
issue orders to lower-ranking soldiers, but you may
have to explain yourself later if you take them away
fram their regular duties without a pood reason,

It doesn't come up much, but henorary rank
works both ways. Higher-ranking officers in the
Karrnathiarmy can order you around or send you on

special missions.

PLAYING A MEMBER OF THE ORDER

The Order of Rekkenmark accepted vou for your prow-
ess inwarfare. so you're apt wo approach problems—even
nonmilitary ones—from a tactical viewpoint, Military
terminology peppers your language, and you approach
each adventure as if it were a mission to complete or
a battle to win.

Your fellow members of the order are spread out,
Some teach at the Rekkenmark Academy, some still
serve in the Karrnathi army. some work in Karrnath's
government orserve a noble or warlord, and some have
retired, The order is generally working to advance the
cause of Karrnath {and more specifically the military
units within Karrnath), but there aren’t specific duties
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expected of its members. At its heart, the Order of
Rekkenmark is an honorary society.

Missions

Despite your honarary status, you shouldn’t be sur-
prised if Karrnath calls on you from time to time.
The higher echelons of the Karrnathi government,
including the crown, often seek members of the order
as troubleshoaters that handle problems that Kare-
nath’s army can't or won't handle. In short, that means
adventures. Your patrons expect you lo be generally
willing to act for the good of Karrnath, but they also
understand that they need to compensate you somehow
for time and risk.

Advancement
Almaost every member of the Ovder of Rekkenmark
has some connection to the Karrnathi military or Lhe
erown. The vast majority of your peers either served
in the Karrnathi army during the Last War or arve still
on active duty. The few without military experience
distinguished themselves by aiding the army ar per-
forming personal missions on behalfof the crown,
Onee you're a member of the arder, you advance
by undertaking missions on hehalf of the crown and
the army. As you develop a reputation for suecess, yvou'll
receive an invilation to join the inner cirele, and even-
tually vou might be named High Councilar.

Responsibilities

While missions on behalf of the order are the key 1o
advancement, you can also accept the opal ring and
honorary rank and leave itat that. There's no require-
ment forspecilic service, Only eriminal or treasonous

acts will result in your expulsion from the Order
of Rekkenmark.

THE ORDER OF REKKENMARK
IN THE WORLD

Depending on the needs ol your campaign, the Order
of Rekkenmark can be a penteel "old generals' club”
or it can be an activist group of commanders devoted to
Karrnathi military supremacy. The order is a way for
the PCsin your game to pain some of the useful benefits
ofamilitary affiliation (frequent missions, rank, access
to vesources) without being locked into a command
structure and getting ardered around all the time.

Organization

Most members of the Order of Rekkenmark treat it as
simply an honorary society, They travel to Rekkenmark
once ayear for the annual meeting, raise a toast to their
fellows, and wear their opal ring with pride.

Inner circle members see a different side of the
arder, however. For them, the order is a uselul way
te accomplish military matters without involving the
entire military chain of command. For example, one
member of the order can'say to another; "Let's try

integrating your light cavalry with my scouts, then
probeinto Valenar,"withoutinvalving the entire Karr-
athi army bureaucracy. The Order of Rekkenmark is,
in some ways, a parallel leadership structure based
nat on rank but on the sharved experience of getting
through Rekkenmark Academy.

And for a few dozen elite members of the order,
the High Councilors, the order is an important
sounding board for King Kaius as he contemplates
military matters. Whenever word of a military crisis
reaches the king's ears. he summons H igh Councilors
to seek their expertise befare making a decision. The
councilors aren’t Kaius's sole advisars, and he doesn’l
always heed their advice, but they are among the most
inflluential voices in his coure.

At the head of the High Councilors is Gruden
ir Erdei, Kaius's First Warlord, Ir'Erdei iz an honors
g]'ilduult of the Rekkenmark r’\nndemy, its Tormer
chancellor, and Karrnath’s Southern Front general
at the end of the Last War. Like many in the Karrnath
military, Gruden is dubious of Kaius's push lor peace
and expects war to reignite. perhaps within a matter
ol months,

The most famous member of the Order of Rek-
kenmark is Caldrus ir'Kurtvach. Known throughow
Fearrnath as the "Rock of Herrenhaold” from the
battle there in 991 YK, Caldrus has retired from
active duly and teaches a seminar on the Analects of War
at Rekkenmark Academy every semester. Caldrus
chooses Lhe stall officer and retinue for each member
of the lnner Circle,

The Order ol Rekkenmark also has a seeret society
within it: A All Costs, This small cabal of warlords
thinksthat ending the Last War was a mistake made by
a foolish King Kaius. They undermine the autharity
of the crown whenever they can do so without get-
ting eaught, dragging their heels on the shift from
a wartime army Lo a peacelime one. Members of the
At All Costs society vegard themselves as Karenathi
patriots through and through—it’s the king who waon't
protect his country, they think, At All Costs leaders
are particularly keen to influence other members of
the royal family, Eventually, they [eel, a more suitable
king might emerge. And if At All Costs can "facilitate”
the transition of poawer, so much the better,

NPC Reactions

Almaost everyone in the Karrnathi military knows what
the opal ring means: that the wearer is a well-trained,
elite military leader. Accordingly, Karrn soldiers have
an initial attitude of friendly 1oward members of the
Order of Rekkenmark—so long as theyre attending to
military matters.

The arder is well known among military com-
manders of other nations, as well, Ofhicers who have
the rank of major or higher probably know what the
order means, and they'll have an initial altitude of
unfriendly based an & sense of rivalry or envy,




ORDER OF REKKENMARK LORE

Characterswith £ nuwltdgc (hisrnr}'} can research the
Order of Rekkenmark to learn mare about il.

DC10: The Order of Rekkenmark isan honora 'y
society for Karrn military officers and warlords,

DC 15: Only thase who graduate with honars from
the Rekkenmark Academy get ta join the order and
wear the opal signet ring,

DC20: King Kaius oflen turns to clite members
of the Order of Rekkenmark for military advice. Hut
mostly. it's a genteel ald soldiers’ club.

THE ORDER OF REKKENMARK
IN THE GAME

The characters’ first contact with the order is prohably
a Karrnathi militavy officer whao's acting as patron or
adversary. You can mention the opal ring or have »
thrawaway reference ta “ry fellows in the arder,” then
let the PCs do the reseaveh and uncover the Order of
Rekkenmark themselves.

It's not too difficelt far PCs 1o join the order
themselves if they wish, because the order is pragmaric
enouph to want the help of high-level adventurers loyal
to Karenath. But when P'Cs join the order, make sure
vou know what motivates them. Some characters simply
wanl the prestige and recognition of being a top mili-
tary officer. Others will want to delve into Karrnathi
military policy and defend the realm [rom forcign

threats. Plan fulure adventures accordingly.

Adaptation

While the Order of Rekkenmark is tied 1o a specific
military academy and a speeific nation, it's casy 1o
imagine similar orders existing elsewhere, The notion
of an "old generals’ club” wiclding inlluence behind
the scenes is common, both in the real world and ina
fantasy setting,

Encounters
Maost encounters with other memhers ol the order
don't invalve combat: these fellows are afTicers, and the

whole paint is that they have peaple to do the Lighting

for them. {The PC members of the order are unusual
inthis rega td.) Order members make excellent patrons
for covert, mi]il'.arj.r-_l;l_v_.r]r: missions, They also make for
powerful archvillains, superbly trained and able to draw
an a netwark of contacts within the Karrnathi army.

ADVENTURES IN KARRNATH

Traditionally, most Karrns live along Scions Sound
on the western and southern cdges of the country.
But that t'hﬂng‘fd on the Da}' aof an*n[n;_-'-, when
magic destroyed Cyre and Karrnath's southern border
became far more c|ange1'0us.

Accordingly, King Kains is encouraging his sub-

jects to settle the sparsely populated northern coast.

This elfort, combined with the displacements caused by
almost a century of war, is leading to a massive resettle-
ment of the nation—a process that's anly begun,

KORTH

Karrnath Capital City, Metropolis, Population
85,500

The weight of uge s apyparent even as you pass under the gates and enter
Forth, Muny of the stone buildings here appear thousands of vears old,
their erumbling edifices displaving the decorative arts of a bygone ape.
Andd the buildings are as massive 05 they ore old. Many take up entire
city blocks and streteh ior fill the sky,

Karrnath has a numher nl‘]urgu cvities, hut anly one
Lewe melropolis: Koeth, the capital city and heart of
the nation.

Korth saffercd sieges [rom both Aundair (939
940) and Cyre (936 and 971-973), but it never {el]
te the invaders—a fact that Alls Korth residents with
pride, But siege weapons damaged la rge swaths of the
city, and Kaius used the I‘ebuilding opportuniey Lo
unsnarl many of the tangled streets and add a sem-
Blance of order to one of K harvaire's oldest cities.

Mow FEorth has five main wards: Higheourt,
T{‘mpie. Commerce, Com munity, and the Low District.
The riverside bluffs on which Korth was built pravide

natural borders between one district and the nexe.

P__———_q

THE WARLORDS OF KARRMATH

Karrnath has a long and honorable tradition of war,
The highest-ranking nobles in the land, charged with
protecting specific repions and granted the right 1o
raise armies, have held the title of warlard from hefore
the time of the kingdom of Galifar. During the time
of the kingdﬂm: the title was mn:iti}' .-i}'ml}olic, as any
troops under a warlord's command were alse layal to
and under the direction of the king. When Kaius [
declared that Karrmath was an independent nation
atl Lthe start of the Last War, this changed. Sudden]}-,

the warlards had real power and real responsibility ta
create and maintain armies to protect the nation.

Each warlord has a charter, a speciflic mission
and portion ol the realm to protect, The warlords
receive coordination from the erown and the Firse
Warlord when battle plans require such cooperation.
A warlord’s troops wear a standard Karrnathi uni-
form with the insignia of their warlord as part of the
decoration, The various warlord Iroocps constitute
the Karrnathi army,

_-—_'—_—d
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Faius's audience chamber is rather ausiere, hur it's
designed o put visitors off their guard. Elite guards
escort visitars through a labyrinth of twisting corridors.
When they climb a final set of stairs inta the throne
raom, thev find they've emerged from underneath
Kaius's iran throne (a gift fram the Mror dwarves) and
now stand with him shove and behind them. Maps of
Kharvaire cover everywall, and a board for the chesslike
game of congueror sits at Kaius's right hand. The thrane
roam is strictly for official audiences; Kaius takes no
entertainment there, and his ceremonial duties are few.
The queen ravely uses this chamber; she has a pleasant,
tapestry-filled audience chamber of her awn.

The cast wing of Crownhome is the residence for
the royal family. and it's also where Kaius keeps the
harem of young Karrns he feeds from. A sect within
the Bload of Vol supplies cultists for the harem, cult
ists who follow Kaius instead of Val, The warforged
Beauty (LN female personality warforged fighter 7)
guards the harem and serves Kaius faithfully

As part of the exchange of relatives with the other
Five Nations, Kaius has sent his vounger brother and
stster, Gaius and Haydith, ta the courts of his neighbors.
Intruth. he has done this as much to promote diplomacy
as to get the younger siblings [who are really his great-
grandchildren) out of the way so they can’t stumble unto
the truth of the situation—that this Kaius isn't really their

brother, but their preat-prandfather, Gaiusisin Thrane.

studyingwith the Keeper of the Flame, while Haydith has
found a place within Breland’s roval househald.

Tower of the Twelve: Floating ahove the center of
the lightly wooded Waollvern Park is the Tower of the
Twelve, a magicians’ college where the dragonmarked
hauses send their best and brightest. This thivteen-
flaor tower [with ane empty tlaor to memarizlize the
lost Mark of Death) is full of elassrooms, libraries, and
laboratories devoted to arcane research. The Tower of
the Twelve is the primary rival to the Aveane Congress,
but anly thase affiliated with a dragonmarked house
can enter and study within.

The Twelve is described in greater detail on page
245 of the Ensawan Campaign Setting.

Cathedral to the Sovereign Host: After the
Treaty of Thronehold. Prelate Rocrith {deseribed
below) led the reconstruction of Korth’™s Cathedral
to the Sovercign Host, a massive house of worship at
the heart of the Temple Ward, Travelers come from
miles around to worship there and see the Dome of
the Twelve Moons, the inside of which has a magically
animated starscape said to predict the future.

Lair of the Midwife: In Korth's Low District is
an unassuming curio shop in a ramshackle building.
Underneath a trapdoor within that shop is a fortified
sequence of rooms. And those underground chambers
are home to a criminal gang led by the master forger

known as the Midwife (described below).
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The Midwife'sgang numbers less than two dozen,
sashe relics onan extensive network of Lraps to proteet
herself, Pits, potson davis, magie glyphs and spmbols. and
a host of other traps guard every door and every 10
oot seetion of hallway within the Midwife's Lair.

Caves of the Skeletal Hand: Within the hluffs
that mark the castern edge of the Community Ward
are a series of muddy caves, each marked with a Huge
skeletal hand that emerges Trom the earthen bluff.
The caves were used to store food and water during
the Last War, bur the White Lions emptied them
oul when the war ended. Last vear, a tribe ol gobling
alliliated with the Dhakasn maved in. elaiming the
caves as their historic hame from when the Dhakaani
L[Tipi.ﬁ: wins extant, more than six thowsand Ve s B,
(The Dhakaan are described on page 304 ol the e
Campaign Setfing.}

The gobling negotiated an agreement with Civic
Minister Hyran and have further excavated and remod-
eled the caves. But bands of gablins have been harass-
ing citizens of Korth at night, and nearby residents
and shopkeepers worry that the gabling are trying to
establish o claim to more of the ward. Everyone suspects
that the goblins are behind a series of kidnappings and
disappearances, [ adventurers were 1o drive off the
gablins, they'd receive a sizable reward From grateful
merchants and residents in the area.

Notable NPCs

Korth is home te Karrns of every race and elass,
Among thase the PCs will interact with are the fol-
lowing NPCs,

Prelate Roerith: NG lemale human eleric 1.
The mast powerlul cleric in Korth is Prelate Alinda
Roerith, unless a high priest of the Blood of Val isin
the city an some secret errand. Rocrith remained in
Kaorth throughout the Cyran siege in the early 97105
YK, heedless of her own sulety as she healed fallen
defenders atop the walls, Accordingly, she's one of the
city's preatest heroes,

Rocrith urges Sovereipn [Host followers to oppose
the Blood of Val whenever possible. She sees the culias
a vival faith capahle of stealing followers of the Sover-
eign Hast, but she has no idea of its true nature. Like
maost in Karrnath, she sees the Blood of Vol asa nath-
ing more than an ancient cull devoled 1o bloodline,
heritape. and the mysteries of death,

Prelate Roerith sponsors missions that oppase
the Blood of Val in some way, but she has to be
circumspect because Vol worship is still popular
in parts of Karrnath. [f she learns the truth about
the Blood of ¥al, she'll hecome much more militan:
in her opposition—which is why the Blood of Vol has
inhltrated her pricsthood and is poised Lo assassinate
her at a moment's notice.




BUYINGANDSELLING IN KORTH

Mightwood Ale
‘Brinter Distillery; claims ta have invented the beverage
Hyruw: and Bons: most I"." exparls Lo ather nations: sells

{'I'IA‘I"HI" its WFII

Weapons

Blades of Karrn; I'I'.|ilj(}1' ruunlli'y ard 3upp]ie1' Lo Karrnathi
army

Bluefist of Mrores su[:-q'-:"iu]i'.:l.:a in masterwork items and
wnuswal materials

Forth Avmory; sometimes sells surplus army gear

Armor
Jarranek Family; known for durability and wide selection
Manra the Tanner; ]igl::l armors and hides l:ll'll._'_L'. bt many
are exalir

Forth Armory; sometimes sells surplus army gear

Mecromantic [tems

Blood of Vol Temple: wide selection, but they're curious
wlp}- yo wreh uy:iﬂg.'"sﬂ“iﬂg

Faurek of the Red Eve: independent sorcerer seeking 1o
111'['.':1rlt1' il I.i.i'i'l

Mecropolis of the Valiant:; Korth’s corpse collector head-

fuar Lers

Other Magic [tems

Chandrathe Seer; specializesin dﬂ':iu_u.tiu:m and illusion
items

ol Korran Shrine: mostly divine items offered in
exchange for temple "donation”

Catalyst's Guild; optional material components

Tower ol the Twelve: arcane items anly

Art Objects
Orecha iv'Kell; wealthy art patron with multiple galleries
Baru Nikrodem; antiquitics dealer connected 1o Libracy

af Korranberg

The Midwife: M female halfling rogue liwizard 9.
Her elients call her the Midwife not because she assists
in births. but because she gives birth to new identities
as Khorvaire's preeminent forger. The Midwife can
flawlessly create realistic travel or identity papers. She's
also the inventor of the parchment of the cursary glance, a set
ol identity papers that seem ta always show what the
veader expects to see, The Midwife cares only about her
continued safety and her vast fartune; she'll sell forged
papers to anyone and asks no unnecessary questions. as
long as she ean avaid trouble with the city watch,

General Thauram: LE male half-elf fighter &,

Yorin Thauram has heen a layal Karrn for all of his

Divine Spelleasting
Cathedral of the Sovereign Host; typically offers 4th-level
spells or lower ;
Temple of the Blessed Lineage: Blood of Val headguarters
Silver Hook: seedy wharfside tavern with small congrega-
tion devoted to'the Traveler

Arvcane Spellcasting

Tower of the Twelve; wide selection for dragonmarked
PCsonly

Vauth Kurvek; $th-level transmuter wizard

Exotic/Magehred Animals
House Vadalis compound; most are of the thick-skinned
breed (see EBERRON Campaign Selting, page 295)

Fanl:}- (:]nfhing

ir'Alanse Clothiers; noble-sponsored tailaring house

Expedition Gear

Lankuvorr Prospecting; once a dwarven min ing company,
since expanded

Mew Frontiers Co.; HE:II."I'iiII.:i'.'.I".'i in settlers bound Tor
northern coast

Karrnathi Cartographers Guild; specializes in maps and

#;I‘.FI.:,‘I rer jrm roals

Inguisitive Waork
Varisha the G:irrl.l.m.\.pl.‘:l.‘l-. member of House Thavashk
Jotrem arl Saule: retiredl army aflicers :\E:ll.'l:':lil.li.ﬁ:lﬂg in

111i|i|:|.r_-,-' mallers

Poisens/Drups

Band of the Fang: small yuan-ti cult posing as exotic reli-
g

Leval the Herbalise, "hecbalist” is o euphemism—Trval

(IEH'H i!l.l:l:i':lﬁl 11 II."EL‘II. I:.lLI.:‘:i:II'.'}.‘h

CUIILr“I’JHIII’l
Midnight Market; sets up every Zul somewhere in Low
Diatrice, then disappears by morning

The Shadow Captaing smuggler who keeps his identity

130 vears, and he’s fought in every major campaign
in the Last War, Now he oversees the city's defenses as
the commander of the White Lions brigade, keeping
the Code of Kaius and imposing military law,

General Thauram isa hands-on commander and
is almost always inspecting one unit er anather, He's
alert to any disturbances within the city and often
oversees arrests personally, Thauram also interro-
gates noteworthy prisoners before turning them over
to the Justice Ministry for punishment. He's been
known to olfTer amnesty for criminals who agree to
join the White Lions or perform some service for
the city.

113



=
bt
=
o
-
T,
4

114

As a young half-elf, Thauram was one ol Kaius
I's royal bodyguards. He finds the current king's
resemblance to Kaius I to be remarkable and wonders
whether Kaius [11 isn't using magic to make himself
appear more like his preat-grandfather.

White Lions: Human fighter 1. A typical member
af the White Lions has a brcastplate, a ]o11gbow, and a
greataxe, They patrol in groups of two to eight. Many are
led by higher—]we] fighters, veterans of the Last War,

CRIMSON MOMASTERY

Blooad of Vol Temp]c. within Atur, Population
12,600

This pyramidal building made of Bloodred brick and ehon-black mortar
seems fo fainfly glow within Atur's twilight. The smell of incense is almost
nperpouering, ﬂrll]Lj'ﬂE: cart hear the low, droning chanis af the Val
worshipers within, Red-robed guardi—some living, some nof—sfand
at atfenfion fo either side of the main entrance, and wild-eped priests
beckon passershy to enter and toke fpart in the evening’s rituals,

The Crimson Monastery, Khorvaires largest publie
shrine to the Blood of Vol. is second on ly to the frozen
island of Farlnen in powerful Vol warshipers., The
cult stores much of its offerings and tribute in Crim-
son Monastery vaults, and many of the Bload of Vaol's
private rituals invelving living sacrifices, often from
specific bloodlines or victims of & particular sacial
station, take place in this location.

The Bloacd of Vol's official authority ends at the
Monastery's walls, The city of Atur is part of Karre-
nath, and King Kaius is no friend of the Blood of Yal.,
But the eult has inhiltrated the city watch and much of
Atur's civie government, so the PCs can never he sure
when they're deallng with a mere worshiper of the
Blood of Val, a loval member of the cult, ar a secret
agent whase life is pledged to Vol herself.

Environment: Torches on wall sconces light most
rooms within the Crimson Munastm'}r, and candles
provide shadowy illumination in the hzllways. Because
the Blood of Vel uses real torches and honfires in
many of its rituals, a pall of smoke often ]'mng.s over
the exterior of the monastery, wafting upward through
hundreds of small chimneys.

The droning chants of Vol worshipers echo through
the corridars; all Listen checks within the monastery
incur a —2 penalty due 1o the background noise.

The entire interior of the Crimson Monastery has
a permanent desecrale elTect {as the spell on page 218 of
the Player’s Handbook; caster level 15th).

Terrain: Within the Crimson Monastery, the
floors are made af smooth stone. The walls ave rein-
forced masonry (1 foot thick. hardness &, 180 hp,
Climb DO 15), CEi]ings are gru::ra]lj.r 14 fect high, anl
most corridars are 10 feel wide,

Most doors that lead Lo important places are
carved from red marble (8 inches thick, hardness 8,
G0 hp, break DC 28). The doors have DO 20 lacks, bu
are usually kept unlocked. Higl"l priests carry keys for

all the doars they ordinarily pass through during their
daily duties.

Daoors that exist anly for privacy, such as those
within living quarters, are simply made of wood (1
inch thick, hardness 5, 10 hp, break DO 13} They
rarely have locks,

Features

The Crimson Monastery is several acres on the inside,
and even determined adventurers are unlikely to
explore the entire building, Few Blood of Vol priests
have seen every ritual chamber and shrine within the
monastery. A few typical features are listed below, bu
designing features that meet the specific needs of your
adventure will pay big dividends.

Ritual Chamber: The Blood of Vol cultists have
scattered dozens of ritual chambers throughout the
Crimson Monastery.

Atypical chamber is at least 40 feet square. At the
center, cach chamber is equally likely to have & sac-
rificial altar or brazier, a sarcophagus or embalming
table, or a summoning cirele {an inlaid magic cirde spell).
There’s enough room around the perimeter of the cen-
tral object for dozens of cultists to dance, chant, and
pray. Ritual chambers always have an undead guardian
of some sort (often a mummy or wraith} and the art
objects and magic items of a Sth-level treasure.

Shrine: Chapels and altars devoted to Vol herself
are connected by a network of wide passagewsays and
stairs; the crowds of ordinary worshipers mostly move
from shrine to shrine, staying out of side corridars.
Blood of Vol priests have cast both unhallow and desecrate
vn the shrine areas. Each has seating for 50 to 200
people. Agivenshrine isvacant 75% of the time during
the day and 25% of the time at night, When occupied.
the shrine has 2 priest (typically a Sth-level clerie, hut
sometimes a more powerful one) and 2d6x10 non-
combatant worshipers. Treat the worshipers as crowds.,
described on page 100 af the Dungeon Master’s Guide. Half
the time there’s a monster of some kind present as well:
roll randomly on the table helow,

Treasure Vault: These 20-foat-square rooms fll
the underground levels of the Crimson Monastery.
Each has a hallway guarded by ]iving guards {l‘_r'FjEE]l-:f
ld#+2 Tst- or 2nd-level cleries), then a locked door
with a CR b trap, then a wight, mummy, wraith. or
spectre within the vault itself. A typical treasure vault
has 1d4 Gith-level treasures within it. Some treasure
vaults have preater wealth within them—and more
powerlul guardians to match.

Detention Cell: MNear the top ol the Crimson
Monastery are detention cells that hold mostly victims
for fulure sacrifices, but alse some prisoners the Blood
of Yol doesn’t want to kill or set free. Each cell hasa
stone door with a shuttered slot for food and water, a
lack to pick (Open Lock DO 25), and a glyph of warding
spell that Lriggers when the doaor is destroved or opened
without using the key to unlack it first,




At any given time, about half the cells have
occupants. Most prisoners are lst-level commaoners,
but ane-fifth are higher-level NPCswho crossed the
Blood of Vol and wound up here. Unless the Blood
of Vol has some special purpose in mind for them.
prisoners stay here for 2d4 days before they're ritually
sacrificed. A few of the prisoners are later reanimated
as undead; even death doesn’t allow them to escape the
Crimson Monastery.

Ossuary of Malevanor: In the heart of the Crim-
son Monastery is an immense necromantic laboratary
where the high priest Malevanor spends almost all his
time. Corpses—some animate, some nol—lie on tables
and hiers throughout the cavernous room. Channels
carved into the floor hold a steady siream of blood that
drains into catch basins at the room’s edge. Unless
he's leading a worship service, Malevanor (deseribed
ahove) is here as well, creating more undead minions
for the Blood of Vol,

On a central table sits a hipedal higure covered in
seraps of parchment, This is a grisgol Malevanor is
making on Vol's behalll Onee the Blood of Vol acquiresa
lich's phylactery, this grisgol will be complete, Grisgols
are described on page 76 of Mosster Manual Til.

Encounters

Whether the PCs are sneaking or highting their way
through the Crimson Monastery, they'll face a mix of
cultists, undead servitors, and darker horrors. Pay clase

CRIMSON MONASTERY ENCOUNTERS
m

d% Encounter Average EL
01-02 1 salt mummy' ]
13-05  1d3 boneclaws’ 7
I6-08 1 flesh golem 7
-1 | vampire Gth-level fghter 7
12-15 1 gauth 6
1621 ld3 vampire spawn fi
2224 1d3 minotaur zombies i
514 L3 allips 5
-4 | Blood of Vol priest” 5
£—44 ld4-2 Emerald Claw saldiecs! 5
G059 1d#+2 human lst-level cleries 5
B—h 1 gl]]b{'ring mouther 5
B3=67 1 mummy 5
=72 13 shacows q
7375 1 shadow mastiff a
M- 1eds wights 5
B84 l'wraith 5
584 14 ngTe zombies 5
E9—02 lcarrion crawler 4
4596 1S rat swarms 4
07100 1d3 va r_gﬂu:ine.# &

| See Munsier Manual {11, page 146,

3 S Munster Manual {11, page 17.

1 8ee Earveon Coampaign Setting, page 228,
4 e Esrvaoy Campuign Sefting, page 243,

artention to pacing while the PCs are within the mon-
astery; it's casy to run so many encounters in quick suc-
cession that they have no resources left to’ accomplish
their mission. Because the monastery is so vast, bat-
tered and wounded PCs might be able to hind a hidden
place to rest even as the cultists search for intruders.

A table suitable for random encounters within the
Crimson Monastery appears below, There isa 15% chance
of an encounter in the monastery every 30 minutes,

Development

The cultists within the Crimson Monastery are slow
to organize a response to intruders, but once they do,
it's often overwhelming., Faced with intruders, the
nearby denizens of the monastery organize a defense
locally while one of their number goes to find Mal-
evanar. The rest of the monastery is likely unaware of
the intrusion.

Ornce Malevanor knows about intruders, he puts the
entire manastery on alert, sends waves of cultists to the
last known location of the intruders, and organizes search
parties to check every chamber within the monastery.

Adaptation

Other Bload of Vol temples acrass Khorvaire have
similar denizens and features; they've simply less mas-
sive. Those beyand Karrnath's borders are probahly
entirely underground or otherwise hidden from the
eves of nonhelievers.

FORT BOMES

Frontier Qutpost, Population 400
Af first it's just @ white blot in the shimmering haze of the horizon. But
as you approach, the blot resolves into a cluster of white stone buildings
surrounded by @ wall. You alsa see the first sign of kuman life for miles:
armared soldiers walking along the tap of the wall.

You appreach closer and see that your initial impressions were
false in at least two respects: The figures shuffling along the top of the
wall have a goit matched by no living human. And many of the white
stanes aren't stones af oll. Theyre bones—human and otherwise.

Fort Bones is the farthest extension of Karrnathi power
on Khorvaire, an armed camp that projects foree not
only into the Talenta Plains, but beyond into Valenar,
As the sign above the main gate says, " Welcome to the
edge of the sword.” From Fort Bones, Karrnathi com-
manders and grizzled mercenaries play a deadly cat-
and-mouse pame with Valenar riders across the Talenta
Plains—which are not without dangers of their own,

Most adventurers reach Fort Bones by traveling
to either Fort Zombie or Vulyar, both ol which have
lightning rail stations. After a 150-mile overland
journey, they arrive at Fort Bones. No one checks their
travel papers when they walk through the gate—most
people who come to Fort Bones aren't eager to adver-
tise their identities and pasts,

Throughout Karrnath and among mercenaries
across K horvaire, Fort Bones is known as a place to

-
-
=
-
=
=
T




KARRMATH

116

get a fresh start. When you enlist with the Captain of
Bones, she writes the name you give her in the rolls of
the Cumpan}r of the Skull. Thenyou're issued identity
papers with that name and made a Karrnathi citizen
on the spot; your previous identity legally ceases to
exist. In exchange, you agree to serve at Fort Bones for
ayear or until the Captain of Bones releases you fram
active duty. Many a fugitive, tragic lover, and prodigal
son have found their ways to Fort Banes, eager to start
their lives over with the Company of the Skull.

Environment: Unlike in the rest of Karrnach,
the weather around Fort Bones is generally warm and
dry. Rolling plains, low foothills, and the accasional
copse of trees are the only features in the vast land-
scape, I's ideal horse country. which is why almost all
the soldiers at Fort Bones are cavalry-capahle.

Terrain: Southeastern Karrnath and the north-
western Talenta Plains are prasslands, as deseribed on
page 91 af the Dunreon Masters Cuide,

Features

Fart Bones hasn't been attacked since the end of the
Last War—it's mare of a jumping-off point for patrols
inte the Talenta Plains and incursion into the deserts
of narthern Valenar.

The Valenar elves have such fast horses that an
attack is alws:_.rs }1ns5|b]c. however, as are altacks from
the halfling trihes. (Karrnath has permission from
the major halfling tribes to patral the western regions
of Talenta, hut not every tribe was party to those nego
tiations.) Every soldier at Fort Bones Bgures that if
an attack comes, it']l arvive without w;l,]']']ing—zl:r:d the
nearest Karrnathi units arve three days away an the fast-
esl horse. After a few weeks at Fort Bones, new recruits
start reflexively scanning the hovizon for the telltale
dust cloud of cavalry on the mave.

Wall of Bones: Valenar elves razed a previous lort here
during the Battle of the Long Might during the Last War,
When the Captain of Corpses arrived too late from Fort
Lombiewith a relicf column, he vowed chat the enemies
of Karrnath would rebuild what they had destroyed.
After years of reprisal raids into Valenar and Cyre, the

Caprain of Corpses made good on his vow, Hebul]ding

thefart, he incorporated the skeletons of Cyrans and
Valenar elves into the fort’s walls, a grisly reminder of
what happens to those who crass Karrnath,

The walls are 20-foot-high tangles of bone and
stone (hardness 3, 180 hp, Climb DC 10). They exude
a permanent deseerofe effect (as the spell, caster level
Sth) within 10 feet, which aids the Karrnathi skeletons
and zombies that patrol the walls,

Stable: The largest building within the fart's walls,
the stable has dozens oflight and heavy warhorses, plus
more than 50 of the skeletal steeds that the Company
of the Skull favors,

The cavalry at Fort Bones can’t hope to match the
speed of fine Valenar horses, so they compensate with
undead steeds that never tire and thus can travel 24
hours a day, On long journeys, the skeletal steeds are
actually faster than the best horses Valenar (or House
Vadalis for that matter) can provide, simply because they
never stop. Furthermore, their swaying gait is smoather
than that of a living horse. An accomplished rider ona
skeletal steed can sleep normally in the saddle by making
asuccessful 2 15 Ride check: failure meansa night of
fitful sleep that provides only 4 hours of rest.

SKELETAL STEED CR2
LE Larpe undead
Init +6: Senses darkvision 60 ft.; Spot +0, Listen +0

AC 153, touch 11, Hat-Tooted 11

hp 26 (4 HD); DR 5/bludgeoning

Immune undead immunities, eold

Fort +1, Ref +3, Will +4

Speed 50 ft. (10 squares)

Melee hooves +5/545 (1dB+4) and
bite 0 (1d4+2}

Space |0 {t.; Reach 5 [1.

Base Atk +3; Grp +11

Abilities Str 18, Dex 15, Con —, [nt 2, Wis 10, Cha l

Feats Improved Initiative

Infirmary: Sanjaen d’Jorasco (NG female hall-
ling cleric a1 rarcly leaves her statian ameng the sick
beds of the infirmary that takes up the lowest floor of

F—————q

KARRNATHI SPEECH

The following turns of phrase are uniquely Karrnathi,

“You ran break o single arrow, but nof ten in a bunch.” Used
to express how Karrns prefer to work together, find-
ing strength in numbers. It's also a subtle reminder
to conform to the direction the other "arrows” (fellaw
citizens) are taking.

"While the woif drinks, the dog lookson.” A Karrnathi way
of saying "rank has its privileges.”

"Edible bivds don't live long.” A Karrnathi warning not

te make yourselfa tempting target to your rivals; a way
of saying "put your guard up.”

"There's more to good ale than a sifver flagon.” A Kare-
nathi proverh expressing a preference for substance
aver style,

"Blunfed!™ An expression of dismay or failure.

“fhoot! Khoot! Kerrnoth! ™ A battle cheer common among
rank-and-file Karrn troopers. The "oo"” sounds are
often drawn out into a howling wail.

b————-_—d
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1 See Monster Manual ITT,

2 See the Eernroy Campaign Setring.

Fort Bones” central tower, The Karrnathi army pays
House Joraseo well to keep Sanjacn here, sa she'll
freely heal anyone who staggers into her infirmary,
subject to her available healing spells that day.

Encounters
Mest adventures use Fort Bones as a starting paint; the
vast Talenta Plains offer more adventure than the walls
afthe fort. Unless you're planning an adventure where
Fart Bones falls under Valenar attack, send the PCs out
inta the Talenta Plains. where they'll find plenty of
Valenar elves to chase and other monsters to fight.
The accompanying table has random encounters
suitable for riders patralling from Fort Bones. There is

a l0% chance of a random encounter every 30 minutes.

Development

If the PCs accept the offer of a fresh start and join the
Cnm}iﬂﬁ}_«' of the Skall, have the Captain of Bones send
them out an patrols into the Talenta Plains. Once they
distinguish themselves, introduce more capable Valenar
adversarics. And once the PCs become heroes in the

EEP1EL1'IL5 eves, she'll release them from their year's
commitment so théy can adventure elsewhere.

If the PCs don't join the Company of the Skull,
the captain might still hirve them for specific scouting
missions—especially anes that might require some
spelleasting ar time out of the saddle,

Adaptation

In some ways, the Company of the 8kull is a roman-
ticized version of the French Foreign Legion, and
you can certainly develop organizations of your own
that trade a fresh start in life for dangerous military
service. Buch groups naturally attract a colorful cast of
characters, so the POs will fit right in.

PRESTIGE CLASS.
BONE KNIGHT

"We shall emerge driumphant fram ihis dreadfil wor or be reduced to
dust, We defernd Karrnath with our shilled boed, our lost breath, our
very bones.”

— Madox Kaminarr, hone knight of Karrnath

Bone knights are Karrn patriots, hv'mg protectors who
Fahe alongside the undead legions of their land. During
the Last War, they provided tactical expertise and fine
conirol to the legions of undead Kaius raised to defend
hiz people. In postwar Karrnath, they serve as elite
knights who travel abroad to complete missions that
serve the greater glory of their king. They wear suits of
boneeraft armor that they eraft themselves and learn to
harness the power of necromancy, turning hordes of
undead inte disciplined. even cunning, troops.

Becoming a Bone Knight
Mast bane knights begin their service to Karrnath as
elevies or cleric/Aghters. A few ex-paladins also drift
easily into the bone knight class, regaining much of
what they lost for straving from the highest ideals of
the paladin,

Baone knights train in the armies of Karrnath and
must swear oaths to the nation’s king. A handful of

F———-—_———_——_a

KARRNATHI NAMES

Karrns usually have a personal name followed by a
family-based surname.

Male: Adalstan, Alarich, Arend, Berend, Bre
nius, Detlev, Drago, Evetius, Falko, Fraedus, Garrick,
Geroldt, Gertan, Gustavus, Halden, Leonus, Leo-
degar, Maenrad, Rochus, Rolund, Sigor, Theoban,
Vedim, Vorik, Wultram,

Female: Adalgisa, Alinda, Asta, Bauin, Clotrila,
Demuth, Ebha, Ermena, Forsindh, Gisaul, Harika,

Haedrun, Karola. Lorelea, Mauriana. Menelda, Orydelis,
Renilda, Syardis, Svele. Theda, Walpaea, Vaunn.

Surnames: Altaner, Argland, Balich, Bar-
thus, Brand, Cerfas, Denka, Dorn. Evdei, Fschus,
Furnau, Gaebler, Gergus, Grogloth, Hellekanus,
Hintram, Jaranus, Karlach, Kessler, Kraal, Las-
sinus, Losho, Maerer, Ochem, Rangoth, Roerith,
Sattler, Senglin, Taggert. Thul, Trothut, Vanalan,
Yedenin, Zecklin.

M
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others are taught by the Order of the Emerald Claw,
wha first proposed the idea of knights s]}ep]:e:'ding
the undead.

ENTRY REQUIREMENTS

A o S T e e B
Base Attack Bonus: +4,

Skills: Craft {armorsmithing) 6 ranks, Knowledge (religion}
4 ranks, Ride 6 ranks,

Special: Ability to turn or rebuke undead.

Special: Ahility o cast lst-level divine spells.

CLASS FEATURES

The following class features reflect the bone knight's
commanding presence an the battlefield and his mas-
tery of necromancy.

Weapon and Armor Proficiency: Bone knights
are proficient with all simple and martial weapons and
with all armor and shields (including tower shields).

Bonecraft Armor {Ex}: Ay lst level, you learn to
make and wear the distinerive honecrall armor used by
the order of bone knights. You can produce a suit of
bonecraft medium or heavy armaor that would normally
be composed mastly of metal. The bonecralt armor has
the same cost and time to create as normal armor of
that type. It is passible to spend additional time and
money to produce spiked or masterwork bonecraft
armaor (which may then he further enhanced through
magic). Only a character with this ability can effec
Lively wear bonecraft armaor,

The armor grants you a +4 bonus on Intimidate
checks made while you wear it. In addition, the armor
grants you damage reduction |."'i>|u:lge{:|ning il it is
medium armor or damage reduction 2;"1:[;4:[5513,0115111; il
it is ]Ienvy armaor. Bonecraft armaor is not metallic and
nat subject to spells such as chill metal or 1o special attacks
that targel metal. such as a rust monster’s touch,

Paladin Conversion: [f you were a paladin or ex-
|:m|m:|in Lefore Ln:r_'uming a hone knig]u, YOU Can never
again advance levels as a paladin, since vour associa-
tion with the undead forever taints you. However, you
retain (or regain) certain paladin ahilities, including
divine grace, lay on hands, aura of courage, divine
health, and spelleasting, You cannot detect or smite
evil or remove disease, You can use your lay an hands
ahility ta cure living or undead creatures. You lase the
service of your special mount (hut see the summon shelelol
steed mhility, helaw),

Rebuke Undead (Su): At Tst level, you gain the
ability to rebuke undead as a cleric of your bane knight
level. If you already had the ability to turn ar rebuke
undead, you add your previous effective clerie level
to your bone knight level to determine yaur effective
clerie level for rebuking undead now. You can nao
longer turn undead onece you gain this abiliey.

Spelleasting: Heginning at Znd level, you gain
new spells per day and an increase in caster level (and
5'[.11_““5 known, if applicable} as if you had alsa gaingd

a level in a divine spelleasting class to which you
belonged before adding the prestige class level. You
do not, however, gain any other benefit a character
of that class would have gained. If you had more than
one divine spelleasting class before becoming a bone
knight, you must decide to which elass to add each level
for the purpese of determining spells per day, caster
level. and spells known.

If your only divine spelleasting ability priar to
betﬂming a bone knight was as a paladin. you con-
tinue to advanee your paladin spelleasting as normal.
In addition, vou add the fallowing spells to your spell
list, as il they appeared an the paladin's spell list:
| st—bane, deathwoich, doom; Znd—death keell, desecrate, gentle
repose s Srd—bhestow curse.

Bone March (5u): At 2nd level, you gain the abil-
ity o assume contrel of animated undead [Tom a will-
ing easter as a standard action. You must be within 60
feet of both the caster and the undead 1o assume con-
tral, The maximum total Hit Dice vou may command
in this manner is equal to four times your class level.
You may not contraol any individual undead creature
with more [it Dice than vour class level; ih1‘txur|1p|1:.
a 2nd-level bone knight can control up to 8 11it Dice
af undead creatures, cach with 2 Hit Dice or less.

Summaon Skeletal Steed {SP): At Ind level, you gain
the services of a skeletal steed: a heavy warhorse with Lhe
skeletan template applied (or a war pony with the skeleton
1|:mp]ﬂ113 ﬂp]ﬂ'ied {for Small bone knights). You may
call this steed in the same fashion as a paladin whose
level equals your paladin level plus your bone knight
level, and the steed gains the same special abilities asa
paladin's special mount at the same effective level,

A skeleral steed cannot be turned while its hone
knight master rides it

Master of the White Banner {Su): Beginning al
ird level, you grant any undead under your control
turn resistance equal to your Charisma bonus (il any)
as long as they are within 60 feet of you.

Improved Bonecraft Armor (Ex): At 4th, Tih,
and 10th levels, the damage reduction afforded by your
bonecraft armaor increases by 1. Moreover, you gain
additional benefits while elad in your bonecraft armor,
a5 deseribed below:

Ardth level, your boneerall armor grants you immu-
nity to stunning attacks and nonlethal damage.

At 7th level, your bonecralt armor has a 50% chance
of negating any critical hit or sneak attack made against
you. In addition, the bonecraft armor allows you to act
and fight without penalty even while disabled or dying.

At 10th level, your boneeraft armor grants you
immunity to extra damage from critical hits and
sneak attacks.

Fill the Ranks (Sp}: A Sith level, YOUu Can use a
limited form of animate dead once per day. The target
corpse rises as either a Karrnathi skeleton or Karrnathi
zombie (depending on the condition of the corpse and
your preference). Thisundead's Hit Dice count against
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Attack Fort Ref Will

Level Bonus  Save Save Save Special

Spelleasting

#1 level of existing divine spelleasting -::|.:|5:':
+1 level ol existing divine spelleasting class
s level of existing divine spelleasting class
+1 level of existing divine spelicasting class
+1 level of existing divine spelleasting class
+1 level of existing divine spelleasting elass
+1 level of existing divine spelleasting class

+1 level of existing divine spelleasting class

15t +0 2 +0 +0  Bonecraft armor, paladin conversion. —
rebuke undead

Ind +] ] +0 +0  Bone march. summan steletel steed

Ird +2 +3 +1 +1 Master of the white banner

tth ] i 1 +]1 lmproved boneeraft armar

Gth +5 g 1 #1 - Fill the ranks T/day

fth +1 +5 +2 vd  Bonecraft weapon

7th +0 +5 0 +2 . 42  Improved bonecraft armor

th +6 + & 2 +2 Exoskeleton of undeath

Sth i +h +3 +3  Death strike 1/day

[ith 7 W7 +3 +3  Improved boneeraft armaor

1] level of existing divine spelleasting class

Class 3kills (2 + Int medifier per Level}: Craft farmeorsmithing), Craft (weaponsmithing), Handle Animal, lniimidate. Knowl-

edge (nobility and royaley), Knowledge Creligiand, Ride,

the maximum number of undead you can contrel a
ance with your bone march ability,

See the Eaerron Campaipn Setling for Karrnathi skele-
ton and Karrnathi zombie statisties (pages 292-2973),

Bonecraft Weapon (Ex): At Gih level, il you have
at least 6 ranks in Cralt (weaponsmithing), you can
erall weapons with pieces ol bone worked into the
design, The boneeraft weapon has the same costand
lime ta creale as a normal weapon of that type, T is
possible 1o spend additional time and money 1o pro-
duce a masterwork bonecralt weapon (which may then
be further enhaneced through magic).

Inthe hands ol a bone knight of Buh level or higher,
# bonecralt weapon deals +1db poins el damage agains
living creatures. A bonecrall ranged weapan hestaws
thiz benefit an its ammunition.

Exoskeleton of Undeath {Ex}: At 8th level, yaur
bonecraft armeor fuses te your body and cannot be
removed without killing you. However, vou gain immu-
nity to poison, sleep effects, paralysis, disease, death
effects, latigue, exhaustion, ahility damage 10 your
physical ability scores, ahility drain, energy drain, and
death from massive damage.

Death Strike (Su): At 9ch level, ance per day, you
may use a honecralt weapon (see above) 1o strike down
aliving foe. You must decide to use this ability before
the attack vall is made. [f the attack succeeds, the target
must succeed o a Fortitude save (DG 10 + vour bane
knight level + your Cha madifier) or die. This 15 a nec-
romantic death effece.

PLAYING A BONE KNIGHT

You stood shoulder to shoulder with undead soldiers.
dﬂ‘ﬁncling your homeland from the depr‘edatlons af
Thrane knights, Cyran artillery, Brelish cavalry, Talenta
marauders. and other foes. You rode deep into enemy
territory to break his will and burn his erops. Mow the
war has ended. and you do not rise cach day to lead troops
inta battle. Some hone knights miss the call of glory.

Some savor the sweet taste of peace. You at least have
the lreedom 1o choose, unlike the walking dead.

[n times ol peace, your king and country rely on
you to complete important missions abroad. Your
orders might be to hunt down traitors and fugitives
in foreign lands, scour the Mournland for mighty
artifacts, or ensure your nation's fulure prosperity by
destroying those who would threaten the delicate peace.
Mest bone knights are either loyal servants of the crown
or minions of the Emerald Claw., A few have [orsaken
their allegiance lo Karrnach altogether 1o become
masters ol their own destiny,

Combat: Toe to 1oe, you're as sirong a combatant
as any paladin. What you lack in leats compared 1o a
Fighter you make up for with spelleasting ability and
supernatural powers. Your place is in the front of any
battle. riding your undead mount and striking terror
inte the hearts of your enemies,

Yeou can cralt and wear special bonecrall armor

that gives you defensive benelits akin to those of

undead ereatures, and at higher levels you can crafl
and wield weapons that severely punish the living.
By the time you reach the highest bone knight levels,
you should never he without an undead retinue, for
Earrnathi undead make formidable companions and
excellent scauts and bodyguards, being both loyal
and durahle. While some necromancers might derive
perverse satisfaction from sending undead minions
forward to check for traps in a dungeon, you should
show more interest in using your undead servitors in
melee cambat. Even if they pose little threat 1o a foe,
they can aid your attacks or increase your AC,
Advancement: Bone knights ave an elite carps
of soldiers in Karrnath's armies. Many who wish to
join are turned away year after year, but you have
been aceepted. You demanstrated the right mix of
combat prowess, divine dedication, and—perhaps most
impartantly—loyalty to Karrnath, to Kaius, orte Vol,

depending on who recruited you. You've demonstrated
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that you're comlortable arcund undead and have
some ability ta exert your will upon them, making
you well suited as the commander of a Karrnathi
undead company.

Although you are (or were) a member of Karrnath's
army, you have great personal latitude in the aftermach
of the Last War. Many bone knights have been placed on
detached duty (reducing the strain on the treasury}, and
may travel freelyso lang as they are prepared to assemble
as quickly as possible upon the king’s command. In
theary, their aaths to the king ensure that they can be
trusted to act in the nation's best interests. hut Kaius 111
is inding that some knights have a distinetly differen:
vision of Karrnath's best interesiz [rom his own. The
rare bone knights trained by the Order of the Emerald
Claware kept ona much shorter leash, directly serving a
powerful priest funtil such time as they are able to seize
control of their cell themselves),

As you advance as a hone knight, vou'll want to
learn new feats and improve skills that allow you to
take maximum advantage of your new class
features. I you don't alveady have leats in

the Mounted Combat tree, consider taking

them early, and improving your Ride skill, to make
the best use of your skeletal steed. The Extra Turn-
ing feat and the Knowledge frﬁ]igion) skill might net
have been useful to you hefore, but they become more
so now that you have the ability ta rebuke undead.
Finally, you might not have had Intimidate on your
class skill list before—but it's a fine addition to your
reperioire as a bone knight, very in kﬁeping with the
Havar el the class.

Resources: Done knights are granted minor
nohility (il they were not already nobles before taking
up the calling) and can expect haspitality anywhere in
Karrnath. The distinctive bonecraft armor of the class
15 the anly equipment typically associated with hane
knights, and you are expected to eraft that yoursell
soon after joining the order.

BOMNE KNIGHTS IN THE WORILD

T call thewe kwights is an affront to the name. To call them paladin
is Blaspkeny.”

Dania iv'Vean, Paladin of the Silver Flame

The hone knight class has some elements in commen
with the blackguard—it's a new take on the paladin
archetype, but dedicated to a nation (with its peculiar
military tradition of necromancy) rather than to an
alignment, good or evil. As such, it's a fascinating
class to add to a campaign. An evil bone knight can be
achilling villain full of evocative flaver. A neutral or
good bone knight would make a fine player character,
particularly appealing to players who enjoy playing a
hero with a dark side or an antihera.

Organization: Karrnath turned to the power
of necromancy in the Last War in an effort to offse
losses. While the undead provided a eritical hoos
to troop strength, it became clear that the numbers
required to shift the balance were far greater than
could be cantralled by loval cleries. Further, the
hordes were too easily dispersed by rival priests or
outwitted by living caprains, The king's shadowy allies
proposed to ereate a new kind of champion to lead the
growing undead legions, a warrior with Rekkenmark
Academy training who holds power over the undead.

The bone knights farm a loose order consisting
of some hundred or so members. The knight-mar
shal of the order, Frothan ir' Vemel (LN male human
paladin 4/bane knight &Y, iz one of the more power
ful and influencial warlords of Karenath, Unlike his
colleagues Charl ir'Loran and Eenn iv' Tanar, Pro-
than genuinely suppores Kaius in his elTorts toward
peacemaking—the better for Karrnath to raise a truly
gigantic undead horde to conguer their enemies when
war hinally does resume.

When Kaius outlawed the Order of the Emerald
Claw. several bone knights fled Karrnath to maintain
their affiliation with the arder. The headguarters
of this estranged order of bone knights remains
unknown, althouph Karrnathi spies continue to search




for its location and its presumed leader, Dessarin
ir'Savathar (LE female cleric 4 |Blood of Vol /fighter
l{bone knight 8. Itis entirely possible that these bone
knights no longer form a cohesive order at all, bue
have dispersed to pursue their own aims or serve the
Emerald Claw independently of each ather.

NPC Reactions

The bone knights are legendary in their service to
Karrnath, bghting on the fraont lines against all invad-
ers. While terrifyving to their enemies. they are well
laved by those they protect, so most Karrns have an
initial attitude of friendly toward thase wearing the
distincrive bonecraft armaor. Enights of other lands are
often greatly distressed h} the extremes 1o which bone
knights go in carr ving out their orders. and rarely have
ann initial attitude better than hostile. Paladins in par-
tieular have a hard time disguising their hostility toward
bone knights, who are at once so similar o paladins and
so very different. The knights conducted many raids
autside Farrnath during the Last War, and most non-
Farrns fear and respect their reputation but hold no
strong position toward them individually.

BOME KNIGHT LORE

Characters can make Gather Informarion, Knowledge
"nuhilil‘, and rovalty), or bardic knowledge checks to
learn the F':}”I:}WLI"I;E facts about the hone knights,

DC 10: The bone knights are mounted warriors
clad in boneerafl armor who surround themselves with
skeletons and combies,

DO 15: While most hone knights are honorable
chempians of Karrnath, a sinister few use their powers
to serve evil gods or their own dark ambitions.

DC 20: Powerful bone knights can summon skel-
etal mounts and ereate their own undead saldiers.

BOME KHIGHTS 1IN THE GAME

Bone knights are rare and elite enough that their
ahsence from a campaign 1o daie is no reason to
exclude them from future encounters. Although they
exist primarily in Karrnath, they travel across Khor-
vaire and can alse he faund in Emerald Claw enclaves.
[f the PCs have an existing rivalry with the Emerald
Claw, it would be easy to introduce an exiled bone
knight as a new player in that rivaley. [fyour campaign
bl'ingh‘ the POs 1o Karenath, they mighl meet a hone
knight as cither an enemy or ally, and have no cause 1o
wonder why they've never met one of these very unusual
individuals hefare,

A character who adapts the bone knight prestige
tlass prohably wants ta explore a hero with a dark edge,
Eberron features many shades of pray. but if you're not
comfortable referecing a pame where PCs walk that
fineline. it’s prohably best 1o disallow the prestige class
from the outset rather than ignile controversy after the
character has invested a level or more into the class.

It's not fair to the player of a bone knight character to

punish him too much for evil deeds such as animating
the dead or casting death fnell,

Adaptation

The bone knight is set up to be-attractive to paladins
wheo find the stringent alignment requirement of that
class too restrictive. It's .mme[h;in.g of an exit strategy
fram the paladin class, away for a character to become
something else without feeling like his paladin levels
were utterly wasted,

The elves of Aerenal might have a class of knights
who deal with the deathless in a similar way Lo the bone
knight’s relationship with undead. Recasting the class
ahilities ofthe bone knight class to deal with elven death-
less rather than animated undead would be another
way to adapt this class within the world of Eberron.

Encounters

In any encounter with a hone knight, make sure to
highlight the bizarre appearance of the character in
bhonecraft armor astride a skeletal mount, Even mare
important, emphasize the juxtaposition of this undead
motifwith a knight's sense of honor and fair play. The
comhination is jarring, and can leave players off-
balance in the encounter.

EL 10: Although he swears allegiance to the
flag of Karrnath, Madox Kaminarr helieves that his
nation should have pressed the war and finished off
its cnemies. When Kaius sued far peace, Madox lost
respect for his king. although he still helieves Kaius
may be the greatest man alive (h aving no inkling that
Kaius is, in fact, a vampire). Madox counts himself
a student of history and knows the details of many
great battles and commanders. He helieves that the
deseendants of Karrn the Conquerar have an abliga-
tion to unite all of Khorvaire under one banner, but
hissolemn hope of a unified Khorvaive was dashed the
day Foaius signed the Treary of Thronehald.

Madox has no specific orders. He patrols Karr-
nath's borders asiride a skeletal heavy warhorse and
travels with a retinue of dire walf skeletons {(which
he contrels). He occasionally makes forays into the
Mournland., the Mror Holds, and the Talenta Plains.
A few times each year, the hone knight visits fa mily in
Foorth or pays his respects at the tombs of fallen Karr-
nathi knights in Rekkenmark.
Mapox KamMiMarR CR10
Male human paladin 4/bone knight b
LM Medium humanoid
Init —I: Senses Listen <1, Spot +1
Aura courage (10 ft., allies +4 against fear)
Languages Common, empathic link
AC 19, touch 9. flat-footed 19
hp 77 {10 HD), DR 3-'"!}]L;|dgtuning
Immune disease, fear, nonlethal damage, stunning
Fort +14, Ref +5. Will +7

Speed 20 f1_ {4 squares) in +2 bonecraft full plate; base 30 f1.
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Melee +1 bonecrafi greatsword +14/4+9 melee (2d6+5/19-20
plus ldb against living ereatures) or

Ranged mwk bonecralt heavy crosshow +9/+4 ranged
11041920 plus 1d6 against living creatures)

Base Atk +9%; Grp +12

Atk Options Cleave, Mounted Combat, Power Artack,
Ride-By Attack

Spetialﬁcliuns rebuke undead Efday (+3, 2d6+10, Tth)

Combat Gear poton of pratection from arrows 10/magic, potion
af shield of faith +3)

Paladin Spells Prepared (CL 5th):
End—gentle repose

lst—bhane, divine fovor

Ahilities Sie 16, Dex 8, Con 14, [nt 10, Wis 13, Cha 16

SQ}JUI]E march {24 HD 1atal, upto i HD per ereature),
Sillthe ranks 1/day, lay on hands (30 points). master of
the white hanner (=3), share S'FIL‘]L‘i. summon skeletal sheed

Feats Cleave, Mounted Combar, Power Atack, Ride-
By Attack, Weapan Facus [greatsword)

Skills Crafy {m'mm'smi:hing}l +7, Craft ':wc:zlpnn
smithing} b, Intimidate +4, Knnwlrrlgr I:rr:]ig:i:}n}
+41, Ride +6, Sense Motive o4

Possessions +2 honcerafl full plote, +1 bonecrafi greatsword,
masterwark honecrall heavy crosshow with 20 baolts,
gauntlets of ogre power, amulet of health + 2, cloak of Chorismio
+2, pouch containing 48 ap

Bone Mareh (Su) As o standard action, Madox can
assume control of up to 24 Hit Dhce of animated
undead from a willing caster, provided the caster
and the undead are within G0 feer of him. He
cannel control any individual undead creature with
7 or more Hit Dice.

Fill the Ranks (Sp) Onee per day, Madox can cast
a limited form ol wsimole undeed, creating a Eare-
nathi skeleton or Karrnathi zomhbie. This undead
counts toward the maximum number of [Lit Dice of
undead that Madox ean control,

Lay on Hands (Su) Madox's lay on hands ability heals
undead as well as living creatures,

Master of the White Banner {Su}

Undead under Madox's control

Karrnathi

’ bul
m | uleite

and that are within 60 feet of him gain +3 turn
resistance.

Hook "After you die, you're mine!”

MADOX's SKECETAL STEED CR -
Heavy warhorse skeleton

N Large undead

Init +b; Senses darkvision 60 ft.; Listen +0, Spat +0
Langu ages empathic link

AC 19, touch 11, flat-footed 17

hp 52 (8 HD): DR 5/bludgeoning

Immune undead immunities, cold

Resist improved evasion
Fort <10, Ref +5, Will 46
Speed 60 {1, (12 squares)
Melee 2 hooves +8 melee (1d6+5) and
bite +3 melee (ldd42)
Base Atk +4: Grp +13
Abilities S31r 20, Dex 15, Con —, [nt—, Wis 10, Cha 1
S0 +3 turn resistance within 60 {t. of Madox (cannat
be turned while serving as mount}, undead traits
Feats [mproved [nitiative

Dire Wolr SkeikTons (4] CR Y
N Large undead
Init +7; Senses darkvision 60 ft.; Listen +0, Spot +0

AC 14, touch 12, flat-footed 11

hP 39 cach (6 HI}); DR ﬁﬂﬂudguuning

Immune undead immunitics, cold

Fort +2. Ref +4, Will 45

ﬂpeed a0 e, C10 sr.ll.mrts}

Melee bite +9 [1d8+10)

Base Atk +3; Grp +14

Abilities 511 25, Dex 17, Con —, Int —, Wis 10, Cha |

S0 <3 turn resistance within 60 fi. of Madox, wndead
Lraits

Feats [mproved Initiative

KARRNATHI BULETTE
Huge Magical Beast
Hit Dice: 3d10+45 (94 hp)
Initiative: +1
Speed: 35 1. {7 squares), burrow 10 fi,
Armor Class: 21 (-2 size, +1 Dex, +12 natural), touch
9, flat-footed 20
Base Attack/Grapple: +9/+24
Axtack: Bite +14 melee (2d8+7 plus dizease) or bull
rush +15 melee (1d8+7 plus disease)
Full Attack: Bite +14 melee (248+7 plus disease) and
2 claws +9 melee (2d6+4)
Space/Reach: 15 fi./10 fi.
Speciill Attacks: Discase, .-'-]jlkes, superior bull
rush
Special Qualities: Darkvision 60 fi., immunity
to death magic. low-light vision, scent,
tremorsense GO fi.



Saves: Fort +11, Ref +8, Will +6

Abilities: Str 25, Dex 13, Con 20, Int 6, Wis 13, Cha b

Skills: Craft (trapmaking) +8, Jump +10, Listen +9,
Spot +3

Feats: Alertness, Improved Bull Rush, [ron Will, Track

Environment: Caold hills and plains

Organization: Solitary

Challenge Rating: §

Treasure: None

Alignment: Always neutral evil

Advancement: 10-16 HD (Huged, 21-27 HD {Gar-
;’;':II:'I.I:LIH::I)}

Level Adjustment: —

Landsharks are terrifying enough, but this ane looks sickly and almos!
coduverous, Bits of bone and strips of rofting flesh are caught on the
creature’s spiky carapace, a5 if it's been ralling arownd in a graveyard,
lts fanged maw snops at the air somewhof listlessly aud the stink af rar-
i 15 n:lwrlrlhu.fj:-|r'r|§_

The buleties of Karrnath are both slower and wealer
than those found elsewhere, This daes nat make them
any less dangerous. however. They have adapted to
the long years ol the war hy feeding on the altermach
of large battles. They even attack undead regiments,
consuming vast numbers of mindless zambies and even
skeletons in their never-ending search for [ood. As
a result they have become infected with necromantie
BRErgies and are the carriers ol severe disease s cling-
ing bits of meat molder an their spiked hides, They
display a limited but cunning intelligence, and an
unusual hatred for all life,

After generations of living on carrion, most have
developed a taste [or it. They prefer 1o kill their prey
and let it sit for two or three days befare consuming
i, so il is sometimes possible 1o recover a comrade’s
hl::ld}' or find some small amount of treasure lost in
# Karrnathi bulette’s territory that would have been
emten otherwise,

Combat

While possessing the voracious appetites of common
bulettes, Karrnathi bulettes take the 1ime ta riddle their
hunting groundswith pit traps, digging out tunnels just
helow the surface, They are formidable jumpers, but
cannol make the famous leaping attack of their healthier
kin, They use their size, strength, and bull rushing
zhilities to drive '!‘lf'l!?r'l'l.itsin1{:uihr‘seI,|‘i1|-_15_wh|.'::|'f:|:|"|l3'}' can
be crushed and then eaten at the monsters” leisure.

Disease (Ex): Fillh fever—hite, hull rush or
erapple. Fortitude DC 15, incyhation periad 1d3
days, damage 1d3 Dex and 1d3 Con. The save D is
Canstitution-hased.

Immunity to Death Magic (Ex): A Karrnathi
buletie is immune to all death effects,

Spikes: Heavy harbs grow fram the bulerte’s
armored carapace. These deal 1d8 paints of piercing
damage an a successful grapple attack,

Superior Bull Rush (Ex}: When a Karrnathi
bulette makes a successful bull rush against an oppo-
nent, it can choose to deal damage with its spikes,
adding its Strength bonus, against the opponent in
addition to the nermal results of the bull rush,

Skills: A Karrnathi buletre has a +8 racial honus
on Craft {trapmaking) checks for the purpose of build-

ing and concealing pit traps:

MADBORN

Inthe last three years, settlers hoping to open up Kare-
nath’s northern coastline have reported a new menace
along the outskirts of the leewood. What at Rrst appear
to he lone members af the comman races come stum-
bling along out of the woods, or wander-iug along their
perimeter. But as they draw nearer it hecomes apparent
that there is something terribly wrongwith them. The
eyes of these strange apparitions glow with a midnight
blue light, and they endlessly mutter nonsense strings
of words, often from several languages. Onee they
draw close enough, they suddenly attack, unleashing
waves of psionic power or more often |*|_Lsi1jng in to
bite and tear at the setilers, Large groups report the
creature deagred stunned vietims back inte the woods,
never to bhe seen again. How many sm a]lﬁl‘gruupx have
been wiped out entirely remains a mystery. Recently
a group of timber cutters reported seeing a group af
these staggering horrars and fled hefore they were
noticed. Thought to be linked to the fabled Madstone,
they have been dubbed "madborn,” and travelers are
warned to fHee [or their lives il they spot them. Tt is
clear that the attacks by the madborn, whether singly
arin packs, are steadily increasing.

Madborn are the badies of those consumed by
the Madstone, released to do the bidding of the
fractured, composite consciousness that lurks within
that deadly dragonshard. They infest the [cewood in
growing numbers, and are beginning to venture out
of that forest in search of new prey to be sacriliced
te the stone. Mast wander "unattended,” possessing
only a rudimentary intelligence. The Madstone may
manifest itself through the madborn ta a limited
degree, suddenly transforming a mildly dangerous
zombielike servant into a powerhouse of psionic
fury, Releasing madborn from its grip is a new abil-
ity tor the Madstone, one gained only four years ago.
Whether the stone was somehow influenced by the
release of dire energies in Cyre, or if it crossed a
critical threshold in absorbing vietims around that
time, is a mystery,

With new towns being built near the leewond, the
lacal counts are ]'-iringadvcnturers and mereenaries
to guard their supply caravans and map the leewood
in greater detail. The idea of nffering bounties for
slain madborn had 1o be dropped. as once killed they
are difficult to distinguish from ardinary folk. Many
believe that Karrnath may have to turn the full mipght
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of its armics apainst the cursed wood to end the theeat,
while others hopes a small group of champions can
destroy the stone before more lives are lost,

Sample Madborn
This example uses a Srd-level hali-ell’ commaoner as
the base creature,

Madborn Half-EIf, 3rd-level Ranger

Medium Humanoid (E1f)

Hit Dice: 3d8+12 (29 hp)

Inmitiative: =|

Speed: 30 f1. {6 squares)

Armor Class: 12 (+1] Dex, +3 armaor, =2 1':15;'(‘). toerh
5, flar-footed 11

Base Attack/Grapple: 3746

Actack: Longsword +3 melee (Ld8+10/19-20)

Full Awack: Longsword +3 melee (LB [0719- 200

SpaceReach: 5 .70 i,

Special Attacks: Rage, favored enemy undead +2,
]:-sioniq_'.t.

Special Qualities: Tottering hlows, wild empathy
[+2), will ol the Madstone

Baves: Forl +7, Rel 4, Will 14

Abilities: Sie 17, Dex 13, Con I&, Ine 6, Wis 12, Cha §

Skills: Diplomacy 10, Gather Information +0, Handle
Animal 5, Hide +6, Knowledge {nature) +3,
Listen «8, Mave Silently +6, Ride +3, Search ~1,
Spot +5, Survival +7F

Feats: Dodge, Endurance, Mobility, Power Arrack”,
Hapid Shot®, Track®

Environment: Cald farest (Teewaad)

Organization: Solitary, pair, or pack {(5-8)

Challenge Rating: 4

Treasure: Mone

Alignment: Always neutral

Advancement: MNone

Level Adjustment:

The woods are quief, snow banketing the branches and the ground. A
figure fades in out of the soft white distance. At fivst it appears to be
hunter an hard fimes, her clothing tattered, her pait unsteady, half-
dragging a sword behind her in the snow. Fine features and o solid biild
mark her as a half-elf As she totters toward pou, you hear her speaking
quietly, a confusing farrent of words, not quite forming sentences, . .
Her gaze seems to come info focus, ax 1f noticing you for the first time,
You see her eyes are Tit wnth a dark blue rodiance. With a snarl, she

tightens her grip on the blode, and she lunges toward you!

Combat

The sample madborn ranger is using 3 points of
Power Attack (—3 attack. +6 damage using its long-
sword two-handed), 1 does not voluntarily change
thiz behavior,

Rage (Ex}: A madborn is constantly in a state of
rage similar toa barbarian’s rage, In thisstate, the mad-
born gains o +4 bonus to its Strength and Constitution
b\'_'l'_}l'l:h.. a +2 bonus on Will saves, and a =2 penaliy to



Armor Class. All of these adjustments are included in
the statistics above. An effect that counters rage, such as
the calm emations spell, temporarily suppresses this ability
and negates these bonuses and penalties,

Favored Enemy (Ex}: The madborn ranger’s favored
enemy is undead: it gains a +2 bonus on Bluff, Listen.
Sense Motive, 3pot, and Survival checks when using
these skills against undead creatures, Likewise, it gets a
+i bonus on weapon damage rolls against undead.

Psionics (Sp}l: At will—cause fear (DC 10}, dose monster
{DC 11D, expeditious refreat, fesser confuson (DO 100 CL 3rd,

Tottering Blows: Madhorn have poor mator coor-
dination and strike with a {1 ry beyond their ability to
control. Anytime a madborn misses with an attack roll,
it becomes flat-footed.,

Wild Empathy (Ex): The madborn ranger can
alter the attitude of an animal by makingacheck (1420
12} as if making a Diplemacy check to influence the
attilude of 2 humanaid.

Will of the Madstone (5u): The madborn ranger
5 in constant lelepathic communication with the
consciousness ol the Madstone, Tt shares knowledge
with the Madsione and all other madbarn, so that
every madborn is aware of !-:unw]-eclgr: that any one
possesses, such as the presence of intruders inte the
farest, If encountered as part of a group of madborn,
the madborn ranger is not {lat-footed as long as any
other madharn in the same group is not, and is not
considered flanked unless every other madhorn in
the spme grovp is alse flanked,

Creating a Madborn
"Madborn” is an acquired template that can be added
ia RILY g‘[anr. Em rTLanm'r], OF MOnNSiraus ]'Lum'l.nuid
therealter referred to as the base creaturel, as the
creature is overwhelmed by the collective mind af the
Madstone in novthern Karrnath,

A muadborn uses all of the base crealure’s statisiics
and ahilities except as nored here.

Armor Class: The madborn's state of rage gives it
a=2 penalty to AC, Most madborn disdain the use of
shields, preferring 1o swing their weapons two-handed,

Attack and Full Attack: A madharn Ly pically uses
the maximum allowed Power Attack and swingsaone-
handed ar two-handed weapoen with bath hands.

Special Attacks: A madhorn retains all the special
attacks ol the hase creature and also gains the following
special attacks.

J?fig-f (Eek: A madhorn is -.-v::.nsl-.uul}r in a state of rage
similav 1o 2 barharian's rage, In this state, the mad-
born gains a =4 honus Lo it ﬂ:reng{h and Clonstitution
scares, a +% bonus on Will saves, and a =7 penaliy (o
Armaor Class, An elTect that counters rage. such as the
almemations spell, temporarily suppresses this ability s
negates these bonuses and penalties,

Fraanies (Sp): Av will—cause fear, daze monster, expeditions
relret. lesser confuston. Save DCs ave Charisma-hased.
Caster level equals the madbarn’s Hit DHee,

Special Qualities: A madbarn retains all the
special qualities of the base ereature and alsa gains
the fn]]nwing.

Tattering Blows: Madborn have poor motor coordi-
nation and strike with a [ury bevond their ability ta
control. Anylime a madborn misseswithan attack roll,
it becomes flal-foated.

Will af the Madstone (51): A madborn is in constant
telepathic communication with the consciousness of the
Madstane, It shares knowledge with the Madstone and
all other madborn, so tha: cvery madbarn is aware ol
knowledge that any one possesses, such as the prosence
of intruders into the forest. [f encountered as part of a
group of madborn, a madbarn is not flat-foated as long
as any other madborn in the same group is not, and is
not considered flanked unless every other madborn in
the same group is also flanked.

Saves: A madhorn's state nrmg: givesita +2 bonus
on Will saves,

Abilities: Adjust from the base creature as fal-
lomws: Sero+4 (far raging?, Dex =2 {minimum 1), Con
+4 (for ragingl, Int —4 (minimuam 1).

Skills: Do naot recaleulate skill points for the
madborn's reduced Intelligence,

Feats: A madharn gains Power Attack as a bonus
feat,

Environment: Caold forest (leewand).

Organization: Solitary, pair, or pack (3-8},

Alignment: Always neutral,

Challenge Rating: As hase creature + |,

Madborn




he pursuit would end

here, on the streets

of Flamel{eep,just as
the Keeper had foreseen.
Finally, Taran had Cardinal
Shule’s assassin in sight.

e offered the assassin one

chance. "In the name of

the Knights of Thrane, I
order you to surrender!”

he assassin’s hand slid toward
his blade, and Taran knew
there would be no arrest. . .

i
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CHAPTER FIVE

THRANE

Silver Flame, light the way
Through war and darkness and despai;
CF Siloer Flame, we shall not stray!
Spirit of Theane, hear our prayer,
No faw can dim pour aegen! glow
Nochild can five bepond pour lght
With swords in hand,
Four soldiers sland,
0 Silver Flame, burn ever bright!
—"Light the Way,” Thrane's national anthem

One night in Olarune of 299 YK, the settlers and
farmers of Thrane saw dark clouds gathering aver the
Tamor Hills, A ruddy glow rose fram a fssure in the
hills. Those who explored the chasm did not return. As
months passed, Fends and bloodthivsty beasts erawled
aul of the fissure and threatened the land. The Year
af Blood and Fire wasatime Dl‘_g]'(‘.‘ll terror, bt it was
alsoatime olinspiration. The haly warrior Tiva Miron
gathered priests and soldievs ta fight against the dark
ness. Armed with a singular vision, she ultimately con
fronted the evil forces within the Tamor Gap, binding
their fiendish lord and transforming its dark flame 1o a
font of silver light. Through her sacrifice. she becamea
spiritual vessel for the Silver Flame, a conduit through
which it could touch the souls of athers.

Many in Thrane sce the Year of Blood and Fire
as & turning point. Inspired by Tira's sacribfice and
gutded by her spirit. Thranes destroyed or drove off
the remaining fiends. The common folk turned to the
new church in droves. and the citadel of Flamekeep
was soon estahlished. The Church of the Silver Flame
spread across Khovrvaire, but Thrane remained its
heart. The good people of Thrane had seen the horror
of unrestrained evil, and they were determined 1o
stand against that darkness. At times, this missionary
zeal spun out of contrel. Queen Joliana's fervor for
the Flame nearly shattered the kingdom of Galifar
centurics before the death of Jarot, However, most of
the followers of the Flame have shown tolerance toward
those who pursue other faiths, saving theirstrengih o
battle inhuman and supernataral evil,

If the Year of Blood and Fire was Lhe first major
turning point in the history ol Thrane, the second

was surely the death of King Thalin. The Counecil
of Cardinals had grown in power and influence, and
Thalin's heir, Prince Daslin, was seen as weak. Ahove
all, the nation was at war. [t took little effort on the
part of the cardinals to convinee the people to raise
the church above the throne, and Daslin himself
aceeded to the demand without a struggle, In 914 YK
Thrane afficially embraced the Church of the Silver
Flame as its ruling hody, becoming the first true
theacracy in Khorvaire.

While a few archbishops and cavdinals erave per
sanal power, most helieve that the rule of the Flame
i5s hest for Thrane and for Khorvaire. This uncom-
promising zeal made it difficult for Thrane to form
lasting alliances during the Last War, but the resolve
of its clerics and paladins allowed the nation to hold its
own even when besct from all sides. The new Kecper
of the Flame, Jacla Daran, does not helieve that war
within Khorvaire serves the goals of the Church.
However, many knights and cardinals still yearn to see
anew Galifar united under the Silver Flame, And in
the shadows of the court, the symbolic queen, Diani
ir'Wynarn, looks back on the history ol her family and

dreams of returning her line to the throne,

ROYALS OF THRANE

For the better part of a thousand years, the scions
of King Galilar I—all members of the royal Wynarn
bloodline—ruled Thrane, The children of Galifar's
ruling sovereign were always firstin line to govern the
Five Nations, Oceasionally, as happens when there are
fewer suitable heirs, governorship ol Thrane [ell 1o
trusted regents drawn Irom other parts of the family,

Aswilh the other Five Nations, Thrane was adminis-
tered by the povernor-princes as part of the Kingdom of
Galilar from the founding of the kingdom until 854 Y K.
[n that year, as the struggle for the erown that caused the
Last War escalated, Thrane broke from the kingdom and
declared itself an independent monarchy under the rule
ol King Thalin, Thalin, like many of the Thrane-hased
ir'Wynarns, was a devated follower of the Silver Flame.
He broke with tradition in order to exercise what he saw as
his divine right to the Galifar crown, With the kingdam
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under hisconiral, he could elevate the Silver Flame to its
proper position as the one true religion of the land and
the people. In many ways, it was Thalin's zealous faich char
led to the next stage in Thrane's history,

Thrane remained a monarchy until 914 YK, when
it became a theocraey governed by the Church of the
Silver Flame. At that time, temporal and !i]']:i]'i.['llﬂ]
power fell to the Couneil of Cardinals and the Keeper
of the Flame. Althaugh the Wynarn line in Thrane
continucs to appoint bload regents (eldest scions of
the royal famil:_.'}. these seions are merely higurcheads
without any tempaoral pawer.

The rulers of Thrane are outlined on the tahle
below. This information can be gleaned with a DC 10
Cather Information ar K:mw]eclge |:histur1l;:| check. The
monarchy doesn't last lang, as the theocracy of the Silver

Flame takes over the cauntry alter Thalin's death.

Dhate Monarch/Blaod 'R'.cgl:nl:
BES=914 Y I Thalin (declared 'ki.ng of Thrane in

594 YK}

TE-TES Y K Daslin [blacod repent, Silver Flame
displaces rayal family]
TE-TEE YR Erivan [bload :rcg'l_-ntj

TEAY R Present

KEEPERS OF THE FLAME

[n 299 % K, the Silver Flame was horn. (ne vear later,

Dricanni | hilersed :'r_|_:v11|:|

the newly christened Chureh of the Silver Flame
appoinied its first Keeper of the Flame—a spiritual
leader of the nation who could commune directly with
the Flame and pass its will onta the people,

In 9314 YK, amid the turmaoil of 1the Last War,
the people of Thrane abandoned the monarchy and
invested the Keeper of the Flame with temporal as
well as spiritual governorship of the nation, Thrane

became the first theocracy of Kharvaire.

The following dates and names show the Keepers
through the years and can be gleaned with a DC 10
Gather Information or Know]edge l:]-uismr}-} check.

Date Keeper of the Flame
300320 YK Maliah Sharavaci
KYIECHT I Traelyn Ghelios
3E0-46] YK Darmin Avaroth
01 -5324 YK K:{I'jl Danth
574-525 YK Bec Avaroth
A15-578YK Valiron Silverthorn
ATE—6ID Y K Toarah Ariadu
BI0-R9E YK Saren Rellek
GBIE—TEE Y Jareen Tmistil
ELT R VAT ."-.l:'l}'|:1r|.:||'|. Valystar
A25-RA0 YK Jolan 8ol

BED-BRE3 YK
BO3-003 YK
SOE-0%0 YK
937993 Y K
993 Y K—Present

Teandra Carus
Jovor Daran
Faith Serrain
Lavira T;.!Hvur

Jaela Daurarn

A DAY IN THE LIFE

Chaltstood inthe corridor outside the roval bedeham-
ber for hours, Soon the sun began to shine through
a narrow window across the hall, A few hours later, i
maved on, leaving Ghalt alone in the dim hallway.

The castle of Thalingard was so quiet Ghalt
could hear his adamantine joints grinding soflly
whenever he shilted his weight. The warforged sen-
tinel didn™t move around much these days, What was
the point? The queen was off at her summer retreat,
and no guests were expected to grace the halls of
Thalingard in her absence. Ghalt stared across the
hall and cut the window for hours, his bady idle but
his mind racing.

F——————q

Roval Succession

King Galifar | established a method of government
and succession that lasted for almost a thousand
vears. It was a process with a specific structure that,
in practice, rarely worked as presented in the royal
decree. By decree, when the current monarch abdi-
cated the throne thsun]ly te retire) or died, his or her
oldest living scion became king or queen. As the new
monarch accepted the crown and took charge of the
kingdom from the seat of power in Thronehold, his
or her five oldest sons and daughters ascended to the
governorships of each of the Five Nations.

Owver the centuries, the reality did not always
match the decree. Not every monarch had a scion
al ruling age when he or she died, for example, and
many did not have five children of their own to pass

the administration of the Five Nations to. (The pre-
ferred age to take the crown was nineteen, though
some were allowed to be erowned as young as sixteen,
some were denied until they were twenty-one, and
many were not afforded the option until they were
much older, depending on how long their parent
staved on the throne.)

In general, the practice developed such thae the
erown heir’s children were sent to study at the feet
af the current governor-princes, learning about the
portion of the kingdom that he or she would one day
administer. If a new monarch ascended the throne but
wis loo young to govern, the prior gFovernor-prinees
remained in place or regents were appointed until
the scion could take aver the role,
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Agulllanded on the windowsill, fidgeted nervously,
and paid Ghalt no heed. The warforged unhinged his
mouth and said, "Hey, bird.” at which point the gull,
startled, flew away,

Ghalt sighed,

It was very lonely on the ninth floor of the west rower.
He could hear the distant shrieking of gulls, the faint
sounds of the busy harbor, Ghaltstoad in the corridor for
several more hours, The hall darkened, and the wooden
floor creaked. He looked at the floor. He starved at the
ceiling, He looked at the window. He looked at an empty
suit of armor standing in one corner of the hall,

"That's me in another five years,” the warforged
lamentec.

Ghalt sighed.,

"Whatam [ doing here?"” he asked out loud. " was
built to fight armies! T was built 1o defend Thrane!
Nice ol ' m'lady 1o leave me standing here like a coat rack
for a month while she sips Brelish hrandy and catches
up on her reading.”

Silence gripped the hall for another hour or so,

Clump, clump, clump, clump. Ghalt stepped over to the
windaw, his footfalls echoing loudly. He peered down at
the twilit harbor hundreds of feet below. Vertigo made
his head swim, but he could not pull away. An anchored
ship with bundled sails lingered in the bay. e won-
dered what it might be like to stand on its deck, to feel
the planks heaving gently beneath him. He wondered
where the ship had been, what perils its crew had laced,
and what great adventures awaited them,

"Crooked!” the warforged exclaimed, shaking his
head a5 he returned to his post. "What am 1 doing? |
amaservant aof Thalingard. notan adventurer. [ guard
stuff. That's what [ do.”

Might fell. Hours passed. The last shred of evening
light fled the hall. From out of the darkness came the
soft sound of adamantine ereaking against wood,

"I guard stuff.,” whispered the warforged. "Yep,
that's what [ do.”

The tower fell silent.

Six hours later, the [irst rays of morning struck
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Founder: Thalin, second scion of King Jarot
MNational Motto: "Glory to the Silver Flame.”

the tower near the familiar ninth floor window. Light
crept into the hall. Ghalt was nowhere to be seen.

Outside, far below, a low fog had settled over Flame-
keep's harbor. Esallin emerged from his cabin with red-
bone cup in hand, ready for his morning tea, He spotted
a warforged standing on the deck. a preatsword slung
over its back and saltwater pooling at its feet.

"Now thar’s something ye don't see every day,” he
said. Esallin stroked his beard. thought fora moment,
then snapped his Angers. "Crawled up the anchor line,
did ye?”

"Hope that's okay,” Ghalt replied.

"Well now, that's somethin® ye'll need 1o take up
with the cap'n. I'm just the bosun on this here hoat,”

The warforged and the bosun studied each other
for a moment. Ghalt turned his gare up to the crow'’s
nest. Esallin sipped his tea, "You drink?”

Ghalt hixed his gaze upon the man once mare. "1
don’t think so0,” he replied,

“I reckon you dan't.”

CGhalt lelt a moment of awkward silence.

“I'm alraid I'm not quite sure where to go from
here.”

"The world iz a big place,” mused Esallin. "Ifall
else [ails. pick a star and lallow it, or just go wherever
the wind Lakes ye, That's freedom, my adamantine
friend, granted 1o ye by the Treaty of Thronchold.
Embrace it while you can.”

Ghalt nadded. thinking that the treaty didn't seem
to apply in Thrane, "1s this boat going away?" he asked.

The besun sipped his tea. "Aye, away from
Thrane,” he replied evenly, catching the warforged’s
true question,

“Then I would like to go with it,” Ghalt said.
The warfarged set his jaw, closed his eyes, and felt the
gentle waves carry him away.

PoOSTWAR THRANE

Imagine being surrounded on all sides by angry, resent-

ful neighbors, and you can hegin to understand how




the common Thrane feels, Thrane shares barders with
1ll four of its longtime enemies, and Thrane alore
thandoned the royal bloodline of Galifar in favor of
s theaeracy, Moreover, Thrane seized parcels of land
‘rom Aundair and Breland—territory that Queen
Vurala and King Boranel would like returned. Thrane
125 alsa heen duly chastised for its eruelty. Tt demaon-
trated a startling lack of compassion when it denied
Jyran refugees a new home after the destruction of
heir hameland, and vengeful Karens resent Thrane
or the ruthless bambardment of their capital—an
udacious attack that left the imperious Karrnathi
itizens feeling vulnerable and defenseless. Sur.

ounded by such resentment, Thranes can ill afford
o lead carelres lives, However, theytake great comfor
nthe Silver Flame, {or it has never broken their Lruse
0 led them astray.

'HE PEOPLE

“he uw:rw]telming majority of Thranes are honest,
roud, and passionate people who belicve in the Chureh
fihe Silver Flame. F(luil”‘lf' devetled to ani]:,- and work,
hranes do nothing halfway. Il a citizen of Thrane
ndertakes a lask aragrees to serve a cause, he gives il his
Il. That said, few Thranes are mindless zealots. Maost
llowers of the Flame tolerate other heliel systems,
frerall. Tira Miron heprself began as a paladin of Dol
arah. The Silver Flame demands only that its followers
ght evil, whether it's evil incarnate fends, undead,
nil other abominations—or the evil that plagues the
uman soul. [ a paladin of the Silver Flame senses evil
1an innkeeper, he should try to find a way to bring that
ul hack to the light, not strike down the innkeeper
r rle.*,h-u:,' his business. Flowever, this is a hard road
follow, and try as they might, many Thranes do nat
easure up to these high ideals,

Ingeneral, Thranes lead ascetic lives. Gambling,
rousing, and similar activities are frowned uponin
e land of the Silver Flame. Reljgiuus ohservances
every important. However, not all Thranes see eye
ceye. Many are divided on the importance of the
onarchy, for example. Most citizens pledge their
catest lovalty to the Churel, but a small faction holds

to Queen Diani ir'Wynarn and the line of Galifar.
Some of these loyalists reject the power of the Church
entirely. while others (such as Captain Otherra of the
Enights of Thrane) believe that hoth have their place
inthe kingdom, and that it was a mistake 1o upset the
balance hetween the two.

SOCIETY TODAY

Thrane s still rebuilding as a result of the Last War, [t
has few coins left in its treasury, it owes money to various
dragonmarked houses (House Kundarakin particular),
its citizens are overtaxed, and its cities still show signsaf
the carnage and destruction wrought by Aundairian,
Brelish, Cyran, Karrnathi, and Uarguun invaders,
The dragonmarked houses have trouble acting within
the tight strictures of the Church of the Silver Flame,
and they must trod carefully around prickly, overbear-
ingcardinals,

The Last War brought pain and lass 1o every family
in Thrane. Dead hrothers, sisters, somns, and daugh-
ters are remembered in daily prayer. Cardinal Yisck,
who spoke out against the war. proclaimed that "the
Last War was abaut who gets to sit on that ald chair
in Thronehold.” The sad irony is that after Thalin's
death, Thrane forsook the royal bloodline altogether.
When the nation transformed inio a l]h’_‘ﬁrrac‘l.-'.
Thranes stopped ﬁghling for their king and instead
hegan fighting for land and for the greater glory ol the
Silver Flame. [t's no wonder {hat many Thranes today
feel detached from the rest of the Five MNations,

Although Thranes hear news of FAmpant corrup-
tion in the cities of Aundair, Breland. and Karrnath,
they are hlind to the corruption within their own
borders. Tao many officials who learned to abhandon
their morals and ethics during the Last War remain
in power, wearing their faith like a mask and clm-::r]:.r
hiding their personal agendas and thirst for power.
Whether the theocracy can survive the machinations
of these tainted fow remains to be sCEn,

THE ROLE OF MAGIC

Thranes have never shied away {rom arcane seience.
While arcane magic has its place in postwar Thrane,

._“q

Five Epicts oF THE CHuURcH

1. Trust in the Silver Flame. The Voice of the
lver Flame never lies. It will light your way to glary
d salvation.

2. Heed the words of the Keeper. The K-E'E]’_‘utr of
e Flame is your emissary, Through the Keeper, the
lver Flame .'ip-::aks.

3. Fight evil in all its forms. Nat EVEryOne can
ve the strength or conviction of a paladin, but there
: many ways to fight evil that don't require ane to

draw a sword. We must alse remain vigilant, for the
one t]ling evil does well is hide in plain sight.

4. Lead a noble life, and encourage others to do
the same. Temptations abound, but the wisest of us can
recognize and avoid them, If you die with a pure spirit,
you will be forever bound with the Silver Flame.

5. Share the faith. The Silver Flame can purify
the darkest spirit, Share the power of the Flame with
those who have not yet embraced i,
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citizens these days concentrate their £nergy on spiri-
tual devotion. Thrane's lack of arcane sophistication
is countered by the widespread use of divine mapgic,
While arcane magic is not seen as evil, most Thranes
regard excessive devolion to arcane studies as a dis-
traction from the light of the Silver Flame. Likewise,
maost followers of the Flame are tolerant of thase who
warship the Sd_‘wer:ign Host, but they judge ather
religions more harshly. The Blood of Vol is seen as an
abomination, and the Thranes have never forgiven
Earrnath for embracing this darkness.

ROLEPLAYING A THRANE

Thrane culture demands restraint and contral, but
when a Thrane shows emotion, everyone knows it,
Offended ar upsel, a Thrane may very well 1‘n5]jon:l
like a focused blast of [ire, either incinerating what
invokes his displeasure or smoldering for a long, lang
time. It is considered rude 1o shout or rant, so Thranes
show their appasition in very briel and very precise
displays. Thrane citizens grow up learning exactly
where the houndaries of propriety and modesty lic,
but the wise ones learn how Lo dely such rules without
explicitly breaking them. When rules are circum-
vented, suceess can justify forgiveness,

Some forcigners see this as a double standard, but
natives consider such behavior a very precise code of
conlermity. When dealing with elders or authority,
young Thranes are reverent, abedient, and proper,
but when left to their own devices—as is olten the case
among Thrane adventurers—they burn with passion
and intensity, cither resolving problems with the
swillness ol an inferno ar searing all opposition until
it melts away.

Thranes do not typically see themselves as weal-
ous, lanatical. or hypoeritical. While these extremes
do exist in Thrane society, sueh attitudes are more
villainous than heroie. Thranes are certainly very pas-
sionate, and that passion applies to all aspects of life,
not just religion. Many learn shout heroism [rom an
early age, including a few notable stories of spectacular
failures that are now seen as heroic. Boys and girls play
at being paladins, and in recen: YEATS, MAany young
women go through a "Jaela Daran” phase.

The nation™s heroes are not reckless or stubborn
in battle—those who are don’t survive for very leng,
However, the average Thrane has an instinetive sense
of right or wrong, just as a paladin has a supernatu-
rally strong sense for what is good and evil. Many are
dedicated to preserving what they know is right, and
maore important, supperting those who are willing 1o
make that same sacrilice.

THRANE STYLE

While Thrane continues to show the cultural influence
of its Galifaran roots, the attitudes and influences of

the Church of the Silver Flame have overlaid the ald
with the new. giving much of the country a decidedly
different feel from its neighhm‘s.

ART

The people of Thrane embrace Lhe tenets of the Silver
Flame in all of their forms of expression. From fine an
to sculpture, the most popular artistic style remains
Kree-Flamie, a stylized form of rendering that uses
cubes and triangles to create all shapes and images.
Jesp Kree pioncered the style; he served as the Church
Art Master for Keeper Traelyn Ghelios and helped
eslablish the principles of the Flamic style. From
stained glass in the great cathedrals that present styl-
ired images of great moments in the laith's history to
the three-sided, steined-glass flame boxes found in the
homes of many followers of the Silver Flame, almost
all Flamic-sivle art pays hamage to the Church and its
significant Agures,

OF course, not everyone in the country acdheres
ta the tenets of the Silver Flame. A small but grow-
ing artistic counterculture has taken rool in Thrane.
Called Pre-Kingdom style by evitics and practitioners
alike, the form harkens back to the art created before
the coming of Galifar and the united kingdom. It is
a raw, humanistic form that draws on strong emo-
tions, primal urges, and topies more grounded than
the religious ideals depicted in Flamic art. Although
it is not outlawed. some Church leaders and the most
conservalive ol the faithful dismiss Pre-Kingdom art
as frivolous, distracting, and in some extreme cases
cven Pﬁ"l"\rerﬁ-f-

ARCHITECTURE

Thrane avchitecture leatures Galifar-style towers
and keeps, deep-wood long homes, and Flamic-style
cathedrals and public buildings. In some places, the
older-style construction has been modified to incor-
porate Flamic elements, while newer buildings fully
emhbrace the Flamie siyle from the ground up.

Flamic architecture leatures tall windows and
open arches to let in Hg‘]\[. ancl incorporates an open,
soaring use of space to revere the power of the Silver
Flame. From urhan centers 1o Lhe larger villages in
the countryside. Thrane surrounds itself with reli-
gious symbaols, edifices, and art that makes the entire
country feel like an extended church.

The Last War caused much damage to the infra-
structure of the country, and today the Keeper of
the Flame and other Church officials have begun ta
pul programs in place to repair what has been dam-
aged and replace what has bheen destroyed. The newly
appointed Art Master, Kenra Deel, has been charged
with updating the Flamic style for the new generation,
Her first project, the impressive Tower of Cardinals,
now under construction in Thaliost (much to the
dismay ol Aundair), shows signs of taking the Flamic
style in new but wholly appropriate directions.
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draft newlaws when needed. Thirteen High Cardinals
oversee these various couneils, gathering in Flamekeep
toheed the words and wisdom of their spiritual leader,
Jaela Daran. The High Cardinals accept visitors from
various noble houses and organizations and determine
what is best for the theocracy and its constituents. Nat
every priest and cleric in the Church of the Silver
Flame is a "theocrat.” Only those chosen by the High
Cardinals are invested with the power to enforee (or
make) law.

Theacratic laws and doctrine are not universally
applied to the nation. Instead, a bishop or archhishop
has the authority to determine what he thinks is best
for the citizens in his domain. One would hope this
authority is tempered by faith and respect for the
Church's teachings, but it is entirely possible that a
hishop may act out of personal interest when he decides
what it is right and wrong. In theory. cardinals watch
over bishops and archbishops for signs of corruption,
but Khorvaire's marvelous means of transportation
don't extend everywhere. It is possible that a corrupt
priest or bishop in asmall village or town might escape
notice for a time.

Travel 1o any city in Thrane, and you'll soon learn
the name of the local theocrat, his immediate superi
ors, and high-ranking potentates who watch over the
land [or miles around, Thrane’s government isn't an
abstraction, alter all—in any place smaller than Flame-
keep or Thaliost, the Church's authority is represented
by a single individual or small cabal whose word is Law.
Most theocrats arve lawful good, but even they can make
life difficult for adventurers despite the best intentions.
Lawlul theocrats put the needs of entire cities or regions
[vrst, while chaotic ones may act oul of simple arrogance
or ambition, Evil theocrats exist, but they must take
special measures to coneeal theiralignment and apenda
Irom Thrane’s crusaders and investigators,

Getting PCs Involved: Priests, bishops, and
archbishops ollen use noble adventurers to comba
evils threatening their villages, towns, and distriets,
They are. after all, respansible to ensuring the safery
af their fellow citizens. Heroes whao prove their warth
might become embroiled in Church polities as their
deeds hecome known and other Silver Flame temples
call upon them for aid. In time, they are bound 1o
inadvertently offend one bishop by serving anather,
and managing these reiationships will require some
delicacy an their part.

Characters who aid the Church might also be
called upon to root our evil cultists lurking in Flame-
keep, slay evil monsters haunting an ancient Dhakaansi
ruin, rescue an abducted archbishop, investigate a
foreign diplomat suspected of plotting against the
Church, lacare some missing missionaries in the
Eldeen Reaches, recover Silver Flame relics from a
ruined temple in the Mournlend, or catch thieves wha
have stolen something precious from the tomb of one
of Thrane's great leaders.

THE SILVER TORCH

As one of the most fervent religpious and political
sects in the nation, the Silver Torch represents the
very beliefs many outsiders fear when they think of
Thrane. Born as a seeret society at the start ol the
Last War, the Silver Torch presently includes several
outspoken individuals who proudly claim member-
ship. Only its "inner cirele” of leaders maintains
absolute secrecy.

The Silver Tarch helieves in the Silver Flame and
seeks to turn, punish, or eliminate unbelievers. Its
members {called Tarchhearers) have no faith in the
modern government, which they helieve has strayed
from the path of idealogical purity by compromising
with other nations and arganizations that have little
or na faith in the Silver Flame. Sect fanaties astracize
anyone who is not human. The state does not exile a
citizen for voicing such opinions, but those who openly
profess loyalty to the scce are watched closely in case
they should choose to act on their bigoted or danger
ous beliefs,

When the Silver Torch is outraged. one can
expect a mob armed with torches and pitchforks in
the streets shortly thereafier. On several oceasions, the
theocracy’s defenders have raided Toreh mectings, but
eliminating this one sect would call into question the
very existence of many others. The theocrats routinely
disavow any connection to the Silver Torch. even as
they accept its existence,

Torchbearers use propaganda to gather new mem
bers. They prey on Thranes who have suffered unduly
during the war as well as disenfranchised youth look
ing {or trouble in all the wrong places. They claim
that the Treaty of Thronehold should not apply to
Thrane. since it does not swear fealty to the Galifar
line, Others maintain even more ridiculous beliefs,
such as the notion that the faithful should retake and
purify the Mournland.

Moderate Thranes have little patience for the Silver
Toerch but held them up as an example of the perils of
realotry and prool that the nation’s theoeracy is not as
rabid or hostile as its enemies would make it seem.

Getting PCs Invelved: Thrane’s government
abides by the Treaty of Thronehold for the most part,
but old hatreds still smaolder, Wise heroes can play a
role in preserving peace by stopping the Silver Torch
and similar sects that endeavor 1o fan the flames,

I'he Torchbearers intolerance and use of propa-
ganda, coupled with their rights as protected citizens
of Thrane, make them difficult for adventurers to
deal with. Tarchbearers use the law as a shield and are
mare likely to attack hevoes with words than swords,
Adventuring parties that include nonhuman members
might run afoul of the Silver Tarch through no fault af
their own. The sect might send spies to wateh them and
report on their activities. If the adventurers appear
to act against the will of the Silver Flame, the Silver
Torch mighe alert the local theocrat or distribute




literature professing the dangers of allowing "swaord-
wiel.djng infidels who call themselves adventurers”
such free rein within Thrane's borders.

THE CHALICE OF BLOOD

Seventy percent of Thrane society is human. and
humans hold most positiens of autherity in Thrane.
Despite the presence of a handful of dwarf, elf, half-elf,
gnome, and hallling bishops and priests. the theocracy
seems to Favor the human race over all others, and all
members of the Council of Cardinals are human, Non-
human citizens cannot help but feel underrepresented
and disadvantaged. Throughout the nation, cabals

of nonhuman conspiratars have various methods of

retaliating against what they view as a corrupt govern-
ment, Some advance specific political rivals. Others use
their mistrust as an excuse far rebellion, The Chalice
of Bload lies hetween these two exiremes,

Agents of the Chalice of Blood guietly support
nonhuman eandidates who show paolitical promise
within the theocracy. Legal tacties may include
preaching sbout human elerics and cardinals with
sympathetie views, anonymously making donations in
suppart of a local theocrat or his causes, and speaking
in public about the goad works s nonhuman clerie has
performed. Extremists within the group are willing
to enact more drastic measures, such as sahotaging
the efforts of human religious leaders or even assas-
sinating them outrighe.

This is nat ta say that the Chalice is strictly anti-
human. When the first cabals of the order met, they
spoke of an cpalitarian society in which all were equal.
Unfortunately. arguments ensued over what canstituted
“racial progress.” leading to various splinter groups
that prefer action to words. As long as the vast majority
of Thranes are human, the Chalice will have & cause to
champion. Coexistence 15 no longer the watchword it
once was within the society. Whenever nonhumans must
surrender their agenda to humans in Thrane, zealots
within the society speak of spilling bload instead.

Getting PCs Involved: Members of the Chalice
keep a walchlul eye out for exceptional nonhumans to
represent them, Good-aligned adventurers make likely
candidates because of their power and prestige. Non-
human clerics and paladins of the Silver Flame are cven
mare desirable, Characters might be approached to help
a nonhuman village priest who's being twerrorized by
members ol Lhe Silver Torch or to prove the innocence

of & nonhuman lramed lor theft or murder.

HOST OF THE FAITHFUL

Houghly three percent of Thrane’s citizens worship the
Sovereipn Host instead of the Silver Flame. Modest
shrines to the Sovereign Host can be found in most
of the nation's major settlements, although they pale
next to the Silver Flame's magnilicent and ostenta-
tious cathedrals, Groups who worship the deities of
the Severeign Hest are collectively called the Host of

the Faithful, They can trace theirlineage back through
centuries of Thrane's history, and they are as much
citizens of the nation as those who hold the Silver
Flame as infallible. By ignoring them, the theocracy
relegates the Hostaf the Faithful to second-class citi-
zens. Inan incendiary postwar culture, worshipersof
the Sovereign Host must remain vigilant and find
quict ways to legitimize their religion. Religious intol-
erance does not pervade Thrane's society, but devout
followers of ane religion remember those who openly
practice other religions. Many members ol the Host
choose to hide their religious affiliation, pretend-
ing to revere the Silver Flame while attending secret
services for the Sovereign Host. While the theoeracy
tolerates such activity when it is found, Flame devotees
are sometimes less forgiving.

Getting PCs Involved: Characters with any
connection to the Sovereign Haost who spend time
in Thrane will hear about the Host of the Faithful.
They might be called upon to help Avawai-warshiping
farmers hind the zealous Flame-worshipers who have
been slaughtering their livestock, ar they might serve
as escort for a merchant who worships Kol Korran and
learn more about the religious intolerance he faces
whenever he trades in Flamekeep. Characters with
family Lies to House Cannith might he called upon
te help worshipers of Onatar {god of artifice and the
forge} build a shrine in Flamekeep and deal with the
more violent opponents of the project.

THE GALIFAR LOYALISTS
(THRONEHOLDERS)

In the darkest days of the Last War, the Church of the
Silver Flame rose to power following a people's revalt
against the monarchy. Several corrupt and minor nobles
were driven into exile, and Prince Daslin ir'Wynarn
retreated 1o Silverelill Castle. The events that led to
this transition of power have been analyzed countless
times since then, and many question the legitimacy
of what occurred, The horrific events of the Last War,
particularly the annihilation of Shadukar, unhinged
many citizens, They lost faith in the crown, No longer
were they willing 1o place their late in the hands of
maortal men and women, yet erities of the government
insist that the cleries, palading, and priests who now
serve the Silver Flame are as [allible as the nobles who
ruled before them, Now that the war is over and the
waorst troubles have passed, they say, it is time for the
descendants of Galifar to return to the throne.

The Galifar Loyalists (referved to colloquially as
"Throneholders") believe that Queen Diani ir' Wynarn
should lead Thrane into the next century, Many of
these loyalists are wealthy nobles whose families have
served the Wynarn line for generations, and they trust
that Diani will reward their lovalty and support them
when she returns to power.

In Flamekeep, displays of royal fealty hecome more
subtle and secretive. Lesser nohles hesitate to incar
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the wrath of the thescrats. However, a scattered band
of societies throughout Thrane do more than simply
revere their would-be queen. They hold festivals and
gatherings for events the nobility supported in years
past. Others are willing to extend their loyalty to the
nohility to outright subterfuge, espionage, or politi-
cal opposition of the theacracy. The proponents of
monarchy gather all the information they can of the
theocracy’s failings, disseminating their eritical tracts
to all who would (or can) read them, A Ffew know that
they cannot tear down a government avernight, so
they focus their tirades against a select few theacrats
regarded as corrupt or dangerous. The mast secretive
loyalists form cabals to actually assassinate or elimi-
nate enemiecs of the nability, although they typically
act independently of any nohle.

On rarve ocecasions. a noble in exile has used his
family's wealth ar connections ta fund a group of vil-
lains who would tear down theocrats in his former
domain. Such scandals, when expased. vilify all
Throneholders, Adventurers on either side of the
conflict should choose their allegiances wisely, since
failure can have consequences far beyond the punish-
ments meted by a vengeful theacracy.

Getting PCs Involved: Adventurers might find
themselves embroiled in a conflice hetween the Gali-
[ar loyalists and members of the Silver Torch or the
Whispering Flame (see below) determined to stamp
them out. I they choose to ally themselves with the
Throneholders, they will eventually come inta con-
tact with influential nobles cager to see the Galifar

line restored to power.

Whispering Flame cultist

They may partially fund the heroes' expeditions in
exchange for information on carrupt theocrats ar the
occasional "small service.” Such services might include
bullying some troublesome Tarchhearers, thwarting
some Whispering Flame cultists, or helping (Queen
Diani Aind powerful allies ahroad.

THE WHISPERING FLAME

The religious leader of Thrane, Jaela Daran, holds
great power within the confines of the Cathedral of
the Silver Flame. Crutside its sanctified grounds, she is
butan 1l-vear-old cleric, but inside. the Silver Flame
grants her immense divine power. A small and secre-
tive cult within Thrane believes that Jacla Daran's gifis
come not from Tira Miron or the couatl spivit that sus-
tains the Silver Flame, but from the malevolent demaon
trapped within the unquenchable fire. Although
they would dare not speak such heresy openly, their
cult centers on the conviction that infernal voices
advise their nation's spiritual leader, According to
the thearies, outside forces powerlul enouph to hide
within the Church of the Silver Flame in Flamekeep
avoid detection by the many paladins and cleries wha
frequent it, While this conspiracy theory may scem
elaborate. the cultists of the Whispering Flame da
mare than simply believe in this idea. They hear the
voices, and they obey,

Oinly a few evil cults have managed 1o survive in
Thrane—a feat demanding powerful magic, eternal
vigilance, and a lack ol sanity {or presence ol vision, if
Yo pr‘ofﬁ".l. The Knights of Thrane have been ruth
less in eliminating such corruption, vet the inner
cirele of this cult wses an arvay of spells 1o mask their
alipnments, bury theirv true thoughts, and veil their
fiendish schemes. Few gatherings ave held: instead,
Whispering Flame cultists maintain contact through
whispering flame spells (see page 155} and other secretive
means of communication.

Whispering Flame cultists firmly believe that
Jaela Daran herself is pavt of their organization. and
that the orders she receives are the same as theirs,
Investigators outside the cult hear rumors of Whis-
pering Flame plots to eradicate the last vestiges ol the
monarchy, ensuring that the Keeper of the Flame's
rule continues unchallenged. Still others fear that
the cultists might be capturing monsiers from the
Mournland to unleash upon Thrane or reseavching
ways to unleash the fend within the Silver Flame,
Such ideas are speculative at best. however. The most
pervasive theory is that the Whispering Flame cultists
are simply insane. which could be the maost dangerous
rumor of all,

Getting PCs Involved: Whispering Flame cult-
ists lurk within all echelons of society, acting on the
visions they believe originate from the terrible fiend
bound within the 3ilver Flame, Although most cult-
ists act independencly, their individual misdemean
ors often link together into a tightly woven plat. For




example, a cultist in Daskaran might receive a vision
prompting him to kill a House Cannith magewright,
steal a key in her possession, and bring it to Arul-
dusk. Meanwhile, a second cultist might receive a
vision that prompts him to travel to the ruins of Eston
inthe Mournland, retrieve a sealed iron chest from a
destroyed House Cannith workshop, and return with
it to Aruldusk. Only when the key and locked chest
are brought together do the cultists realize what must
he done,

Characters hired by House Cannith to investi-
gate the death of the magewright might blunder inta
a Whispering Flame plot to capture a House Cannith
talisman built to destroy or enslave warfarged. Perhaps
the cultists need the talisman to hreak inta a vault
guarded by warforged. or perhaps thev intend ra sell it
to the Lord of Blades in exchange for a more powerful
weapon or some useful information in his possession.
The Whispering Flame's plots are often tangled in
such a manner, and unraveling them can be difficulr.
Onee the Whispering Flame cultists realize the heraes
are onlo them. they use whispering flame spells to inform
others, and soon cultists begin attacking the characters
al every apportunity.

FOREIGN RELATIONS

Frebeth Zaharne, a merchant from Flamekeep. shares
her lhnughls about foreigners. and her opinions
reflect those of Thrane's popular majority:

Aundair: "Wizardry and sorcery are well and
good, but Aundairians have grown fat on arcane
magic, Not every problem can be solved with a spell.
and the sooner Aundairians realize that, the bhetter
of f they'll be. And now Aurala’s diplomats demand
that we return Thalicst ta them. We paid for it in
bload! All the charm spells in Aundair won't win
back what they've lost, Let them try to take it by force,
and see what happens!”

Breland: "Baranel may be a great man. and one
cannat help but admire his cities and his willingness to
help those poar, displaced Cyrans, However, the Brelish
put taa much faith in greedy nobles and corrupt poli-
ticians. [t is as though they are trying to build towers
that can reach ta the heavens. but without a commaon
faith, thase tawers have no foundation.”

F————l—q

THRANE SPEECH

The following turns of phrase are uniquely Thrane,

"Crooked!" An expletive, similar to "drat!”

"Flame forgive me.” An expression usually preceding
or following & nasty curse or insult,

"What filth!" An expression of discontent or an
indication of nonsense, similar to "hogwash!”

M

Cyran Refugees: "That was the judgment of the
Silver Flame, I tell you. The corrupt and faithless Cyrans
got what they deserved.”

Darguun: "A recognized nation of gablins? What
tilth! Flame lorgive me, but you can’t civilize the
uncivilized—Treaty of Thronehold he damned!”

Eldeen Reaches: "The Reachers have heen a pain-
ful thorn in Aundair’s side, so they have our respect.
I[f only they embraced the power of the Silver Flame
and not those pagan druids. Perhaps, in time.”

Karrnath: "Damn Kaius and his blasphemous
army! The Karrns may pretend to serve the gods, and
they may claim to want peace, but ne Thrane will ever
forget the atrocities committed by the Karrns in Sha-
dukar, I will take their money, but how I loathe them!
As long as evil reigns in Karrnath, the bridge between
Thrane and Earrnath will never be rebuile.”

Lhazaar Principalities: "The sea princes put toa
much faith in the gald coin. Most of them are no better
than pirates and valtures.”

Mror Holds: "One must admire the dwarves’
wry wit and keen business savvy. | don't think Thrane
would have made it through the Last War without
the aid of House Kundarak and others. It's no seeret
that the dwarves helped Karrnath through the war
as well, although | suspect mutual self-interest gov
erned that alliance. Perhaps with their Tong lives,
dwarves have the patience necessary to deal with such
insufferable neighbors.”

The Shadow Marches: "Dreary place. [ hear the
Church has sent missionaries to help the Marchers feel
the warmth of the Silver Flame.”

Talenta Plains: "lIt's good to hear Karrns com-
plaining abaut Talenta raiders pillaging their Tive-
stock. All Thranes should be grateful that we don't
share an 800-mile-lang horder with those [erocious
little heathens.”

Valenar: "The Valenar elves are a violent lot, or
so | hear. We don't have many dealings with them.
frankly. They keep to their lands fairly well, although
the Cyrans might feel differently. I hear they've very
rood with horses, so [ suppase we have 5o:ne1hing
in commaon.

Zilargo: "Crafty ones, those gnomes. They chose
their allies wisely and survived the Last War pretty
much unscathed. Well played. It's reassuring Lo
hear that so many Zil gnomes have embraced the
Silver Flame.”

NOTABLE THRANES

Some of the more impaortant figures in Thrane are
described below.

JAELA DARAN,
KEEPER OF THE FLAME

I'he spiritual leader of the Church of the Silver

Flame has always been a person—usually a human—
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gified with visions. The Council of Cardinals
receives reports of visionaries threughout the land,
choosing one to act as the intermediary between the
Voice of the Silver Flame and the people af Thrane.
A committee sifts through the charlatans and false
seers to find the "chosen one,” although maore aften
than not, late finds a way for this spil‘itua| leader to
reveal himsellor herselfto Flamekeep's ruling body.
For the moment, the spiritual leader of Thrane is also
its temporal leader—a precarious predicament for the
government af Thrane. Should the current Keeper
of the Flame perish, a replacement would need to he
found quickly.

Eleven-vear-ald Jacla Daran came from humble
origins, the daughter of a craftsman working in Flame
keep. Al age four, she manifested an uncanny ahility
to predict catastraphic events before they accurred.
S0 compelling and accurate were her dreams and
nightmares that her father contacred Cardinal Hagaci,
who brought her to the Church of the Silver Flame
lor testing. When Jaela was brought hefore the Silver
Flame, it warned her of a Lords ol Dust cabal aperat-
ing secretly within Flamekeep's walls, Armed with
this infarmation, the Knights of Thrane located and
eradicated the cabalists. The Council of Cardinals
dutifully aceepted their new leader, and Jacla’s prede-
cessar stepped down,

Jaela Daran has survived assassination plots by
rival nations determined 1o destabilize Thrane's
government. She receives exlensive theological
instruction within the walls of the Chureh of the
Silver Flame and regularly communes with the Voice,
often gaining divinalory warnings of impending
trials facing Thrane, On the rare occasions that she
must leave the Cathedral. precautions for her protee-
tian are elaborate. Current political rhetorie favors
the idea of another religious leader being chosen
in the unfortunate event of her demise, and thus,
many suspeet that Flamekeep's council would appoint
High Cardinal Krozen as an interim leader, Others
have suggested that the Chureh should find another
visionary, in case anything untoward should happen
to Jacla,

Jaela hersell seems rather humble. modest, and
meck for a young gij'l whaose pronouncements alier
the history of a nation. She aften calls cardinals and
councilors before her 1o carry out what the Voice
has planned, Barring revelations from the Silver
Flame, the Council of Cardinals is granted encugh
autonomy La enforee the law as it sees it Avany time,
a profnouncement from the Voice, 1}::'uug]\JaE]n. can
nullify or cirenmvent the cardinals’ authoricy,

Jaela usually dresses in simple gray or black
clothes, walking barefoat on the marble steps of the
Cathedral, She has gray eyes, short-cropped dark
hair, and a chacalate-colored complexion. Within
the Cathedral, she is rarely seenwithout her fearsome
pet, Skaravojen.

JaeLx Dagan, KEEPER OF THE FLAME CR S
Female human cleric 3 (Silver Flame)

LG Medium humanoid

Init +1; Senses Listen +3, Spot +3

Lang‘uagcs Comman, Dwarven

AC 21, touch 15, Aat-footed 20
hp 17 (3 HD)
Fort +5, Ref +2. Will +4
Speed 20 ft. (6 sqnar:s:l
Melee unarmed strike +1 (1dd4—1 nonlethal)
Base Atk +2; Grp +]
Special Actions spontaneous casting Choal S‘p!’t”ﬂ}. turn
undead &/day (+7, 2d6+8, 3rd)
Cleric Spells Prepared (O 3rd):
Pnd—rcalm emotions” (D0 18), entheall (DN 17, .Eufdf_rerxurl
(D 18)
1st—Dbless, command (120 17}, detect evdl, pre:!e'n:lr'uu_ll'i‘nnr euil”,
sanctunry (DG 16)
B—detect magic, guidunce, read magic, resistance
D: Domain spell. Domains: Good, Law.
Combat Gear seroll of mass cure eritical wounds (CL 18th),
fpation of cure serious wounds

Abilities Sir 8, Dex 12, Con 10, Int 13, Wis 20,
Cha 21

S50 faint aura of good

Feats Creat Fortitude, Scribe Scroll. Spell Focus
(enchantment)

Skills Concentration +7, Diplomaey +12, Heal +1%,
K nowledge {rcligiun} +8

Possessions combat gear plus bracers of armor +8, ring aof
protection +4 {also allows wearer to cast word of recall 1/
davh, periapt of Wisdom + 6, cloak of Charisma + 6, silver holy
symbnl marked with verses of anathema (worth 500
gp: focus for destruction spell), prayer beads (worth
500 gp: focus for atenement spell)

Houok "] see another war on the horizon,”

JaELA DARAH %HSIDE THE CATHEDRAL
CR 18

M FLAMEKEER
Female human clerie 18 (Silver Flame)
LG Medium humanaid
Init +1; Senses Listen +7. Spot +7
Languages Common, Dwarven
AC 21, vouch 15, flat-footed 20
hp &6 (18 HD)
Fort +13, Bef +7, Will +20

Speed 30 1, L6 squares)
Melee unarmed strike +12 (1d4—1 nenlethal}
Base Atk +13: Grp +12
Special Actions spontaneous casting (hml’spel]ﬂ, turn
undead 8/day {+7, 2d6+23, 18th)
Cleric S]Jcl]s PrcPartd CCL 18th,; 1d20+22 1o over-
come SR}
Yth—mirocle®, summon manster TXP, frue resurrection
Sth—antimugic field, discern location, haly ayra® (Fort DG
253, summon monster VI
Tth—destruction (DC 24), greater restoration, holy word®
(DG T4, r{'pu.'ﬂ'on (D 24), resurrection
Bthe—banishment (DOC 23), greater dispel magic. geass




gquest, harm (D 23, hea! (DO 23), hold monster®
(DO 25)
Sth—atenement®, beeak enchantment, dispel ewl® (DO
220, flame strike (DG 22, mark of fustice, speil resis-
tance (SR 30)
dth—air walk, death ward, dimensional anchor {+14 ranged
touchl), discern lies {DC 210, haly smite® (DC 213,
neutrolize foison, tongues
3rd—dispel magic. invisibiliiy purge, prayer, magic circle
agains eoil® (DM 207, prateciion from energy, remove
blindness/deafness. remove curse, searing light (+14
ranged touc h
Pnd—rcalm emationsT (DT 21), enthrall (D 19), rentle
vepose, hold person (INC 21, Tesser restoration, remave
paralysis, spiritual weapon (onghow;, +20/+153/+10
ranged; ld&+ 5/%3), zone of truth (DT 21
Tsti—bane (1O 213, Mess, command (DO 217, m.'nprehr-nn'
lunguages, detect evil, protection from exil® (DC 18), remouve
fear, sanctuary (D 18)
O—detert magic (20, datect fioisan, guidance, read magic, resistance
[ Domain spell, Domaing: Goed, Law,
# Jaela ignores the XP cost for casting atonement or
miracle. She cannot ask for mirocles that come with an
KNP cost, however (see PH page 2540,
Combat Gear scroll of moass cure eritical wounds [GL 18th).
pafian of cure serious wounds
Abilities Ste &, Dex 12, Can 10, Ine 13, Wis 24,
Cha 21
50 maoderate aura of good

Feats Comhat Casting, Great Fortitude, Greater Spell
Focus (enchantment), Greater Spell Penetration,
[ron Will, Scribe Seroll, Spell Focus (enchant-
ment}, Spell Penetration

Skills Concentration +21 (=25 casting defensively},
Diplomacy +26, Heal <28, Knowledge (religion} <22

Passessions combat gear plus bracers of armor +6, ring of

pratection +4 (alsa allows wearer ta cast word of recall
Vidayh, perinpt of Wisdom 186, cloak of Charisma

+6. silver holy symbol marked with verses
of anathema (worth 500 gp; focus for
destruction spell), prayer heads {worth
500 gp: focus for atonement spell)

Hook "I see another war on the
horizon.”

SKARAVOJEN,
THE KEEPER'S PET

In 321 YK, assassins came perilously
closeto killing Traelyn Ghelios, the
Keeper of the Flame. At the behest
of High Cardinal Svketel, House
Vadalis wizards bred (some would
say created) a special
gpuardian 1o protect and

serve Traelyn and Tuture

Skaravejen, guardian
of the keeper

Feepers of the Flame. The result is S8karavojen. an
ugly six-lepged beast that the Cathedral’s puards have
taken to calling a "dragonhound.” Skaravojen is the
only creature of its kind, and the secrets of its origin
are kept safe by House Vadalis,

Skaravojen isa gentle. obedient creature most of
the time. When it perceives a threat to the Keeper, it
attacks viciously and does not stop until it or the threat
is destroved. Skaravojen is immune to enchantment
spells and cannot be compelled to abandon or turn
against its charge. Although capable of showing affee-
tion. it never forgets its duty, When a Keeper of the
Flame is replaced, Skaravojen immediately attaches
itselfto the new Keeperand holds no particular loyalty
to the previous one, If the Keeper dies while under
its protection, Skaravejen hunts down the Keeper's
slayer tirelessly, using its discern locotion ability to home
in on its prey.

Although she carries the burden of an entire
nation on her slim shoulders, Jaela adores Skaravajen
and at times engages it with games of fetch, Most of the
clerics and cardinals who operate within the Cathedral
give Skaravojen awide berth, even when it's apparently
inagood mood,

When it attacks, Skaravojen rvears up on its hind
legs. using its tail for balanece, It then gores with its
horns and rakes with its forward elaws, [t can sense
invisible creatures and detect evil at will,

On all six legs, Skaravojen stands 3 feet tall at the
shoulder and measures 5 feet in length (not includ-
ing the tail), It weighs 300 pounds, Skaravojen cannat
speak but can growl menacingly.
SkaravoleN, Guarpian of THE Keeper - CR 14
Dragonhound (unigue ereature)

LG Medium magical beast
Init +2; Senses darkvision 60 ft. low-light vision;
Listen 1%, Spot +19
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Languages none

AC 24, touch 12, {lat-footed 22

hp 150 (12 HD); fast healing 5; DR 10¢/magic
Immune enchantment spells and effects
Fort +15, Ref +10, Will +6&

Speed 50 fi. {10 squares}

Melee gore +18 (2d6+6) and
4 elaws +16 (1d6+3) with Mualtiattack

Space 5 f1.; Reach § fi.

Base Atk +12; Grp +18

Atk Options Combat Reflexes

Special Actions breath weapon

Spell-Like Abilities {CL 15th): At will—detecf ouil
{continuous), discern location, see uisihility

Abilities Str 22, Dex 15, Con 24, Tot 11, Wis 15,
Cha 12

Feats Ability Focus (breath wr.npnn:l. Aleriness,
Combat Reflexes, lmproved Natural Attack l:gm'c},
Multiatiack

Skills Listen +19, Spot + 14

Breath Weapon (Su) 30-fi. cone, ance every ld4
rounds, 1246 sonic, Beflex 1D 19 half

Hook deep growl when it senses ovil

QUEEN DIANI IR"'WYNARN,
BL.OOD REGENT OF THRANE

[Mani tries her best 1o preserve the traditions of her
people while striving to keep Lhe monarchy relevant.
One day she hopes to seive power in Thrane, but she
knows she cannot accomplish this alone. To dare, she
remains little more than a political fhgurehead. Theo-
erats regard her as an expert in etiquette within the
ravefied world of the nohility, Iler rivals regard her
as a tragically beautiful woman whose sole function is
to look elegant at formal events, They would be wise,
however, not Lo underestimate her,

[Yani uses Thalingard, the royal palace in the
capital city of Flamckeep, as her primary residence
Ihmughom the year. Here, she Ettps oTLe finger
on the pulse of her nation. However, Diani aften
retreats (o Silvereliff Castle, her family's summer
residence, to meet privately with those who can
advance her personal agenda. Diani holds audiences
with nobles from other kingdoms, particularly ones
whom the theocracy regards asirrelevant, High Cardi-
nal Krozen, in particular, meets only with nobles and
diplamats who can advance his own schemes, leaving
DHani to conspire with the ones he neglects. Behind
the stately halls, gentle rhetaric, and majestic gath-
erings of her court, enemies of the theocracy speak
with her about subtle political intrigues, rivalries in
other noble courts, and hints of machinationswithin
neighboring Aundair, Breland, and Karrnath, On
many occasions, Diani has diverted private funds to
hire discreet adventurers to undermine the efforts
of her enemies, namely the theocrats. Most of the
time she uses intermediaries to hirve adventurers;

when obliged to deal with adventurers directly, she
normally adepts a disguise.

Although she secretly opposes what Jaela Daran
represents, Dianilikes the young Keeper of the Flame
and does what she can to help Jacla make decisions that
are both wise and in the best interests of her people,

Diani belicves that the theocracy will be proven
corrupt or incompetent, and that the good citizens of
Thrane will one day restore her lincage to its right-
ful position of authority. Until then, she remains a
silent representative of whal arrogant clerics regard
as a lost age.

QuEEN DIt iR WYNARN,
REGENT OF THRANE

Femaule human aristacrat 4

NG Medium humanoid

Init —1;: Senses Listen +0, Spaot +0

[.ahg‘uagts Common, Dwarven

ACY, toueh 9, flat-Tooled 9

hp 18 {4 HI)

Fort +1, Ref +0, Will +4

Spctd A0 fi. (6 5quur::ei}
Melee dagper +2 (1d4-1/19-20)
Base Atk +3; Grp +2

Abilities Str 8, Dex 3, Con 10, Int 12, Wis 11, Cha 14

Feats Megotiatlor, Persuasive, Skill Focus fDi.l;guise}

Skills Blull + 111, r}iplnll]ﬂc}r +10, D'i__ligu'i_qe +8 {+]_L'I
acting in charaeter), Gather Information +8, Intim-
idate +6, Knowledge (religion) +4. Knowledge
(nobility and royalty) +7, Sense Motive 18

Possessions ring of mind shielding (silver band with boar's
head emblem}, frolion r{f'inuasihlﬁ'{v |:|_i.|‘|}' vial hidden in
pﬂndnl‘ll}._icv.rt]ud dagger (worth 250 gp} gold curio
pendant (175 gp), royal parments

CR 93

Heook "The Silver Flame isn't for eve ryone,”

DZARRO SILVERVEIN,
QUEEN'S BODYGUARD

Diarro, asly silver-bearded Mror dwarf with a bejow
eled leather eve patch, has served the royal family
ol Thrane for 142 years, He was King Thalin's gruff
companion and trusted advisor until Thalin's death
in 914 YK, To honor his dtpart{:d friend, Dearra
vowed to protect Thalin™s children and grandehil-
dren. Queen Diani views Dzarro maore as a steward
and advisor than a hl:ld}l;_;uilrd but does not discount
his martial prowess.

As much as he feels that [aith in the Silver Flame
is important to the natien’s well-being, Dearro
thinks that Thrane's people betrayed Thalin's
family by allowing the Church to rule in their
place. He holds most af the cardinals in low regard
Cand loathes High Cardinal Krozen in particular)
but respects Captain Otherro and the Knights of
Thrane, He works closely with Otherra, pariicu-
larly when overseeing security during one of Queen
Diani's public appearances,




DzarrO SIVERVEIN CR8
Male dwarf highter ]

MG Medium humanoid

Init +0; Senses darkvision 60 {1.; Listen +4, Spot +4

Languages Common, Dwarven

AC 22, rouch 10, flat-footed 22, +4 AC against piants

hp 74 (8 HD)

Resist +2 on saves against spellsand sptll—like effects,
stability (+4 against bull rush and trip)

Fort +9 (=11 against Fnisun:l. Ref +2, Will +6

Speed 20 fi. (4 squares)

Melee +1 dwarven warare +14/49 (1d10+5/%3) or

Rangeﬂ mwk light crosshow +3 148/ 19-20)

Base Atk +5; Grp +11

Atk Options Cleave, Paint Blank Shot, Power
Attack, Precise Shot; +1 on attacks against orcs
and goblineids

Cambat Gear potion of bull s strength, potion of bear's endurance

Abilities Str 16, Dex 10, Con 16, Tne 10, Wis 14,
Cha 10

50 stonecunning (PH 15)

Feats Cleave, Greater Weapon Foeus (dwarven waraxe),
Iran Will, Paint Blank Shot, Power Attack, Precise
Shot, Weapon Focus (dwarven waraxe], Weapan
Specialization (dwarven waraxe)

Skills Appraise +0 (+2 for stone and metal items),
Intimidate + 11, Listen +4, Spot <4, Ride +3.

Passessions combat gear plus 1 full plate, +1 heavy steel
shigld, +1 dwaroen warace, masterwork light crosshow
with 10 bolts, elaak, platinum cloak pin (225 g]:'}.
bejeweled leather eye patch (a0 HP}

Heok "You don't want me as your nemesis.”

CAPTAIN MALIK OTHERRO,
KNIGHT OF THRAHNE

Malik Otherro took an oath to defend the royal family
and the citizens of Thrane. As Shadukar burned, he
led a large force of knights inte the ruins to locate
survivors and dispatch the Karrnathi looters. When
Thrane's populace vilified [Mani for failing to prevent
the catastrophe, Captain Otherro stood by her side.
Court insiders suspect that the handsome paladin’s
unswerving loyalty hides some behind-the-scenes
romance. Dzarro is aware of Chherro’s feelings for the
gueen and has privately discouraged the paladin from
pursuing her, reminding him of his duty to Thrane
and the Church, Nevertheless, Captain Otherra often
confers with Diani often about political maneuver-
ings. military threats, and the fate of the nation. Far
her part. Diani is terribly fond of Malik but has no
plans to pursue him.

The lawful paladin struggles to remain true to
his station. enacting the will of the ruling theocracy
while concealing his love for DHani, When the Coun-
cil of Cardinals summaons him, he answers the call
promptly. and without fail. Fate may invarizhly compel
him to choose Diani over his duty, but only time
will tell,

Gaptain Otherro’smount is a magebred heavy war-
horse named Thaedrar (Elven for "summer wind ™),

CAPTAIN MALIK OTHERRO

Male human paladin & (Silver Flame)

LG Medium humaneid

Init +0; Senses Listen =1, Spot +]

Aura courage (10 fi.. allies +4 against fear)
Languages Common

AC 19, touch 10, flat-footed 19
hp 62 (8 HD)

Immune disease, fear

Fort +10, Ref =5, Will +6

Speed 20 f1. (4 squares) in +1 full plote; base 30 fi.; Ride-
By Attack

Melee +1 mercyful greatsword #1176 (2d6+4519-20) or

Ranged +1 composite longhow +9/+4 (1dd+2/%3)

Base Atk +8; Grep +11

Atk Options Mounted Archery, Mounted Combat,
smite evil 2/day (+3 attack, +8 damage). Silver
Smite (+1db points of sacred damage against smite
ovil Largtr_}

Special Atk lay on hands {21 pomtsfl, turn undead
G/day (+5, Zdbe4, 1st)

Combat Gear potion of cure serious wounds, polion of shield of
faith (+3 AC)

Paladin Spellﬁ PI‘I:PHI"L‘.‘T]. (0L 4th):
Lst—bisss weapon, diine favor

Abilities Str 14, Dex 10, Can 13, Int 10, Wis 12,
Cha 17

50 faint aura of goad, detect evil, remove disease | fweek

Feats Mounted Archery, Mounted Combat, Ride-EHy
Attack, Silver Smite®

Skills Diplomaey +10, Handle Animal +8, Heal +6.
Knowledge {nol:n"lit}r and rn}-alt}r:l +5, Knowledge
{religinn} +5, Ride +10

Possessions combat gear plus +1 full plate. +1 merciful
greatsword, +1 composife longhow (+2 Str bonus) with 20
arvows, dook of Charisma +2, haly symbol

CR 8

Hook "Rest assured, I will show you more mercy than
you probably deserve.”

Tuaeorak (OTHERRD'S SpECIAL MounT) CR -

Magebred heavy warhorse {U‘a(‘.king breed}

M Large animal

Init +1; Senses low-light vision, scent; Listen +7,
Spot =6

AC 28, touch 11, flat-footed 26

hp 76 (8 HDY

Resist improved evasion

Fort +9, Bef +6, Will +%

Speed 50 fi. (B squares) in chainmail harding: base
B0 ft.; Run

Melee 2 hooves +8 (1d6+6) and
bite +3 (1d4+3)

Space 10 ft.;: Reach 5 fi.

Base Atk +3; Grp +13

Abilities S5t--22, Dex 15, Con 21, Int 7. Wiz 13, Cha 6
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50 link, low-light vision, scent, share spells

Feats Aleviness®, Endurance, Run

Skills Listen +7. Spot +6. Survival +] {+5 when
tracking)

Possessions chainmail barding

Hook Tl‘lts to throw elf riders.

HIGH CARDINAL KROZEN

Maost theoerats manage to maintain their humility and
virtue in the face of temptation, bul some stray from the
path. In & nation whose paragons are paladins and clerics,
a sinister few have managed to mask their true allegiances
and agenda—and even their true alignments,

[n his youth, Krozen was an idealistic crusader,
Hissingle-minded dedication to the Silver Flame and
willingness to stand behind his convictions earned
him the position he halds taday, Unfortunately, the
power corrupted him, and now he treats Thrane like
his own personal kingdom. Since the destruction of
Cyre, however, Krozen has become unusually para-
noid. conducting extensive correspondence in secrel
and seldom leaving Flamekeep. Claiming concern for
his safety, he holds sudiences with his peervs anly in
private chambers, and only then after forcing court-
iers to submit to elaborate security protocols. When
Erozen does finally meet someone face to face, he is
always armed, even if his visitors aren't. Some suspect
that he has fallen from grace. His caution, however,
has not diminished his power. Despite all invesri-

gations, allegations of

his misdeeds remain
unproven. He is

cither a hrilliant

High Cardinal Krozen

mastermind behind a conspiracy ol evil in Thrane or
adiversion for the genuine evils in his country, Until
the truth is revealed, investigations continue,

A few zealous cardinals aspire to take Krozen's
place, so he must constantly deal with rivals. Most who

eross him live to regrer it.

HigH CarpIMAL KROZEN CR 12
Male human clevic 12 (Silver Flame)

LE Medium humanaoid

Init —1; Senses Listen +4, Spaot +4

Languages Common, Infernal

AC 21, touch 9, [at-footed 21
hp 82 (12 HD)
Fort +10, Ref +3, Will +12

Speed 20 1. (4 squares); base 30 ft.
Melee mace of smiting +15/4 10 (1d 8+ 5)
Base Atk +9; Grp +11
Atk Options Spell Penetration
Special Actions rebuke undead S/day (+4, 2d6+14,
12th). spontancous casting (nflict spells)
Cembat Gear potion of owl’s wisdom, potion of cure serious
wotds
Clerie Spells Prepared (CL 12th; 1d20414 1o aver-
come SR
Gith—greater dispel magic, harm {DC 200, hold manster”
(oG 20
Sth—flume strike (DO 190, slay living, spell resistance” (3R
24), true secing

$th—cure erificel wounds, divination, divine proener, arder’s
wrath™ (DG 18], sending
Srd—cure serious wounds, decper darkness, dispel magic,
imvisibility purge, protection from energy", searing light (+8
ranged tlouch)
2nd—align weapon, colm emotions” (00 LB), cure modorale
wounds, death knell (DY 16, silence, undetectable alignmentt
Lst—bane (DO 15), cure light wounds (20, divine favor, enfropic
shield, profection from chaos” (DG 15), protection from goad
(DG IRY, shield of faith
0 —gure minor wounds (27, delect magic, detect poison, reni
magic, resislonce
[: Domain spell. Domains: Law, Protection,
T Already cast
Abilities S 14, Dex 8. Con 14, Int 13, Wis 18,
Cha 14
50 moderate aura of evil
Feats Brew Potion, Combat Casting, Craflt Wondrous
[tem, Seribe Scroll. Spell Penetration, Weapon

Focus (heavy mace)

Skills Concentration +12 {+16 casting dl:fl:usi\'l:]j.-‘}'.
iplemaey +12, Heal +14, Knowledge (history)
+11, Knowledge {religion) +11, Spelleraft +10

Paossessions combat gear plus bracers of armor +5,
# 2 heawy steel shield, mace of smiting, gauntlets of agre power,
amulet af health +4. eye ointment (worth 250 gp; for
true seeing spell), holy symbal

Haok "What happened to the Mournland could
happen to Thrane if we're not vigilant.”




THE ARGENTUM

"My friends, the Eve of Daskar has apparently resurfaced and found
itz way (nta the private collection of o Cyran wizard named Aroik
Rularin. You know what the Eve means ta Thrane. ['d fi.f:el_}'.:};r fo
recover it. You leave for Newthrone tanight.”

—Mystrum Shadar, Minister of the Argentum

The Argentum isa ministry within the Church of the
Silver Flame dedicated to the acquisition, study, and
redistribution of magic items and artifacts. Freed from
all restrictions and disavowed by the Church at large, it
sends agents abroad to retrieve items of power—things
that can be used by Thrane to salidify its political and
magical dominance. Some of these items languish in
half-forgotten ruins. Others must he snatched from
the clutches of their present awners. The Argentum
iz a shadow organization that cares nat for treaties. It
exists because Thrane needs powerful magic as much

as it needs great armics.

Argentum Affiliation

The Argentum is looking far loyal Thranes (or for-
eipners whose loyalty can somehow be assured) with a
penchant for espionage. The nature of the Argentum’s
work demands a broad range of expertise. It needs
agents skilled in the use of arcane and divine magic. It
also needs agents who can verify an item’s authentic-
ity, pather information about an item's whereabouts,
negotiate, lie, steal. fight. and escape.

Agents typically operate in teams of four, with
each member bringing a unique set of skills and
abilities to the team. New agents are assigned relatively
low-risk missions. such as stealing potions from an
alchemists shop or serolls from a library, Agents who
complete their mission without drawing undue atten-
tion to the Argentum are rewarded for their good wark
and given more challenping missions. Missions rarely
happen in quick succession. so the Argentum allows
its agents to pursue their own goals hetween assign-
menLs (Elllhuug}i agents cannot use the organization’s
resources [or unauthorized qutsts}.

Forthe Argentum to hire you, you must be a Thrane
citizen, The Argentum will also consider anyone rec-
ommended to them by at least two Thrane cardinals.
The Minister of the Argentum has the authority to
grant citizenship to any such candidate once he or she
is indocirinated into the organization, but that citi-
zenship ean be instantly revoked il the agent and the
Argentum part company lor any reason,

Onee a character is accepted for membership in
the Agrentum, he orshe gains an afhliation score that
shows the characler's standing in the organization. A
new member begins with a base score of 1 plus one-half
the character's level. From there, the score increases or
decreases, depending on which of the factors listed on
the accompanying table apply, (A character can receive
the "i ranks” modifier for each of the listed skills.)

Modifier
Character level bonus +172 PC'S level
Arleast Sranks in a relevant skill: Gacher

Information, Knowledge {arcana), Search,

Sleight of Hand. or Spelleraft +1
Thrane military veteran +2
Warshiper of the Silver Flamie +2
Per suceessful mission for the Argenium =3
Aided a member of the Argentum in need +3
Recommendation froma High Cardinal +4
Recommendation from Clueen Diani +4
Convicted of a minor crime in Thrane' -—1.
Evil alignment -2
Perfailed mission for the Argentum —2
Clonvicted of a major erime in Thrane2 --3
Fought for another nation during the war -3

Known ties to an evil religion —4

Your Argentum affiliation becomes known —4
I Minor crimes in Thrane include aggravated assault, eivil
disohedience, thefl, vagraney, and vandalism.

2 Major crimes in Thrane include arson. fraud, murder, and

ETeasnm.

Affiliation

Score Consequence

Jarless Ma affiliation.

4=t Potential Member: You might need to pass a
test before membership is granted.,

12-19 White Agent: You gain a +2 circumstance
bonus on attempts to influenee the attitude of
other Argentum members and Threne cardi-
nals, The Argentum will post and guarantee
your freedom if yoware arrested and detained
for a minor crime in Thrane. You get 50% of
the market price of an item as a reward for its
sife recovery, paid in gold coins,

20-127 Black Agent: Yougaina -4 circumstance bonus

an attempts o influence the attitude of other
Argentum members and Thrane cardinals,
The Argentum will past bail and guarantee
your freedom ifyou are arrested and detained
far any crime in Thrane. You et 75% ot the
market price of anitem as a reward for its spfe
rECAvETY, '|'|:|i|:] it gnld COITS.

28 pr mare . Gray Agent: Yougaina+6 circumstance honus
an attempts ta influence the attitude of other
Argentum members and Thrane cardinals.
The Argentum will post bail and guarantee
your freedom if you are arrested and detained
far anyerime in Thrane. Yau get 0% of the
market price of an ditern as a reward for its safe

recovery, pa:‘d in gu]{i ar P!jl,t'iﬂuﬂ'l. coins,

Asyour reputation within the Argentum impraves,
you'll eventually be invited to join the inner cirele,
where you'll have your pick of assignments as well as
a heftier reward for delivering powerful items and

artifacts into the Argentum’s clutches.
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ARGENTUM BENEFITS

The Argentum takes care of its'agents in direct pro-
portion to how effective they are. Agents whao retrieve
difficult items with minimal fuss can hecome quite
wealthy and earn more lucrative assignments. New
agents have little more than a shadowy contact and the
promise of & bag of gold for their work,

Detailed Briefs: Agents working for the Argen-
tum are assigned a contact of similar rank who feeds
them information about the mission at hand. They are
given the name of the desired "deliverable” ':u:iua.]l}'
asingle item or small collection ol items), a detailed
description of the deliverable. and the most up-to-
date infarmation on the deliverable's whereabouts and
present owner (if one exists), Agents are also given
transportation options il the assignment isn't local.

Services: The Avgentum reimburses its agents
for basie travel, food, and lodging expenses. Agents
expecting recompense must record how much they've
spent and file a verbal report upon their return,
Agents may he asked 1o subject themselves willingly to
a discern fies spell while filing such a report.

The Argentum prefers thal its agents travel incog-
nite and can provide false identilfication papers, traveling
papers, and disguise kits as needed and at no cost,

[f an agent is arvested and detained lor a erime in
Thrane. the Argentum may take steps to free Lhe agent
Irom custady. This process takes 2d12 hours. The orga-
nization won't risk CXPOSUTE (O FESCUE A iow—mnking
apent accused of a major erime such as murder or ll‘l;"iu'l_‘lll..
and unless the agent was detained while executing an
assignment, he or she will almast certainly have the bail
amount subtracted from his or her final payment.

Argent Sign: Argentum scholars have crafied a
unigque sign language called Argent Sign. Agents of
the Argentum can spend a skill point on the Speak
Language !:.é\rgr_'nt ﬂign} skill to learn the sign lan-
guage, Thislanguage is taught anly ta memhers of the
organization. CGomprehend languages spells cannot deci-
pher Argent Sign beeause it has no spaken words.

Payment: Low-ranking agents (called white
agents) are paid 50% ol an item’s market price ance it is
successlully delivered into the hands of the Argentum.
Mid-ranking agents (called black agcntﬁ} arc patd 75%
af the markel price. High-ranking agents {called gray
agents) command full market price of the item for
their hard work,

Inaddition to the [lat payment, agents may keep any
incidental items or treasure recovered du ring the course
af the mission. They may also sell other magic items to
the Avgentum, which pays 75% of the market price.

Note: The Arvgentum doesn't sell magic items to
its agents (o1 anyone else, for that matter). It pays its
agents in gold or platinum and trusts that they will
purchase or obtain their own magic items elsewhere.

Favors: An agent can reduce his current affiliation
score to get favors from the Argentum beyond what is
needed for the current mission, An apent who reduces

his score by | point gains a simple favor, such as access
te peripheral information, hard-to-get documents, or
ameetingwith an important Thrane official. An agent
who reduces hisscare by 2 points may secure a danger-
ous, expensive, or illepal favor,

Argentum favors unction like the Favored in
House feat (Eacrrow Campaign Selting, page 93) except that
no favar check is required.

PLAYING AN ARGENTUM AGENT

Agents of the Argentum are paid to steal magic items,
Some of these magic items lie in dusty sepulchers and
sealed vaules, while others are worn around the hingers
and necks of Khorvairian nability, Each mission pres-
ents its own unigue challenpes and requires a diverse
array of skills, which is why Argentum agents usually
operate in groups of four. In other words, working
for the Argentum is rather like adventuring, except
that you have a buyer already lined up lor the items
you acquire.

The Argentum asks that yvou keep your allegiance
to the organization and your knowledge of its activi-
ties to yourself. While most intelligence agencies in
Khorvaire are aware of the Avgentum’s existence, they
do not have s good handle an its membership, and the
Argentum prefers 1o keep it that way, for your salety
and the safety of every ather agent and adventuring
party afhiliated with it

Il you are a low-ranking white agent, your pri-
mary contact within the Argentum is another white
agent who serves as a courier and information broker,
briehing vou on missions and providing you with
the necessary paperwork and travel arrangements o
execule your mission.

II' you are a mid-ranking black agent, you can
expect lo deal with other members of the Argentum
who are more intimately invalved in uncovering and
researching powerful magic items. The agent to whom
you report is usually a dircctor assigned to several
groups ol agents. Do well, and the highest echelons of
the arganization will recognize your handiwark.

IT you are a high-ranking gray agent, you are
invited into the Argentum's inner circle. You gain the
privilege 10 conduct your own missions, you get full
market price [or each deliverable you recover, and your
boss is probably Minister Nystrum Shadar himself.
Omnee inawhile, he may have a special mission for you

. ane that few olher members of the organization
eould hope 1o accomplish,

Missions

Minister Shadar likes to call his agents “retrievers,”
hecause that's exactly whal they do. Missions for the
Avgentum invariably begin the same way: Some deliv

erable (either 2 singular magic item or eollection of
magic items) is discovered and targeted by Argentum
researchers, and retrievers are assigned to retrieve
it. However, each mission presents its own unigue




challenges, depending on the location of the deliver-
able and what might be guarding it. The mission con-
cludes once the item is safely returned to an Argentum
vault or safehouse and payment is made in full,

Once in a while, something poes horribly awry.
A gray agent defects or is captured alive and threat-
ens to expose the entire organization, I then falls to
agents of the Argentum to fix the problem, either by
elimimating the defector or rescuing the unfortunate.
Either way. the ministry loathes losing pood agents.

Advancement

Minister Shadar and the directors who repart to him
watch their agents closely, looking for ones who display
an uncanny knack for magic item theft, These sterling
retrievers are well treated and cavelully groomed.
The Argentum gives them plenty of latitude 1o pursue
their own guests between missions, and if they get
into trouble, the Argentum does what it can ta bail

them out,

Responsibilities

The Arpentum allows agents to pursue freelance
assignments, providing they don’t eanflict with the
ministry's agenda ol keeping magie items out of the
hands ol Thrane's enemies. Asa member of the orga
nization, you can turn down any mission you feel is
bevond or beneath vour abilities. One word of caution:
Turn down too many missions, and the Argenium may
feel obliged to revoke your memhbership.

Should vou choose 1o leave the Argentum or
should your membership be revoked. you must submit
to a geasiques! spell and swear naot to divalge what you
know about the arganization and its members,

THE ARGENTUM IN THE WORLD

I hear you're good at plundering dungeons. Well. we're good ai
finding them, "
—MNystrum Shadar, Minister of the Argentum

The Argentum’s rescarchers rely on Thrane's libraries.
bards, and spy networks to gather intelligence on spe-
cific magic items. In some rare instances, they employ
House Phiarlan or House Thuranni spies to help
gather the information they require. although they call
upan the servants of shadow houses only when the ilem
they seck is particularly important or valuable,

[fyour players are tired of pillaging dungeons for
no apparent reason or want more coin for their hard-
won magic items. the Argentum provides a new and
interesting toy for them to play with. The siructure
of the Argentum allows the PUs wo stick together as a
group. Afterall, if they clearly work well together, the
Argentum has little reason to split them up,

Organization
Minister Nystrum Shadar (LN male human fighter
10} answers to the Couneil of Cardinals and manages

the entire organization, which is based in Flame-
keep. He alsa shares information with Chueen Diani
ir' Wynarn, possibly out of respect for her position or
perhaps because he longs to see her returned to power.
Avetired army general, Minister Shadar is very "hands
on'” but trusts his troaps to get the job done. Shadar
has twenty-four directors who report to him. Each
director manages a team of agents, couriers, spies,
information gatherers, or researchers. Agents are split
by eolar (hlack, white, and gray), as previously noted.
Couriers, spies, and information gatherers are sepa-
rated by nation and have false identification papers
certifying them as citizens of the respective nations
inwhich they operate. Research teams are divided up
hj.-' magic item type {arms and armaor. potions, rings,
rods, serolls, staffs, wands, wondrous items, and arti-
facts). The hard-nased Director of Artifact Research,
Lycia Velencor (LN female human wizard 9}, serves as
Minister in Shadar’s absence,

At any given time, the Argentum has a dozen or
more operations underway, Most of the missions take
place outside of Thrane’s borders, from the Shadow
Marches and Demon Wastes to O barra and the
Lhazaar Principalities. The Argentum even has oper-

atives in Stormreach, on the continent of Xen'drik.

NPC Reactions

Very few citizens of Thrane know of the Argentum,
but they know Nystrum Shadar well enough as a retired
army general who won several decisive victories toward
the end of the Last War, Most assume that he's living

the quiet life these days—a thought that Shadar himsell

fnds quite humorous,

The Argentum is known throughout the intel-
ligenee community, The Royal Eyes of Aundair have
pegged several of its agents and sharved this information
with the King's Dark Lanterns in Breland. Aundair,
Breland, and Karenach have their own counterpartsto
the Argentum, although only Aundair’s society of "relic
hunters” has the size and scope to rival Thrane's arga-
nization. Agents of the Argentum captured in Aundair,
Breland, or Karrnath ave treated harshly. Often the
only way to escape imprisanment is to become a double
ar triple agent,

ARGENTUM LORE

Characters can make Gather Information checks to
learn more about the Argentum.

DC 20: The Argentum is a ministry tied to the
Council of Cardinalsin Thrane. Its members research
magic items.

DC 25: The Argentum not only studies magic
items, but it pays people to retrieve them.

DC 30: The Argentum secks to gather as many
magic items as possible, keeping them for Thrane's
use and out of the hands of Thrane’s enemies. Agents
of the Argentum can communicate with one another

using a special sipn language.
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THE ARGENTUM IN THE GAME

The Argentum can appear wherever magic items are
found. Characiers mighl cross paths with Argentum
agents while exploring a remote dungeon or meeting
with an Aundairian wizard whose tower the agents
intend to plunder.

Adaptation

Like so many organizalions spawned during the Last
War, the Argentum relies on stealth and subterfuge
ta get the job done, However, it needn't be an arm
of the Church of the Silver Flame. The Argentum

could be an independent organization in Thrane,
operated by Nystrum Shadar for reasons known
only to him, Conversely, Shadar and his organiza-
tion might be working for Queen Diani ir'Wynarn
and embroiled in a plot to restore the Galifar line
to power in Thrane.

You can also use the Argentum as a model to build
similar organizations in Aundair, Breland, Karrnath,
)'barra, and Zilargo,

Encounters

An encounter with agents of the Argentum should
not be some run-of-the-mill fight, Argentum agents
are usually adventurers with class levels and plenty
ol magic items to spread between them. However,
unless the agents are after an item that happens to
be in the PCs' possession, characters have little to
fear from them. Asa gr‘nr‘ra| rule, Argentum agents
are taught to choose their battles wisely and avoid

UII'I[ltC'.‘:ESHl"_r' NS

PLACES OF INTEREST

The realm of the Silver Flame offers countless places
for PCs 1o explore, from ancient Dhakaani ruins and
cities rile with intrigue to war-torn battlefields and
Foresis erawling with monsters.

FLAMEKEEP

Gﬂ.pilal city, M.ttrupu]iﬁ. P‘npu] ation 160,000

From afer, Flomekeep resembles o gigantic fortress enclosed by high
walls, its buildings perched atop a rocky plinth sureounded on all sides
by a water—filled crevusse. Deepravithin this crevasse sits the eity's bustling
harbor and more crowded districts. The magnificent Cathedral of the
Silver Flame, its white alabaster walls agleam, surmounts the racky
piinth—a glorious beacon visible for miles in every direction. West of the
Cathedral rise the slender spives of Thalingard, the ancestral home of
Thrane's kings. Unlike the Cathedral, the rayal palace is seulpted from
gray rock and looks somewhat glum by comparison.

Flamekeep is, in all respects, the heart of Thrane.
MNearly half of the nation’s population lives here, both
in the eity and in outlying areas. Therefore, it should

P——-—————q

TurANE NAMES

Thranes usually have a personal name followed by a
family-hased surname.

Male: Alestair, Arrun, Andri, Calemi. Coref,
Demodir, Drego, Drosin, Egen, Javi, Jelfin, Kaith,
Lukar, Mizar, Ossul, Pentar, Rave, Sereyl, Sudro,
Suthar, Syro, Taran, Tokorin, Urdan, Valtar, Veneyl,
Verodin, Zoder.

Female: Avalizh, Beref, Chantalyn, Draci,
Ghanji, Hariel, Heken, Tmperi, [rulan, Jahanah,

Kahlia, Lycia, Maradal, Margil, Melindri, Morgana.
Marvala, Norah, Nyllestra, Sede, SBuspiria, Taris,
Thradi, Varikah.

Surnames: Aeyliros, Askarda, Atrelioth, Cor-
liostor, Corus, Desekane, Drosin, Entarro. Eskelien-
dro, Ghastor, Hetrion, Imaradi, Irvallo, Karavastar,
Krayei, Lerendazi. Markiaros, Neskus, Ovion, Rava.
danci, Sarhain, Talandro, Tarravan, Teskelyndros,
Wanatar, Vasiraghi,

M




surprise no one that most of the cloak-and-dagger
intrigue gripping the theocracy unfolds here.

Flamekeep sits along the western cliffs of Scions
Sound. Maost of the city rests atop a multitiered pedes-
tal of rock. Awater-filled channel surrounds the great
plinth, enabling ships to move between Scions Sound
and the city’s well-hidden and well-defended harbor,

Onaclear day, one can stand an the highest para-
pets of the Cathedral and barely make aut the distant
island ol Thronehald, seat of the Kingdom of Galifar,
Lo the east.

Leadership: The Council of Cardinals, which
is based in Flamekeep. rules the city. High Cardinal
Korozen {see page 142) is the man responsible for
maintaining arder, and he does so with an iren [ist,

Demographics: Humans 70%, dwarves 3%, hall-
lings 6%, half-elves 4%, clves 4%, other 7%,

Feonomics: 100,000 gp purchasze limit: no asser
limit.

MNotahle Features

Only three features are called out on the map of

Flamekeep, and these are deseribed brielly below,
Feel free to create other places of interest that serve
the needs of your campaign,

Cathedral of the Silver Flame: The Cathedral
rests atop the highest tier of the city, an indomi-
tahle bastion and source of great inspivation for

the Silver Flame worshipers who call the eity home.

The Cathedral has white alabaster walls supported
by massive flying buttresses and fitted with dozens
of tall. stained glass windows set in ornate, wrought-
iron frames.

The interior ol the Cathedral, with its silver-
inlaid black marble floors and pillars, seems a perfeet
marriage of majesty and decadence, Deep within the
Cathedral, beyond heavy doorways and well-armed
warforged gpuards, sits the Chamber of the Flame,
The Flame itself rises from a fiery pool at the center
of a brilliant cireular mosaic of floor tiles.

In addition to housing a veritahle swarm of
clevics and paladins, the Cathedral is home to the
offices of the cardinals and the private chambers of
the Keeper of the Flame, Jaela Daran. Anyone lucky
enough to be granted aceess might stumble upon Jacla
in the halls, for she paces them often, murmuring
quietly ta herself. Of course, wherever Jaela goes, so
too goes her ferocious pet and guardian, Skaravojen
isee page 1397,

A gray stone causeway connects the Cathedral to
the tall spires of Thalingard.

Thalingard: It is customary for the imperial ruler
of Thrane ta name the roval palace after himself (or
herself). Thalin was the last of Thrane’s true monarchs,
and thus the palace retains his name. Thalingard has
narrow spires that reach higher than any other structure
in the city, including the Cathedral. Although stocked
with vigilant warforged guards, it feels sirangely empty
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and neglected: It clings to the west side of the city's
central plinth, its sheer walls and precarious balconies
loami ng high above the rest of the city,

']'ha]ingﬂrd serves as the primary residence for
Thrane’s royal regent. Diani ir'Wynarn. Every few
menths, Diani leaves the city and retreats to Silvereliff
Castle farther north, The Council of Cardinals pay little
heed ta her coming and going unless they need her for
some diplomatic funetion. Diani keeps Thalingard clean
and ready for visiting dignitaries and important gather-
ings, but she considers Silvercliff Castle her "nest.”

Lightning Rail Station: The lightning rail sta-
tion is the northern terminus for a line connecting
Flam:‘kce]: i Sigﬂstnl‘. Aruldusk, and Vathirond. Tt
connects to an even larger line that runs the length
of Breland, passing through Starilaskur and Wraat
befare terminating in Sharn. The lightning rail
departs twice daily, in the morning and evening.

The distances, times, and costs (lirst class pas
sage) invalved in traveling the lightning rail from
Flamekeep are summarized below,

From [Mstance

Flamekeep to:  Between Stops Time Cost
Sipilstar 270 miles 9 hours 135 gp
Aruldusk +130 miles -4, 20 hours Bhap

Vathirvond +230 miles +8.75 hours®  +115gp

Srarilaskur +420 miles =1¢ hours =210 op
Wreoat +1,290 miles +£3 hours 645 gp
Sharn +A50 miles =15 hours =225 gp
* lneludes a [-hour delay For ticket and customs inspectian.

Notahle NPCs

Flamekeep is home to Thranes of every race and class.
Iere are a couple of minar NFCs the characters m ight
run inlo,

Orison: LG male human cleric 3. The man whom
folk call "Orrison” is a discharged clervie of the Silver
Flame named Lusef Arcarion who witnessed a [ew too
many atrocities during the Last War. Now, he's been
reduced Lo a raving street preacher who anxiously warns
passers-ly that the war isn't over and that "The Karrns
are coming!” Orison’s madness isn't magical in nature
but can be cured with a greater restoration, heal, or miraci
spell, Once cured, Lusef might be able ta provide some
wital piece of information the heraes need 1o camplete
a quest, perhaps something he learned in the service
of the Church.

Tower: LG warforged fighter 4. The warforged
known as Tower fought for Thrane in the dying days of
the Last War, and now that the war has ended, he daesn't
quite know what to do with his time, He's looking for
direction and a way to use his martial prowess (since he
daesn't know a trade). A dwarf suggested that he draft
some notices and post them around the city, and Tower
has taken the suggestion to heart. PCs in need of some
hired muscle or a cohort might stumble upon one of
several tatterad pieces of parchment nailed to a past.

It reads: " Warforged soldier for hive, Comes with adamantine body,
bastard sword, ond shield. Inquire at the Rusty Anchor”

ANGWAR KEEP

Damaged Fort, Population 50

Angwar Keep was attacked many times during the Last
War, and the work to repair its many sundered walls
has begun.

The steadfast defenders of Angwar Keep cur-
rently include an elite squad of seven wann1*gec| (LM
warforged fighter 3) called the Redeemed. Onee part
af Cyre's army. the warforged felt mistreated and
underappreciated. and so they defected. One by ane,
they trudged across the Brey River and pledged their
lovalty to the enemies of their homeland. The tirved
defenders of Anpwar Keep were suspicious of the war-
farged at first, but their fears were gracdually allayed.
The warforged proved their worth as tireless guards
and skilled laborers, What happens to the Redecmed

once the keep is rebuilt remains to be determined.

ARYTHAWHN KEEP

Damaged Fort, Population 100

Perched atop a racky erag in the southeastern corner of
Thrane, gray-walled Arythawn Feep remains isolated
from mast of the nation, The keep took a pounding
from C}frﬁn and Brelish Lroops, and repairs are just
beginning ta get underway, The soldiers assigned to
this post have grown borved and lax in their duties.
They arc weary, lonely, and Irustrated by the lack of
news from Flamekeep.

ARULDUSK

Small City, Population 10,800

When invading Karrns buent Shadukar 1o the ground,
the citizens of Aruldusk feared their eity would fall next.
These fears were never realized, Years later, when Cyran
and Brelish attacks drove the garrison from Arythawn
Keep, Aruldusk again feared an attack that never came.
In short, Arulduskans have much 1o be thankiul for.

Aruldusk receives a lot of vizsitors thanks to the
lightning rail that passes through. The rustic town
has blossomed into a quaint eity that caters to tourists
with a plethora of taverns, inns, sho])s, merchants'
carts, and farmers’ wagons.

Crutside of the tourist quarter, Arulduskis a peace-
ful settlement. Commaners lead a simple lile, attending
services as Lthe local Silver Flame cathedral and catch-
ing up on the latest rumors and gossip. Adventurers
laoking for trouble might find a rowdy gathering of
shifter gypsies living on the outskirvts of the city, The
Arulduskans have little patience for the shifters and
would love Lo point the PCs in their dirvection,

AUXYLGARD

Fart, Population 200

High in the Auxyl Hills stands a relic of a bygone age:
a great blacky fartress of crumbling gray stone. Harse




trails snake from Auxylgard through the surrounding
countryside to Daskaran, Flamekeep. and Athandra.
Saldiers standing on the battlements of Auxylgard
can see trouble coming from miles away and mobilize
gquickly to any ol these three cities.

The fortress itself is surrounded by scorched
hills, In decades past, Auxylgard served as an acad-
emy far the king's royal guard. but the fading of the
manarchy sealed the academy’s fate. That said, the
foriress lended off several Aundairian incursions
during the Last War, and its strategic importance has
not diminished over time. It now watches aver the
road to Flamekeep. A priest (LG male human cleric
7 [Silver Flamel) remains on site to tend to the sick
and relay warnings to Flamekeep (via sending spells)
Wll'l'e]'.l. NeCessary,

DASKARAN

Large Town, Population 4,500

Onee the cald eapital o Thrane, Daskaran now serves
as the nation's gateway Lo the north. The town is
nestled in the rocky loothills of the Starpeaks and is
probably best known for its white-needled coniferous
trees and neatly cobhled strests.

I 696 YK, aterrible Are swept through the com-
munity, destroying nearly all its wooden buildings and
leaving over half of its citizens without homes. With no
time to rebuild befare winter, the homeless bundled
up their few remaining possessions and fled to Flame-
keep. They never returned, and Daskaran’s population
shrank greatly, A few of the vriginal stone buildings
remain, thaugh they seem weirdly out of place near
the newer stone-and-wood siruclures, Two prominent
temples stand in the center of town: the Temple of the
Silver Flame and the Temple of Dol Arrah. A stone
statue of Tira Miron on horseback stands between
the temples, her sward raised high. Careful observers
quickly discover that the statue is actually the center-
picce of an enormous sundial sel into the ground. with
the shadow of Tira's sword counting the hours,

The priests who oversee the two temples do not
see eye to eye on a great many things, but they are
not rivals.

THE FACE OF TIRA
Landmark Site
In 734 YE., King Thaldren IV commissioned a famous
sculptor named Helgar Lezivani to carve Tira Miron's
face into a rocky crag laoking south toward the Tamor
Hills, where the Silver Flame was horn, This 80-foot-
high stone face is chiseled inta the top of a 250-foot-
high, 200-foat-wide outcrapping of bare rock. It can be
seen from the nearhy trade road and lies roughly 80 miles
east of Danthaven and 80 miles west of Flamekeep.
Pilgrims traveling along the nearby road typically
stop to offer a prayer to Tira. Any worshiper of the
Silver Flame who docs this gainsa+| insight bonus on
skill checks for the next 24 hours.

FORT LIGHT

Fort, Population 120

Fort Light stands perilously close to the borders of
Aundair and Breland. Although sverrun many times,
the castle has always managed to fallbackinto Thrane’s
hands and haswithstood somestartling assaults. From
this castle, small bands of war-weary rangers and
fighters patrol the borders, waiting to ses whether the
Treaty of Thronehold will indeed keep the Aundairian
and Brelish hordes at bay.

Fort Light's defenses include an impressive array of
giant polished metal shields rigged to a series of gears.
The shields ean be angled to catch and reflect either sun-
light or bright moonlight. shining on any who approach
the casile without invitation. Ar night, fires are stoked
inthe highesL lowers, and conjured witchlights illumi-
nate the surrounding battlefield.

MORNINGCREST

Fart, Papulation 300
The citadel of Morningerest is home to a small yet
respected order of paladins called the Eternal Dawn,
Although the order has fewer than a hundred mem-
bers, the paladins are skilled riders, swordfighters, and
archers. In addition to housing the order’s barracks and
armory, the citadel containg a small village that includes
aninn, asmithy, andamill, The commoners who inhabir
the eitadel treat the paladins with the utmost respect, for
they are all devated emissaries of the Silver Flame.
Although Morningerest did not escape the Last
War unscathed, Aundair’s penerals seemed reluctant
to attack the citadel, perhaps because it seemed too
obvious & target, Most of their attacks were directed
at Sentinel Keep to the north or Arolangard to the
south. Although Morningerest seldom faced a direct
threat, the paladins of the Elernal Dawn took it upon
themselves to patrol the Landrise between Sentinel
Keep and Arvolangard. dispatching or scaring off any
Aundairian scouts or seldiers they encountered.

SHADLUKAR
Ruined City, Population 0
Onee called the Jewel of the Sound, Shadukar is now
a seorched ruin built into the side of & rocky shelf
looking north toward Thronehold. Many Thranes
believe the ruins are haunted.

Karrnathi soldiers stormed the city of Shadukar
in 358 YK The city's defenders were not expecting a
Karrn attack fram Cyre, especially one accomplished
using searwoad skiffs that could glide across the Brey
River. The Kavrnathi troops took control of the city
in a matter of hours and held the city hostage for two
years. During that time, they looted and pillaged what
they could. They let Thranes die of famine and mas-
sacred entire families. They animated dead Karrns and
Thranes to reinforce their dwindling ranks.

Thrane forces from Flamekeep laid siege to the
city, but they couldn't punch through its defenses. In
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361 YK, the Karrns finally withdreéw, burning the city
to the ground as they left. The Knights of Thrane and
their cleric allies were able to destroy the remaining
undead and rid the city ofits Karrnathi stench, How-
ever, the damage and loss of life was staggering,

Askany Thrane abhout Shadukar, and he'll tell you
it's a cursed ruin ruled by ghosts,

SIGILSTAR
Small Cit}u Pnpulation 12,000

Sigilstar is commonly known as the "crossroads of

Thrane.” It's named after a fixed star in the heavens
that the ather stars seem to revalve around,

The city sits on the lightning rail line between
Flamekeep and Vathirond, and Sigilstar’s merchants
are always competing with thase in Flamekeep to the
north and Aruldusk ta the east. A major trade route
also runs through the center of town, making Sigilstar
an obyious transfer point for cargo and goods maved
on land, water, and rail.

Sigilstar contains some of the mast striking
displays of Flamic architecture found anywhere in
Thrane. In addition, many of the city's rooftops arve
lined with crystal spikes that caprure the sun’s rays
during the day and illuminate the city at night.

Citizens of Sigilstar call themselves Sigilans, and
visitors often remark at how open-minded the average
Sigilan seems. An impressive number of wizards, sor
cerers, and magewrights live in Sigilstar. In addition,
the city has more than a few competent alchemists,

Sigilstar is also known for its tea. The city hoasts
several distinguished teahouses where patrons can sit
comfortably, drink copiously, and debate politics and
religion withoul affending anyvone.

SILVERCLIFF CASTLE

Castle, Population 50
This remate estate built atop the cliffs overlook
ing Scions Sound has long served as a refuge for the
royal family and their nable [viends. Dianiic Wynarn
retreats here when she wants to escape the sour politics
of Flamekeep or confer surreptitiously with her allies
in the aristacracy.

Warforged seldiers patrel the grounds night
and day, while inside lurk empty suits of armor that
animate and attack intruders the instant a royal family

member gives the command,

THALIOST

Large City, Population 24,500

Thaliost doesn't look like other Thrane cities with its

skyraking towers, magically shaped stonewark, tree-

lined boulevards, and wide-apen spaces, It looks more

like Fairhaven. the capital of Aundair, which isn't sur-

prising since Thaliost was once an Aundairian city,
Thrane conquered Thaliost and the surround-

ing territory in 926 YK and spent the next two years

trying to annex the region. Aundairian soldiers made a

halthearted attempt 1o reclaim the city in 327 YK, but
they were too few in number to uproat the entrenched
Thranes. The knights thought the city was theirs until
the Aundairian commoners revolted in 928 Y K. The
Council of Cardinals tried to starve the Thaliosans into
submission. Eventually, the instigators were captured and
burned alive. That same year, a magical conflagration
destroyed the colossal White Avrch Bridge that spanned
Scions Sound between Thaliost and REekkenmark.
severing the lightning rail line and hreaking Thrane's
surest link into Karrnath. Exactly who destroyed the
bridge—Aundairians, Karnns, or Thranes—remains
a mystery, although a number of factions have stepped
forward and claimed responsibility.

The Thaliosans are a bitter, divided, and defeated
people. Some have made plans to return to Aundair
now that the war has ended. Others accuse Aundair
ol abandoning them and leaving them to suffer at the
hands of the Thranes, These same Aundairians sadly
proclaim that they have no homeland to return to.

Alarge garrison of kn ights barely maintains arder
in Thaliost. Meanwhile, the Archbishop of Thali
ost, Salgar Dariznu (LE male human cleric § [Silver
Flame]), is widely regarded as a vicious tyrant who
burns people alive for his personal pleasure.

SILVER PYROMANCER

“Silver fire s my weapon, the Silver Flame my power.”
—Kievan ir'Talar, Adept of the Third Cirele

Casting fire spells tinged with the holy power of the Silver
Flame, the silver pyromancer is an arcane champion of
the Church, taking his place alongside cleries, paladins,
and exorcists in the Church’s cause. As a silver pyro-
maneer, you wield five spells with proficiency exceeding
your level, and imbue thaose spells with holiness in imi-
tation of the purifying fires of the Silver Flame.

BECOMING A SILVER PYROMAMNCER

Most silver pyromancers are wizards with a single level
of cleric—or, occasionally, a handful of paladin levels,
Afew sorcerers, bards, and even warmages dedicate
themselves to the Church of the Silver Flame and
adopt this prestige class, but wizards are by far the
oSt COMmMmon.

ENTRY REQUIREMENTS

Alignment: Lawful good.
Skills: Knowledge (religion) 4 eanks.
Special: Ability to cast Sed-level arcane spells.

Speciali Ability 1o turn undead.

CILASS FEATURES

As you gain levels as a silver pyromancer, you learn ta
infuse inereasing amounts of holy power into your fire
spells. Your fire spells can harm even ereatures with



THE SILVER PYROMANCER
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Base

Attack Fort  Hef  Will
Level Bonus Have Save Save Special
1st 40 £ +0 +2 Pyromancer, purge undead,

bow proficiency

2nd +1 +0 +0 +3 Sacred flame
Grd +1 +1 +1 43 Smiting spell 1/day
41h +2 +1 +1 +4 Persistent fire
5th +2 +1 +1 +4

improved sacred flame

Class Skills {2 + Int madifer per level): Coneentration, Craft,

and TD':.I.'I'I;}':'. Kn-:1w|r--:{g'|:- {:'l:'l.i.gl.ﬂ:l'l}. Profession, Sense Motive, H]H'”l'l'il li.

immunity to fire, deal extra damage o evil creatures,
and burn for an additional round.

Pyromancer: Whenever you cast a spell with the fire
descriptar, use your character level as your caster level.

Purge Undead {5u): Starting at Ist level, you can
use your turn undead ability to deal damage tou ndead
ereatures by channeling positive energy and infusing
it with fery divine wrath. When you use this ahiliry,
all undead creatures within 30 leet of you take 1db
points of damage per effective cleric level, Your effee
tive clerie level for this purpose is vour effective cleric
level for purposes ol turning undead plus your arcane
easter level. For example, if you ave a cleric 1/wizard
Gfsilver pyromancer £ or a paladin Liwizard Sisilver
pyromancer 2, vour effective cleric level for purpaoses
ol turning undead is 7th,

Mfected undead can attempt a Will save {DC 10
t one-half your effective clerie level « your Charisma
madifier) to reduce the damage by half. Undead with
turn resistance subtract its value from the damage they
take from this ability, For example, a vampire with
turn resistance =4 subtracts 4 from the damage it takes.
When used against incorporeal undead, this ability is
not subject to the normal 30% chanee of not affecting
an incorporeal creature,

Using this ability counts as a use of your turn undead
ability for the day. This ability does not increase your
effective cleric level for purposes of turning undead.

Bow Proficiency: At lst level. you gain proficiency
with the longhow and sharthow.

SP(:].]L'a..s.ti_n;;: When you gain a new silver pyro-
mancer level alter Ist, you gain new !ipr:l].'i per day
and an increase in easter level (and spells known, if
ﬂPPliCU.]J':I::' as if you lhad also gainr_'d alevel in whatever
arcane spelleasting class you had before you added
the prestige elass level. You do not. however, gain
any other henefir a character of that class would have
gained, ['you had morve than one arcane spelleasting
class in which you could cast Grd-level spells before you
became a silver pyromancer, you must decide to which
class you add each level of silver pyromancer for the
purpose of determining spells per day, caster level,
and spells known.

Smiting spell 3/day (blinding),

HIT DIE. d6

Spelleasting

+1 level of existing arcane spelleasting class
+1 level of existing arcanc spellcasting elass
+1 level of cxisting arcane spelleasting class

+1 level of existing arcane spelleasting elass

]J:P]unmc:‘-_ Heal, Knowhdgﬁ {nreane), Kr:uw]l:dgr_‘ (J'Ll_‘lhi.li.l_'\,-'

[n addition, starting at 151 level, you can treat

spells from the paladin spell list as though they were
arcane spells on the spell list for the arcane spellcast-
ing class in which you conld east 3rd-level spells belore
becoming a silver pyromancer. You can add these
spells to your spellbook or your list of spells known
normally, just as though they were arcane spells. You
cannot add these spells to the warmage spell list, or 1o
the list of another similar class that can freely access
all spells on its elass spell list.

Sacred Flame {Su): Beginning at 2nd level, you can
lace your five spellswith sacred energy that is not subject

to resistance Lo Are-based attacks or even [ire immu-
rity, Hall of the damage your fire spells deal results
from this sacred energy. while the rest is normal fire
damage, Thus, ifyou hit asalamander
with ascorching ray that would normally
deal 17 points of fire damage, the
salamander takes & points of damage
[rom sacred energy, while ignor-
ing the remaining % points of
fire damage. You can choose
not to use this ability—for
example, if your spell targets
a ereature that is vul
nerahle to fre (such
as a creature with
the cold ﬁubtypc).
When you reach

th level, you can

choose to make
fire spells deal no A silver
fire damage at all. pyromancer

instead dealing
full normal dam-
age derived from
sacred power,
Thus, creatures
that are immune
ar resistant to fire
take full damage
from such a spell.
However, if vou
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use this ability, you eannot also make the zpell a
smiting spell and your persistent fire ability does not
apply to il

Smiting Spell {Su): Beginning at 3rd level, you
can choose ta imbue your fire spells with additional
holy power so that they deal extra damage to evil crea-
tures. You can use this ability once per day, and you
must declare that vou are using it before you cast the
spell. Thus, if:.-'ou lose the 511-::]1 fnran'lr' reasorn {l—uilinga
Concentration check to cast the spell defensively, lailing
to bypass the target's spell resistance, and so on), your
daily use of a smiting spell is still expended.

When you cast a smiting spell, you gain a +4 bonus
on caster level checks to bypass the spell resisitance of
evil creatures with that spell, and the spell’s damage
is inereased by G0% against evil creatures (as if you
had applied the Empower Spell feat o ith, In addition.
evil creatures take a ~2 penalty on their saving throws
against & smiting spell, [fyou also apply the Empower
Spell feat to your smiting spell, it deals dauble damage
(4 80% twice) to evil crealures.

At fBth level, you can use Lthis ability three times
per day. In addition. once you reach Sth level, an evil
creature that fails its saving throw against a smiting
spell you cast is blinded for 1 round,

Persistent Fire (Su): Beginning at dth level,
when a creature lails its saving throw against one of
your fire spells, it takes an addiy ional 1d6 paints of
fire damage on your turn in the next rou nd as the fire
from the spell continues Lo smolder in the creature's
clathing, hair. or even flesh, This is similar to the
cffects uf‘c'ﬂlchingun fire, bul the hire is ﬁumﬂ'lﬂt!'f'ﬂ“}f
extinguished alter | round,

Ex-Silver Pyromancers

If you cease 1o be lawiul good or willfully commit an
evil act, you lose all silver pyromancer abilities (inelud-
ing access 1o paladin spells), You cannot progress any
further in levels as a silver pyromancer. You regain
your abilities and advancement ]1nrc‘.ntiﬂl ii—}'c}u atone
for your violations {see the atonement spell deseription
in Lhe Plaper's Handbook), as appropriate.

PLAYING A SILVER PYROMANCER

Most spelleasters who share your fascination with fire
spells would be viewed as erazed pyromaniacs, Not
you, Fire is not an end in itself, but a useful means Lo
purily the world around you. Your five spells are just
a reflection of the zeal that burns in your heart, the
purilying flame that has purged evil from your soul,
That zeal defines who you are: It consumes your every
thought and defines every word you speak. Purging evil
lrom the world is your sole purpose,

Asasilver pyromancer, you are part ol the Oirder of
the Pure—an arganization with a somewhal checkered
history of relationship with the Chuarch of the Silver
Flame as a whale. The Order of the Pure includes hun-
dreds of clerics. dozens of paladins, and legions af more

ordinary believers. Silver pyromancers are a Lin}-—Lhe}'
mj.ght say elite—minority within the larger Order, with
nowell-defined place in its hierarchical structure. Thus,
you have a significant degree of freedom and autonomy
with respect to the organization you belong Lo,

Combat: Fire spells are your signature tactic.
When you're carrying enough fire spells, any evil oppo-
nent starts to look like a dry haystack just waiting to go
up in flames. Once you reach 2nd level, fire spells even
retain some utility against hre-immune oppenents, so
the need to prepare alternatives diminishes drastically.
Little has changed about your fundamental approach
ta combat situations: You are still valnerable to attacks
{especially attacks of opportunity while casting), se
vour hest approach is to remain out of the thick of
melee and blast opponents from a sale distance.

Apainst undead opponents. your ability to purge
undead is an extremely effective weapon—naot driving
undead away, but damaging them just as you would
with a spell. The addition of paladin spells to your
spell list gives you access Lo a few more low-level spells
that can protect you and your allies frem harm rather
than dealing damage directly,

Advancement: To become a silver pyromancer,
vou need to seek out the Order of the Pure and apply
for membership. Most commonly, you'll do this with
the sponsorship ol anather pYromancer whao supports
your application and promises to train you if you are
accepled. Joining the arder can be a grueling process,
particularly for those whose morality and motives are
not absolutely spotless, You will certainly be subjected
to a battery ol divinations te determine your alignment
and assess vour purposes. If vou are accepted into the
order, you can begin your pyromancer training.

In your initial training, you gain in:iighl'. into
fire spells and learn to channel holy power Lo damage
undead. As you progress, you bring those two elements
together, Working one on onc with vour sponsor!
mentor, you learn to infuse your fire spells with holy
power, carefully measuring the energy that makes up
each spell. Your mentor gives you plenty of room o
adventure, viewing that freedom as a good opportunity
for you to practice what you are ltiu'ning.

The path of advancement as a silver pyromancer
is o short one and doesn't offer you a lov of choices, As
you gain feats, consider those that enhance your spell-
casting, if vou don't already have them, such as Spell
Facus (evocation), Spell Penetration tand the greater
versions of both feats), Combat Casting, and merta-
magic feats. Empower Spell works partieularly well in
combination with a smiting spell, and Maximize Spell
is even more effective. Extra Turning works to improve
vour purge undead ability as well.

Resources: The Order of the Pure generally leaves
silver pyromancers to pursue their own goals without
providing significant assistance, The order does ocea-
sionally put the weight olits sponsorship behind a cru-
sade it believes to be particularly important, however.




[fyou can convinee leaders of the order that your work is
essential to the purity of the Chureh (not just important
for ridding the world of some evil monster), the order
might loan you a holy magic item {3 holy or disvupting
weapon, a strand of prayer beads, or & minor relie). If you
have the skills and talents of leadership (represented by
the Leadership feat), the order can provide a cadre of
fanatically loval lollowers to support your mission.

SILVER PYROMANCERS
IN THE WORLD

“1'd no sooner vide info battle without a silver pyromancer behind
me than L would without my steed,”
—Alestair ir Davin, Silver Flame Paladin

Paladins are nol the only champions of law and goad
in the world, Characters with much less of a martial
bent are still called to holy service, particularly in a
nation that uphalds the paladin as a cultural ideal.
The silver pyramancer is na less combat-oriented than
the paladin and shares the paladin’s drive to battle evil
with foree, but his weapaons are spells—particularly fire
spells—rather than sword and lance.

Orgnnitation: The Order of the Pure is much
larger than its silver pyromancer membership, and it
pays little attention to these fanatical wizards within
its ranks, Within the order, the tiny college of pyro-
mancers has a loose structure. relyving on individual
relationships of mentarship and collegiality to main-
tain its traditions and identity.

The titular head of this informal college is cur-
rently Gennara ir' Damilek (LG female half-elf wizard
Sicleric silver pyromancer 30, avounger member of a
family that 15 quite prominent in many levels of society,
government, and the church, Her vision for the college
isto forge it into a finely honed weapon in the Church’s
service. [n fact, she admires the Puritans who launched
the crusade against lycanthropes a century agoe, and
would like 1o sec the Church take up a similar eru-
sade now that the Last War is over and the Church has
unprecedented political power, She has not setiled on
an appropriate target. though necromancers, undea,
and doppelgangers are all high on her list,

Despite its small size, the pyromancers’ college enjoys
assigning ranks to its members, These elaborate rank-
ings somectimes seem absurd. as there are more ranks
than members to All them, but every member knows
what other members she outranks and who outranks her,
New members of the collepe receive Lhe rank of Initiate
of the Seventh Circle, and progress (airly quickly (based
almost purely on seniority) through lower-numbered
circles to Initiate of the First Cirele. Beyond the Initiate
ranks. demonstrated ability and service to the college
begin to play a part in determining rank. An Initiate of
the First Circle who performs well is promoted 1o Adept
of the Seventh Cirvele, and then once again progresses
through suceessive circles. assuming continued goad
performance, An Adepl of the First Circle who eompletes

a significant quest or important service to the broader
Chureh might be promoted to Hierophant of the Seventh
Cirele. Currently, Gennara ir' Damilek holds the title of
Hierophant of the First Circle. and there are no other
hieraphants except three in the Seventh Circle.

NPC Reactions

The college of pyromancers is strugpling to achieve the
same degree of recognition and respect accorded to
paladins and other established servants of the Church
of the Silver Flame in Thrane, buat it is an uphill
struggle. Most Thranes remain ignorvant of the college's
existence., Nevertheless, most Thranes show respect to
anyone decked out in regalia of the Chureh, so silver
prromancers can expect friendly reaclions assuming
that they wear a holy symbol and incorporate other
insignia of the Silver Flame into their elothing, Beyond
Thrane. however. they receive mixed reactions—more
friendly from supporters ol the Church, and less so
from shifters and other groups traditionally hestile
te the Chureh,

The members ol the Whispering Flame are hostile
to silver pyromancers, They believe themselves to be
the true arcane servants of the Silver Flame, and view
the pyromancers as attempting to usurp that role, For
their part, silver pyromancers are necessarily hastile
to the evil deeds of the Whispering Flame, though
most are unaware of its existence as an organization.

SILVER PYROMANCER [.ORE

Characters with Enowledge {(local) or Knowledge
(arcanal can research the silver pyromancers to learn
more aboul them,

DC 10: Same wizards in the Church of the Silver
Flame fancy themselves areane paladins.

DC 15 These wizards make extensive use of fire
spells charged with haly power, and do have some
powers comparable to those of paladins. They can smite
evilwith their spells, blast the undead, and replace fire
energy in their spells with pure divine power.

IDC 20: These silver pyromancers are part of the
Ovrder af the Pure, an order dedicated to purity and
purifying the warld. They have a little hierarchy of
their own within the order, though it's possible that
there ave more ranks in the college than there are
members, Their leader is Gennara ir' Damilek.

DO 30: Gennarva ir'Damilel is ahout as fanatic
a Thrane as can be. BEumaor has it she'd like to launch
another crusade like the one that nearly wiped out the

lycanthropes a hundred years aga,

SILVER PYROMANCERS

IN THE GAME

In:‘m'pm'aiing silver pyromancers into your campaign
should be effortless. The Order of the Pure makes a
natural ally for characters who share its goals of hght-
ing supernatural evilin the world—and a natural enemy
for characters who might be perceived as a threat to Lhe
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stability of Thrane society or the Church’s rule. Like
any ather orpanization in Eberron, it might act as an
enemy in one adventure and an ally in the next, and
silver pyromancers might play any role in the course
of thatinteraciion.

A player character silver pyromancer is much
like a paladin. She should have ample opportunity to
seek out evil threats, whether they lurk in the ruins of
Xen'drik or in the hierarchy of her own church. Like
paladins, silver pyromancers are most easily 'inlegrat-ed
into an adventuring group that shares at least some of
their ideals—a strangly chaotic or evil-leaning group
of adventurers is not the best place for a silver pyro-
manecer, who risks losing class features asa consequence
of even associating with such characters.

Adaptation

The comhbination of lawful goad zeal with an interest
in fire is peculiar ta the Church of the Silver Flame
in Eberron, making this class difficult 10 adapt to
other purposes. In theory, a similar elass could be
built around a different energy type, though there
are mare fire spells, and thus more opportunity to
use the class abilities, than there are spells thar use
different types of energy. Similarly, the elass could he
adapted to serve a different alignment, infusing spells
with unholy power and smiting good, for example.
Awizard devoted to chaos and elecericity could look
mechanically very similar to the silver pyromancer
while being completely different in flavar.

Encounters

The silver pyromancer deseribed below would make a
fine cohort or companion for a cleric or paladin of the
Silver Flame or any adventurer dedicated to fAighting
chaos and evil,

EL 8: Kievanir'Talar escaped the doldrums of the
aristocracy by studying wizardry under the tutelage of
Vadi ir'Savaci of Sigilstar. Vadi introduced Kievan to
an old friend named Gennara ir' Damilek, Asthe head
of the Order of the Pure, Gennara invited Kievan o

jein the Order as an Initiate of the Seventh Cirele, and

he agreed. Fe has since risen to the rank of Adept of
the Third Circle. At this point, he's ready to log some
"field time” and join an experienced group of adven-
LUrers o a guest or two.

KIEVAN IR TALAR CR 8
Male human wizard 5/cleric 1/silver pyromancer 2
LG Medium humanaoid

Init +1; Senses Listen +4, Spot +4

Languages Common

AC 15, touch 15, flat-footed 14

hp 25 (8 HD)

Fort +&, Ref +4, Will +9

Speed 30 fi. (a .ﬂquarr:.a}

Melee mwk dagger +2 (1d4-1/19-20) or

Ranged mwk shorthow +5 {1d6/19-20)

Base Atk +3; Grp +2
Atk Options Combat Casting, sacred flame
Special Actions purge undead, spontaneous casting
(heal spells), turn undead 3/day (+2, 2d6+1, 1st)
Wizard Spells Prepared (CL 5th):
Brd—firehall {2} (CL 8th, DG 18), fiy
2nd—invisibility, mirror image, scorching ray (2) (CL Bth, +4
ranged touch)
| st—burming hands CCL Bth, DG 16), expeditious relreat,
mage armort, shield
0 —dancing lights, detect magic, flare (DC 15}, mage hand
¥ Already cast
Cleric Spells Prepared (CL 1st)
Vst—divine fizoor, shield of firith, protection from eait™ (D0 13)
h—light. read magic, resistance
D: Domain spell, Domains: Good, Law,

Abilities Str &, Dex 13, Con 12, Int 17, Wis 14, Cha 10

50 faint aura of good, familiar

Feats Brew Potion®, Combat Casting, Greater Spell
Focus (evocation), Lightning Reflexes. Seribe
Scroll®, Spell Focus {evocation)

Skills Concentration +15, Heal +6, Knowledge
{arcana) +13, Knowledge (history) +11, Knowledge
{rtligiun} +13, Listen +4, Sense Motive =6, Spell-
craft +13, Spot +4

Possessions masterwork dagger, masterwork shorthow
with 10 arrows, holy symbal

Purge Undead (Su) 30-ft. radius, 7d6, Will DC 14
half.

Sacred Flame (Su) Kievan's spells with the hre
descriptor deal half fire damage and half sacred
damage.

Hook "[ burn evil. It's really that simple.”

THRANE SPELLS

The following spells first appeared in Thrane during
the Last War.

FLAMEBOUND SYMBOL
Transmutation

Level: Clerie 3, paladin 3 (Silver Flame)
Components: ¥V, 5, DF

Casting Time: 1 swift action

Range: Personal

Target: You

Duration: | round

Clerics of the Silver Flame devised this spell to dispose
of Karrnathi undead legions, since turning them was
seldom enough.

Casting this spell is a swilt action. If you cast the
spell belore attemptling to turn undead, your turn
undead ability changes as follows: Instead of being
turned or destroyed, all undead within B0 feet take
ld6 points of sacred damage per caster level, A sue-
cessful Fortitude save (DG 10 + one-half your eleric or
paladin level + your Wis modifier) reduces the damage




by half. Undead creatures destroyed by the damage
are utterly consumed in silvery fire, le;wing nothing
behind except their possessions.

Special: Only clerics and paladins of the Silver
Flame can cast this spell.

FLAMEBOUND WEAPON
Level: Paladin 1 (Silver Flame)
Components: V, §

Casting Time: 1 swift action
Range: Touch

Target: Weapon Louched

Duration: | min, /level

Saving Throw: None

Spell Resistance: Nao

Casting this spell is a swift action. With it, vou imhbue
aweapon you hold with the power af the Silver Flame,
The weapon hecomes sheathed in a silvery nimbus
ol light and deals an additional 1d6 points of sacred
dMqugt: upon striking an evil ereature.

Special: Only paladins of the Silver Flame can
cast Lhis spell.

WHISPERING FLAME
Divination

Level: Druid 2, clevic ¥
Components: ¥V, 5§ M, DF
Casting Time: | standard action
Range: Touch; see text

Target: Two candles

Duration: | day/level
Sa\'ingThruw: Mone

Spell Resistance: No

This spell is placed on two candles, which the caster
must hold at the time of casting. Anything that is spoken
into the [lame of one candle can be heard issuing from
the flame of the ather. The candles' ability to transmit
and receive messages works over any distance, provided
they're both on the same plane ol existence. Bath candles
must be lit for the message transfer to oeeur.

.’"nhhl:ru;_;ll the spell's effect can last for days, a whis-
Bering flame candle can burn only lor a total of § hours
before it melis away and lases ils power, 5o keeping it
lit for lang periods of time is inadvisahle.

Asingle candle cannot have more than ane whisper-
ing flame spell cast on it.

Material Components: Two candles,

SILVEREYE MARAUDER

Medium Construct

Hit Dice: 9d410+20 (69 h]’ﬂI

Initiative: +11

Speed: 60 fi. (12 squares), elimb 30 fi,

Armor Class: 27 (+7 Dex, +10 natural), touch 17, flai-
footed 20

Base Attack/Grapple: +6/+10
Attack: Bite +13 meles (2464 plus 2d6 sacred fire)

Full Attack: Bite +13 melee (2d6+4 plus 246 sacred

fire) and 2 claws +11 melee (1d8+2)

Space/Reach: 5 ft./5 ft.

Special Attacks: Breath weapon, improved prab,
pounce, rake 1dE+2

Special Qualities: Construct traits, damage reduction
dfadamantine, darkvision 300 fit., improved grab,
low-light vision, scent

Saves: Fort +3, Ref +10, Will +3

Abilities: Str 19, Dex 24, Con —, Int 2, Wis 11, Cha 11

Skills: Climb +12, Listen +6, Spot +6

Feats: Ability Focus (breath weapan), [mproved Ini-
tiative, Multiattack, Weapon Finesse

Environment: Any

Organization: Sclitary or pack (2-5)

Challenge Raling: &

Treasure: Mane

Alignment: Always neutral

Advancement: 10—16 HD (Medinum)

Level Adjustment: —

Two glowing sifver eyes flicker in the darkness. Suddenly, a gleaming
metallic quadriped with razor-sharp talons springs forth, its tanthy
maw spewing silver fight.

One of Thrane's most devastating contributions te the
battlefield. the silvereye murauder is a vicious engine
ol destruction devised by an Aundairian defector,
wizard, and Silver Flame worshiper named Kaldor
Ravalek, Ravalek worked closely with silver pyromanc-
ers and House Cannith magewrights in Sigilstar to
build the first working prototype. The Church of the
Silver Flame secretly poured hundreds of thousands
of gold coins into the project. In 946 YK, 1wo years
after the prototype’s completion, packs of silvereye
marauders were set loose to slaughter enemy patrals,
protect Thrane trade routes, and guard Silver Flame
temples. Only a handful of silvereye marauders sur

vived the war,

Asilvereve marauder has a vaguely leanine body
compased of silvery steel. [t measures § feet long,
stands 3 feer tall at the shoulder, and weighs 250
pounds. Silver light spills from its hallow inte-
riar, and it emits a hollow, raspy sound similar to
labored hreathing.

Using magical ingenuity similar to warforged ere-
ation forges, House Cannith magewrights imbued the
silvereve marauders with the harest ol sentience, making
them as smartas hounds, They understand basic com-
mands spoken in Common, but cannot speak.

COMBAT

A silvereye marauder moves with terrifying speed and
uncanny grace. [t springs into combat, pouncing on its
prey and raking with its steely talons, [tsaves its breath
weapon for foes it cannot reach.

HHYUHL
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Silvereye marauder

When asilvereye marvauder is destroyed, the silver
firc within it burns out. leaving nothing but a crumbly
stee] husk,

Breath Weapon (5u): 30-Taot line of heatless silver
flame, once every ldd rounds, damage 3db sacred,
Reflex DCOIG hall, The save DO is Constitution-
based and includes the silvereye marauder’s Ability
Focus feat,

Improved Grab {Ex}: To use this ability, a silver-
eye marauder must it with its hite attack. [t can then
attempt Lo starl a grapple as a free action, without pro-
voking attacks of opportunity. TF it wins the grapple
check, il establizshes a hold and can rake.

Pounce {Ex): If a silvereye marauder charges a foe,
it can make a Tull attack, including two rake attacks,

Rake (Ex): Attack bonus +11 melee, damage
1d8+2,

Construction

Carefully seulpred plates of polished steel comprise a
silvereye marauder’s body, The hire that burns within
it comes fram the Silver Flame itsell, The materials
cost 5,000 gp.

The silvereye marauder’s creator may assemble the
bady himselfar hire someone else to do the joh. Creat-
ing the body requiresa DC 20 Crafi (|.||ul.:k:il'ﬂill‘li1‘lgj or
Crafli {a rmm‘smiT]\ing}l check. After the bady is pieced
together, the silvereye marauder is animated through a
lengthy ritual performed by a silver pyromancer with
the sacred flame class feature (see page 1515, [fthe ere-
ator is personally constructing the creature’s body, the
building and the ritual can be performed together.

A silvereve marauder with more than % Hit Dice
ecan he created, but each additional Hir Die adds
5.000 gp to the markel price.

CL 15th; Crafi Construct (see Monster Manual page
303}, limited wish, major creation, permanency; Price 120,000
gps Cost 60,000 gp + 4,600 XP,

WINGWYRD
Medium Monstrous Humanoid
{Earth)
Hit Dice: 3d8+9 {22 hp)
Initiative: +2
Speed: 40 fr. ] .liquarl::i:l. fly G0 fr,
laverage)
Armar Class: 16 (+2 Dex, +4 natu-
rall, touch 12, flat-footed 14
Base Attack/Grapple: +3/+4
Attack: Claw +5 melee (1d4+2)
Full Attack: 2 claws +5 melee {1d4+72)
and wing slam +3 melee (1d6+1) and gore
+3 melee (1d6+1)
Space/Reach: 5 fr./ fi.
Special Attacks: Fiend strike
Special Qualities: Damage reduction 5/magic, dark-
vision 60 fi., death burst, freeze, spell resistance 14
Saves: Fort +4, Ref +5, Will +4
Abilities: St 15, Dex 14, Con 16, Int 10, Wis 12, Cha 11
Skills: Hide + 8%, Listen +9, Spot +9
Feats: Alertness, Multiattack
Environment: Any
Organization: Solitary, pair, or pack (3-12)
Challenge Rating: 3
Treasure: Mone
Alignment: Always lawful good
Advancement: 45 D {Medium)

Level Adjustment: +3 (cohort)

This gargayle has pole groy wings and a pale gray hide, Other notable
ﬁ“l‘.lf!i."l“ﬁ include .ﬁhurp_fy peinted ears, @ braad JJGS(‘,_,I'ﬁF-brﬂr.fr eyes, and
harns that curae back from ils broa,

Wingwyrds are descendants of normal gargoyles thal
have been touched by the Silver Flame. They serve and
protect temples ol the Silver Flame, occasionally acting
as messengers between them,

Wingwyrds require no food, water, or air. They
spend their lime waxing philosaphic and reflecting on
the Silver Flame. They ave social ereatures but under-
stand that duty comes before personal pleasure.

Wingwyrids are very communicative. They speak
Commaon and Terran,

COMBAT

Wingwyrds rarely Bight except to defend their lemples.
They attack wi.s.|3|}-: lakiug out weak targels first before
ganging up on stronger foes. Hwingw}r:'d gives up some
of the pargoyle's damage reduction for spell resistance.
A wjngwyl'l:l's natural weapons are treated as magic for
the purpose of overcoming damage reduction,

Fiend Strike (Su): Awingwyrd’s natural weapons
deal an extra 1db points of damage to evil cutsiders,

Death Burst (Su): When a wingwyrd is reduced
to —10 hit points, it releases a burst of silvery flame
that consumes its remains and deals 1db paints of




fire damape per Hit Die to evil creatures in adjacent
squares, A successful DO 14 Reflex save veduces the
damage by half, Nothing remains of the dead wing-
wyrd except its possessions (i{'an_x_‘r} and some powdered
gray stone. The save DO is Constitution-based.

Freere (Ex): A wingwyrd can hold itself so st1ll it
appears to be astalue, An observer must succeed ona DO
20 Spot check to notice the wingwyrd is really alive.

Spell Resistance (Ex}: A wingwyrd has spell
resistance equal to 11 = its Hit Dice.

Skills: Wingwyrds gaina +2 racial bonus on Hide,
Listen, and Spot cheeks, #The Hide bonus increases
by an additional +8 in areas where Flamic avchitecture

dominates (such as in temples of the Silver Flame).

WINGWYRDS AS CHARACTERS

Wingwyrds make excellent emissaries of the Chureh of
the Silver Flame and stalwart companions for clerics
and paladins of similar faich,

Wingwyrd characters possess the [ollowing racial
traits:

+4 Srrength, +4 Dexterity, +6 Constitution,
+2 Wisdom.

Medinm size.

Awingwyrd's base land speed is 40 leet. 1t also
has a fly speed of 60 feer (average],

—Darkvision aut 1o G0 Teet.

—Racial Hit Dice: A wingwyrd bepins with three
levels of monstrous humanoid, which provide 348 [t
Diice, a base attack bonus of + 3, and base saving throw
honuses of Fare +1, Bef i3, and Will +3.

—Racial Skills: Awingwyrd’s monstrous humanoid
levels give it skill points equal to 6§ % (2 + Intmodifier),
[vs elass skills are Hide, Listen, and Spot, A wingwyrd
has o +% racial bonus on Hide, Listen, and Spat
checks, and an additional +8 hanus an Hide checks
when concealed against Flamic stane architecture

teemmon in Thrane cities and termples).

Racial Feats: A wingwyrd's monstrous humanoid

levels give it twao feats,
Speeial Artacks {see above): [lend strike.
Special Cualities {zee above): damage reduction
Efrnugic. death hurst, freers, spell resistance,
—Automatic Languages: Common. Bonus Lan
guages: Auran, Dwarven, Gnome, lpgnan, Terran.
—Favored Class: Fighter,

—Level Adjustment: + 5,
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ANGER KNOWS NO BORDERS
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by the Last War, Aundair, Breland, the Mournland, Karrnath, and Thrane now
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Inside this book, you'll find everythi'ng you need to adventure in the mighty
: kingdoms that form the heart of Khorvaire:
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